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COLONIA REGION

A recently populated, distant region of space approximately 22,000 light
years from the Core systems.

Colonisation of this area was begun when a mobile space station accidentally
hyperspaced to the Eol Prou RS-T d3-94 system in 3302. An enterprising
group that became known as the Colonia Expansion Initiative supported a

.. large scale migration to the region during that year.

CORE SYSTEMS

The location of Earth and the main human-habited area of the
galaxy.

The core systems contain the major human superpowers,
including the Federation, the Empire and the Alliance. Until the
start of the Colonia migration, humanity's entire population was
located in this region of space.
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The Cobra Mk Il is swooping out from under the asteroid’s shadow and making a daring run on
your Anaconda’s position. You target your ID scanner on it and find that it’s a registered
offender, probably waiting to jump out and surprise the first unsuspecting trader it could find. It
sweeps by and its scored hull rushes across the viewscreen and disappears over the top of you.
You can feel the ship shudder underfoot as the plasma from the Cobra’s exhausts run over your
hull.

The gunnery officer turns and tells you that the forward cannons are primed and ready to
fire, but the rear turret is malfunctioning again. You curse under your breath and turn to the
engineer to ask him to get the thing working again. She nods and tells you she is already working
on it but it might be a couple of minutes. You check the scanner and see that the Cobra is
curving around to your six and that it will have a shot in only a few seconds. You push the
controls forward and set full throttle, diving the Anaconda down and around before rolling
ninety degrees and pulling up on the stick. The Cobra is now right above you and bright laser
streams shoot past your viewscreen, but you don’t feel the impact of a hit and your shields seem
intact. You barrel roll one-eighty and push down on the stick again, seeing the asteroids slide up
across your field of view before the Cobra appears on a collision course!

You give the command to fire and the gunnery officer responds, bright flashes appearing in
front of you as the cannons fire. You see the bright blue flare of shields as the bullets strike and
the Cobra veers off to port. A slight trail of something black shows that this run may have dealt
more damage than you might have hoped. You turn again to follow the Cobra and see it turn tail
and start to head back into the asteroid belt. Congratulating yourself on a job well done, you
order guns disengaged and set a course back to the planet...

“You do WHAT?” exclaimed Steve.

“I’m setting course back to the planet,” replied Andrew, “there’s no point following that
Cobra into the asteroid field.”

Steve shook his head, “But we got through his shields in one volley! Another pass and we
should be able to knock him out.”

“l know, but there’s no guarantee that we’d be that lucky again, and we’d have to dodge all
those asteroids. He’s taking us into territory that his ship has a better chance in.”

Steve looked pleadingly towards Chris, whose glance darted back and forth between the
players over the gamesmaster’s screen. “Don’t look at me,” said the Loremaster, “this is between
you two. Act it out.”

“I’m not taking the ship in there,” Andrew said. “It’s just not worth it.” He turned to Helen,
who was roleplaying the ship’s engineer, “Have you got that turret working again yet?”

Helen shook her head, “l don’t know. I’m trying to reset its controls.” She looked at Chris.

“Roll against Knowledge and any Engineering experience you might have,” he said. Helen
rolled four dice and told him the results. “No, you haven’t. It looks like you might have to
manually unlock the turret - you can’t do it from here.”

Helen looked over at Andrew, “Nope, sorry cap’n. Gotta reset the turret manually. Could be a
couple hours work.”

“That settles it then,” said Andrew. “I’m definitely not going after that Cobra with a turret out
of commission. Stow the guns, Mr. Lafferty.”

Steve sullenly agreed, “OK, my character deactivates the weapons controls, but he’s not
happy about it. He storms off the bridge."

“Where do you think you’re going?” Andrew asked softly.

“Where do you think, ‘Captain’? I’m going for a drink. I’m not needed here anymore.”

“You’ll stay on this bridge until | say you're done.”

Steve affected an expression of disdain, leaning over the table and glaring at Andrew. “You
ain’t the boss of me. | work on this ship because | choose to, not because | have to.”

“You get paid the same as everyone else. If you want that to still be the case tomorrow then |
suggest you stow the attitude and take your seat.”

Quietly, as the drama unfolded between the captain and the gunner, Chris rolled a few dice
and smiled. He scribbled a note on a scrap of paper and handed it to Helen, who read it and
smiled back - all of this went unnoticed by the two arguing “characters”.

“Uh...guys?” she said softly.

“...and as far as I’m concerned you don’t care about bounty or profit, you just want to keep
your nice new ship shiny,” spat Steve.

“This shiny ship is your living quarters, you idiot, and you better...”
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“HEY, SHIP FLYING PEOPLE!” shouted Helen. Steve and Andrew both turned to look at her. “I
might just be a lowly tech geek, but should that ship on the screen be getting bigger if we’re not

moving?”
Andrew winced,

“l turn to look at the viewscreen. What do | see?”

Chris smiled sweetly, “There’s a Cobra MK Il coming right at you. A beam of laser fire streams

”

out...
“I’m arming the cannons,” called Steve.
“I’m getting the ship to full speed,”

said Andrew.

“I’m going to fix that turret,” said Helen, “Looks like we might need it.”
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WELCOME TO
ROLE-PLAYING GAMES

You hold in your hands a window to another
world and another way of life. You can become
someone else for a while and take part in wild
and wondrous adventures. You can live out your
dreams in the safety of your own living room.

Role-playing games (also known as RPGs)
come in two flavours: computer games and
tabletop RPGs. Tabletop games take the form of
books full of rules and instructions on how to
play the game as well as background information
about the universe the game is set in. The idea is
that a group of friends gather together at
someone’s home or a back room somewhere and
create a story to play through as characters in that
story. Tabletop RPGs have been described as
acting in a film or television show inside your
head.

Aside from the books, players will need pens
and pencils, paper and other stationery items as
required. Most importantly RPGs need dice,
which are used to perform ability checks and
actions: Elite Encounters uses standard six-sided
dice such as those found in casinos and board
games.

In the game, players take on the “role” of
characters in a story. These characters are
described using numeric statistics (generated
using the rules and instructions mentioned
earlier) and some creative writing on the part of
the players. The details of each character are
stored on record sheets (called Record Files in
this game) which are provided in the book.

v

Normally each player will take on the role of a
single character, but more experienced or
confident players can have as many characters as
they wish. In the game you’re holding in your
hands now, the player characters are known as
Avatars.

One of the players takes on the responsibility
of creating and describing the story actions the
characters will be taking part in. This player also
needs to act the parts of characters that are not
represented by the players (called non-player
characters or NPCs) and who will be adversaries
or allies of the characters. In other RPGs this
important player goes by many names, including
Dungeon Master, Storyteller, Narrator and
Games Master. In Elite Encounters, the term
we’re using is the Loremaster (or LM for short).

The LM can use pre-written story ideas (also
known as Adventure Modules, Missions or
Scenarios) or make up stories as the game
sessions progress. Many LMs take the middle
ground and use a pre-existing scenario as the
basis for the story but change the details to
personalise the story.

Role-playing games can be played in single
sessions for a few hours or can take the form of
long campaigns where the players get together
one or more evenings a week for many months
or even years. The length of the story (and
therefore the game) depends on the story being
told and the enthusiasm of the players.

Above all, RPGs are designed around having
lots of fun and being creative. We hope you
enjoy Elite Encounters.
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GLOSSARY OF TERMS

1D6, 1D2 etc: shorthand for the rolling of dice. The first
number indicates the number of dice. The letter "D" stands for
"dice" and the second number indicates the number of sides the
dice should have.

ARCHETYPE: The career path that an Avatar takes.
Archetypes are an umbrella container for Occupations of
specific types.

AVATAR: A player’s character in the game.

AVATAR RECORD FILE (ARF): A double sided A4 sheet
containing stats and information about the player character
(Avatar) and any associated clothing, belongings or weapons.
Referred to in other RPGs as a Character Sheet.

AVERAGE LOAD: The Average Load value marks the largest
amount of mass that can be carried by an Avatar for any length
of time without causing fatigue or harm.

CAMPAIGN: a chain of gaming sessions with an ongoing story
involving the same players and characters.

CHARACTER: A person encountered within the Elite
Encounters story. This could be a player’s Avatar or a character
controlled by the Loremaster. The word “character” is used to
collectively refer to Avatars, NPCs and other individuals within
the game scenario.

D2: A dice roll that allows decisions between two possible
outcomes. To roll 1D2, a single six-sided die (1D6) must be
rolled with a 1, 2 or 3 being one outcome (or 1) and 4, 5 or 6
being the other outcome (or 2). A coin toss works just as well,
but remember to state which result gives which outcome.

D3: A dice roll allowing decisions between three possible

outcomes. Again, 1D6 should be rolled but this time 1 or 2 is
the first possible outcome (or 1), 3 or 4 is the second possible
outcome (or 2) and 5 or 6 is the third possible outcome (or 3).

D6: A single six-sided dice, commonly found in many board
games. 2D6 means that 2 six-sided dice need to be rolled. In
Elite Encounters high rolls are needed for tasks to succeed.

DICE: in relation to this game, dice are 6-sided cubes with
numbers on each face. They are used to generate random values,
usually to determine the success or failure of an action.

EXPERIENCE: Experiences are skills and talents an Avatar
learns during the course of his/her adventures. Any Avatar can
learn any skill through trial and error. Experiences and learning
are tracked on the Record File.

LOREMASTER or LM: The person creating and telling the
story which features the players’ Avatars. The LM is
responsible for creating and controlling the non-player
characters (NPCs) that the players will meet in the game.

A% :14:

LOAD: A statistic that determines the amount of weight (or
mass) an Avatar or character can carry. See also AVERAGE
LOAD and MAX LOAD.

MASS: The mass (or weight) of an item. Mass acts as a limiting
factor in all gravity environments including zero-g and
characters can only carry a certain amount of mass. Weight is a
combined property composed of both mass and gravity.

MAX LOAD: The absolute maximum amount of mass an
Avatar or character can carry. Carrying a mass anywhere
between the AVERAGE LOAD and the MAX LOAD will
gradually tire the character and incur penalties to actions.

NPC: Stands for Non-Player Character. These are the characters
that the players will meet during their adventures. The LM
creates them and decides what they will say or do based on their
motives, the needs of the adventure and the actions or reactions
of the Avatars.

OCCUPATION: A specific job held by an Avatar or NPC
either currently or at some point in the past. Part of the
character generation process.

PILOTS FEDERATION RATING: A measure of a ship
commander's standing in the Pilots Federation. Used in the
game to provide social standing benefits. Can be shown on
Vehicle Record File as PF Rating or, when referring to the kill
count or bounty reward total, the Combat Rating.

RPG: Role-Playing Game. Can refer to either a tabletop RPG
or a computer game. In the context of this book, the term RPG
refers to the tabletop version unless otherwise stated. A tabletop
RPG is played with a book or books that outline the
background, setting and rules for the game alongside character
sheets, pens, pencils and dice.

REPUTATION: The Avatar’s standing in the Elite universe.
This is a measure of how the Avatar is thought of in the Galactic
community.

TASK POOL: The number of dice that can be rolled to
perform a task. Usually a product of one or more Aspects and
an Avatar’s Experience at a specific task.

TRAITS: Skills that an Avatar has an innate talent for. Chosen
during character generation.

TRAIT PACKAGES: Collections of Traits that portray a
particular personality type.

VEHICLE RECORD FILE (VRF): A double sided A4 sheet
containing stats and details about a vehicle and its contents.
Also contains an abbreviated set of stats for the crew.
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"Hello Lave Control, this is Carrie Gorman requesting docking clearance, over."

"Hello, Carrie Gorman, this is Lave Control, send your registry details, over."

"Roger Contrdl, sent, over."
"Thank yousCarrie Gorman you're cleared to dock. Engage flight assist for docking bay approachw
"Lave Control this is Gommander Izit of the Carrie Gorman, | don't need flight assist to dock | CAN fly, oVBE"

i-; "Roger Commander lzit. You see the black smudge over the dock entrance? Over. B ;'::
‘%\ ' "Roger, over.”
' "That’s the remains of the last pilot that attempted to manually dock, over." t
s “Roger Control. Carrie Gorman, engaging flight assist, over." ’
) % T
W o W
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PART 1: FUTURE HISTORY

FIRST STEPS [1900s to 2200s]

Mankind’s technological growth saw it make its first tentative
ventures into space in the late 20th century. The race to the moon
was narrowly won by the United States of America in 1969 but a
series of mishaps with the unreliable rocket powered spacecraft
meant that the efforts to reach that planetoid and other, more
distant worlds came to an abrupt end. The political tensions of
the time took precedence, with spacecraft being relegated to
putting surveillance and communication satellites into orbit.
Some small space stations were built to explore the effects of
space on the human body and carry out other scientific and
military experiments. Meanwhile unmanned probes were sent
out to explore the solar system and large telescopes were built to
study the distant stars.

In the early twenty-first century major resource problems
forced humanity to look to the stars for some way to spread the
population out from Earth. Commercial organisations funded
missions to build colonies on the Moon and Mars and to explore
the rest of the solar system for possible safe havens as tensions
on the mother planet grew. The Third World War saw this
exploration expenditure curtailed as the planet's focus turned to
the devastating conflict. The war raged on for nine long years, at
the end of which nations had fallen, over a billion people had
died and humanity’s home was on the brink of ecological
collapse.

After the war, the USA welcomed other nations into its
Union to help support each other with financial and medical aid,
rapidly becoming the dominant power on the planet. As more
and more countries joined this union over the next few decades it
was renamed the Federation of the United States. Eventually this
was shortened to simply “The Federation™ as the last of the
world’s nations joined up. This Federation proudly claimed to
uphold the democratic principles of freedom and self-
determination that had made the United States the power it had
become and to maintain its support of capitalism and expansion.
Under the Federal flag humanity once again returned to space
exploration, sending out unmanned probes and manned missions
in an effort to ensure the survival of the species by spreading to
other worlds and other star systems. Several controversial
“generation ships” and “freezer ships” were launched during this
time amid protest about the length of time these journeys would
take and how much actual use they would be.

The 22nd century saw domed colonies successfully
established on the Moon and Mars, each containing a controlled
environment capable of sustaining both plant and animal life.
These colonies helped to support the rebuilding efforts on Earth
as it recovered from the war. The discovery of hyperspace
rendered long-term voyages obsolete by allowing rapid travel to
other star systems. The possibilities for exploration and
colonisation were truly exciting, as were the potential rewards
for the sciences. The return signal of an interstellar probe sent to
the Tau Ceti system sparked the first offworld colonisation in
2151 and corporations raced to be the first to plant a flag on an
alien world. Tau Ceti 3 exceeded expectations, hosting
indigenous life and a biosphere similar to that of Earth.

With almost three-quarters of Earth’s productivity geared
towards the colonial efforts between 2160 and 2179, early
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colonisation efforts were aggressive and almost uncontrolled.
The colony on Tau Ceti 3 nearly destroyed the native ecology in
only five years due to aggressive farming of Earth-native crops,
and a complex life form in the Delta Pavonis colony was wiped
out in a biological accident. Despite Federal orders being drafted
calling for more care to be taken, alien ecologies were
discovered and put at risk in the Beta Hydri and Altair systems
and massive chemical pollution wiped out more than two
hundred people on Mars as the attempt to terraform the planet
failed. Many felt that humanity was unable to be responsible
enough to be allowed into the wider galaxy without trailing
death and destruction in its wake. Despite the dangers and
carelessness, the colonial movement learned and evolved, with
colonies becoming successful and more people becoming
interested in building a life in the new frontier. The “pioneer
spirit” of the old American West seemed to have risen again.

Whilst the damage to old Earth began to be healed, colonies
expanded and proved to be more diverse than planned. Delta
Pavonis and Altair agreed to maintain the ecologies there in
exchange for more devolved powers, but the rebellious Taylor
Colony on Tau Ceti 3 continued to defy the Federation, declaring
independence and prompting the first interstellar conflict. The
Battle of Taylor Colony ended at the negotiating table, having
achieved much the same result as voluntarily undertaken by
Delta Pavonis and Altair.

The Federation underwent some restructuring as a result of
the battle, extending its constitution to include star systems as
independent nations eligible for membership. This new
constitution granted independent rights and membership to each
system that signed it, provided they met certain development
goals. In the beginning even Earth did not meet those goals, but
that fact proved to be a positive influence on colonies who
proved more willing to sign knowing that they were battling
alongside Earth to make the grade without the political
machinations of the past muddying the waters of member status.
The new constitution, called the Federal Accord, was signed into
legislation by the Federation of Star Systems in 2242.

RISE OF EMPIRE [2200s to 2400s])

The last quarter of the 23rd century proved to be historically
significant. 2280 saw the discovery of the first non-human relic,
the origins and nature of which have remained a mystery into the
34th century. A decade later the terraforming of Mars was finally
completed on the second attempt, and many corporations and
government organisations transferred their business there in the
following years. In 2292 the outspoken socialite Marlin Duval
denounced the Federal government and founded a new colony in
the recently discovered Achenar system. She advertised for
colonists to establish a new government model and she attracted
much interest — unfortunately not all of that interest was geared
towards the democracy she craved. Duval’s fleet arrived on
Achenar 6d and immediately began establishing the colony
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under Marlin’s direction. Achenar 6d was a small planetoid with
an earth-like atmosphere and human-friendly flora and fauna,
including a sentient species that Marlin had taken great pains to
see were treated as equals alongside the colonists. Within four
years the colony was self-sufficient.

Marlin Duval's death in 2296 left her brother Henson to take
up the leadership mantle. Rumours were widespread at the time
that Henson had somehow been involved with the accident, but
no evidence was ever found to prove it. Henson gradually
transformed the democratic colony into one modelled more on
the autocratic imperial models, declaring himself Emperor and
forming a society based on patronage and senatorial governance.
These actions attracted comment from the Federation, as Henson
Duval’s Imperial mandates were completely outside the
agreements made between Earth and the colony under the
Federal Accords. These complaints intensified when it was
revealed that Henson’s policies had rendered the native sentient
species extinct, and when it was proved that Henson had
deliberately set out to achieve this end, the Federation responded
with force.

The 2324 Battle of Achenar, despite the relatively young
status of the colony, was stacked in the Emperor’s favour due to
logistical challenges that the Federation could not completely
overcome. Henson’s appeal to the civilian population for
assistance was well-received, and by mid-2325 the Empire’s
“People’s Fleet” had defeated the Federation. This so-called
“Great Battle of Liberation” spelled the end of Federal influence
in the Achenar system. Colonies now had a choice between the
state-oriented and tightly controlled expansion policies of the
Federation or the Imperial model, which allowed personal profit
and advancement in society along with less restrictions for new
colonies. The resultant cold war, fuelled by ongoing conflict
between the two parties in the Beta Hydri system, came to a
conclusion in 2379 when the Sirius Corporation, a conglomerate
of commercial organisations that had founded the first purely
corporate colony in the Sirius system forty years previously,
intervened. This conglomerate mediated the dispute between
Federation and Empire and after months of negotiation the
Federation agreed to grant the Achenar colonies full autonomy.
Supported by Sirius negotiators, a formal treaty was signed
between the Federation and the Empire confirming full
recognition of the hereditary title of Emperor.

With the treaty signed, in 2381 the victorious Emperor
Henson Duval ordered a great hall underneath the Imperial
Palace to be filled with sixteen thousand and thirty two obsidian
pillars — one unadorned block of black stone for each brave soul
who died for Achenar in the war. This tomb, called the Hall Of
Martyrs, has endured to become the most prized cultural site on
Capitol. The highest honour for an Imperial citizen is to be
entombed in the Hall within a new obsidian pillar and it is even
rumoured that some later heroes were encased in their pillars
alive. After the war, the attention of both powers turned to
expansionism. Through the 2390s the Federation sponsored
more colonisation charters and offered preferential financial
packages with colony missions that pledged to follow the
Accords to Federation membership.
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The Empire, meanwhile, forged its own colonial efforts both
with the promise of protection and economic security whilst
relying on an increasing military presence to pressure colonies
into pledging allegiance to the Emperor. The official Imperial
stance was to ensure that those colonies that were not enamoured
with capitalist and commercial control would have a safe and
secure option. The Empire also surged ahead of the Federation in
technological advancement both in manufacturing and
bioengineering, gaining a reputation as a rapidly growing power
that was wholly dedicated to improving quality of life for
humanity without compromise. Corporate influence was kept to
a minimum as any proposals for advancement or improvements
in tech or other areas of life were absorbed into the Imperial
infrastructure.

NEW FRONTIERS [2400s])

The first half of the twenty-fifth century saw the discovery,
colonisation and growth of the region that became known as the
“Old Worlds”. This fertile and historically significant area of the
galaxy was discovered during an expansion towards the galactic
hub and was colonised quickly and efficiently by a varied mix of
Federal, Imperial and corporate efforts, quickly becoming a
diverse region with complicated politics. The core systems —
Lave, Leesti, Diso and Zaonce — became self-sufficient in only
four years, declaring autonomy from the nearby supply routes in
2416 and spread their own colonies to the nearby Riedquat,
Tionisla and Orerve systems. A notable quirk of the colonies in
the region at the time was that each star system was given the
same name as the colonial world — therefore the Lave system
was home to the planet Lave and so on.

The Old Worlds colonies, possibly due to the diverse
backgrounds of the colonists themselves, strove to find an
identity that was different to the major powers that had spawned
them. As the 2430s moved into the 2440s the population and
economic growth in the Lave region increased almost
exponentially from year to year. Soon goods from Lave and Diso
were being found in the far reaches of both the Federation and
the Empire.

Another long-range exploration and colonisation mission
found and colonised the Alioth system in 2452. Early surveys
had indicated that the system was rich in resources but on arrival
the colonists would find that the system exceeded even the most
generous expectations. The first planet to be colonised, Alioth
5b, was named “Fruitcake” in reference to its soft, moist soil and
the plentiful pockets of minerals that were dotted around it like
scattered fruit. More importantly the system was found to
contain rich gas deposits both on the surface of its worlds and in
the atmosphere of its many gas giants. News of these discoveries
quickly spread and provoked corporate investment in the system
to supposedly aid the colonists in fulfilling the terms of the
Federal charter.

A decade later, in 2463, the Sirius Corporation embarked on
an operation to secure the gas mining rights in Alioth by moving
to stake a claim. Unfortunately two other corporations had the
same idea at the same time and the tensions spilled over into an
armed conflict. A few weeks after this conflict began a fleet of
vessels bearing Imperial markings arrived in the system claiming
to have been sent to protect the local population against this
capitalist conflict. In response Sirius appealed to the Federation
for assistance, citing the existing Federation charter in the

/\4’? I -

| N /



N —\.

o
ELITE P /
ENCOUNTERS o/ \

system. The Federation in turn sent a fleet of warships to match
the Imperial presence. Instead of provoking a military response,
Imperial agents in the system infiltrated the populace of
Fruitcake and incited a revolution that resulted in the tearing up
of the Alioth Federal charter. This allowed the Imperial fleet to
attack the Federal warships stationed above the gas mining
platforms and defeat them. Reinforcements quickly arrived and
the Imperial fleet was in turn forced back from the platforms.
Once more the two great powers indulged in a protracted back
and forth battle that endured for many years without any
significant gains for either side.

Meanwhile, for the most part the Old Worlds quickly
established an economic stability and the colonies prospered and
expanded across their planets. Communities still maintained
their own affairs and left the wider problems to the offworld
supervisors, thus unwittingly embedding the practices of
feudalism and functional anarchy into the populace.

The relative prosperity of the Old Worlds region came with a
price — pirates and free traders moved into the region in the
2470s. The unstable Riedquat system became a safe haven for
the criminal elements, providing a staging ground for incursions
into the profit-rich environments of worlds like Lave and
Zaonce. The lack of organised space-based law enforcement or
standing naval forces made for easy pickings for the experienced
and efficient pirate clans and their allies. The Empire’s
expanding borders and militant policies engendered caution and
suspicion through the neighbouring Old Worlds region. The
growing co-operative nature of the region saw all of the core
system leaders agree that a defence force would be essential to
deal with the growing piracy problem and to provide a means to
repel military actions such as those being seen in Alioth. Leesti’s
industrial machine was refocused on the production of ships and
weaponry and the resultant armed, deadly craft were classified as
“heavy couriers” and given prominent positions in trade fleets.
The later colonies of Reorte, Tionisla and Orerve formally
entered trade agreements with the core Old Worlds and ensured
that their alliances included access to these new couriers.

After many years of bitter and fruitless conflict in the Alioth
system signs began to emerge that tensions were easing in 2482.
Former Congressman Rory Priest of Altair became the first
Federal official to visit Fruitcake, now called Argent's Claim, in
twenty years, sparking hope that the situation there was close to
a resolution. The outcome of this would be seen seven years later
when the Sirius Corporation signed a trade agreement
relinquishing their claims on the mining platforms in exchange
for the exclusive rights to gas transportation in the system.

BATTLE LINES [2400s to 2700s)

The ever-present Imperial fleets on the borders of the Old
Worlds prompted the colonies in that area to join forces and
form the Old Worlds Coalition in 2483. The loose alliance
recruited merchant pilots into a semi-formal military force.

In 2498 a listening post in the disputed Morten-Marte
system was destroyed with all personnel killed. The Coalition
was blamed for the attack and the Empire responded by
launching an offensive into Coalition territory and destroying
several facilities, including a number of communications relays.
The sudden attack left the Coalition forces without an immediate
response and with reduced access to their reserve merchant navy.
As the Coalition realised that the situation could become a siege,
the Empire issued an ultimatum: disband the military force and
restrict fleet operations to trade and exploration only or suffer
the consequences. Left with no way out, the Coalition agreed to
the terms and rescinded the reserve activation clause.

As the 25th century ended the Old Worlds region became the
primary source of Hydrogen Fuel, replacing the formerly fruitful
and affordable refineries of the Alioth system. During the
following decades the Coalition gradually increased the cost of
fuel export to the galactic powers whilst offering cheaper trade
agreements with non-aligned worlds, prompting the Federation
and the Empire to the negotiation table. In 2530 it was clear that
Lave’s policies would not change and heads turned in the
direction of Alioth again.

Terrorist activity escalated on Fruitcake as a campaign was
waged against the Imperial Governor. Defacement, break-ins and
small-scale bombings tripled in frequency and damage as the
authorities imposed increasingly harsh laws. By 2541 an
organised resistance movement known as the “Cakers” had risen
to prominence, surviving by striking quickly and keeping
mobile, living mostly urban nomadic lifestyles. During that
conflict a number of significant events occurred. A Caker cell
hijacked and attempted to crash a tourist liner carrying Imperial
nobles in 2559. An unmarked dropship of Federal design, full of
mercenary soldiers, was shot down and destroyed in 2583 whilst
en-route to seize control of a major fuel refinery. Persistent
rumours of Federation collaboration split the Cakers’ popular
support and drove a series of sporadic conflicts both on the
planet and in the larger Alioth system. Privateers and so-called
“patriots” accepted commissions to stir trouble and were largely
indifferent to where those commissions originated. Both powers,
as well as the powerful corporations, contributed to a lengthy
conflict that ruined the system’s economy and damaged the
reputation of all involved parties.

In 2600, Federation President Sadiq Kessler passed a motion
removing all further charter requirements from Alioth’s Federal
Membership criteria, offering the system de-facto full
membership in its current state in the hope that this would help
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the Federation gain a tactical advantage through local support.
Instead the offer divided the Cakers, some of whom were in
favour of accepting the Federal offer and the rest preferring to
continue the push for complete independence. Some minor
infighting resulted but ultimately the pro-independence faction
prevailed in 2603 under the charismatic leadership of Quentin
Devises, a cunning and intelligent man who had a long term
strategy for Alioth and Fruitcake. As soon as the planet was
secure he made it known that Alioth’s only viable future was as a
port of free trade. After three years of petitioning, the Federal
diplomats in the system met with Devises and were told in no
uncertain terms where they could place their offer of Federal
membership.

The arrest, trial and execution of Tom Quaterson, an
unremarkable munitions worker accused of selling food coupons
to the poor, proved to be the last straw for the Alioth locals. The
general populace, supported by the Cakers and other rebels, rose
up and stormed the Governor’s residence. At the same time,
workers in the gas mines and refineries seized control of their
platforms and held the resources for ransom, demanding
complete independence for the system. With the local balance of
power in question, neither force could risk losing the exports
from Alioth. An unprecedented level of co-operation between the
Federation and the Empire saw a combined task force invade
Alioth in 2618 and forcibly retake the system. Quentin Devises
was captured on Fruitcake and summarily executed alongside an
announcement that the planet would now become a Federal
Protectorate whilst the space-bound facilities would become
Imperial property. Fruitcake was renamed Gordonworld in
honour of the task force’s Federal flag officer General Charles C
Gordon. The hasty alliance between the two powers did not last
long. The conquest of the system’s space-based platforms was
not enough for the Imperials — in 2621 scientists put
experimental terraforming techniques into action on a barren
world that they named “New California”. When the planet’s
terraforming process was successfully completed many citizens
from Gordonworld defected to the new world in pursuit of the
“new life” that the Empire promised.

As wars and conflict rose and fell around the galaxy the
more level headed members of the galactic powers focused on
expansion and colonisation. Colonies in Federation space
fulfilled their charters and became Federal States at a steady rate.
The down side was that each new member state provided
another voice to congress and the system began to become
unwieldy. Presidential intervention became more and more
common as opinions and viewpoints diversified uncontrollably,
often turning the halls of congress into useless shouting matches.
The so called “Birthright Wars” tainted the start of the twenty-
eighth century as Federal landowners were gradually stripped of
their land by commercial entities working through the Federal
government. The key claim was that these vast holdings,
potentially containing huge amounts of resources, could be the
key to securing access to fuels and important products. Federal
charters were amended to prevent families maintaining their
hold on land through multiple generations and the landowners
fought back when Federal agencies began to forcefully reclaim
land. The period is still considered shameful, and is cited by
anti-Federation critics as the point where the Federation became
a pawn of the capitalist corporations that keep it afloat. The
promised reforms were insignificant and the injection of finance
into the general economy was a fraction of what the commercial
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output from former hereditary locations was estimated to be at
the time. At the same time the Navy received major financial
input from commercial entities. Gradually the reclaimed regions
were heavily exploited and stubborn landowners that tried to
stand in the way of this “progress” were forcibly and
permanently removed from their former lands either by
legislative or physical force.

The situation had a moderate impact on the Alioth system.
The government and political leaders refused to release
ownership rights and the local corporations retained control of
their own facilities. In addition to fuel and mineral exports
Alioth became a dominant supplier of plastics, the export of
which far outclassed the fuel business. Dispossessed Federal
citizens fled their now worthless homes and most made for the
Alioth system where they felt there would be more protection
from self-serving capitalist interests. One notable outcome of the
Birthright Wars was the resettling of Walter Argent and his
family from the Ayethi system to Alioth. Walter managed to
retain the majority of his family’s tangible wealth following the
reclamation of their land and their forcible removal, using it to
secure a prime location on Gordonworld.

THE MARCH OF TECHNOLOGY
[2600s to 2700s])

As the galaxy opened up and the tourism possibilities became
apparent, many passenger transport companies arose and began
offering a variety of different space experiences. One notable
organisation, the Rockforth Corporation, saw potential in
investing heavily in a dedicated operations hub and colonised the
Ackwada system in 2673. The history of Rockforth is mostly
significant due to a strange dispute that arose in 2712 when a
battered message capsule was discovered that carried the logs
and records of the lost explorer Augustus Brenquith. The records
showed that Brenquith had been the first to discover the
Ackwada system many years before Rockforth colonised the
area and legal questions arose as to whether Brenquith’s family
had some claim to the system that preceded Rockforth’s own.
The corporation defended its claim successfully, with their
argument based primarily on Brenquith’s failure to officially log
the claim with the “proper authorities”. Questions were raised
about the validity of the Brenquith records, since the capsule had
been discovered in the Sol system with no clues as to how a
capsule from a ship supposedly on a deep exploration mission
had managed to appear suddenly in the core systems.

In the years leading up to 2690 the enforced government on
Riedquat began to fail as the largely off-world administration
lost touch with the needs of the people. The September
Uprisings in that year were brief and bloody and at the end of the
revolution the bodies of the former central government officials
were piled at the capital’s spaceport. Legend states that the
mound of bodies was topped with a short, succinct statement that
left the Coalition in no doubt how welcome they were on that
world. Riedquat descended into the most unstable type of
anarchy: a lawless and brutal state that remained unchanged for
nearly five centuries.

The Coalition took the failure of their policies on Riedquat
to heart and began to drastically restructure its policies. A new
style of union was proposed where member worlds would retain
their liberty and control of a world’s economy and development
would be sacrosanct. There would be very little in the way of
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membership requirements and each member’s distinctiveness
would be preserved at all costs. The new organisation would be
based on the sharing of resources with open and free trade in all
regions as well as a pact to provide help and support to each
other whenever called on. This draft charter was proposed to the
worlds that held trade agreements with the Old Worlds in 2696
and, after some modifications, was passed in August of that year
to create the Galactic Co-operative of Worlds. The
announcement promoted their policy of co-operation over
conquest and control but backed with a promise of protection
and security and promised the galaxy at large that the mistakes
of Riedquat would never be repeated. First GalCop Chief
Executive Officer Hahris Moersven, in his speech ratifying the
charter, focused on the idea that humanity needed to focus on
self-reliance and trust whilst remaining mindful of the duty to
future expansion of their borders.

Not surprisingly, both Federation and Empire condemned
this charter and stated that the coalition's withdrawal from the
trade lanes would affect the safety and stability of the galactic
economy. GalCop flatly refused to acknowledge any
communications with the superpowers, and thus largely removed
itself from galactic politics. The Empire's last edict to the Co-
operative, which remained unanswered, was that any attempt by
GalCop to develop into Empire space would be met with
immediate hostility.

From the first inception of the GalCop charter, the
organisation proved to be a breeding ground for entrepreneurs
and technically minded people. Many of the technological and
scientific advances of the era came from projects or worlds
based in GalCop space (whose members did, of course, benefit
from these advances). In 2699 Whatt and Pritney Shipyards
(later bought out by Faulcon Manspace) revealed a prototype for
a ship they called the Python. It featured modular construction
and large surface panels that would allow easy access to the
components within. Living quarters, engineering and cockpit
were all constructed as self-contained modules that could be
lifted in and out of the hull relatively quickly. Supplementary
systems were also designed around that same philosophy,
meaning that weapons, for example, could be swapped out
quickly if damaged, destroyed or just out-dated.

In 2700 the Python was officially launched and quickly
became a favourite due to its customisability and reliability. The
adoption of the Python signalled the start of a new renaissance

for corporate power in the galaxy. The sleek and graceful vessel
is cumbersome by today’s standards, but it was a massive step
forward from previous designs. Working with other hardware
manufacturers to develop standardised fittings and module
designs, Whatt and Pritney’s philosophy promoted the rapid
removal and installation of components. This facilitated easy,
low cost servicing on shipyards with few facilities that could
then simply hold a stock of the relevant spares and the
automated toolkits to fit them. It also popularised the
standardised hull concept, which reduced the cost of space travel
in smaller vessels dramatically while greatly improving their
reliability. Interstellar travel was no longer the exclusive domain
of the large liners and giant, slow cargo transports. The Python’s
radical new approach triggered a wave of innovation in small
ship design and ushered in a new era of space travel: the age of
the star-faring entrepreneur had begun.

In the early 2700s the Federation embarked on a programme
to upgrade and improve its military strength. Income from the
reclamation of colonial land and the improvements in available
spacecraft technology allowed the Federal Navy to expand its
fleet and its effective range. The programme also contracted out
fleet development and maintenance to commercial contractors,
meaning that fleets no longer had to travel to the core systems
for repair and resupply and could be maintained in local
shipyards and stations. The initial cost of these contracts were
high but the long-term financial relief was significant as
shipping and transport costs were greatly reduced. The first
commercial fleet yards and training facilities were brought
online in the Anlave system in 2702, and soon attracted a
considerable following with the Anderton Naval Academy being
established a few years later as the first training facility outside
the Federal Core systems.

COMMANDERS [2700s to 2800s]

The remainder of the 28th century saw most factions in the
galaxy focusing on expansion and consolidation. The Federation
and Empire maintained the parity of their Naval forces and
expansion rates. GalCop continued a steady expansion and
consolidated their leadership and administrative facilities in the
Lave system, creating a headquarters that was split between the
planet’s surface and Lave’s orbital station. As well as the
administrative facilities a pilot training academy was also
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established to train any pilots from any member worlds and
prepare them for all aspects of life in the stars.

Commercial entities also rose, expanded and fell during the
last quarter of the 2700s. The Achilles Corporation, for example,
was founded in 2791 and set up a research facility on Nesbitt
Landing in the Alioth system. Achilles quickly established itself
as a leading name in computer components and robotic systems,
developing new and improved automated systems that massively
outperformed existing products and taking on almost all of the
employees from a failed business named Trojan Developments.
This set the scene for Achilles, whose ruthless policies in
relation to recruitment and acquisition earned them a reputation
as the “biggest sharks in the interstellar arena”.

By the turn of the century the number of independent space
pilots was increasing greatly with every passing year. With that
came the challenge of tapping the skillset of each pilot in order
to provide assistance or support for trade routes, escort
operations and exploration duties. The Pilots Federation was
created in 2805 as an effort to provide some resource
management and help normalise the economy for many parts of
the galaxy. It also uniquely provided a measure of a pilot’s
combat abilities by introducing the “Combat Rating” — a simple
count of the combat kills that gave pilots a rank from “harmless”
to “elite”. Originally intended to be a simple yardstick to allow
experience and competent pilots to be assigned to a wide variety
of duties, it became controversial as many believed it to be an
incentive to commit murder. The Pilots Federation modified the
concept extensively over the years, expanding and altering the
concept. A “bounty” system was introduced, with the Combat
Rating being altered to be a measure of the bounty totals rather
than individual kills. Although similar organisations rose through
the years, none maintained the permanence that the Pilots
Federation achieved. The organisation is now based in the
Shinrartra Dezhra system and the modern "Pilots Federation
Ratings" measure success in combat, trade and exploration.

Between the 2810s and the 2840s GalCop records showed a
significant number of ships disappearing without trace in the
galactic northern reaches of its space. Repeated investigations
found no evidence of foul play, but as the disappearances
continued pilots began to talk about “strange encounters” and
unexplained hyperdrive malfunctions in the region near the
Pleiades nebula. Some enterprising pilots even managed to
capture grainy, practically unidentifiable footage of these
“encounters”: one such image seemed to show a distorted,
mottled material with the word “THARG” — leading the media
to immediately name these so-called aliens the “Thargoids”.
Without firm proof, these encounters remained a fanciful story,
and the Thargoids were relegated to horror stories to frighten
pilots into maintaining their hyperdrives regularly in case a
misjump took them into the arms of the evil aliens.

Emperor Trasken Duval II undertook aggressive
negotiations with systems both close to home and on the edges
of Imperial space whilst several terraforming projects were
instigated using the same rapid-conversion processes used so
successfully on New California. Large-scale slave labour was
used for the first time in the Zeessze system and the increased
productivity and profitability would be one of the early
incentives for the Empire’s slave culture. The concentrated
expansion effort did expose the fragility of the Imperial
economy, resulting in several insurrections to which the Empire
responded with forcible repression. Several leading noble houses
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were ousted from power and purged — a politically correct way
of saying that they were taken to a remote location and put to
death.

Faulcon Manspace released a heavy fighter design, the Asp,
into production in 2858: it immediately became a mainstay in
the Galactic Navy as Faulcon Manspace devoted its production
facilities to the new ship and the smaller Viper. With the staying
power of the Asp and the agility of the Viper, GalCop’s navy was
a force to be reckoned with, and Emperor Trasken again
protested at this further “show of force”. GASEC, meanwhile,
turned over its production assets to the Navy to help with
refitting older, larger ships.

2853 saw the establishment of the Nesbitt Landing scientific
research outpost in the Alioth system. The academic and
scientific communities of both the Federation and the Empire
began this project together but when a detailed study of genetic
birth defects in the population of New California highlighted
issues with the terraforming processes pioneered on that world
the Empire recalled its staff and withdrew from the project in
order to focus on the humanitarian and public relations disaster
that ensued. The local community on New California managed
to remain in control of the matter until the following year when
the Emperor’s office ordered that martial law be declared and the
population of New California be subjected to a mandatory
genetic correction programme. A coup by the “New Caker”
underground sect against the military garrisons prompted a fierce
battle to prevent the programme, during which Imperial forces
from the refineries were ordered to bombard the planet’s
population centres. Fortunately the possibility of this
intervention had been anticipated and word had been sent out to
the Federation that reinforcements would be needed. The Federal
fleet arrived shortly after the bombardments began and forced
the Imperial ships away from the planet. Admiral Kracer,
commander of the Federal fleet, landed with his marines to
cheering crowds in the capital. The population of New
California, with the support of Admiral Kracer, raised a motion
with the Federal Senate to accept the colony as a protectorate in
order to deter further Imperial attacks. The Senate deferred
voting on the request indefinitely, leaving it as an active motion
that would be raised at each session for consideration: this
motion has never been re-raised as a topic for voting.

Independent and commercial fleets were bolstered in 2855
with the release of Paynou Prossett and Salem’s multirole Cobra
and again in the following year with Rimliner Galactic’s much
publicised and eagerly awaited Anaconda transport. Along with
the Viper and Python, independent pilots and the GalCop
member states now boasted a reliable and easily customisable
range of ships that were suited to a wide range of tasks. GalCop
in particular was now becoming a well-equipped and well
trained power in the galaxy. Emperor Duval, again forced by
GalCop into upgrading naval technology, commissioned the
Imperial Research Group to begin developing purely military
spacecraft. The IRG set up a think tank and prototyping facility
on Achenar 6b and were ready to test some new designs in late
2855 when a catastrophic fire destroyed the central laboratory.
Three years later, with the IRG still rebuilding, the Imperial
Navy failing to match the capabilities of its rivals and expansion
beginning to slow, Emperor Trasken Duval passed away
mysteriously at the young age of fifty-nine to be succeeded by
Trasken III.
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TO THE BRINK [2800s to 3000s]

In 2866, after losing the confidence vote, Federal President Isaac
Gellan was found to have engineered a war in the Rockforth
Corporation’s home system of Ackwada. Gellan had received
several large sums of money from the corporation and, unable to
repay the loans, had instead manipulated Federal agencies to
create a war. The depth of Gellan’s corruption was
unprecedented and disturbing as he went to dark depths to both
cover up the situation and seek the total destruction of Rockforth
and its very homeworld. In the end the Ackwada system was
saved from annihilation when the corporation appealed to the
Empire for military aid, promising a substantial reward. The
cash-strapped Emperor immediately dispatched a battlegroup
under Commodore Samuel Lanner and successfully defended the
system. Federal presidents who have taken oath after this time
have been subject to regular review of finances and transactions
whilst in office.

Isaac Gellan was imprisoned in 2867 but was released in
2872 and immediately built a mercenary fleet to take his grudges
back to the Rockforth Corporation. His attempt was ill-advised
and futile, as Lanner had spent the intervening years
consolidating his fleet strength in Ackwada. His Anacondas and
Cobras were well equipped and their crews well trained:
Gellan’s mercenaries were quickly beaten back and ejected from
the system while Gellan was bankrupted and never heard from
again. Samuel Lanner was summoned back to Achenar in 2873
for an audience with the Emperor on Achenar, but his ship
disappeared in transit and he was presumed lost. A memorial
stone was erected in the Hall of Martyrs in his honour.

Gellan’s successor, President Olaf Smith, met his first
challenge in 2867 when several traders disappeared en-route to
the Zelada system prompting the formation of a task force to
investigate. Whilst the task force was on scene further
disappearances were reported in the Ququve and Aymiay
systems. The task force found no concrete evidence to reveal the
cause of the disappearances, but similarities to GalCop reports of
alien attacks were recorded in the reports. Smith used the
situation to his advantage in the media, taking a strong “anti-
alien” approach and gaining support from the Federal public.
Although little evidence has ever been released in support of the
alien attacks, the rhetoric and Smith’s strong, honest demeanour
did much to restore confidence in the presidential office after the
dark days of Gellan’s fall. History provided a footnote to
President Smith’s “Zelada Incident” when a cinematic biography
of a pirate called “The Black Prince” was released in the early
2900s claiming that the “alien attacks” had in fact been
perpetrated by his fleet of black Anacondas. This story was
largely ignored, although the Federal government did release a
statement denying the pirate’s claims, and did nothing to damage
Smith’s reputation.
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2924 saw another conflict flare up over resources in the
Alioth system. The Durn and Resner Corporation applied to the
Empire for support with its claim on the system’s hydrocarbon
mining rights, prompting the arrival of an Imperial fleet in short
order. The outnumbered Federal force retreated, soon being
pushed completely out of the system. Without warning a few
months later the Imperial battle group vanished without a trace.
The Federal forces returned and another corporation, Hassoni-
Kruger, stepped in to claim the mining rights. Durn and Resner’s
assets were quickly seized by the Emperor and transported out of
the system, but not before a number of investigations claimed to
have discovered wreckage and signs of battle as well as evidence
of medical experimentation. Accusations were levelled at the
Empire that Durn and Resner were involved with the
development of cloning technology under the cover of mining
operations. Imperial sources denied these claims, but the concept
remained in the colonial consciousness for a long time through
the popular press and the entertainment media.

This series of incidents set Alioth on a downward path. As
the decades passed the system was beset by corporate warfare as
they tried to claim all of the resources for themselves. The
inhabitants of Gordonworld and New California suffered as the
cost of living increased, taxes were raised and a new social
underclass was created. Hundreds of poverty stricken people left
the cities and settled in the old Caker hideouts whilst others
accepted exploitative working contracts with the corporations
that held the employees to ransom for little return.

The Eta Cassiopeia system was colonised by the Federation
in 2970 with a view to becoming a dedicated naval headquarters
and shipyard. A moon orbiting the gas giant Between was
terraformed and established as a specialised facility to train
planetary assault troops: tactical training instruction was moved
to this base from Anlave. This was largely seen as a Federal
response to the rumoured genetic experimentation — Federal
society frowned upon radical gene modification so relied on
training as well as innate physical and mental abilities. Federal
focus changed further in 2976 when incoming president Grant
Keller overturned decades of corporate “arm’s length” policy
and encouraged commercial investment in Federal projects —
Keller promised that all dealings between the Federal
government and corporations would be open and honest. With so
much conflict over resources and profits in the contested systems
Keller opined that Federal finances needed to have reliable, safe
income for a while to replenish the reserves.

Meanwhile, the Empire reached yet another impasse in
resource negotiations with the Galactic Co-operative. The ageing
and infirm Olban Hensard Duval lost patience with the “upstart
state” and abandoned further negotiations in 2978. Immediately
after this, Imperial capital ships bearing diplomatic idents were
observed in the Zelada and Ququve systems periodically during
the next two years by GalCop merchant naval ships. Several
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Imperial scientific teams were sent to the Exioce system in 2981
to study what appeared to be a failed terraforming experiment
that had left a world barren and enveloped in an ammonia-heavy
cloud.

Between 2982 and 2984 both the Federation and the Empire
saw a change in leadership. Olban Duval died in 2982 and
Gaylen Trasken Duval took the throne amidst much celebration.
Gaylen focused initially on improving and expanding the
Imperial palace and its surrounds on Capitol, sparing no expense
to create a glowing pink glass artwork that survives to the
present day and is considered one of the greatest wonders of the
galaxy. Whilst the Imperial capital was the centre of attention for
its architectural wonders Gaylen quietly diverted support and
finances to the military and began resupplying fleet strongholds,
quickly and effectively silencing dissenters within his court with
his decisive no-nonsense approach and prickly temperament.

In 2984 President Keller’s presidential term ended and the
golden years of commercial profits and relatively stable military
standings came to a halt. The newly elected president countered
the Empire’s military mobilisations by raising the Federation’s
fleet against Ackwada in 2986. Although the Federal fleet was
quickly repelled, the new President’s statement was clear — the
Empire was not going to gain ground in the fight for territory.
Nearly a decade of border skirmishes and proxy posturing on
both sides followed, capped in 2994 by yet another attempt to
destabilise the Alioth system. Imperial agents were caught
attempting to incite revolution on Gordonworld which lit the
touch paper for the volatile colonists to launch a coup the
following year. Imperial soldiers were dispatched in 2996 and
established a beachhead that mostly maintained a stalemate
during the next five years. In 3001 the Imperial force was forced
to abandon the base and withdraw from the world. The system,
however, still suffered under an Imperial-enforced trade embargo
until 3006, when a diplomatic intervention by the Sirius
Corporation brought peace to the system. Emperor Gaylen
turned his back on the frustrations of Alioth and focused his
attention on the political games being played out in the court of
Capitol.

MYTHS AND LEGENDS [3000s to 3100s])

A new Federal president was elected in 3008 who immediately
focused on diplomatic and political approaches to the galaxy’s
problems. Tyrell Biggs was an accomplished career ambassador
and his first major act was to covertly approach the Empire with
a generous offer of Federal membership. The deal was that
Achenar and its member systems would become full members
with several amendments to the charter to allow those systems to
join without any changes to their culture and society. Sadly, as
with previous attempts to welcome Imperial core worlds into the
Federal fold, the offer was met with derision and dismissed.

However, documents containing details of the deal were leaked
to the Imperial member worlds, and some were open to the idea,
resulting in some campaigning for the option to be allowed on a
world-by-world basis. Widespread unrest resulted from this
action, and some claim that this was Biggs’ secondary goal.
Imperial proctors were engaged with investigations and
inquisitions for decades. The period did prove to be something
of a renaissance for the Empire, with interest in the arts
increasing and the population expanding. Migration from
independent and Federal worlds rose as Imperial worlds became
more stable and less militaristic, and thus the colonies and core
worlds flourished.

Raul “Proxmire” Santorini became Federal Governor of the
Tau Ceti system in 3022, using his corporate connections to
secure that system’s congressional seat. After taking office
Santorini’s first act was to win a significant tax rebate from
Congress for his system. This proved to be a foundation for
Santorini’s rise in popularity and celebrity. He championed cuts
to Federal Navy funding and a reduction in budget for many
government departments. Santorini’s disputes and disruptions
brought funding for a Federal terraforming project on Cemiess
4a into question, delaying that project beyond its planned 3031
start point. Santorini continued his campaign against what he
saw as an “unnecessary money sink”. A further effort in 3055
established a colonial charter and a small outpost in the system,
but the proposed terraforming mission was again halted by
Santorini again delaying funding applications against budget
constraints. The move did, however, create a solid Federal
presence in the system.

When the Empire moved into the Cemiess system and
successfully launched a terraforming mission of their own in
3080, Santorini applauded the move’s permanent blockage of the
Federal effort. He simultaneously garnered praise for his budget-
saving move and criticism for what seemed to be a pro-Empire
stance on the status of a potentially important system. On the
heels of this success, the Empire quickly dispatched a
terraforming mission to the Exioce system and established a
permanent colony on the frigid third planet. This again
practically stole a system from under the Federation’s feet as
Santorini protested the use of any budget to interfere with
Imperial operations. Rumours that the terraforming mission
found an alien item similar to that found in 2280 were never
confirmed, but scientific reports revealed that the system
contained evidence that one of the planets had been subject to a
failed terraforming mission in the distant past, leaving it with a
corrosive partial atmosphere.
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Santorini’s assassination in 3098 was met with a divisive
response, with many Federal citizens lauding his efforts at
controlling the spiralling Federal budgets and many government
sympathisers deriding his obvious campaign to prevent Federal
expansion. The assassination itself was commented on by
Imperial media, claiming that the Federation itself was behind
the event in some way and publicly mourning the passing of a
“rare, effective Federal official”. The Federation media,
meanwhile, ignored the Empire’s stance and accused them of
being behind the assassination. When the newly terraformed
Cemiess 2 was colonised in 3101 Santorini was commemorated
at the ground-breaking ceremony.

In 3034 the successful Faulcon Manspace consolidated with
the prolific subcontractor deLacy Shipworks to become the
largest independent corporation in the galaxy, knocking the
Sirius Corporation from the top spot for the first time. The
combined resources ensured that the new giant had shipbuilding
facilities in the territory of each galactic power. Distribution of
rebranded Faulcon deLacy products increased across each
superpower and secured the corporation’s future.

The Alioth system again saw conflict in 3085 as forces,
allegedly backed by Federal interests, attempted to remove the
Empire from the orbital refineries. Ironically the efforts were
rendered ineffectual by the presence of substantial amounts of
orbital and suborbital debris left from centuries of pitched battles
in the area. Increasingly desperate acts, sometimes bordering on
industrial terrorism, eventually brought both parties to the
negotiating table and resulted in a tense, wary period of mutual
tolerance between the two powers.

Alongside the Santorini affair, the Cemiess and Exioce
missions and the almost fanatical attention the galaxy’s media
gave those subjects, a new Emperor quietly ascended the throne
in 3081. Atticus Obellan Duval began his reign as a quiet, dour
observer and his early addresses showed a bitter and cynical
view of both his domain and his enemies. When the Empire was
accused of orchestrating Santorini’s assassination, Atticus made
a rare appearance to personally refute the claims.

In 3101 Imperial colonists occupied the Cemiess system by
settling on the newly converted planet of Emerald, accompanied
by an Imperial battle fleet. The Federation responded by sending
a battlegroup into the system and landing a marine detachment
on the planet. This began three decades of local scuffling
between various minor factions with backing from the local
Imperial and Federal representatives. On several occasions,
when the local conflicts spilled over or minor factions drew
together in sporadic alliances, the two military machines were
forced into direct conflict with each other. Ultimately the Empire
gained the upper hand, pushing the Federal fleet out of the
system and establishing a base of operations for the XVth Fleet.
The Federal outposts were forcibly evacuated as the Empire
consolidated its presence in the system over the next two years.

The events in the system during the 30 years of warfare were
fictionalised in the popular holovid series “O’Brien’s War”, told
from the perspective of the admiral in command of the Federal
detachment.

3100 saw the introduction of perhaps the most popular
spacecraft to enter service. Faulcon deLacy revealed the Cobra
MEKIII — an evolution of the original Paynou, Prossett and Salem
design that improved on every aspect. The MKIII became the
first truly exceptional multirole vessel, outperforming smaller,
more agile examples in combat whilst maintaining reliability and
cargo capacity. Such was the demand for the ship, Faulcon
deLacy contracted out shipbuilding duties to satellite shipyards
throughout all human space.

Atticus Obellan Duval’s focus on formalising the military
establishment continued in 3104. The Facece system had long
been a favourite location for training missions, and a number of
supply and administrative facilities had been established there. A
new, advanced headquarters was commissioned on Peter’s
Wreck that would serve as a permanent training hub in the core.

By 3114 the Empire’s military was a well-equipped,
respected machine. When the Alioth-based Achilles Corporation
demonstrated their so-called “quinker process”, which showed
significant improvement in the manufacture and production of
robotics, the Empire immediately sent the Third Fleet there to
secure details of the process for themselves. Predictably, the
Federation responded in kind leading to another display of
brinkmanship and support for various antagonistic local factions
that would last until 3122. When the fruitless sabre rattling
subsided, the chaos that the two powers had left in their wake
prompted a resurgence of the New Caker movement. “Quentin
Lives”, a reference to former Caker leader Quentin Devises, was
daubed in blood across the Sirius Corporation’s headquarters
building on Gordonworld in 3124. The new movement
committed acts of mild vandalism and property damage against
various corporate entities for the next forty years.

The 3120s are notable as the point where humanity
discovered it was not alone. Several sporadic sightings of
“octagonal ships” were made, along with reports of hyperdrive
failures that dropped ships into a region of space where an
unknown hyperspace wake could be detected. In 3123 two
wrecked ships were found in GalCop space, each revealing laser
burns from a weapon more powerful than those carried by ships
of the time.

In 3125 the first confirmed contact with these unknown
octagonal ships was made. Ships were pulled out of hyperspace
and came face to face with these vessels. Each encounter was
reported to become quickly hostile, as the unknown ships
opened fire. It is still unknown how many other interdictions
were made in total, as the human ships destroyed may never be
found. A leaked Federal report revealed that colonists in the
Veliaze system had encountered a “spacecraft of unknown
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configuration” and had opened fire on it. The description of the
unknown vessel matched the descriptions of the octagonal ships,
leading some to believe that the attacks were a response to this.

As the scale of the problem became evident and humanity’s
forces drew battle lines, a secret alliance was formed: the
Intergalactic Naval Reserve Arm (INRA) was later revealed to
be a joint scientific and military operation tasked with finding a
weakness in the alien technology or tactics and exploiting it by
any means necessary to win the war. Shadow front organisations
were rapidly set up to broker deals with civilian and military
commanders to obtain any evidence of the alien tech and any
and all reports of their operations.

The Thargoid War was unlike any previous war humanity
had been involved with. The main tactic of the aliens was to drag
ships out of hyperspace one-by-one and attack. As the months
passed, INRA located several staging points, where several alien
ships were found to be massing, and entered into face-off
situations there. Some planetary bases were found on mostly icy
worlds and both Federal and GalCop ground forces were
deployed, only to find them abandoned or ruined. All populated
systems were routinely patrolled by local law enforcement or
militia in order to protect against the same thing that had
happened to Ausis, but no further planetary assaults by the aliens
were reported.

Suddenly, in the closing weeks of 3125, the alien attacks
stopped. The Galactic Navy fleets surveying the staging points
watched as the alien ships hyperspaced out after destroying
many of their own ships. No more interdictions were reported
and no more ships vanished. It appeared as if the aliens had just
decided to give up and leave the area, and for just over a century
this was assumed to have been the case with no explanation to
be found. The galactic population celebrated the apparent
withdrawal of the threat, but some wondered at the sudden
departure and darkly considered whether this would be the last
time the Thargoids would be encountered.

ONE WILL FALL... [3100s to 3200s]

Emperor Atticus Obellan Duval finally succumbed to a decade-
long illness and died in 3132. During his prolonged decline the
Imperial Senate shifted some of the power from the throne into
their own hands, ostensibly to ensure that the decision making
needed to keep the Empire operating did not suffer along with
the leader. One of the decisions made on the Emperor’s behalf
was to allow the potentially weak-willed successor to the throne,
Hender Saik Duval, to remain the viable heir despite Atticus’
preference that his son be removed to make way for a stronger
candidate. The Senate and noble houses insisted that there were
no other candidates in Atticus’ line of succession, and so it was
that the cautious, somewhat paranoid Hender took the throne. In
his fourth year in office, Hender personally took a hand in
negotiating the Emerald Treaty in the Cemiess system. He
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prevented a large-scale Federation incursion into the system by
agreeing to several concessions, including the abolition of
slavery, in order to secure peace. Some Imperial senators
vehemently voiced their displeasure with the treaty, stopping
short of calling their Emperor weak only because Imperial
Intelligence agents would likely be listening and be more likely
to take direct action against such “treason”. In any case, the
treaty only served to push the slave trade underground and
increase the risk for the slaves themselves, reducing Hender’s
popularity with that segment of Imperial society as well.

The relative normalisation of the military in populated space
came to an end in the 3140s. Incoming Federal leader Varian
Scott ended Santorini’s military budget restrictions and initiated
a project to expand and modernise the Federal Navy. Scott also
removed Congress from military decision making, allowing
faster response to brewing conflicts. The Empire responded to
this by studying military hardware and putting a series of simple
technological principles in place for spacecraft development. In
3145 Gutamaya Shipyards revealed the Imperial Courier — the
first example of these new principles and the lynchpin of a major
update to the Imperial Navy that would include the Osprey
Fighter, a small, short range fighter that became the mainstay of
the carrier fleets.

In comparison to the surges forward made by the Empire
and Federation, GalCop began to fall behind. By 3145, in the
wake of the Thargoid War as the region’s economy struggled to
recover from the losses and the reassignment of trade vessels to
military duties, rumours of corruption and internal strife were
coming to light and the rigid structure of the top levels was
beginning to shake. As evidence of corruption was revealed
member worlds, hearing nothing comforting in the responses
from GalCop’s Worlds Council, were beginning to rescind their
memberships and seek independence or security in the arms of
the other powers. GalCop CEO Naris Ellison fell ill with a rare
degenerative disease in 3149 and died shortly after, replaced by
her former deputy William Henderick. The new CEO promised
to carry on Ellison’s dedication to revitalising GalCop in a post-
Thargoid universe. Federal and Imperial representatives
insidiously turned GalCop member states against their
administration and attracted new members to their own
organisations in the following years, reducing GalCop to a
fraction of its size by the end of Scott’s presidency. The exposure
of GalCop’s corruption continued, escalating to its highest level
when evidence was uncovered implicating CEO William
Henderick in the murder of his predecessor, Naris Ellison. An
acting CEO, Simmone Hendry, was appointed to replace
Henderick and help stabilise the Co-operative, and her position
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was made permanent in 3153 amidst increasing levels of
discontent.

The investigation into GalCop’s illegal actions finally began
in 3162. After a shaky start, Nance Lightoller completed her
investigation in 3167 having endured death threats and several
actual attempts on her life. The report revealed solid evidence of
Henderick’s involvement in the death of Naris Ellison and
named five other conspirators in the plot. Although the exact
details remain confidential, the report outlined a trail of
misreporting regarding GalCop’s internal strength and colonial
effectiveness as well as policies that led towards an agenda of
deception and isolationism towards planetary populations.

By 3170 the Galactic Co-operative of Worlds had dwindled
to only eleven member worlds, all of which were located in the
“Old Worlds” region. The organisation’s economic presence was
a thing of the past, and the remnant was reduced to running the
same trade routes that had been used when the colonies were
being established. CEO Hendry, who had initially hoped to clean
house and bring GalCop back from the brink, reluctantly offered
the Empire and Federation rights to GalCop’s assets in return for
access to their trade routes. Agents of both superpowers and
independents gradually bought out the former GalCop facilities
and equipment over the next five or so years. GalCop’s charter
was formally rescinded on 19th August 3174 in an emotional
address by Hendry.

3184 saw leadership changes in both the Empire and the
Federation: Hender Saik Duval passed away and was succeeded
by Hesketh Duval then Loric Trander was elected as Federal
President. In the post-GalCop galaxy, the new leaders focused all
their attention on each other and, predictably, Alioth again
became the centre of another conflict over the system’s rich
resources. The colonists again were the ones who suffered most,
and their resentment towards the two powers increased once
more. The Caker movement became more organised, receiving a
great deal of funding from unknown sources.

The Federal Navy introduced the Eagle Mk II fighter in
3199, replacing the ageing but still popular Mk I. The launch
event was a media frenzy, with representatives from the design
bureau and naval office in attendance. Although the launch and
its attendant media showcased a state-of-the art fighting
machine, behind the scenes the ship was inundated with
problems. Even as the media began to report on the craft’s in-
service issues, the Imperial Navy revealed their own version:
the rapid deployment of the Imperial Eagle led some to believe
that the engineering staff from the Federal shipyards had
contributed to the Empire’s project.

As the 3100s drew to a close the immigration of former
GalCop colonists and corporations, as well as the defection of
former member worlds and the acquisition of abandoned
resources, presented a considerable threat to the stability of the
economies around former GalCop space. Both Federation and
Empire had to impose controls over the distribution of the new
assets in order to protect the frontier systems from an overload
of incoming trade resources. The majority of former GalCop
citizens preferred the relative freedom of the Federal colonies,
but many found the Empire more to their liking — especially
those who felt some bitterness about the Federation’s perceived
role in the attempted coup.

The first quarter of the 33rd century was characterised by
corporate squabbling within the Federation as the Empire
collectively shook its head in despair.

..ANOTHER WILL RISE [3200s]

Capitalist posturing finally pushed the population of Alioth to
revolution in 3228. The citizens, led by an Essafa system native
named Mic Turner, forcibly claimed transports and stormed
Alioth’s space station. Turner co-ordinated a successful assault
on the corporate ships and besieged the mining complexes until
Federal and Imperial forces arrived. Turner consolidated his
position and allowed the revolutionaries to hold their position.
He also made the acquaintance of a resident scientist named
Meredith Argent, who was the leader of a New Caker cell on the
gas platform on which he was stationed. The Alioth revolution
marked the beginning of a partnership between the two that
would last for the rest of their lives.

Both superpowers abandoned their military actions in Alioth
amidst growing public protest at the expense and loss of life in a
pointless effort. Argent and Turner officially announced the
formation of the Alliance of Independent Systems and invited
the galaxy to sign up in 3230. In honour of Mic Turner’s
achievements over the previous two years, Gordonworld was
renamed to Turner’s World. The Alliance offered a middle
ground between solitary independence and the constraints of
either Federation or Imperial membership and this compromise
attracted many colonies from both powers. The Alliance’s main
attraction was the formation of a security defence force made up
from local system militias that could be dispatched to any
member world in need of protection. Membership of the
Alliance did not come with conditional changes to the culture or
structure of a colony world — the local governments were free to
tend to their affairs as they always had.

Argent and Turner continued to be a positive political and
economic influence on the Alliance through the coming years.
Alioth developed a solid economy and became the site for the
New Rossyth Shipyard, owned by Argent Aerodynamics
Amalgamated Incorporated, the company founded by Argent and
Turner to develop new space craft and pioneer space exploration.
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The benefits of this fresh and innovative approach to design and
manufacture were almost immediate when in 3237, the AAAI
Mantis and AAAI Wyvern entered service followed later by the
AAALI Griffin Carrier in 3245. Holliacan and Vequex both joined
the Alliance in 3247, further widening its sphere of influence. By
this point, both Turner and Argent were active assassination
targets for the Federation but this didn’t stop their continued
participation in interstellar politics.

The Empire, meanwhile, was forced to focus on internal
matters as the health of Emperor Hesketh declined rapidly. In
3233, Hesketh passed away and Hengist Duval ascended the
Imperial throne. The Imperial Senate had gained considerable
power during Hesketh’s decline and the first decade of Hengist’s
rule was tense as the new Emperor struggled to assert himself
and repopulate his court with individuals he considered
personally loyal. One of his first actions was to scrap the laws
forbidding female members of the Duval family to ascend to the
throne following an extensive investigation into the Duval
family that discredited first Emperor Henson’s claim that there
were defects in the genetic line. Early in 3250 Hengist’s DNA
was believed to have been acquired by Federal agents following
the theft of a palace artefact he had cut his hand on some days
before. Unconfirmed reports told that the item had been
transported to Mars, but no trace of it was found.

In 3251 the Sirius Corporation revealed their new entry into
the space transportation market. Boasting a new, “revolutionary”
hyperdrive system that Sirius intended to make available to the
larger market following this public launch, the unique Highliner
Antares was promoted as “a luxurious new model of hyperspace
efficiency”. Hundreds of clients and celebrity guests were in
attendance for the trials. After an impressive display in real
space, the ship activated its hyperdrive and was never seen
again. An investigation failed to reveal any trace of the ship or
its crew, and the Sirius Corporation suffered a severe
embarrassment. Pre-orders for the new drive system were
cancelled and the project was taken back into basic
development. At about the same time, Alliance heroes Mic
Turner and Meredith Argent quietly embarked on a project to
begin searching for the elusive Thargoids. By 3252 their
acrospace company, Argent Aerodynamics Amalgamated Inc,
had designed and built the “Quest” class long-range explorer,
intended for long-term deep space exploration. The first ship
through testing, the “Turner’s Quest”, embarked on space
readiness trials with Mic Turner in command, but during a series
of drive tests the ship disappeared after jumping out of the
Pleione system. AAAI and Meredith Argent mourned the loss of
Turner and held a memorial service the following year, to which
representatives of corporations and independent trade
organisations were invited to pay their respects.

AAALI launched a second exploration mission using another
Quest class ship in the days after the memorial service. The
“Argent’s Quest”, under the command of an unnamed individual,

allegedly successfully made contact with a Thargoid outpost,
sparking a flurry of fearmongering as factions discussed the
possibility of another war between humans and aliens.
According to leaked documents from the time, the commander
returned to Alioth in a captured Thargoid vessel and whilst
preparing for another mission was contacted by INRA. The
outcome of these conversations were not recorded, but the
Thargoid ship launched from Alioth the same day, sparking a
security alert at the starport. The Thargoid ship was never seen
again but AAAI, and Meredith Argent in particular, claimed that
INRA had infiltrated an agent into their ranks with the express
purpose of ending the Thargoid threat for good. The incident,
alongside extensive campaigning from Alliance leaders, directly
led to public and governmental opinion swinging away from
support of INRA and it was disbanded during 3253.

In 3283 Senator Anders Blaine of Facece was personally
invited by the Emperor to assume the position of Imperial
Chancellor. This position would remove the Emperor from the
day-to-day politics of the state and allow more time to focus on
leading the senate and “maintaining the public face of the
Empire”.

THE NEW ERA [3300s]

In late 3297 the Sirius Corporation unveiled a new, revolutionary
hyperdrive that changed the face of the galaxy. Whereas the
older model hyperdrives were restricted in their range and could
spend many days in the hyperspace “realm”, the new drive
design featured variable range and a hyperspace transit time
measured in mere seconds. Significantly, the new design was
smaller and more efficient than any older designs, allowing it to
be compatible with much smaller spaceframes. The new
technology now locked onto a system’s primary star, dropping
the traveller at that point rather than on the outskirts of the
system, thus reducing the distances needed to travel to the
populated worlds or bases. In addition, a “supercruise” mode
was now available which would decrease in-system travel times
significantly. Where a journey between star and planet would
take many days using the system drives, the supercruise mode
allowed the same journey in mere minutes.

The new drive opened up the galaxy for exploration like
never before, and companies like Universal Cartographics
jumped at the opportunity. Exploration missions were offered to
independent pilots and scanning equipment was made available
in shipyards. The potential for a basic spacecraft to actually fly
across the galaxy and back within someone’s lifetime was
realised, and a race was on to get to the furthest reaches of the
galaxy. The galactic core became a popular destination and the
Great Annihilator and Sagittarius A* quickly became the most
visited locations in the galaxy.

The tactical and strategic positions of the galactic powers
changed significantly due to the new technology. Military
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assistance was now mere minutes away, with remote colonies or
outposts now within an hour’s travel for capital ships and
support vessels alike. The demand for these new drives was
immediately apparent, and Sirius worked with many
subcontractors to make the drives available as quickly as
possible. By the start of 3300 all registered ships had been
upgraded to the new drive technology.

The elderly Emperor Hengist fell seriously ill in early 3300,
raising some questions about the Imperial succession. The
immediate heir, Crown Prince Harold, had a history of mental
illness and erratic behaviour through the latter half of the thirty-
third century, and following a thorough review the Prince was
officially declared mentally unfit in December of 3300. This
decision meant that Princess Aisling Duval, Harold’s eldest
child, would be next in line for the throne. The following day
Arissa Lavigny, a member of an influential Imperial family,
appeared alongside her mother Florence to declare that Hengist
Duval had been her biological father and that she was
chronologically next in line before Aisling. Plans were
announced for Florence and the Emperor to marry, legitimising
Arissa’s claim to the throne, although the very proposal largely
cemented Arissa as the official successor.

Through 3301 two attempts were made on Emperor
Hengist’s life — the first in April and the second in August as he
made his way to his wedding with Florence. This second attempt
was successful, as he succumbed to the stabbing wounds on the
way to medical treatment. In the shadow of the assassination, the
Imperial Senate voted to legitimise Arissa’s claim, and she
adopted the Duval name to become the first female Emperor.
Her first years in office have proven her to be an effective leader
and a popular policy maker alongside Chancellor Blaine.

3301 also saw significant change in the Federal
Government. During the last weeks of 3300 President Jasmina
Halsey had been criticised for banning a popular narcotic and
plunging the industry that cultivated that narcotic into disarray.
Her actions resulted in a huge response from the independent
pilots based both inside and outside the Federation to increase
their distribution and maintain their ability to make a living from
their crops. Halsey retaliated by ordering the orbital
bombardment of the farms on Panem, increasing the rift between
her and the Federal Navy admiralty.

The public began to call for Halsey’s resignation, but she
acquiesced by offering the farmers amnesty and making peace
with the Navy. Her efforts were ruined by another decision to
make a military strike, this time attacking an unarmed refugee
convoy rumoured to be holding a criminal leader. This attack
resulted in the loss of over 9,000 innocent lives and earned her
the lowest approval ratings of any president in recent history.
Shadow President Zachary Hudson promised an investigation
into the attack and the decisions that led to it.

Halsey announced in April 3301 that she would tour the
Federal frontier to build stronger ties with the remote colonies.
On 26th May the presidential spacecraft disappeared in
hyperspace in an incident that was eerily reminiscent of the
Highliner Antares fifty years previously. Vice President Felicia
Winters took office to oversee the search for the ship but a week
later the Halsey administration received a vote of no confidence
and Zachary Hudson was installed as president, where he has
proved to be a strong, effective leader.

After months of searching by independent contractors the
wreckage of the presidential ship was found along with a pod
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containing the injured former president. After being released
from hospital Halsey announced that she believed she had
contacted super-intelligent beings on her journey, going on to
describe visions of paradise in a short interview in September
3302. She moved to the Alioth system after a short stay in a
psychiatric facility and became a keen philanthropist, promoting
and backing humanitarian efforts in the galactic community.

Amidst the political wrangling within the old powers,
something strange began to happen. Around the start of May
3301 pilots reported encountering strange artefacts floating in
space that were at first thought to be rocky growths or shards of
destroyed asteroids. Also, Federal freighters are discovered to be
carrying these unidentified artefacts around in cargo holds, but
when challenged will not reveal their origin or destination,
usually responding to incursions with force. Closer investigation
revealed them to be apparently organic in origin, and they were
found to emit a strange electromagnetic signal. Pilots brought
them on board for closer investigations, discovering that they
seemed to be broadcasting Morse code co-ordinates of nearby
systems or schematics of the ship they were currently inside.
Pilots began trading them with each other and at commercial
stations. Soon after, these pilots reported that their ship systems
were experiencing strange malfunctions. Stations where these
artefacts had been sold reported similar technical issues, with
some stations closing down completely for safety. Towards the
end of 3301 the scientific think tank Canonn Research
recommended that the trade in UAs be stopped in light of the
apparent links to technical failures.

The UAs proved to be the start of a very deep rabbit hole.
Prompted by the information translated from these artefacts,
similar space-bound objects were found near some worlds with
ammonia based atmospheres: these objects, dubbed “probes”,
emitted a high-powered pulse when scanned, shutting down the
systems on the scanning ship. The pulse was a tight-beam
transmission directed at Merope 5Sc, a world in the Pleaides
nebula. Missions were organised into the nebula that resulted in
the further discovery of non-human structures. These
monuments, dubbed “barnacles” by the community at large,
were analysed and discovered to contain “meta-alloys” — a
hitherto unseen material that has proven difficult to analyse. As
this investigation continued, increased traffic in the Pleiades
resulted in the discovery of the first concrete evidence of an
alien presence in the region: the almost intact wreck of an alien
spacecraft. Found in August 3302, the ship rested amongst larger
shards of wreckage and bore a stark resemblance to Thargoid
vessel descriptions: roughly octagonal with a dirty greenish
colour and an organic appearance. Official reports and comments
studiously avoided reference to the Thargoids, instead referring
to the site as simply an alien crash site.

The scientific community raced to find out more about these
objects and the wreck through the end of 3302 and into 3303. In
early January, however, the next chapter in this increasingly
worrying situation began. Pilots reported being dragged out of
hyperspace by force and their ship being completely deactivated
by a severe power surge. They then reported a huge, roughly
circular eight-lobed object approach them, scan them then turn
away and depart, leaving an unidentified wake signal behind.
Pilots also began to report encountering wreckage in the space
lanes that showed unusual damage patterns and organic
signatures that bore resemblance to the imagery associated with
the unknown ships. The spacefaring community is more or less

| .




\\\'\ &
\ ' —_

WELCOME TO
THE UNIVERSE

o

/

o’
o

certain that the events of the last year are building up to
something important that could affect the whole of humanity.

THE FUTURE BECKONS

The increasing suspicion that something dangerous could be on
the horizon has prompted discussions about creating a second
human colonial “hub” somewhere far away from the core
systems. An opportunity arose when Jacques, the cyborg owner
of a mobile space station announced an attempt to jump all the
way to the Beagle Point system (the star system on the other side
of the galaxy to Sol). Due to malfunctions caused by the
aforementioned unknown artefacts, Jacques Station misjumped

and did not arrive at Beagle Point. A massive rescue effort was
mounted to find the station, which was eventually located in the
Eol Prou RS-T d3-94 system in mid-3302. An ongoing resupply
and repair movement, intended to assist Jacques with getting
home again, actually resulted in a drive to colonise the area. The
Colonia Expansion Initiative was formed, renaming the system
to Colonia in the process, to organise the growing number of
people interested in moving to the location. By September, as the
rumours of a potential Thargoid return grew, many came to see
the Colonia expansion as a logical precaution in case the core
systems were invaded. The first permanent surface settlement
was founded that month, beginning a new chapter in the story of
humanity’s expansion into the galaxy.
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Dearest Meredith,

Thank you fer the letters and the pictures. Our explorer group has just returned from ac three month mission beyend
the frontier and it wa.s quite a packagc l got handed! Everyone thinks we're crazy fer using paper to write to each
other when a.com message would be 2o much faster, but | can't held a. comin ™My hand and knew yeu ence held it in
yours.

what woenders we've seen out bcgor\d the farthest star of mankind! Every hgpcrspace Jurmp brir\gs with it
ancther gimpse at the unspeiled beauty of our galaxy. | wish you and Harry could join me but at the mement ferward
base is just alife support bubble on a barren meon. There is talk of building a. colessus station out here to help service
the mining fleets but some of these rim weorlds are still full of pirates and the corperations are nerveus about
spcr\dir\g tee much meney in such lawless systems.

| den’t want you te werry but it's net all sightseeing out here. A menth inte cur last mission we came across the
remains of a. Federation recon patrol: the blasted huls of a. cruiser and her escorts. Wheever attacked them didn't
give these navy beys a. chance. They left the ships locking like tin cans used feor target practice; there was so much
damage to the ships we couldn’t even recover their flight recerders. L hope this was the Empire up to its old tricks; this
far out the alternative is the stuff of nightmares. if the Thargeids have returned it could be the end of us all.

N a week we leave for the last mission of this tour: a final three menth stint begor\d the frentier before we're
rotated home. It feels like forever since | was last with you. Once this tour is over U'm taking a. long break. We always
knew that our lives would be spent light-years from each other but it is getting hou-der for me to be parted from you
and Haurry with every mission. | think it's time fer us to be a preper family for a. while and | knew you want te get back
to trading.

The Admiral sends his regards: he wants te know when that big strong sen of curs is geing te applg to the corps.
He says he ha.s a.uniferm with Haurry's name on anda |ong-rangc Cobra waditing fer him. | teld him he was wasting
resources; Harry was his mother’s son and weuld be a trader like her side of the family. Even after twenty years he
stil can't shut up about me marrying ac trader. To be henest | just think he’s still jealous of your combat rating: it's

net everyone whe gees home to a wife whe is officially Deadly.
Missing you both mere each dag, your lovir\g husband,

Paul
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PART 2: SUPERPOWERS

Humanity is a diverse species, and this is illustrated in the number of organisations and factions that have risen over the
centuries since first travelling into space. Some have become superpowers that oversee the lives of tens of billions of
subjects whilst others battle for dominance in contested systems.

This book presents the bigger players in the galaxy. Players and Loremasters should look to the many Elite Dangerous
resources available for canon additions to this content or can feel free to make up their own to meet the requirements of
their stories.

Federation is the oldest human superpower, dating back to the
first attempts at space travel. The nations that survived the third
world war slowly banded together into a global state that spread
to the stars.

SOCIETY AND CULTURE

Federal media portrays its citizens as loyal and patriotic, proud
of their direct link to the birthplace of mankind. The overall
philosophy is one of capitalism and commerce, where citizens
look for both quality and affordability. This makes for a very
competitive trade environment where it is difficult for one
corporation to achieve a monopoly.

Federal citizens value equality and the only division is
between the "haves" and the "have-nots". Federals are tolerant of
most things, including a certain level of corruption (as long as it
isn't taking credits out of THEIR pockets), but are intolerant of
narcotic use, slavery and political unrest. Poverty exists in
Federal settlements and is more common in frontier systems.

Celebrity status is a big thing in the media-driven
Federation. The diversity of broadcast media serves as a
welcome distraction for both citizen and government alike.
News, dramas and current affairs combine to make them feel
part of the universe and are a distraction from many of the
serious and dangerous situations that might be happening
throughout the galaxy.

Lineage carries little prestige in Federal life and respect is
earned through personal accomplishment and property. A self-
made millionaire who squanders their estate on gambling or
other non-productive pastimes is less influential than a
philanthropist who donates to charitable works or Federation
interests. Career loyalty is a big thing to a Federal citizen and is
a measure of that individual’s trustworthiness.

Sas” J

THE FEDERATION

Founded
2242

Administrative Centre
Mars, Sol system

Military Centre
Between, Eta Cassiopeia system

Government Type
Democracy

STRUCTURE AND POLITICS

The Federation is a collection of self-governing states held
together by a federated democracy. A state is defined as “an
administrative body, be it star system, planet, continent or
nation, represented in the Senate”. In most cases a star system is
the entirety of the state but in systems with higher populations or
more than one planetary colony the system's population may be
divided into smaller states.

Each State is represented by Members of Congress. Core
systems, with a mostly static population, have on average more
congressmen for a given population than the colonies. The
hierarchy of the Federal government is based on the democratic
principles of the United States of America in the 20th and 21st
centuries.

The leadership of the Federation itself is also put to a public
vote. A President is voted into office by a Federation-wide vote,
and serves a term of eight years. Halfway through that term a
Vote of Confidence is held to measure the general opinion of the
president’s progress and competence.

Government legislation is a long and drawn out affair, with
months or often years passing between a motion being heard in
Congress to a decision being made.

LAW

The Federation’s core laws and democratic principles are laid
out in the Constitution of the Federation: this covers the wider
aspects of Federation law that apply to individual rights and the
structure of the governing body. Amendments can be proposed
and accepted into the Federal Constitution. The law is controlled
by the central Federal government based on Mars. The head of
the Federal government is an executive presided over by the
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President of the Federation. The President’s position is above the
authority of any local or Federal judiciary during the term of
office, providing a great deal of legal protection for a serving
president with the understanding that any criminal, corrupt or
questionable actions may be investigated and prosecuted at the
end of the term.

Federal Colonial Charters lay out general legal and
economic expectations on a colony-by-colony basis. Each
colony is investigated and the charter drawn up by a Charter
Council. The charter is tailored to the predicted growth rate of
the colony, its expected exports and imports and its position
within the Federal trade routes.

Trade laws in space are strictly enforced. Battlefield
weapons are illegal to trade, slavery is outlawed and narcotics
are usually considered to be illegal, although the perceived
seriousness of narcotics trafficking varies from region to region.
Murder and piracy are considered on case-by-case merit
although the punishments for both are harsh.

State police forces are the responsibility of a state’s local
civilian agencies. They contain customs, anti-terrorist and urban
pacification divisions and operate completely independently
from the military. Federal-level agencies provide cross-state law
enforcement and are called upon by local agencies when a
criminal influence is active across multiple states.

On the Federal level, two main organisations uphold the law.
The first, Federal Criminal Investigations, is the primary
investigative unit in the Federation. They can provide specialist
support to state level forces and incorporate an extensive internal
investigations and anti-corruption unit that can be assigned to
investigations within both state and Federal level police forces.

The second Federal force is the Federal Intelligence Agency,
but this agency is very rarely encountered. It operates in a much
more clandestine fashion than the FCI.

All Federation police forces are well-equipped and although
they may not have the latest ships, vehicles and arms available,
those they have are usually modified to increase performance.

MILITARY

The Federal military grew from the armed forces of Earth,
evolving as the government and society grew and expanded from
Earth. The military is divided into Army, Navy, Marine and Air
Force branches, each with their own separate command structure
and internal hierarchy. The President is the de-facto commander
of the military but the actual administration is delegated to the
Operational Commander-in-Chief of each branch, who are
collectively known as the Joint Operations Command.

FEDERAL ARMY

Specialist ground-assault force consisting of infantry, cavalry
and armoured units. Infantry are foot soldiers carrying man-
portable weaponry. Cavalry are fast, lightly armoured units used
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for fast strike or rapid deployment. Armoured units employ
heavily armoured vehicles and tanks with little to no passenger
room within and are designed to use heavy weaponry to destroy
enemy targets.

Ranks of the Federal Army:
ENLISTED
Private

OFFICER
Second Licutenant

Private First Class First Licutenant

Specialist Captain

Corporal Major

Sergeant Lieutenant Colonel
Staff Sergeant Colonel

Sergeant First Class Brigadier General

Master Sergeant Major General
First Sergeant Lieutenant General
Sergeant Major General
Command Sergeant Major

Sergeant Major of the Army

FEDERAL NAVY
The Navy patrols Federation space as well as the water bodies of
planets that contain such areas and accounts for over 80% of the
Federal military. Many Federal Navy spacecraft have been
specially designed to function both in space and on water.
Defence forces are local garrisons containing small, agile
frigates and corvettes as the top-level capital ships as well as
fighter squadrons. They carry out patrols in the outer reaches of
systems as well as providing support for local law enforcement.
Intervention Fleets are built around the largest cruisers and
contain higher numbers of escort vessels. The fleets are used to
investigate and intervene in larger-scale conflicts.

Ranks of the Federal Navy:

ENLISTED OFFICER

Recruit Ensign

Apprentice Lieutenant Junior Grade
Midshipman Lieutenant

Petty Officer 3rd Class Lieutenant Commander
Petty Officer 2nd Class Commander

Petty Officer 1st Class Captain

Chief Petty Officer (CPO) Rear Admiral (lower half)

Senior CPO Rear Admiral (upper half)
Master CPO Vice Admiral

Command Master CPO Admiral Chief of Naval Ops
Master CPO of the Navy Fleet Admiral

FEDERAL MARINE CORPS

The Federal Marines are the elite of the Federation’s fighting
force, having undergone special training to be combat effective
in a variety of combat roles and environments. Although largely
a ceremonial unit, they take great pride in their role and history.
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A marine unit is always attached to a naval fleet. Defence
forces do not incorporate Marines, but Intervention Fleets will
always carry a company or battalion depending on the size of the
fleet and its expected role.

Ranks of the Federal Marine Corps:
Enlisted Officer
Private First Class Warrant Officer

Lance Corporal Second Lieutenant

Corporal First Lieutenant
Sergeant Captain
Staff Sergeant Major

Gunnery Sergeant Lieutenant Colonel

Master Sergeant Colonel
First Sergeant Brigadier General
Master Gunnery Sergeant Major General
Sergeant Major Lieutenant General
Sergeant Major of the Marine General

Corps

FEDERAL AIR FORCE

The Air Force is the smallest branch of the Federal Military and
is staffed by pilots and crew trained in atmospheric flight and
combat tactics. The largely ceremonial unit makes use of both
dedicated atmospheric aircraft and spacecraft that have been
designed or modified to operate in planetary atmospheres.

Ranks of the Federal Air Force:
Enlisted
Airman Basic

Officer
Second Lieutenant

Airman First Lieutenant
Airman First Class Captain

Senior Airman Major

Staff Sergeant Lieutenant Colonel

Technical Sergeant Colonel

Master Sergeant Brigadier General
Senior Master Sergeant

Chief Master Sergeant (CMS)
Command CMS

CMS of the Air Force

Major General

Lieutenant General

General Air Force Chief of Staff
General of the Air Force

FAITH AND RELIGION

The religious beliefs of Federal citizens are wide and varied.
Religions from Old Earth followed mankind into the stars and
evolved whilst new beliefs rose and fell as time passed.

Represented religions are diverse, including the isolationist
Guardians of the Free Spirit on Van Maanen’s Star, the martial
Church of Kum-Byar and the fatalistic “Lady of Fate”
Randomius Factoria amongst many others, but Federal culture
allows each to be represented without prejudice no matter where
they originated.

One example of Federal tolerance is their inclusion of the
Gnostolic Anti-religion. This insular and outspoken sect believe
that the material world is worthless and the path to
enlightenment is personal poverty and denial of pleasures. It is a
strictly non-materialistic sect and thus the exact opposite of
everything Federal society values.

:35:

FASHION

Federation clothing tends to be severe, angular and symmetrical
in design with many straight lines incorporated into the look.
Curves are usually hidden with the body shape usually concealed
behind the straight cut. Colours tend towards muted, cool blues
and greys with the occasional grey-brown thrown in. Materials
are usually smooth and wrinkle free, often bearing an oily or
rubberised look. Patterns are often embossed onto garments and
sometimes there are layers of fabric laid in geometric or organic
patterns to give an uneven texture.

The majority of the populace sport short hairstyles. Longer
hair is usually straightened and worn close to the head. Facial
hair is not the norm, and beards are considered a “frontiersman’
look. Makeup is common and is usually dark, tending towards
browns and blues to provide stark contrast with skin tones.
Cosmetic art is seen frequently, with shapes drawn around the
eyes and mouth being most common.

>

GALACTIC RELATIONS

EMPIRE

The Empire has always been seen as a tyrannical organisation
led by a series of despotic and totalitarian power mongers.
Frustration is the key word to describe the general Federal
opinion towards the Empire.
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ALLIANCE

Federal spokespeople generally deflect questions about the
Alliance because most Federal officials see the worlds of that
organisation as missed opportunities. The populace tend to
blame the Empire for the existence of the Alliance, primarily due
to the damaging skirmishes fought between the two powers in
Alioth which led directly to the formation of the Alliance.

INDEPENDENTS

Federal citizens, especially spaceborne ones, see independent
systems and planets as member states that haven’t been given the
right incentives yet. Some see them as distant islands in space
where they can have a break from the sometimes overwhelming
influx of Federal influence and corporate merchandising: where
one can take public transport or sit in a café without being
bombarded by advertising or sponsorship.

THARGOIDS

The government constantly pushed the Thargoid question away.

After the 3125 conflict very little Federal attention was given to

the Thargoids apart from a minor concern over the apparent ease
with which they were defeated. Afterwards the Federal

government and its people went back to their normal lives and,
aside from a few dedicated groups who have made Thargoid
study part of their careers, have not given the Thargoid situation
much thought since.

BEHIND THE SCENES

Federation attention is generally split over a variety of ongoing
internal and external events. Tensions between Empire and
Federation consistently take the form of military actions making
use of allied factions in specific locations. Federal agents and
emissaries are thinly but widely distributed across the entire
explored region of space to report back on situations that the
Federal government can take advantage of.

The Federal population have integrated life in space into the
other aspects of life seamlessly. Little attention or romance is
attributed to a life among the stars, and the vast majority of
Federal citizens live their life without having any direct dealings
with space or people from off-world. Federal day-to-day living is
more driven by career goals, commercial interaction and the
pursuit of entertainment.
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SOCIETY AND CULTURE

Marlin Duval tried to establish a society where the individual
truly had a say in the running of the government. After her death
her brother turned her democratic dream into a dictatorial
Empire where the word of the government was final. That
Empire grew into a star-spanning interstellar superpower based
on power and personal wealth.

Subjects are expected to flaunt their wealth and position at
every opportunity and grand titles are common, even amongst
the middle classes. Possessions also have status: minor nobles
have been known to sacrifice basic necessities to ensure that
they have the finest luxuries.

Loyalty to the Empire is expected, but honour to self,
family, home and Empire is the driving ethos of Imperial
nobility. Debt of any kind is considered dishonourable, and
repayment of a debt has to be publicly seen as the subject’s first
priority until that debt is paid. Debts of honour are particularly
highly priced and it is common for citizens of all tiers to sell
themselves into slavery to clear such a debt. Corruption is the
worst of Imperial crimes and is usually punishable by exile from
city, country or even from the Empire.

Uniquely among the superpowers, the Empire has legalised
slavery and integrated it into the society. Slaves are treated with
respect and are customarisly given appropriate levels of care in
keeping with their status in the household. Slaves are well-
treated, often better rewarded than working class members of
Federal society. Slavery is the first rung on the ladder of Imperial
service. Slaves are able to buy themselves out of slavery using
their “tithe” or can be released from service by performing
honourably in their duties or as reward for long and loyal
service.

THE EMPIRE

Founded
2296

Administrative Centre
Capitol, Achenar system

. Military Centre
Peter's Wreck, Facece system

Government Type
Imperial Patronage

STRUCTURE AND POLITICS

Henson Duval based Imperial society on the “patronage” system
associated with Earth’s ancient Roman culture. The people are
split into stratified tiers: the Emperor sits alone at the top, with
Senators, Patrons then Clients with Citizens on the first tier;
slaves and children are not eligible to vote, but are included as
potential citizens once they achieve the required age or freedom.
Citizens can earn or purchase sponsorship from a Patron to
become a Client with the approval and support of their peers.
The pattern is repeated at each tier, with elevation to Senator
dependent on the approval of the Emperor. At each tier the
person is responsible for everyone on the lower tiers. They must
find them healthcare if they get sick, provide them a minimum
income and food if they lose their jobs, and provide them a home
should anything happen to the existing one. The representative
of a particular tier receives the cumulative popular vote of all the
people they are responsible for, the results of which are reported
to their sponsor on the next higher tier, and can alter taxes and
raise armies amongst those people.

If a representative acts in such a way that his subjects object
to his actions, those subjects can switch their allegiance to
another representative, resulting in the representative losing their
support and reducing their resources and power bases for future
votes or motions. Members of the patronage system therefore
have to be careful to balance the needs of their subjects against
the demands of their superiors.

Under the Imperial system, although every system has an
Imperial representative in charge, not every system will be ruled
by a Senator. In many cases, Senators can administrate several
systems under their control through their patrons. In new
colonies towards the Frontier, leadership evolves as the colony
becomes more established and stable. Senators and Patrons
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regularly differ in their approach to colonies, sometimes
changing their local views on slavery and status. Some colonies
don’t practice slavery or allow the recreational use of narcotics
without reprisal, whilst some operate higher and higher numbers
of slaves, especially in industrial or hard-labour environments.

Anyone governing a system can decide to create new
colonies in that system, often calling on naval assistance to
achieve both the construction of the colony and the transport of
colonists to the new settlement. High-ranking naval or ex-naval
personnel are often given priority status on these new colonies
and often take on leadership roles there subordinate to the
Senator (normally as Patrons).

Unrest in the outer colonies is common, with many recorded
slave and citizen rebellions. Interestingly, these rebellions are
often against only the administration of the colony and not the
Imperial model — most rebellions are actively trying to establish
a “more Imperial” society in their systems than trying to bring
down the government or defect to the Federation or another
galactic power. In most cases, however, the Imperial response is
harsh and often brutal as rebellions are put down by force rather
than diplomacy.

LAW

Although the ultimate master of the law is the Emperor himself,
practical execution of the law lies in the hands of the most senior
person present at a particular location. Station commanders, ship
captains, colony administrators and settlement leaders are all
held responsible for upholding the law in their jurisdiction.
Peacekeeper forces are generally an informal militia who only
carry out a sentence under order from the designated leader. For
example, a city’s police force can arrest, charge and detain a
potential criminal but the punishment will be the responsibility
of the city’s mayor or Senator. In situations among the lower
hierarchy the use of an Imperial Proctor may be requested or
required. These are highly placed members of the Imperial
Nobility and carry legal power surpassed only by Senators.

Senators are the most feared agents of Imperial Law, and
have wide ranging powers: they have the right to demand any
action under law, and can be judge and executioner. Senators can
be brought to task for their actions by the Emperor if they lose
their position or if they are seen to act in a dishonourable
manner. Trial by jury is rare in the Empire, and the far more
common consequence of being caught in a criminal act is to be
arrested and charged by a militia force then held in a prison
facility or camp until the community leader has the case brought
to his or her attention.

Imperial trade laws are very open, with only radioactives
and nerve gas prohibited in the core systems. Narcotics are
generally accepted as part of life but only if their use does not
lead to dishonourable or uncouth behaviour.

Policing in Imperial space is a responsibility of both
civilians and the military. Any sizeable police deployment will
be made up of civilian militia forces and Imperial Navy
personnel. Civil defence and general law enforcement are
primarily the domain of civilian police forces permanently
stationed in a location (whether that be planetside or in space)
but requests for aid are almost always responded to by the navy
alongside other militia forces that are in range.

\ Q_é_é_ﬂ /

MILITARY

The Imperial Navy was founded during the Federation invasion
of Achenar in 2325, where the Emperor’s hastily assembled fleet
drove Federal forces out of the Achenar system. Since then the
interstellar force has become an integral part of Imperial politics
and Imperial life, modelled again on the tenets of ancient Roman
forces. The Emperor himself is the de facto head of the Imperial
military, but in practice the local Senators have direct command
of the fleets in a region. The only direct command of the
Emperor’s is the Imperial Guard, an elite force that is
responsible for the defence of the Achenar system and the
Emperor himself.

The navy is divided into fleets under the command of
Senators alongside trusted Fleet Admirals, both of whom are
responsible for recruitment, training and logistics. The specific
jobs are delegated to subordinate officers and crew, but the
Senator is ultimately responsible for the fleet operating
efficiently and reliably. Below the Fleet Admiral, admirals are
considered the same cultural tier as Patrons and will command
task forces or battle groups. Captains of individual vessels are
approximate to Clients but Interdictor captains are considered to
be the direct representative of a Senator and are usually on the
track towards flag rank.

Naval fleets can decide to switch allegiance to another
senator under certain circumstances. Members of a fleet shifting
to other fleets is not always a negative reflection of that
Senator’s performance: the naval aristocracy believe information
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sharing and experience are valuable commodities and fleets
regularly exchange vessels and crews in order to achieve this.

The navy incorporates a ground-based naval infantry branch.
Every Imperial colony includes a contingent of ground pounders
permanently on station and naval vessels larger than cutter size
carry an infantry detachment. The navy also provides assistance
and manpower to civilian projects and colonisation efforts. The
fleets rarely stay in one place, but “tour” the Empire, often
directed to allied or friendly locations as well as Imperial
member worlds in hopes of building better relations and
fostering official Imperial membership.

The Empire is proud of its navy, and fleets accompany most
colonial missions or important events. Imperial capital ships are
embassies in space and are luxuriously appointed and
technologically advanced facilities. The Interdictor capital ship
has always been the core of the navy: heavily armed, carrying
small and medium fighter craft on board and escorted by smaller
vessels . The newest Interdictor is the Majestic-class, introduced
in the late 3200s and unsurpassed in size and power.

Imperial subjects joining the navy must sign up for a
minimum tour of ten years, after which they may choose to leave
with a small pension and leaving bonus. Another ten year tour
can be served guaranteeing a generous pension, a significant
bonus and a colonial grant to start a civilian life. Benefits are
passed on to dependents and free medical support is always
available as long as the term of service is completed — those who
muster out before the end of a tour will only receive the benefits
package for a completed term, meaning that anyone mustering
out before the end of the first decade will receive nothing.

Ranking in the Imperial Navy is more of a formality than a
strict command structure, especially at the lower levels where a
Senator or Patron may give orders and expect them to be
obeyed. Commissioned officers advance in rank through
education and performance review as well as direct reward from
their Senator or Patron.

Ranks of the Imperial Navy:

Enlisted Officer
Shipman (Ship's Man) Ensign
Senior Shipman Lieutenant
Petty Officer Subcommander
Chief Petty Officer Commander
(Patron)
Captain
Admiral
Fleet Admiral
(Senator)
(Emperor)

FAITH AND RELIGION

The Emperor is seen as the primary motivation in all things to do
with Imperial society. Despite this, Imperial society is tolerant of
all faiths as long as they respect honour, loyalty and Imperial
culture.

FASHION

Imperial fashions are extravagant and elegant. Expensive fabrics
and radical styles are the norm, with these being ubiquitous in
the core systems and very common even in the outermost
frontier systems.

With the exception of work wear, even the lowliest Citizen
will present themselves in high fashions where possible, even
manufacturing their own clothing if required. Hair styling is
likewise extreme and extravagant. Hair sculpting is popular, as is
the shaping of facial hair. In contrast, cosmetics are often muted
and understated to allow the clothing to take focus and allowing
hairstyles or clothing that cover the face to be worn without
worry that effort on the make-up will be wasted.

Body sculpting is a common practice, with cosmetic surgery
being used to accentuate features and improve lines, often to
maintain a “noble” look. A natural beauty is most desired by the
Empire, so “extreme surgery” is uncommon. Cybertech falls into
the same category, with visible body mods rarely carried out.

GALACTIC RELATIONS

FEDERATION

To Imperial citizens the Federation was bought out by the
capitalism it nurtured centuries ago and is now nothing more
than a financial bloodhound, hoarding wealth by stealing it from
under the noses of its neighbours.

Every report of another Federal attempt to take vital
resources from the Empire ends up in another outcry of
indignation against the clueless, outdated Federal government
that thinks it can hide another thinly veiled coup behind the
glossy exterior of “democracy”.

ALLIANCE

The Imperial populace consider the Alliance to be a simple trade
contract without a political model or any control over the states
under its domain. Analysts and commentators consider it to be a
chaotic system that has little benefit to either the administrative
body or the member state. The Emperor cites historical
precedent as a foundation for the Imperial opinions: similar ideas
have failed because they grew larger than the egos of those in
charge.
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INDEPENDENTS

The well-documented Imperial disdain is clearly seen when the
subject of independent worlds is raised. They know that it’s only
a matter of time before all independent worlds will come to
realise that the Emperor’s vision of a unified galaxy is the only
true vision of the future, and that their much-vaunted
“independence” is nothing but a delusion.
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THARGOIDS

The Empire played little direct part in any Thargoid encounters
and actively stayed away from openly participating in any
conflicts with the alien race, although rumours were rife that the
Empire had provided resources to INRA during its existence.
The Imperial government and population spend very little time
thinking or talking about the Thargoids, although the incursions
of unknown technology from 3302 has made some Imperials
take note.
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BEHIND THE SCENES

The Empire is overtly expansionist, actively spreading its wings
as much as it can and shamelessly muscling in on disputed
territories. Although denied publicly by Imperial ambassadors
and politicians, it is fairly certain that Federation and Alliance
space are both home to large numbers of covert operatives under
the remit of the Imperial intelligence agencies.

Imperial interests in disputed systems are often represented
by third parties. Whilst the Federation will rely on corporate
influence or the undermining of political influence the Empire
takes a more blatant approach, often using paramilitary elements
of the local population or enlisting the services of mercenary
forces to take the front line. Imperial weapons and supplies are
shipped to these areas by small mercenary fleets with Imperial
Navy escorts.

Life for an Imperial subject is a battle for recognition by
peers and superiors. The majority of the population have the
status of “clients” and actively pursue the achievement of
“patron” status in their community as well as the wider Empire.
It is rare for subjects to make rash decisions as every action or
reaction could have an impact on the subject’s status with their
peers and society.

Corporate influence in the Empire is much lower than in the
Federation, but in recent times some corporations have managed
to penetrate the wall of anti-capitalism and become part of
Imperial society. Public demand for luxury items and some
brand-name goods have enticed some senators to allow
franchises or branches of some corporations to be established in
their provinces in order to curry favour with the “electorate”.

Science is big business in the Empire, with several large
research companies and think tanks being based in Imperial
space. Several scientific breakthroughs of the 31st century
onwards have come from Imperial organisations, but Federal and
Alliance sources complain that the Imperial breakthroughs are
almost all based on stolen research. Even if this is true, Imperial
R&D still manages to complete the research and release the
results long before other organisations can.
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The Alliance is a collection of systems working together under a
ratified political union that incorporates a bill of rights. The
prime motivator in the formation of the organisation was the ill-
treatment of the Alioth system by both Federation and Empire,
with the disputed system rising up and declaring itself free.

SOCIETY AND CULTURE

The Alliance differs from the other superpowers because it does
not have a unified culture or society. Each member system is
independent and follows its own rules and ordnances. The
Alliance has no agenda other than providing freedom of speech
to everyone but with the backup of an allied defensive force to
protect that freedom.

A strong emphasis is placed on the importance of an
Alliance member world’s individuality, meaning that taken as a
single entity the Alliance is a diverse and spiritually rich
environment. Whilst Federal and Imperial worlds could be
clones of each other in cultural terms, no two Alliance worlds
are alike. Entertainments are a staple of life, with a higher
number of diverse dramatizations, musical talent and other art
forms coming from Alliance worlds than from either Federation
or Empire.

POLITICS AND STRUCTURE

Planetary representatives are gathered in the Alliance Assembly,
which provides a free and equal voice for each member. The
Assembly members are considered to be ambassadors rather
than politicians, and there is little material gain in the position.
The meeting place of the Assembly is always a location in the
home system of the current leader and is most often in a space-
borne facility such as a space station or a military cruiser — the
Alliance’s leadership is one of the most mobile in the galaxy.
Legal and political matters are assigned to a “working
group” comprised of ambassadors that the current Chairperson
feels would be most experienced in the subjects up for
discussion. These issues are often debated for a long time
depending on their scope and complexity. The option for an
assigned working group member to abstain from a debate or vote
is available but the ambassador must agree to refrain from any
further input into that decision. Civilian versions of these

:41: J

THE ALLIANCE

Founded
3230

Administrative Centre

Turner's World, Alioth system

Military Centre
Council of Aé,mirals, Alioth

Government 'Blpg
Democratic Union

working groups are often formed to hammer out the minor
details of these issues before bringing their findings to the
Assembly for final ratification.

The Assembly itself has been described as “organised
chaos” by both its fans and its critics. Those who approve of the
system insist that much more effective policies are forged in this
crucible, and the naysayers are usually silenced by the evidence
of the Alliance’s continued rapid expansion and the relative
contentment of its population. Of all the organisations, past or
present, in human explored space, the Alliance is the only one to
truly grant its member worlds the same independence they
would have if they stood alone but with the added protection of
simple, easily accessible legal and military protection. The
Alliance also protects members from corporate influence,
motivated by Alioth’s horrifying past as an industrial war zone.

LAW

A set of standards exists defining what crime is in the Alliance.
Compared to other organisations these standards are fairly
simple: alongside basic human rights and freedom of speech it
lists only slavery, murder, piracy and trade in narcotics and battle
weaponry as major crimes punishable by imprisonment or exile.
As a signatory to the Pilots Federation bounty system lethal
force can be used in some circumstances for these crimes.

Unlike the other superpowers, the Alliance does not
maintain a centralised police force. Law enforcement is left to
the local governments and officers are considered to be members
of the civilian population. Member systems are expected to
maintain their own legal system but the Alliance will offer
assistance and advisors to help set one up if needed. Corruption
of law enforcement staff is more commonly found in this sort of
environment, but is still surprisingly rare in Alliance members.
The severity of corruption as well as the likely punishments for
it are wide ranging across Alliance members and like most other
things, are usually a matter for the planetary or system
leadership to deal with. In cases where corruption has been
found or suspected within Interpol itself, a dedicated internal
affairs team exists, supplemented by several external security
firms who provide independent oversight to assure an impartial
ruling on cases.
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Space stations and bases contain a small police force
responsible for that facility, but those forces and their
commanders hold no authority outside the confines of their
home base. Corporate or industrial star systems usually expand
that police force to operate in the spacelanes and ensure that the
trade routes are protected. These are always based at stations but
will be commanded from within the police hierarchy rather than
being a responsibility of the station’s administrative staff.

A police force is normally made up of a sizeable number of
light fighters supported by several armed light transports.
Depending on the system’s government type a carrier vessel may
be on permanent patrol in the vicinity of the station to assist with
larger problems. In the event that a situation escalates beyond
the limit that the police force can handle, the Alliance Navy
forces in the area can be called on for assistance.

The Alliance Assembly supports and funds the Interstellar
Police, usually referred to as Interpol. Interpol acts as a cross-
border, neutral investigative agency, allowed to pursue criminal
investigations through different jurisdictions. Alliance members
are expected to allow Interpol investigators into their space and
to provide whatever assistance is necessary. Although the same
rules are not strictly enforced within non-Alliance systems and
the other powers, such is the respect accorded Interpol that the
majority of requests for co-operation are met without argument.
The Interpol mandate to provide investigative resources for a
variety of situations has allowed them to function in part as a
direct intervention force for the Alliance Assembly that can be
provided to any police force under contract to help with an
ongoing investigation.

MILITARY

The Alliance Defence Force is a non-permanent rapid
deployment force made up of ships and crews taken from the
local defence fleets of member systems. The Alliance does not
maintain or support a standing, permanent military in the same
way the other superpowers do.

The ADF is managed by a headquarters unit called the
Council of Admirals consisting of a rotating pool of leading flag
officers from larger member systems. This council has full
authority to deploy the ADF anywhere in Alliance space, but
additional forces must be approved through the Alliance
Assembly. Under the Council of Admirals the naval fleet is
subject to a standard chain of command, with an admiral
commanding a fleet and individual vessels under the direct
command of their captains. This model has proved to be more
adaptable to situations where the command structure is
compromised, acting on the intuition and experience of the
individual commanders rather than wait uselessly for the chain
of command to be restored.

Alliance society sees its military as a sign of the protection
that they enjoy as members. The ADF, along with local naval

forces, have often provided humanitarian aid to trouble-torn
regions all across human-populated space and are well-respected
for this.

FAITH AND RELIGION

Although thinly spread, the Alliance covers a large area of
human space, so it shouldn’t be surprising to learn that followers
of all religions exist in Alliance space. Since the Alliance prides
itself on staying out of a planet or star system’s internal business
it has no opinion on religion or faith and member worlds are free
to practice whatever worship they wish.

FASHION

Alliance style is much the same as that found in most
independent systems. Clothing is diverse, utilitarian and
functional and rarely conforms to any particular design or
symmetry. Many of the regional fashions have evolved from the
early days of colonisation, where one wore whatever one could
find or whatever was least dirty or damaged. The distressed,
mismatched and often un-coordinated look is common and
rarely meets with any comment or criticism from other Alliance
natives.

Make-up and hair are again simple and often rough. Facial
hair is common amongst men and is usually very simple or even
scruffy in appearance. Hairstyles are simple too, ranging from
short haircuts through long, brushed back and tied styles to
dreadlocks or plaits. Make-up is the most varied in style and can
be a brief touch of colour or a bold stripe or swathe of colour
across the face.

Body modifications are usually for convenience or utility,
and most independent or Alliance individuals aren’t overly
bothered by cybernetics being on show. Cosmetic surgery for the
sake of appearance is not common, but procedures are more
often undertaken either to significantly change one’s appearance
or impersonate someone else.

GALACTIC RELATIONS

FEDERATION AND EMPIRE

The Alliance was founded as a direct response to the constant
warmongering of these two superpowers, especially in the Alioth
system where millions died as a direct result of the conflicts they
sponsored.

Alliance citizens, particularly those from Alioth, consider
there to be very little difference between the two powers outside
their government models. Both are thought to consider life cheap
when it’s not their own and to only be interested in what they
can steal or make for themselves.
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Independent worlds are seen as friends and potential allies, and
Alliance representatives to those worlds are open with that
position. Alliance leaders and citizens alike would like nothing
more than to bring all the galaxy’s independent colonies into the
fold for the benefit of both sides as long as they all share the
same core values.

THARGOIDS
The founders of the Alliance were keen believers in pursuing
relations with the Thargoids through the 3250s and reportedly
planned to try and make contact.

The rumours and dark stories about Federal and Imperial
attempts to make first strike attacks against the Thargoids bring
the strongest criticism from Alliance scientists and diplomats.

BEHIND THE SCENES

The Alliance is seen as the big friendly giant of the superpowers,
rising from the wars between Federation and Empire and carving
out a truly democratic corner of the galaxy to call its own. It has
rekindled a passion for unity and peace that was only a pipe
dream as recently as fifty years ago, and in the Alliance
leadership’s opinion the claims from Federal and Imperial
commentators that the new “golden age of prosperity” is
dawning are delusional and dangerous.

The Alliance is the most technologically stable superpower,
content to build on the achievements made through the previous
70 years since its founding and take those technologies forwards.
They are cautious and outward looking, always waiting for the
next clue that things aren’t as safe and secure as other powers
would like humanity to think. Alliance citizens mostly agree
with their protectors that the events of the past hide terrible
secrets and that the hidden agendas of agencies past and present
need the human race to band together and prepare for something
bigger.

Largely the Alliance keeps itself out of the public eye as
much as possible, making only the most basic of comments on
galactic politics to the media. In the early years of the 3300s,
with various factions making plays for power across human
space, the Alliance leader Edward Mahon takes little part in the
political machinations and maintains focus on quietly
strengthening his own foothold on the galaxy, building up a
strong following and considerable support from the member
states.
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INDEPENDENT
SYSTEMS

Some colonies make the decision that they want to be masters of
their own destinies with no controlling superpowers breathing
down their necks. These are the Independents: the loners and the
adventurers. In social and cultural terms they are the closest to
the Alliance but they exist without the safety net of Alliance
defence and trade treaties.

There are hundreds of combinations of sociocultural, legal
and military aspects that define an independent state. Each
colony will have a need for trade with other worlds: very few
colonies have immediate access to everything that humans need
to survive. This means that fledgling settlements will need to
rely on shipments of supplies from other established colonies.
From that starting point the colonies take on a life of their own,
evolving depending on leadership abilities and the demands of
life on that world.

GOVERNMENT TYPES

Within a star system a number of government types can be in
overall control of the population. Generally a single government
type rises to the top and each separate settlement within the
system, whether it be a planetary settlement or a space station,
will be under the ultimate control of that government type. If this
is not the case then the system will be listed in databases or
navigation systems as being “multi-government”. Governmental
models are generally categorised as follows:

Corporate State

Democracy (including Federal and Alliance Democracies)

Federal Colonial Rule

Confederacy

Communism

Co-operative

Dictatorship

Imperial Colonial Rule

Imperial Rule

Multi-Government

Feudalism

None (Anarchy)

None (Unpopulated)

The most numerous government types for established colonies
are Corporate States, Democracies (normally Federal
Democracies or Alliance Democracies) and Imperial Rule. Many
new colonies will initially be listed as corporate states or
Colonial Rule until the civilisation settles down. Most colonies,
depending on their roots, will go through a common path to their
final government type:
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Federal:

* Colonial Rule

e Democracy

* Federal Democracy (once the Federal Charter conditions have
been achieved)

Imperial:

* Colonial Rule

» Feudal (as settlements become independently productive)

* Dictatorship or multi-government (as regional governors are
put in place)

* Imperial Colonial Rule

» Imperial Patronage (once a representative takes position)

Corporate:

* Co-operative

» Dictatorship (as corporate leaders organise the settlers)
e Corporate State

Alliance and Independent colonisation efforts have no specific
leadership path that is considered standard, since the goals of
each colony will be different as will the methods of those
leading the colonisation effort.

SOCIETIES AND CULTURES

Societies are again divided into categories based on their
sociological and economic nature. These categories include
Socialist, Capitalist, Corporate, Industrialist, Spiritual,
Technological, Anarchic and Isolationist societies.

Some government types breed certain social stereotypes:
communism tends to foster socialist unions whilst democracies
and confederacies tend towards capitalist and industrialist
societies. Quality of life in each society can be estimated by
combining the government type with the social ethos.

Culturally there is again no standard by which independent
states are measured. The only consistent similarity is that of a
fierce drive to succeed against any odds. Natives of independent
worlds have had to fight to survive or are descended from those
who have done just that, and this is seen in the determination of
the colonists and their independent spirits.

LAW AND MILITARY

The strongest indication of the legal or military presence in an
independent state is the government type and through the last

three hundred years of galactic civilisation certain trends have
been observed that hold true now. The below list indicates the
most common trends by government type.

Corporate State: Corporate sponsored paramilitary covering
police and military duties. Usually well-funded, efficient and
well-equipped.

Democracy: Police underfunded but staffed by dedicated
officers and leaders that promote community living and serve to
protect their liberties. Well-equipped and well-trained military.
Also applies to Federal and Alliance democracies.

Confederacy: Police forces often fractured and with little power
to effectively control crime, but the staff are dedicated and try
their best. Military often belligerent and overly proactive with
little real field experience.

Communism: Policing is usually a division of the military
machine comparable to, but not equal to, the skill and dedication
of corporate militia. Military is often the best trained but is
expected to repay the state by contributing to society and
industry when not on active duty. Usually publicised as the “red
line” between society and its enemies.

Dictatorship: Police usually limited to a loose coalition of
militias. Military often hyped as a fearsome force, but often
there is only a well-trained core unit with poor general soldiery.

Multi-Government: The majority of multi-government systems
maintain one police and military force for each government,
each with its own status. Sometimes the governments agree to
fund combined police and/or military forces and these are
usually the best in the business.

Colonial Rule: Police and military often non-existent as the
colony establishes itself or focuses on other matters.
Alternatively, volunteers or militia provided by the colony's
sponsoring organisations will take on the responsibility.

Imperial Colonial Rule: Imperially funded local militia
equipped with surplus military equipment. No permanent local
military, but Imperial Navy assistance can be requested.

Imperial Patronage: See the entries on Imperial Law for
policing. Imperial Navy fleets will come in system on a
rotational basis, and assistance can be requested on short notice.

Feudalism, Co-operative: No police to speak of, although local
militias or organised citizen patrols are known. No military at
all.

No government (Anarchy): No police or military presence.
Everyone is responsible for enforcing their own laws, up to and
including killing those who threaten or trespass.

A wide variety of cultural or societal “quirks” can affect the
function of a police or military body no matter what the parent
governmental type. Funding, population density, division of
responsibility or locally negotiated treaties can change the
situation, especially in relation to the interplanetary space in the
system. For example, a feudal society could sponsor a space-
borne militia.

Legal and judicial matters are likewise very diverse.
Government type again plays a part, as the more law-abiding
states will generate a more complex and hopefully fairer legal
system that the law enforcement bodies will support. Feudal and
anarchic systems are the most lawless and a criminal’s fate may
rely on the whim of a landowner or the demands of a mob.
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Corporate justice could involve contracts, bargains, bribery and
long court battles. Democracies will usually involve trial by jury
and an “innocent until proven guilty” policy.

FAITH AND RELIGION

The scattered independent worlds embrace a wide variety of
faiths and beliefs. Colonisation drives can originate from Federal
missions, corporate projects or even religious quests and as such
will often be a reflection of the cultural beliefs of that original
home. The most commonly held belief among independent
worlds is the ubiquitous Lady of Fate, who often takes a place
amongst other beliefs in some independent cultures as that
colony grows.

FASHION
See the entry for the Alliance.
GALACTIC RELATIONS

Different types of independent state have different relationships
with the superpowers. There are general patterns but, as with
most things in life, there are exceptions. The most commonly
held views are outlined below.

FEDERATION

Most independent states tend to have a wary eye on the
Federation and keep it at arm’s length due to its history of
commercial exploitation of member states and its hard line
approach to recruiting new systems. However, some democratic
and corporate states see the Federation as a kindred spirit and an
opportunity for wealth and prosperity.

As the memories of the Federation’s past wane, many are
forgetting the atrocities of Alioth and other systems and are
examining Federal membership as a good economic choice for
their worlds.

EMPIRE

The strict Imperial doctrines are tempered by the vast
opportunities for personal advancement and power. Communist
states, confederacies and dictatorships relate most to the Imperial
model, although the leader of the latter are least likely to

welcome an organisation that immediately installs the Emperor
as the ultimate dictator.

The protection and stability the Empire offers is still very
tempting to some, and many new member states have prospered,
leading many independent worlds to court membership.

ALLIANCE

Of all the superpowers, the Alliance is the most attractive option
for independent states, as they would retain that independence.
The leaders and citizens of independent worlds are very curious
to watch how new Alliance states fare after joining.

THARGOIDS

There is no consistent opinion through the independent worlds as
regards the possibility of alien races or alien encounters. From
system to system or even city to city on the independent worlds,
the populations have mixed feelings about Thargoids. Some still
see them as the fake boogeymen of space whilst some have
actively built alien invasion shelters.

BEHIND THE SCENES

As hinted at above, Federal and Imperial interests in the
independent states are high, since the independent worlds are the
key to increasing membership of their side without the need to
establish new colonies.

In later years the Alliance has become an attractive prospect
for independent worlds. Alliance ambassadors always ensure
that a key component of their proposals include protection from
the underhanded tactics of both Empire and Federation. Even the
stand-offish delegated representatives of anarchy systems are
tempted to join the Alliance to protect their independence.

Many independent worlds that exist in the “corridors”
between the powers are host to delegates from one or more of
their neighbours. A common occurrence in these locations is that
a space station will contain a neutral meeting place to allow safe,
neutral dialogue to be conducted behind closed doors and away
from the public eye. The Alliance has also demonstrated
willingness to be part of this process, and their representatives
are increasing in number in the strategic hot-spots of the galaxy.
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Almost nothing is known about the only other confirmed
spacefaring species in our galaxy, other than some

also believed that Thargoids have thick, sturdy exoskeletons and
that they evolved in a low temperature environment.

pseudoscientific assumption and speculation. Very little physical
evidence of the Thargoids remains despite some studies made in SOCIETY AND CULTURE

the 3100s.

Thargoids are rumoured to be an insectoid species. The interior
of some salvaged battleship wreckage seems to indicate
individuals being just over two metres in height and of slim to

It has been speculated that the Thargoid species has tried to
communicate with humanity in interstellar space on several
occasions, but each time has been met with hostility. Astro-
sociologists have speculated that Thargoid belligerence towards

thin build. They have six or more limbs and are believed to have humanity may stem from those initial hostile responses.

eyes that function in a very different way to human eyes. It is
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The rumours that Thargoids are insectoid in nature has prompted
debate on whether they exhibit a hive mentality or are
hierarchical. Records of the conflicts in 3125 support a hive
mind theory, with multiple warships working closely together
with very little lag between one ship’s movement and another’s
complementary manoeuvre. Nothing is known about Thargoid
law, or even if they have a legal system we would recognise.

MILITARY

The Thargoid military was popularised as a fierce and
uncompromising force by the human forces who engaged them.
Nothing is really known about the internal hierarchy of the
military, but it has always been assumed that it receives orders
directly from the Thargoid leadership.

The notorious Thargoid Battleship was the mainstay of what
was named, for want of a better term, the Thargoid Navy during
the war. It was a hybrid carrier gunship that could hold up to
fifty small, remote controlled fighters dubbed “Thargons”. It was
also armed with a powerful laser, highly efficient shields and
armour plating and like all Thargoid technology was partly
organic.

GALACTIC RELATIONS

Thargoid attitudes towards humanity are assumed to be
unfettered hostility. Any confirmed encounters with the species
has resulted in an exchange of laser fire.

BEHIND THE SCENES

It is widely rumoured that the superpowers know more about the
Thargoids than they are letting on. Every power has records of
disappearing ships and strange reports dating back almost three
hundred years that are strikingly similar to what happened to
ships during the incursion of 3125.

The biggest mystery is the true nature and extent of INRA’s
operations between its founding sometime in the 32nd century
and its much publicised disbanding around the 3250s. INRA was
rumoured to be a joint research agency given a specific mission
to find weaknesses in the Thargoids and exploit them. INRA’s
development and deployment of the mycoid virus was done
under the strictest secrecy.

The high level of activity in the Alioth system in the early

3250s, including the death of famed revolutionary Mic Turner, Whe.n your shields no longer crackle, because there's
was rumoured to involve attempts to trace the Thargoids. INRA no shield left.

is thought to have been involved with the project, but there are . When auxiliaries won't hum, because there's no power left.
conflicting reports that have them either assisting with the When bulkheads cease to creak, because thrust is gone
mission or trying to stop it. and you're past stress.

A booming trade in alien artefacts began in the 2900s and And the cause - it's that hunter you couldn't out-run; that star
continues in 3300, although the market fell away through the you didn't give'a l’Vide berth; that burst of x-rays far away
33rd century. In recent years, unknown items and artefacts have you didn't even know about.
been found floating in space and being transported by civilian * Families huddled in shelters once, listening for the’emptiness
contractors who are working for the various superpowers. These seconds before death. And youth your small ship, systems
items are believed to be alien in origin but no concrete proof has spent, frozen in mute fear and knowledge, the moment you

been found to link them to the Thargoids. return to stardust...
The last distress call is silence.
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The view screen filled with flashes of scintillating light as another volley of laser fire narrowly missed the duranium
hull of the ancient starship. The dishevelled pilot pushed forward on the flight control throttle as hard as he dared,
attempting once more to avoid the deadly blasts that would tear his vessel apart if they continued to drain the old
Cobra’s ever-struggling shields. The Mk I’s hull rattled and groaned in protest as the thrusters ignited, placing further
stress on the ship’s worn sub frame as it struggled forward into a steep dive. For a brief moment he felt a glimmer of
hope that he might get through this in one piece. Glancing quickly at the tattered photograph wedged tightly
between the battered console equipment, his thoughts wandered to his family back home.

Suddenly an alarm screeched out loud, lights flashing all over the console, ‘collision alert, climb, climb, climb...’
screamed the automated collision avoidance system. He reacted instinctively, pulling back on the throttle as hard as
he dared, years of experience suddenly kicking in. That system had certainly saved him from hitting many asteroids
on the long trip between Lave and Diso, but this time it was no asteroid that had activated the alert.

The dark edge of a Thargoid invasion ship loomed into view. He immediately knew that it was too late and braced
himself for the impact...

He saw his wife’s beautiful face smiling down at him, slowly leaning forward. He gently closed his eyes and relaxed as
he felt her sweet kiss press upon his lips. He tried to breathe in through his nostrils, but something blocked them. He
quickly opened his eyes again as panic began to build. He tried to pull away, tried to breathe. He saw his wife’s face
smiling, almost laughing at him as he reflexively struggled to gasp in the non-existent air in the cockpit. He watched
as the burst of flames engulfed her face before rapidly extinguishing as the last of the bridge’s oxygen supply burned
up.

As he tried to move he felt a sharp pain in his right leg. He looked down and saw a bright silver shard of metal
lodged just above his knee. Small droplets of blood slowly formed and drifted up and away from the wound, his
beating heart slowly forcing the life out of him. Small white dots begin to blur his vision and he realised that the
Remlock had failed. He reached down and frantically felt around under his seat for the emergency oxygen mask. His
hand brushed against the satchel. He yanked the mask free, almost dropping it, and finally lifted it up and pressed it
against his mouth. The slight hissing sound reassured him momentarily as the oxygen began to rush into his aching
lungs. His vision slowly cleared. He could make out the dark shape of the alien vessel still present on the view screen,
unmoving in the coldness of space. The gaping tear in its hull was dotted with flickering sparks of light that danced
around searching for the last remnants of flammable gas that escaped from the wounded vessel. His ship had
managed to pierce its armour as the two vessels struggled in a vain effort to occupy the same point in space.

The cockpit was a mess. Lingering smoke filled the air as he surveyed the damage. He quickly realised his vessel
was lost. The flashing red lights alongside the status indicator of the escape pod sent a chill through his body: there
was a fault with the escape pod system. If he was lucky the status indicator was damaged and the pod was fine. If
not, the pod could be useless and he was stranded in space, his ship wedged tightly into the belly of the alien vessel.

He wrestled with the buckle on the restraint harness, eventually prising it free. He pushed down with his left
foot, careful not to aggravate the wound. As he floated slowly out of the flight chair, he checked to make sure that
his blaster was still in the holster at his side. Just in time he reached out and carefully tugged the charred
photograph free of the console and slid it inside one of the flight suit’s pockets. He pushed away from the console
and grabbed the twisted handrail as he began to make his way down to the escape pod.

The pod appeared intact from above. He opened the hatch to reveal the suite of monitoring lights flickering green
across the console. He could just make out that the bay door that allowed the pod to launch free from the ship was
now partly jammed inside the belly of the alien vessel. He took a deep breath as he realised the pod could no longer
launch by conventional means. He winced slightly as his injured leg nudged against the edge of the hand railing. The
oxygen mask began to make a soft beeping noise, alerting him that only minutes of air remained.

He pulled himself down into the escape pod and gently twisted around into the pod’s single seat. He initiated the
remaining systems and carefully fastened the safety harness. A brief scan of the instruments showed that the main
systems were still functional, and the pod’s oxygen reserves were still full. As he scanned the instrumentation his
eyes finally rested on the clumsily fitted remote control module that linked back to the ship’s weapon systems. He




had originally intended to use the remote if he were ever attacked by pirates and was forced to eject. It would
remotely activate the ship’s missile system and fire any remaining missiles at the pirate’s ship as it moved in to board
his. He never thought that he would use the remote while he was still onboard.

His finger hovered over the trigger for a brief moment as his other hand reached into the flight suit pocket and
withdrew the photograph. “My one last hope,” he murmured as the oxygen mask finally failed. He closed his eyes and
held the photograph close to his chest as he pulled the trigger and the ship’s last remaining missile tore free from its
prison and hammered against the side of the alien vessel...
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PART 3: PEOPLE AND TECHNOLOGY

The galaxy is a busy place, filled with corporations, diverse people and interesting technologies - it would take a book of
unimaginable size to cover them all. Instead, we present here a brief overview of some influential organisations, the
diverse people of the galaxy and the interesting technologies that exist in the spacefaring culture.

THE PILOTS
FEDERATION

The Pilots Federation has existed since the early 2800s, when the
right of pilots to defend themselves against pirates or
mercenaries grew into an information sharing network for the
pilots to help each other out and keep themselves aware of
danger hot spots. In addition, the group drew criticism for its use
of kill counts as a status symbol.

Pirates had to change their operating methods in response to
the more pro-active and well-defended pilots they now
encountered. Instead of maintaining static bases, pirates now had
to become more mobile and rely on random hit and run strikes.
The Pilots Federation responded by offering bounties on pirates
and other fugitives and tying this bounty into the “combat
rating” rather than the straight kill count. This endeared the
organisation to all the extant superpowers and before long
membership grew rapidly as its reputation spread. As the
diversity of pilot careers increased, the Pilots Federation
expanded their ranking system to include profits from
exploration and trade.

Membership of the Pilots Federation is awarded to all
registered spacecraft owners and crew members. Those who
achieve the top ranking of Elite in any of the three disciplines
are invited to join the inner circle and are given access to the
organisation’s headquarters in the Shinrartra Dezhra system.

Over the years the Pilots Federation has been accused of
clandestine operations, maintaining secret bases and supporting
black ops organisations. The most persistent theory involved the
backing of the shadowy Dark Wheel organisation, which also
maintains a significant presence in the Pilots Federation’s home
system.

EMPEROR’S
DAWN

This covert rebel group have recently achieved media attention
as a supporter of “ultra-traditionalist” values in the Empire. The
group is thought to have its origins in the early days of Emperor
Hengist’s reign, when he initiated several reversals of Imperial
tradition, including the edict that female members of the Duval
family could not serve the Empire.

If that is the case, the group remained largely unnoticed until
the 3300s, when they reacted strongly to Hengist’s dismissal of
Prince Harald as heir and the announcement of his intention to
install his illegitimate daughter, Arissa Lavigny-Duval, as the
successor to the throne. The group was revealed when the
Emperor was assassinated and evidence was uncovered that the
Emperor’s Dawn was responsible.

The group is on the run as of 3303, with Imperial forces
hunting them down for their heinous acts. The Federation is
thought to be actively supporting the group and Imperial
commentators are claiming that they are currently in hiding on a
Federation-sponsored safe world.
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THE SIRIUS
CORPORATION

This oldest of megacorporations can date its rise to the first
Interstellar War, where it rose from being a relatively small
technology producer to a highly successful arms and engine
manufacturer. The mission to colonise the Sirius system was the
first corporate colonisation effort, bought and paid for by a
conglomerate of engineering and technology organisations
mostly based in the Sol system and its immediate neighbours.

Although strictly speaking a Federal company, Sirius trades
with all of the galactic powers equally, having long ago declared
its independence as a commercial entity. Sirius has consistently
provided the latest advances in hyperdrive and in-system drive
technology since the early 26th century, and have amalgamated
many smaller companies with similar products under the Sirius
banner.

The Corporation’s ethics have been questioned on occasion,
for example when its close ties with the shadowy INRA
organisation were discovered.

The Corporation is responsible for the development and
release of the latest iteration of interstellar drive technology and
has played a huge part in changing the face of the explored
galaxy.

FAULCON DELACY
SPACEWAYS

The most famous spacecraft designer and manufacturer in
human space, Faulcon deLacy Spaceways traces its origin back
to a small company called Faulcon Manspace based in Reorte
space.

The merged entity of Faulcon deLacy quickly became the
largest spacecraft manufacturer and distributor in GalCop, then
spread their influence into the other superpowers after
establishing sales and manufacturing facilities in Imperial and
Federal space. The consistent success of their ship designs
contributed to an unprecedented growth with their modular,
customisable designs proving popular. Faulcon deLacy enjoyed
preferential treatment from their galactic landlords: GalCop
awarded contracts for law enforcement Vipers to be supplied to
every Coriolis space station as well as Galactic Navy contracts
for Asp heavy fighters and Sidewinder multirole single-seater
craft.

Faulcon deLacy’s decision to expand to Imperial and
Federal customers proved wise when GalCop collapsed. They
came through a tough economic period as one of the few
GalCop-based corporations to maintain a profit without
significant loss in manpower or output, and that set them up to
become one of the main spacecraft suppliers of the modern era.
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UNIVERSAL
CARTOGRAPHICS

Before the invention of the new hyperdrive technology,
interstellar exploration was confined to the efforts of long-range
telescopes and unmanned long-range probes. Universal
Cartographics was born when the new hyperdrive technology
bestowed the ability to cross the galaxy in mere weeks onto the
commercial pilots of the galaxy.

Less than a year after the new drives had been released, the
entrepreneurs behind Universal Cartographics developed
scanning technology that could be used from supercruise mode
to quickly scan a stellar body and gain useful information. Soon
after, the technology was expanded to allow more detailed scans
and analysis of the material type of a scanned object.

As a result of the new technology, coupled with the Pilots
Federation’s addition of an “exploration” ranking to their
system, Universal Cartographics have become the only
interstellar mapping corporation in human space and an integral
part of life in space.

THE
SOVEREIGNTY

This organisation was originally founded in 3301 by Imperialist
traditionalist Mavia Kain under the name of the "Imperial
Inquisition". From their headquarters at Roed Odegaard Port in
the Brestla system the Inquisition worked tirelessly within the
Empire, lobbying for a return to the traditions that had kept it
strong for a millennium. The Inquisition made its name on the
interstellar stage in January 3302 when it made a successful
appeal to the interstellar community to help upgrade the I Sola
Prospect station on Brestla 1A, making it the only non-permit
protected settlement where every module is available.

When the Empire and the Federation began squabbling over
the Pleiades nebula in 3302, the Inquisition elected to represent
the Empire and found itself under attack by its own imperial
allies. It was soon clear that their dream of returning the Empire

to "the old ways" was unwelcome and the Inquisition officially
seceded from the Empire in September 3302. It remodelled itself
as an independent group, still dedicated to returning the Empire
to the beliefs and ideals espoused by Henson Duval, rebranding
itself as the Sovereignty. They have come to believe that the
disgraced Imperial Prince Harold Duval was pushed aside for
political reasons rather than the popularly alleged mental health
issues, and now publicly push for him to be returned to the line
of succession and to replace Arissa Lavigny-Duval as the head
of state. Since then, The Sovereignty have gone on to establish a
significant presence within the remote Colonia bubble and have
led several special fundraising efforts to good effect.

ARGENT
INCORPORATED

Argent were founded as an official organisation to manage the
legacy of Meredith Argent. Argent and his business partner,
entrepreneur and revolutionary Mic Turner, founded Argent
Aerodynamics Amalgamated Incorporated (AAAI) to develop
spacecraft designs through the mid-3200s, all leading up to the
development of a ship that could search for evidence of the
Thargoids.

Although the search for aliens never achieved its goals,
Argent was still responsible for several technological
achievements and the introduction of innovative spacecraft
designs in the mid-3200s. The company still maintains a facility
on Alioth but no longer produces spacecraft.

CHILDREN
OF RAXXLA

This group of activist Elite pilots have emerged from the
shadows as one of the most vocal opponents of the superpowers
yet. Known only for openly presenting alleged evidence of
misdeeds by those superpowers, the group has recently come out
into the open and taken their quest for “truth” to the next level.
The group claims to be comprised of Elite pilots from all
walks of life, unified in their belief that humanity needs to be led
away from the corruption and selfishness of their superpowers
and given a different choice. The recent annexation and
subsequent war in the Prism system has given the group even
more ammunition in their crusade and has given them a
figurehead to rally behind. Kahina “Salomé” Loren stood down
from the post of Prism’s Imperial senator after helping annex the
system to take a stand against the perceived oppression and petty
infighting between the Federation, the Empire and the Alliance.

COSTADA
VOYAGER

This chain of budget hotels raised the bar for consistent space
station accommodation across populated space. The founder,
Emil Costada, promoted a management model for the hotel
chain rather than being reliant on the station administration for
support and resources. Costada designed the layout of the first
facility himself, buying a substantial plot on the chosen station to
build his pilot hotel in the late 3250s.

During the next forty years Emil and his family opened
eighty Voyager hotels, maintaining the expectation of consistent
quality accommodation with all the superpowers. Emil’s greatest
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achievement was being granted the license to open a Voyager
hotel on stations in the Achenar system.

In the 3300s Costada Voyager hotels are still a very popular
budget option for accommodation. Lucien Costada now manages
the chain with the assistance of the new board of directors and
his son Emil, who has risen to Director of Quality Control.

TIONISLA
HISTORICAL SOCIETY

Tionisla has long been associated with history, being host to the
renowned Tionisla Orbital Graveyard for many centuries. The
Tionisla Historical Society developed as a result of that facility.
The society is a small organisation with a big dream — to become
the foremost authority on the true and accurate histories of
humanity’s successes and failures from their origins on Earth to
the present day.

After the decline of GalCop, when the Old Worlds region
became less than popular, the graveyard and its facilities
declined with it. Funding was cut and the graveyard was reduced
to a basic staff. The facilities on the administrative station were
closed and the artefacts and records collected there were put into
storage on the Brett High station by the close of the 3100s.

Almost a century later a buyer named Leon Wells offered a
generous sum to purchase the assets of the graveyard: the licence
for the graveyard site itself was sold for a nominal one credit
sum. Wells, an independently wealthy man who had made his
fortune exploring the galaxy before the advent of the new drive
technology, diverted some finances into protection for the
graveyard but focused more on the facility’s historical assets,
registering the Tionisla Historical Society with the local
government in the late 3290s. He then embarked on a
recruitment drive, bringing in historians and explorers to actively
investigate historical artefacts, stories and rumours.

The THS team are focused on real history and have built a
reputation for seeking the facts of matters rather than blindly
settling for unsubstantiated rumours and third party accounts.
Today the THS is growing in influence and are becoming known
for their impartiality and search for truth. Many of its staff are
tasked with travelling the galaxy to find out the truth of many
historical events, with at least one member of staff usually
assigned to long-range fact-finding missions.

PIRATES

Almost as soon as space trade became a profitable career, piracy
arose as a cheaper, more violent option to obtain cargo. In the
early days piracy was a simple career choice — legitimate traders
or commercial pilots who were struggling to make ends meet
would be tempted to make their profits by turning their guns on
their fellow spacefarers.

Over the centuries pirates have developed their own culture
and societies. The lone-wolf mercenary pirates are still common,
but they share space with pirate clans and so-called “free
traders”, who are pirate bands modelled on legitimate
corporations. Larger pirate groups have their own bases of
operations and these can be anything from a converted freighter
to a fully functional orbital station.

Larger pirate clans have actually earned themselves the
respect of some members of the galactic community either
through their honour codes or through actions they take. Many
modern pirate clans, although their histories and reputations
have been built on blood and murder, have reformed and taken a
more libertarian approach to their work — for example, some
clans pull ships out of supercruise and will demand that cargo be
ejected and will then allow the pilot to leave unharmed. Some
only target illicit goods in certain systems or some may only
attack fugitives and criminals. The Garry clan, for example, are
an example of a group devoted to the life of piracy but with a
strict code of honour and are notable for becoming involved in
some significant events in their history.

Corporate “free traders” are the self-proclaimed guardians of
the stellar economies, usually claiming to ensure that their
territories only receive the required amount of goods and trade
and do not risk the economies being overloaded with
unnecessary imports. Free traders are the least common of the
pirates encountered. By far the most common are the
independent, lone wolf pirates who traverse the space lanes and
pull unwary traders out of supercruise.

The various police forces maintain an ongoing war against
piracy, and indeed the concept of an interstellar police force
owes its existence to the rise of piracy. Many patrol fleets can be
seen in the spacelanes, and pilots will often witness pitched
battles between the law and many a hapless pirate who strayed
too close to protected areas.

WANDERERS

There are those in the galaxy that refuse to be tied to any
location. Many call them "wanderers" - those who choose to live
in the stars and call no-one master. They are the dispossessed
and the transients; the homeless and the hunted.

The term "wanderers" refers to a group of people who have
made space their home. They are often compared to the Romany
caravans on Old Earth, and consider themselves to be large,
extended families or clans. Most wanderers became such
because it was the only way they were likely to get the freedom
and self-control that they felt was lacking while living under the
structured colonies of mankind.

Wanderer fleets consist of many varied vessels of all shapes
and sizes. Original-spec Python Class Cruisers fly alongside
modern Diamondbacks, and decommissioned military battle-
cruisers house hundreds of families. Wanderer fleets are
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travelling marketplaces, where crafted works of art, jewellery or
practical tech are sold to anyone who is cleared to dock with
them. When a wanderer fleet pauses near a space station, it can
be guaranteed that the markets of that station will suddenly burst
with thousands of hand-crafted, unique items.

The ethics and standards of the wanderers are varied from
fleet to fleet. The Strocati are a welcoming and trusting clan, and
are enthusiastic traders who will most often divert their course
through a system to intersect a space station and are more than
happy to accept visitors to the main flagship, the converted
Federal Corvette Basking Light. The Yegara, on the other hand,
are a younger, more insular clan, most commonly found drifting
amongst the Alliance and Old Worlds regions and rarely make
contact with local populations.

PEOPLES OF THE GALAXY

Whilst the information above has outlined the political and
sociological differences between the peoples of the different
galactic powers, there are still many other distinctions that
separate individuals from one another. This section touches on
more aspects that help define the galaxy-spanning humanity that
has evolved from Earth.

The old nations no longer exist and whole star systems full
of new nations have arisen, each with their own culture and
dynamic. Beneath the veneer of the galactic powers, each person
in the galaxy has their own history, ethnicity and culture to be
proud of: factors that combine to create a unique individual.

ETHNICITY

During the exodus of humanity from Earth to colonise the stars
the nations allied with each other to crew the ships and banded
together to form colonisation fleets. In these multicultural fleets
couples of various ethnicities intermixed and the old distinctions
were blurred as Asians and Africans became Centaurans,
Hydrans or Martians then, over time, became Federals, Imperials
or independents. In most cases it took only two or three
generations before the visible differences between racial
backgrounds were erased.

Confederacies and multi-government worlds tend to have
some ethnic groups based on the nation, continent or country
being lived in. Settlements that were colonised by a particular
ethnic group will tend to keep that identity as the colony
matures. Each nation or settlement’s policy on immigration will
form the basis for how an ethnic group will develop and survive.

It is rare for ethnicity to be a factor in the colonial decision
making process, although some prejudices still exist. Human
society tends to put more value on someone’s attitudes and
contributions to society than skin colour or religion. Feudal
societies are perhaps the most likely to form opinions based on
ethnicity or caste, but this is no more common than other
potential differences between a landowner and his subjects or
serfs.

BODY IMAGE

Science and technology have advanced in many ways, including
the biomedical sciences. Disabilities, injuries and even cosmetic
matters are no longer problematic and there are many options to
change one’s physical form and attributes if required or desired.
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Some technologies are considered to be more acceptable than
others, but preferences change depending on the environment or
ruling superpower.

Many societies shun all modifications or enhancements to
their physical being, often being stereotyped as purists or
spiritual individuals who believe their body to be sacrosanct and
pure.

This demographic are content to live without any body
modifications but tend to be fastidious about their appearances,
tending towards intense exercise regimes to keep their bodies in
peak health. When in company, and depending on the controlling
power’s fashion expectations, they tend to wear form fitting or
revealing clothing that show off their natural lines. When out in
the streets or in potentially hostile environments they tend
towards wearing heavy armour to protect against projectiles,
blades or blunt force trauma. Imperial subjects are the least
likely to become purists, as Imperial society is more
aesthetically biased than the other cultures and thus middle or
high-ranking Imperials are seldom satisfied with their pure
bodies.

There are those who have their body shape altered to
enhance certain characteristics, often to grotesque extremes.
Internal or subcutaneous implants, chemical injections and the
removal of fatty tissue or even muscle are commonly used to
attain a desired shape. Several specialist industries have evolved
around this practice, manufacturing and distributing the
equipment for these procedures to medical practitioners and
private customers. These modifications can either be permanent
or temporary, with the temporary implants and fluids being
designed to break down into non-toxic materials that are either
passed out through the skin or the digestive system.

Cybernetic modifications involve the addition of small-scale
technological implants into the body or the replacement of whole
limbs, organs or other physical attributes. A wide variety of
options are available including communications chips,
cybernetic eyes and various limbs containing multiple utilities
and improvements over the originals. Independent states favour
this sort of body modification more than the other parts of
human civilisation. The two primarily independent sociopolitical
states, GalCop and the Alliance, follow that trend. Federal and
Imperial subjects are not against the idea but most prefer to rely
on external variants of enhancement technology. These
“cyborgs” can find it difficult to integrate their changes into the
cultures or communities they live in due to a combination of
factors, including the possibility that someone’s implants may
include listening or recording devices or a simple distrust of
cyborgs or androids.

Improved organs, tails, extra fingers or toes and even extra
limbs are examples of what modders will consider (note that
working extra limbs are very difficult to achieve without
extensive muscular reconstruction and physical therapy to train
the brain to use them, and even then they often function as little
more than vestigial appendages). The most common
improvements are to organs such as the liver, lungs and heart.

It is rare for surgically or technologically altered people to
actually form communities with each other, but it does happen.
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LIFE...

How one comes into the universe can be as important as how
one lives in it. The natural, tried and tested methods of
conception are still the most popular, but alternative options are
available for those who cannot, or would prefer not to, rely on
the hit or miss methods of sexual procreation. The simplest
method of artificial conception is in-vitro fertilisation, involving
the harvesting of gametes (sperm and egg cells) from the
prospective parents which are combined and implanted back into
the mother’s uterus. Alternatively DNA samples can be used to
create viable embryos either by creating the gametes and using
these to perform a standard IVF treatment or by combining the
DNA profiles directly to create a hybrid embryo. This DNA can
be created in laboratories from samples of both “parents” or
even just from one individual (although this can be classed as
cloning and is strictly controlled). The most radical form of
conception is one which has caused a great deal of controversy
in the four centuries since it was first successfully trialled. Using
gene sequencing techniques a fully custom-built embryo can be
created and implanted into a mechanical or biological womb and
brought to full-term.

Natural pregnancy and artificial gestation methods are about
equal in popularity, with the balance between the two being
achieved during the 2800s and remaining consistent ever since.
There are two common options for natural pregnancies — the
mother carries the baby or surrogate mothers are used.
Surrogacy is a popular option for those who are using artificial
conception methods and the combination is the most common
option for couples who are unable to have children on their own.

Artificial wombs exist in many forms, but the most popular
are the customised artificial womb and the utero-cocoon. The
mechanical womb is a metal and plastic shell with an interior
watertight sac created using samples of the mother’s DNA. It
tries to mimic the function and biological environment of the
mother’s womb and the service provided alongside these
machines is tailored to the parent or parents using the service.

The so-called “cocoons” are the more commercial of the
options, usually consisting of rooms full of hanging biological
“sacs” filled with amniotic fluid and connected to an array of
machinery that provides nutrition and filtering, again simulating
the natural womb but on an industrial scale.

Artificial gestation does not have to simulate the human
reproductive system. Embryos can be grown in nutrient baths to
full term without direct connection to a simulated biological
process. The nutrient bath is a thick liquid medium that contains
everything the growing foetus needs to reach maturity, with the
nutrients being either absorbed through the skin or through the
respiratory system depending on the stage of growth. Individuals
“grown” this way are recognisable by their lack of navel.

Accelerated gestation is common practice in artificial
gestation and is used most in cloning. The usual process for this
is to use electrical impulses to stimulate the growth cells and
stem cells into performing much faster than normal.

During gestation there are many screening options available
for the mother and baby to check on the progress and health of
the growing baby both in natural and artificial gestation. Genetic
scanning, blood analysis and other methods are regularly used to
check for potential problems. In high-tech states genetic
correction and the like can be performed easily and at great
expense with the latest equipment, but in outlying frontier
regions the professionals and equipment for this sort of
procedure can be hard to find at any cost. Natural births are
carried out in much the same way as they have been done since
the dawn of the human race. Surgical removal of the baby from
the womb, known as a Caesarean section, are much rarer than
they were in times past due to improvements in monitoring
technology and treatments for problems in-utero.

Delivery from artificial wombs is as easy as opening the
tank and removing the baby. Cocoons are usually cut from the
main gestation tracks and unsealed to allow the baby within to
be removed.

...AND DEATH

Life expectancy in the fourth millennium for a healthy individual
without any life extending technology or treatment is about one
hundred and twenty standard years. Medical care is very
effective at all ages, and it is common for most people to live
until at least their nineties and live active and full lives.
Treatments are available to fend off most effects of old age until
the natural degeneration of the body reaches a point where it
can’t be held off. Healthy living is culturally ingrained into most
colonies based on their initial environments being frugal and
based on active, healthy lifestyles.

There are exceptions: locations with hostile environments
still exist, such as worlds with dirty atmospheres, space stations
that lack fresh produce and spacecraft environments where
recreational activities may be lacking. These generally contribute
to earlier deaths, but most people who live in these environments
tend to take measures to improve their lifestyles where they can.

As noted above there are biological and technological means
available to extend life, but the natural functions of the body
restrict their effectiveness — a maximum of about 20 years can be
gained by artificial means. Near-light speed travel can allow
someone to live beyond their time, but only in a chronological
sense — the body will still be of a similar physical age by the
time it starts to shut down.

End-of-life care is well-established and effective. Many life
care organisations exist to provide support to the elderly and
their families when that time comes, in whatever form that
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support needs to be. In an interstellar society the accepted
method by which remains of the deceased are treated is
cremation, then the ashes are provided to the family for whatever
means of storage or internment is preferred. Burial or permanent
storage of the body is very rare, but interstellar pilots are often
sent intact on a “final journey” in their spacecraft.

TECHNOLOGY

Tech Level, or TL, is a measure of how advanced a colony or
state’s technology production is. It’s not strictly a measure of
how culturally advanced the colony itself is (although it could be
used that way) since the colonies of mankind are all members of
the same interstellar community. The TL is most often used as a
measure of the level of technology that can be produced and
marketed by that colony. When used in equipment or item
descriptions the TL represents the minimum tech level of the
facility that can produce that item as outlined below.

e TL 01: Pre-industrial technology. Approximately medieval in
nature, with carbon steel being the newest innovation.
Transport limited to animal-drawn wagons and carts.

* TL 02: Gunpowder-based projectile weaponry, flintlock type.
Steam powered engines.

* TL 03: Internal combustion engines, coal and steam power
generators, large scale electronic development.

* TL 04: Rocket-based space travel, nuclear fission technology,
natural gas power stations, small scale electronic
development.

» TL 05: Silicon chip manufacture, quantum physics theory
understood and proven, solar and hydrodynamic power
generators.

* TL 06: Ion propulsion, laser weaponry, advanced sensor
development.

e TL 07: Advanced thermal management technology, nuclear
fusion reactors, plasma weaponry.

» TL 08: Basics of hyperspace tech, shield technology, local
stellar navigation.

* TL 09: System-scale magnetic fields understood.

» TL 10: Hyperspace theory understood, basic interstellar
navigation, organic technology, nanotech, ECM systems,
planet-scale magnetic fields understood.

e TL 11: Hyperspace wake analysis, advanced interstellar
navigation.

» TL 12: Advanced hyperspace theory understood, Faster-Than-
Light communications.

COMMUNICATIONS

Communication frameworks are split into two categories: in-
system (local) comms and interstellar comms.

Planets, space stations and local spacecraft can be part of a
real-time communications link within the boundaries of a star
system. Some larger systems, or those with high-energy output
stars, use comms booster buoys to allow comms to be
maintained. Independent pilots can be employed for the sole
purpose of carrying communications data between systems.
Those who make their living doing this are called “data
couriers”. Interstellar communication allows the transmission of
audio data through hyperspace but at a much lower quality and
bandwidth than that provided by in-systems comms.
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Both local and FTL communications networks are heavily
encrypted by the providers, but individual users can install their
own encryption and security measures to their comms terminals
and personal comlinks.

ENTERTAINMENT

The media networks carry entertainment and news broadcasts as
well as social and commercial contact networks. More than half
of the bandwidth used by comm-nets is taken up by dedicated
entertainment frequencies carrying high quality audio and audio-
visual data, including full 3D and holographic content. Most
channels broadcast detailed, interactive scenarios and storylines,
including full sensory simulation.

Scripted, non-interactive serial programming is the most
popular media content with news and documentary
programming a close second. Thousands of programmes are
broadcast and much of the content transcends the boundaries of
the galactic powers.

COMPUTING

Personal computing systems come in many shapes and sizes,
from tiny, subcutaneous processing units to high-powered
systems that can control a spacecraft. In most cases, the largest
components of fourth millennium computers are the connectors
that permit it to be hard-wired to display technology or external
devices.

Remote connection technology allows connection to devices
that are hundreds of miles away without the need for any
distributed networking protocols other than security measures. In
addition most computers include touch transfer capabilities,
allowing selected data to be transferred between devices in the
time it takes to touch them together.

Specialised computing devices include intracranial
translators, facial tracking scanners, identification rings and
context-aware voice and motion recognition. Some advanced
features require a degree of autonomous response from these
systems, but great care has been taken to avoid the threat of
emergent intelligence.

COMMERCIAL TECHNOLOGY

Every living individual carries some kind of identity device that
has been hard-coded to that person. The majority of people are
implanted with a subcutaneous SmartChip not long after being
born, and this chip will be part of them for the rest of their lives.
Some parents refuse permission for the chip, preferring that their
child make the choice about carrying a chip when they are old
enough to decide for themselves. Very few cultures completely
refuse the SmartChip, but those that do are expected to carry
some form of verifiable identification when they travel out of
their home area.

Personal ID devices contain their owner’s security
information and are updated constantly. They also provide
financial verification and can be scanned to validate payment for
services or products. These devices are fitted with security and
warning systems that can alert the bearer to any transactions or
information queries.
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MEDICAL TECHNOLOGY

Healthcare and related technologies are highly effective in the
space age, and individuals in secure occupations can expect to
live longer than a hundred years. The definition of “old age” is
constantly evolving since it is possible for an individual to have
the majority of the body’s organs replaced or repaired until there
is very little of the body that is truly “old”. Cellular degradation,
the actual cause of old age, has not been successfully halted but
regular infusions of genetic material (such as stem cells or white
blood cells) can halt or reverse the ageing process temporarily.

Healthcare is a major industry, with hospitals and staff of
varying quality being found across the galaxy. Quality in
medical care is a matter of funding, experience and population.
Core systems have high quality facilities with experienced and
dedicated staff, but the population concentrations can prove to be
too much for even the best facilities to handle. The frontier holds
some of the most experienced and adaptable medical
practitioners but the quality of the facilities often leaves much to
be desired as funding can’t be secured to provide equipment or
even accommodation.

Cloning and bio-printing of organs and other biomaterial are
common treatments. Cloning involves taking samples of the
original organ and growing a matched copy of that organ. Bio-
printing uses a scan of the organ being used to create a copy
using a 3D bio-printer that has been primed with the appropriate
base cells and DNA profile. The scanning of organs is a standard
procedure in medical care.

The majority of age-related health issues are related to
neurological problems or memory loss — synaptic degeneration
is irreversible, and if the degeneration spreads to the parts of the
brain that control other organs or autonomic functions then no
amount of organ replacement or gene therapy will improve or
lengthen life.

Treatment of injuries is similarly advanced, with various
efficient methods available to deal with anything from simple
cuts and scrapes to severe trauma. A variety of manufacturers
have marketed computerised casts which can fit around limbs or
torsos to perform anything from wound sealing to resetting and
securing of broken bones. Limb casts are generally man-portable
units as are some torso casts, but models designed to repair
spinal or organ injuries are usually permanently located in a
medical facility.

First aid and field medical kits contain sprays and gels that
provide antiseptic properties as well as healing factors.
Dermaseal is a spray that, when sprayed into an open wound,
brings the edges of the wound together and seals them closed.
The spray activates and accelerates the formation of new tissue

in the wound area to naturally close the wound and seamlessly
knit the flesh back together again. These sprays are effective on
deep wounds and internal organic tissue.

Permanent infirmity or disability is rare. Most genetic
defects or issues during gestation can be resolved by
microsurgery or genetic resequencing, so physical disabilities are
uncommon. Mental or psychological issues are harder to detect
and resolve but, if detected, some can be resolved through
genetic resequencing. Disability due to serious accident is more
common, but advanced reconstruction, limb replacement and
cloning can lead to a complete recovery from most injuries.
Prosthetics are available that can restore 100% of natural
function depending on the nature of the injury.

INDUSTRIAL EQUIPMENT

In the fourth millennium automation is ubiquitous, supervised
and monitored by human managers. Control mechanisms for
production facilities are usually no larger than a single computer
system that can control and monitor several production lines or
even multiple factories. Agriculture, for example, makes use of
automated harvesting and planting machinery used under the
supervision of the land owners. Harvesters, for example, are
autonomous machines that are programmed to know which areas
of the farm are to be harvested. Machinery can be programmed
to know when to begin certain operations. The farmers
themselves, however, feel that there are many factors that can
only be determined by human observation.

Construction and machinery manufacture are approached in
a similar fashion to each other, with individual components
being mass produced then shipped to where they are needed (or
to a local distributor). The collection of component parts for a
particular product can then be packaged together, shipped and
assembled on site.

Industry makes use of the mass transit systems where
possible but larger facilities are commonly known to use their
own large-scale transports if required. Primary manufacturing or
production facilities, especially those that produce larger items,
most often use cargo craft depending on where they are based.

Space dredgers are essentially factories capable of space
travel. These gargantuan ships can measure anything between
one and four kilometres in length and can be found in many
battle zones or areas where asteroidal or planetary debris can be
found, collecting and processing the debris and scrap found
there. The internal workings of a dredger are chaotic, with
practically no dedicated living areas since most of the internal
volume is given over to refineries or purification works. They
are most often owned by various clans or extended families and
are always well-defended by patrol fighters and hull-mounted
weaponry - dredger crews consider unsolicited attention to be
punishable by death.
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POWER GENERATION

Power is cheaply available both in space and on planets thanks
to the use of hydrogen fuel. The ubiquitous hydrogen reactor is a
simple fusion reaction system that creates power from the energy
released by the fusion of hydrogen atoms. The same technology
can be used on a number of scales. Small reactors are used to
power transports, from ground cars to spacecraft, whilst larger
examples can power space stations, deep-space cruisers and
planetary power stations.

Portable power, for example batteries and microcells, use
chemical reactions to produce power on a tiny scale. Most
microcells used in electronics are self-sustaining, using heat and
light to maintain their charges for decades without need for
maintenance. The Tionisla Historical Society’s exhibit on power
generation includes an example of a microcell battery that has
been in continuous operation for over three hundred years.

WEAPONS

Aside from bladed and improvised weaponry, there are two main
categories of offensive weaponry generally available for
personal or shipboard use: kinetic and energy weapons.

Kinetic weapons are those that fire a physical projectile
from the weapon using an explosive chemical reaction. Low-
velocity weapons use compressed gas or pressurised fluids to
achieve the same goal. Railguns make use of magnetic forces to
fire the projectile, but the coils and field generators make them
bulkier than other kinetic weapons. These are relatively cheap to
make and maintain and cause massive damage to living tissue
and inanimate objects.

High velocity kinetic weaponry is prohibited on space
stations or spacecraft due to the risk of hull breaches, and the
penalties for being caught in possession in these environments
can be high. Low velocity projectile weapons may not be subject
to the same restrictions depending on local laws and customs.

Energy weapons include lasers and electrostatic discharge.
Laser weapons use a focused beam of high frequency light
passed through a series of lenses. The beam is activated and de-
activated at high frequencies to create damaging shockwaves in
the target surface. Against soft materials a laser can potentially
“burn” through without any notable delay: against living targets
the result is a clean burn through skin, muscle and other tissues,
cleanly cauterising the edges of the resulting wound.

Electroshock discharge (ESD) weapons impart an electrical
charge to a target using a variety of means and at a choice of
charge levels. Stun weapons deliver a low charge that will
immobilise whilst conducted electrical weapons deliver charge
levels that will incapacitate or kill the target. The charge can be
delivered through a pair of electrodes embedded in the weapon,
such as in stun batons, through two dart-like electrodes that are
fired but remain connected by conductive wiring or via direct
transfer of electricity from emitters to the target.

A third type of energy weapon, plasma weaponry, is not
man-portable and can only be fitted to vehicles or ground
emplacements. These cause the most damage, using superheated
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plasma to inflict thermal damage on a massive scale. The energy
required to fire a plasma blast is very high and the bulk of the
weapon is taken up just by the energy source.

Missiles and rockets are also used, and their design hasn’t
changed in hundreds of years. Guidance systems are still based
on either scanner readings or, much more commonly, the heat
signature of potential targets.

DEFENSIVE TECHNOLOGY

Personal body armour is available that can absorb the impact of
projectile, energy and bladed weaponry. There are many
different types of personal armour, but the most common type is
non-Newtonian fluid-filled armour. These materials are highly
effective and can stop most projectiles, but the user should be
prepared for some serious bruising. Personal armour dissipates
energy into the air through integrated conductive channels in the
outer material.

Vehicles can be fitted with hull or chassis plating that can
absorb the force from kinetic or energy weaponry and dissipate
the force of any impact. They can also be coated with a
reinforcement agent that will add more layers of protection.
Most spacecraft, as well as some surface vehicles, can use
harmonic energy shielding, which can deflect and absorb both
kinetic and energy fire, taking power from the vehicle’s
hydrogen cells or reactor.

Heat-seeking weapons are countered by composite materials
and by using heat sinks to dissipate energy from engines or
weapons. Sunburst flares are also used, launching a small
canister that combusts in a high-energy reaction to generate a
large heat signature in the hope that a tracking weapon will
target that instead. Radar, sonar and similar technologies can be
counteracted by radio wave jamming or “swamping” the system
with varying frequency waves.

Stealth relies on a combination of heat masking and radar
absorption technology. The level of heat generated by most
spacecraft is difficult to mask, and the cold of space makes it
even more difficult to conceal a large, hot moving object.

MAINTENANCE APPLIANCES

Maintenance and construction assistance robots are common,
and are often used as a substitute for paid contractors. However,
they can be erratic and are prone to malfunctions when left
unattended for long periods of time. A variety of robots designed
for working at height are also available. Several corporations
compete in the market for this equipment and Federal citizens in
particular often play these corporations against each other to
obtain the cheapest deal for themselves in the capitalist market.

HOUSEHOLD & DOMESTIC APPLIANCES

A wide variety of household equipment, such as cooking,
cleaning or hygiene appliances, are available for any purpose.
Home improvement is an interstellar market, and suppliers are
scattered throughout the populated galaxy. Many of these items
are useful for both home improvements or for kitting out mobile
homes or spacecratft.

AutoChef units are handy appliances that construct and
cook meals using pre-packaged ingredient cartridges. All models
include a touch-screen interface for easy selection of the
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hundreds of built in recipes, voice commands, remote access,
customisable ingredients cartridges and plug-in modules that
allow new recipes to be programmed in. Traditional heat-based
cooking appliances are also available at similar prices, and have
been designed to be safe in any environment (although use of
such appliances in sealed atmospheric environments such as
spacecraft should be carefully considered).

Washmaster systems are combined cleaning appliances and
storage containers that automatically clean and refresh a wide
variety of household items, including clothes and utensils. All
models feature voice commands and low-power modes.

MONEY AND FINANCES

Hard currency is rare in human society, found mostly in feudal
or anarchy states. Barter and trade are sometimes used as
substitutes for the galactic financial system, but over 98% of
human society use the standardised “galactic credit” as the
default form of currency.

Credits are a form of “virtual finance”, representing an
arbitrary unit of measurement that has been long forgotten. The
credit is upheld by a conglomerate of interstellar banks that
“assure the financial viability of the credit against public and
private assets”. Credits are universally accepted, and the
automated financial systems of the insterstellar superpowers and
factions are tied into the banking systems to allow immediate
transfer of funds between traders or other forms of transaction.

Physical “credit packs” are available through banks but are
seen as suspicious as they avoid the electronic tracking systems.
Small denomination credit packs are often given as gifts.

PLANETARY TRANSPORTATION

Most well-developed transport systems are in common use
throughout the galaxy. The low-cost, cheap to operate systems
are normally used on new colonies whilst more advanced and
complex systems evolve on well-established or high-tech
colonies. All transportation is ecologically friendly and uses
clean hydrogen cells or fusion reactors for power.

On Earth-like worlds with established townships or cities,
transport tends to evolve through a particular pattern. Small
rovers give way to multi-passenger ground cars as a colony
grows, then as the population centres divide and spread public
transportation evolves through large passenger vehicles and
mass-transit systems.

Kinetic transportation (powered by the physical movement
of the driver or rider) is common in cities and towns, with
bicycles, scooters and pedal-carts all common sights in
residential areas. Personal ground vehicles are available in
wheeled, tracked and air-cushion (hovercraft) models. Air and
sea travel retain the technologies that have driven those
transportation methods for centuries, with jet and propeller
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propulsion being found on both. Rotorcraft are also common, as
are newer thruster-driven examples of vertical take-off aircraft
and drones.

On rocky or icy worlds with little or no atmosphere or lower
gravity, the thruster-stabilised Surface Roving Vehicle, or SRV, is
the usual standard for the initial exploration and for travel
between ground bases or biodomes as colonies are established.
Mass-transit is not common on most airless colonies for safety
reasons, but is not unheard of for larger settlements.

Planetary transport is diverse in appearance and there are
many chassis designers and distributors throughout the colonies.
They all use hydrogen cells or small scale fusion reactors as the
driving force for whatever method they use to move around that
environment. Densely populated areas prefer mass transit
systems to the congestion of personal public transportation.
Mass transit uses anything from electromagnetic rails to the
ancient but popular steel rails to guide the route, but wheeled
vehicles are by far the most popular and versatile. Traffic
volume on the mass transit networks can be variable, but several
monitoring and control systems are in place, both automatic and
manually supervised, to ensure that the network runs smoothly
and safely.

SPACECRAFT

Spacecraft are the most advanced of transportation devices and
there are many examples of both individual and mass transit
craft available. More than other vehicle types, spacecraft are
considered to be autonomous portable homes, capable of
sustaining their occupants practically indefinitely. Atmospheric
conditioning, relaxation, entertainment and advanced computer
systems are all integrated into one functional unit.

The spacecraft itself is a precision engineered piece of
technology representing the pinnacle of human engineering,
capable of withstanding multiple environments. Most spacecraft
are manufactured from ceramic composites or a lightweight and
resilient alloy of duranium and steel. Cockpit canopies and other
transparencies are manufactured from high-grade transparent
metals that contain radiation-proof coatings and microfilaments
that provide strength against weapons fire. Most space craft are
capable of atmospheric flight with the addition of atmospheric
shielding. These are configurable energy fields that serve the
dual purpose of deflecting re-entry heat away from the main hull
and forming an aerofoil shape whilst the ship is in atmosphere.

Gravitational effects can only be achieved in man-made
environments by using rotation — despite the best efforts of
scientists and researchers no method exists to create artificial
gravity fields. Spacecraft are manufactured to withstand
gravitational effects whilst docked at stations or on planetary
surfaces. Most equipment or clothing designed to be used in
space contains magnetic material that will be attracted to the
deck plates or hull metals.

¥
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Gravitational effects encountered when manoeuvring a
spacecraft are a danger that every spacefarer must be aware of.
Specially engineered flight suits are worn by all spacefarers and
those that carry passengers normally recommend that they also
wear some form of flight suit. Cockpit chairs also contain special
materials, including the brand named SilastoPlaston, that help
control the body’s function in these environments.

HYPERDRIVES

Hyperdrives allow near-instantaneous travel between distant
locations in space, the limit of which is dictated by the type of
drive and the amount of available fuel. The drive unit creates a
trans-dimensional “tunnel” between the drive’s location and the
desired destination through which the ship can travel.

In the late 3290s hyperspace technology was revolutionised
with a much more efficient and advanced hyperdrive system,
finally perfected by the Sirius Corporation. This improved on the
original drives, reducing transit times and increasing the safety
of travel as well as being small enough to allow them to be fitted
to the smallest of multirole craft such as the Sidewinder. It also
introduced a new “supercruise” mode that allowed much faster
in-system travel than had been possible before. In addition to
making transit times measurable in minutes rather than days or
weeks, the new drives made easy interstellar exploration a
realistic career for enterprising ship owners.

REAL-SPACE DRIVES

The main engines of a spacecraft, usually located at the rear of
the craft, provide the main motive force that propels the ship in
the desired direction. These large ion thrusters sometimes
incorporate adjustable vanes to direct this thrust in a variety of
directions. Smaller, individual thrusters around the hull act to
easily change the craft’s orientation and can be angled to provide
directional thrust.

Spacers have known three eras of attitude control since
interstellar travel became commonplace. Early flight was
designed to closely emulate that of atmospheric flight, using
complex thrust mechanics to provide yaw, pitch and roll controls
that would move craft in relation to nearby structures or orbital
bodies. This was done to avoid “space disorientation”, where
pilots would completely lose their sense of direction.

Towards the late 3100s manufacturers began to phase out
these controls in an attempt to reduce the size, complexity and
cost of the engines and thruster assemblies, moving back
towards a purely Newtonian flight model with little in the way of

flight assistance. This allowed smaller ships to be provided with
hyperspace and long-distance capabilities and made maintenance
easier for the crews in deep space. However, this gradually
proved to be a more risky endeavour, as the lack of fine thruster
control increased the amount of collisions, docking and landing
incidents and accidental deaths. The incidents were downplayed,
but manufacturers began working towards reductions in the size
and maintenance overheads of flight assist technologies.

NAVIGATION SYSTEMS

All spacecraft possess systems that provide fully three-
dimensional holographic representations of the galaxy in order
to allow selection and targeting of planets or star systems and
provide essential information on them. Navigators could access
details on most astronomical bodies in the galaxy. If detailed
information on a system was available, this could also be
conveyed through this system.

Hyperspace travel involves using the galactic map to
identify a system within range of the drive and select it as a
destination. Once the hyperspace jump has been completed, the
navigation computer performs a basic scan of the system to
locate stellar bodies and display them to the pilot. Older systems
simply located the nearest world and searched for the emissions
from a space station, but from around the 3170s more advanced
scanners can show all stellar bodies. In the 3300s, with the
introduction of discovery scanners, detailed information about
each body in a system can be displayed after a ten second scan.
If a system contains a nav beacon, this can be scanned to reveal
even more information about that system.

Specialist sensors exist that have been designed to detect
certain technologies or emissions. Hyperspace analysers, for
example, can determine the destination point of a hyperspace
jump by reading the energy emissions of the entry point.

[ lie in wait on the launch pad of Vega 3 for my prey. I'm the
captain of an Imperial Courier that doesn't pay for itself. | need
to take on jobs like this to pay the bills and this one will have
me set, provided | can pull it off!

Eventually my target's ship drops into the star port with landing
gear extended. As it does so | blast off and fire multiple volleys
of plasma into its hull, obliterating it from existence.

‘Account credited 2m Cr." my view Screen says as | break
atmosphere into the deep black.
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After scooping from the System’s star, | swing my Asp Explorer around, heading out into the
depths of the system until the star itself is just a fuzzy dot in the distance. | shutdown the
engines. Behind me is the empty, inky blackness of intergalactic space. In front of me a pale
ribbon of milky white: our galaxy is well named. | will be heading home soon, my databanks full
of precious and valuable astronavigation data, many systems will carry my name. But that’s not
why I'm here. Exploring is not about the money. I'm here for the priceless view.




CHARACTER CREATION
AND GAME SYSTEM




\ \\* E L l T E o//
/ \b ENCOUNTERS e/ \

“Have you decided what you’ll do yet?”

I blinked, surprised at the question. “I’m sorry?”

The clerk looked up from the terminal and smiled at me, her blue eyes flashing as the overlay lenses adjusted
from screen mode, “Some people we process through here have a plan; something they specifically want to do as a
pilot. Others, well, they just want to go into space and see what’s out there. | was just wondering which you are. If
it’s too personal a question then don’t worry about it.”

“No,” | said quickly, “It’s fine. To be honest I’m not sure yet. | was thinking about running cargo for a few weeks
then seeing where the wind takes me.”

She nodded as | was talking, focusing back on the terminal screen again as my paperwork started to come
through, “To be honest that’s the best thing to do. Most pilots trade in the local systems for a while then use the
profits to upgrade their ship for whatever they fancy specialising in. Some put more cargo space in and some pack
their ships out with guns to make a living as a bounty hunter or escort pilot.”

“Sounds dangerous,” | said. Making a living as a gun for hire wasn't on my career plan. “I think I’ll stick to the
safe road. Working as a research assistant probably hasn’t prepared me for a life full of cannons and missiles.”

The clerk smiled, her eyes still on the terminal as her fingers danced across the screen, “You’d be surprised how
many times | hear something like that and then a few weeks later the same people come back and tool up for
combat.” Her eyes flicked up at me mischievously, “Adrenaline can be quite addictive.” She touched the screen one
last time and sat back from the screen, “OK, sir, that’s your purchase finalised and your insurance policy logged. Can
I have your comm pad please?”

I handed her the pad and she touched it to the terminal’s screen, where a series of electronic bleeps signalled
that the data had been transferred. She handed me the pad back and picked up a thick metal finger ring. “This is
your access key. It’s been sized for your right index finger and contains all your ship access codes and registration
documentation. Copies of them all have been stored on your pad for your reference. Your Sidewinder is in bay 42,
fully fuelled and ready to go: your ring will give you access to the bay for the duration of your stay here. Your flight
suit is in the living quarters, tailored to your specification. We insist that you wear this flight suit at all times whilst
in flight. Failure to do so will invalidate the personal injury clauses of your insurance policy. You’ve been equipped
with some loan equipment as you specified in your purchase order. Do you want me to go through the terms and
conditions of the loans?”

“Yes, that might be a good idea.”

“If you buy replacement equipment or trade in the Sidewinder then Faulcon deLacy will reclaim those items and
you won'’t be billed for them. If you try and sell them for profit then that will be flagged and you’ll be fined and
charged. If the items are destroyed in combat then the insurance will cover the loss, but you will have to replace the
items from your own finances. Is that all OK?”

“Seems clear enough to me.”

The clerk smiled again, “It’s all outlined in your policy agreement documentation if you feel like reading it all at
some point.” She smiled and rolled her eyes, “On behalf of Faulcon deLacy I’d like to thank you for choosing the
Sidewinder as your first spacecraft and wish you good luck in whatever career you choose.”

| thanked her and she told me that she had set the corridor direction indicators to highlight the route to bay 42. |
set off through the station, following the trail of green circles on the floor. Most inhabitants of the docking level
were pilots of one sort or another, wearing variants of the flight suit | had purchased as part of the Sidewinder deal,
but with different colours of fabric or internal lighting. Many wore partial helmets or the curved shape of a RemLok
and some carried their headgear in their hands. Some had weapons belted to their legs.

Eventually the guide lights led me to the door of bay 42 where they slowly faded into the deck plates. | slipped
the access ring onto my finger and held it up to the contact plate on the door surround. The heavy door split down its
centre line and slid into the walls with an angry hiss of pneumatics, revealing the vessel within.

| stepped through and took my first look at my new Sidewinder: the place where | would live and work for the
foreseeable future. The twin exhaust ports towered above me, flanking the access door in the centre, from which a
ladder descended to the docking bay floor. | walked slowly around the ship, wanting to memorise the pristine, new
hull before it became scorched and pitted from the encounters | would doubtless soon be having in the depths of
space. | could see the bubble of the canopy mounted over the gracefully curved front panel.

The excitement was mounting as | headed back to the rear of the ship and climbed the ladder to the door,
pressing the key ring against the plate. The outer airlock cycled open and | entered, waiting for the door to close
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behind me before opening the inner airlock. | took a deep breath as the inner door opened, savouring the smells of
the new ship: a faint metallic tang combined with fabric and leather odours. A clean, new ship to explore the void in.
The lights flickered on as the ship’s power plant reacted to my presence, welcoming its new owner.

I headed straight to the living quarters to fetch the flight suit, and noted that “living” was perhaps a bit of a
stretch. The room was big enough to contain a bed (equipped with the latest in comms emitters and relaxation
technology, of course), a small set of storage drawers and a desk, all of which were capable of folding back into the
bulkheads. A small cubicle to the rear (or aft - | suppose it would be best to start thinking about directions in
spacefaring terms) of the room served as a lavatory and washing facility, designed for use in zero gravity. On the bed
was, as promised, the vacuum-packed flight suit that would be my attire for the foreseeable future, containing
everything needed for a body to remain in shape in zero-g and to survive the harsh manoeuvring of a spacecraft. | put
my terminal on the desk, making sure it was secured to the magnetised surface, and stripped out of my clothing,
placing it in a drawer and donning the flight suit. Despite the polished exterior, the inner fabric was soft and felt
cool against my skin. As | closed the front of the suit, the power cells activated and | felt the suit adjust to my body
shape until it became like a second skin. | slipped the shoes on then headed up to my own cockpit for the first time. |
almost stumbled as the magnetic soles of the shoes stuck to the deck, but after a few steps | got used to the
resistance as | raised my feet - it was like walking in sticky mud.

In the cockpit, the systems had already been brought online. A RemLok headset was on the flight seat and I placed
it around the back of my ear before moving around and climbing into the seat. As | did, the holographic displays
flickered into life. | looked to my right and the ship’s systems indicators shimmered into focus, showing me the
current status of life support, power and other vital details about the ship. | enabled the engines and heat
management systems.

Around me, the hum of the engines grew: the heartbeat of the ship throbbing beneath my feet. | smiled and
turned back to the main viewscreen. A life in the stars beckoned. Now it was up to me to live it.
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PART 1: AVATAR CREATION

Elite Encounters is designed around the same principle as the
Elite: Dangerous computer game: players take on the role of new
spacecraft pilots and crew, starting with a ship and enough
credits to begin making a living for themselves in space. A group
may be made of players who each have their own ships and
intend to fly together, or as the crew of one larger ship.

Although the “one pilot, one ship” concept is the most
familiar starting point for those familiar with the computer
game, players and Lore Masters should not feel that they are
restricted to these options. Players can be anyone they want to
be, whether it be a space pilot, courier or criminal.

You will take the role of an “Avatar” and guide him or her
through adventures under the guidance of your Lore Master
(LM). Alternatively, if you are reading this book as a prospective
LM, you will guide many Avatars through their adventures. The
only limitation is your imagination. The Avatar creation process
has been developed to allow almost any career to be playable
with a little creativity.

The group should bear in mind, however, that it needs to be
able to function as a unit through the adventures ahead, and
having Avatars who are at opposing ends of a spectrum (such as
having police officers and criminals in the same group, for
example) can cause more conflict than the group would be able
to tolerate. To that end the group members should ensure that
they communicate during the creation process and ensure that
each Avatar is compatible with potential team-mates.

HINTS AND TIPS

Before starting to create the Avatar, the players and Lore Master
should discuss the nature of the game they are going to play.
Will they be playing a campaign that could continue for a
number of years in game time and in real-time, or will this be a
short story? If the LM has a particular story in mind then it may
require certain types of Avatar to be present — for example if a
ship will be needed then at least one of them should be a pilot.

Role-players have a wide range of feelings about their
Avatars, and LMs should be aware of their players’ expectations.
Some players think of their Avatars as disposable minor
characters in the story and some will consider them as
significant or important and worthy of development in a longer
campaign.

These are all factors that a LM and group should think about
before embarking on the path to creating an Avatar. In the first
session together, the LM should ask the group the following
questions:

* Why are we playing this game together?

* How long are we expecting to play together?

What kind of story has the LM in mind? Is it light-hearted or
is it going to be a heavily dramatic plot?

Are our Avatars extensions of ourselves?

Do we want our Avatars to be at high risk of death?

Are we all on the same side?

These questions serve to establish something about the players
and the LM can learn what players are likely to be doing with
their part of the narrative. Someone out for a bit of a laugh may
not take the game or the story seriously and their Avatar may be
unreliable, so it might be worth avoiding laying heavy
responsibility for story elements with that player. On the other
hand, if a player presents a LM with a detailed account of the
Avatar they want to play and is more than willing to provide a
full background then that player will be more likely to respond
to having strong story elements built around him or her.

Just like in real life, RPG groups are a mixed bag of
personalities and managing all of them can be a challenge. Use a
player’s strengths and weaknesses (as well as those of the
Avatar) to drive the story in some way, and a LM will find that
even the unruly players will become involved in the story.

A fully unique Avatar can be created using the generation
rules, allowing it to be tailored to that player’s preferences.
Alternatively, Archetypes can be used to create a template for the
Avatar’s basic stats.

PART 2: THE RECORD FILE
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An Avatar’s statistics and information are written down on a
Record File. A player's Record File is considered confidential.
The only person who should be able to see the player's file (other
than the player) is the LM. If a player successfully hacks into the
public records database with a specific aim to find out about
another player's Avatar, then that player may (at the discretion of
the LM) be allowed to see a copy of that player's Record File. It
should be considered bad form for a player to request to see
another player's Record File.

A blank Record File can be found at the back of this book.
Permission is granted to photocopy or print copies of the Record
File for personal use.

\"
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PERSONAL INFORMATION

VITALS

ORIGINS

CONCEPT

The first Record File section shows the Avatar’s basic personal

details. Before starting to fill this in the player should consider

the background of the Avatar as this could have an influence on

his or her personality. Questions to ask at this stage are:

* Where did the Avatar grow up?

* What kind of personality does the Avatar have? Some of this
can be based on the Aspects.
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* How old is the Avatar?

» Has the Avatar had any jobs or experience before the start of
the story?

» What is the Avatar’s current job or career? Is the Avatar
starting a new career at the start of the game?

The questions regarding previous and current careers are
important, as is the Avatar’s age. If the decision is a difficult one,
it can be postponed. Some players may find it easier to generate
the Avatar’s Aspects first. Others prefer to have an idea of the
Avatar’s career and place in the galaxy so that the Aspects can be
tailored to that goal. In either case, once the details have been
worked out, store the relevant details in the Personal Information
section.

ASPECTS AND TRAITS

The basic physical and mental make-up of an Avatar is
represented by a set of three core attributes, collectively called
ASPECTS. Each of these has four linked abilities called
TRAITS.

ASPECTS
ASPECTS AND TRAITS

BODY

AGILITY
CONDITION
DISCIPLINE
INFLUENCE

AWARENESS
INSTINCT

[ ] PHYSIQUE
[1] SPEED

[ ] INTELLECT
-[1] SANITY
[]
(]

RESISTANCE

SENSES SENSATION

[]

[]

MIND 1l
§ 7 el

[1]

[]

BODY: Physical characteristics, including strength, agility and
speed. Any tasks that require a test of physical ability would use
BODY to start the dice pool.

MIND: Mental prowess. Tasks that involve knowledge, focus or
charisma (amongst many other intelligence or wisdom-related
faculties) would use MIND to start the dice pool. This is also
used in social situations, since previous experience of situations
or an intellectual knowledge of how to act or react in a situation
can influence decisions.

SENSES: Environmental awareness as well as personal senses
like heat, pain or pleasure. Tasks that involve seeing, hearing or
otherwise sensing something around the Avatar would make use
of this Aspect when building a task pool. Senses are also used in
the martial arts to judge distance and anticipate an opponent’s
moves or actions.

ASPECT RANGE

Aspects are a numeric value from 1 to 6. The upper limit of 6 on
each Aspect indicates the extent to which the natural attribute in
question can be trained or raised without using artificial means.
Player Avatars are considered to be “ordinary people in
extraordinary circumstances” — this means that they are not
considered to be special, super powered, mutants or any other
variety of “gift” that makes them more powerful than the rest of
the population. A high score in an Aspect does not mean that the
Avatar is super-strong or super-intelligent. At most it means that
the Avatar knows how to use their abilities appropriately. Raising
an Aspect to more than 6 is only achievable through some kind
of artificial enhancement.

\ 657 J

GENERATING ASPECTS

Aspects are calculated as follows:

 All three Aspects start at a default value of 2.

» The player can move one single point between the Aspects.
The Aspect reduced to 1 by doing this CANNOT be modified
further.

» Each Avatar has a total of 3 points to distribute amongst the
three Aspects. For example one Aspect can be increased to 5,
meaning the other two remain fixed at 2, or all three Aspects
can be increased to 3.

MODIFYING ASPECTS

After Avatar generation an Avatar's Aspects may be changed, but
it can only be done over time or through a significant event. If a
player declares a desire to make their player fitter (thus
increasing the BODY value) then the LM must explain that to do
so the Avatar must begin a strict exercise regime over a period of
months.

Temporary changes to Aspects can occur, e.g. if the Avatar
has been badly injured or is using cybernetics or exoskeletons. In
these cases the original value should be masked and the altered
value entered in its place: enough space has been provided on
the Record File to contain both values.

TRAITS

Traits are an extension of the Aspects and are tied to those
values. Traits are innate talents or weaknesses — abilities that the
Avatar was born with and may or may not be aware of.

Each Aspect has four Traits linked to it, and each Trait can
have a positive or negative effect on the Avatar. See the Game
Mechanics section to see how Traits are used in tasks.

Up to four positive Trait Points are available to the player
during Avatar creation. Two of these points can be used without
penalty but for each additional positive Trait point the player
must choose a Trait to assign a negative value to. Trait Points
can be spent on the same Trait twice.

The maximum number of Traits that can be selected is 6: 4
positive and 2 negative. A Trait can be raised to a maximum of 2
and lowered to a minimum of -2. However, a Trait’s value
cannot exceed the value of the controlling Aspect: if an Aspect
has been reduced to 1 then its Traits are restricted to a positive
value of 1 as well. Traits with negative values are not restricted
in the same way — an Aspect of 1 can have a Trait value of -2.

The appropriate level of the Trait should be entered into the
relevant bracket next to the Trait’s name on the Avatar Record
File. Some of the Traits may need some additional notes to
explain what the effects are on the Avatar: an area has been
included on the Record File for this.

BODY TRAITS

AGILITY: How well the body can move and bend. Also
measures balance and how well objects can be manipulated,
including weapons and delicate items.

Positive: supple body, good balance and good motor skills.
Negative: rigid form, easily knocked off balance and may
struggle with grip.
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CONDITION: General physical well-being and fitness.
Indicator of body mass & structure, organ health and immunity.
Positive: well-defined and trained muscle tone, healthy bones
and/or a strong heart. Good general health.

Negative: underdeveloped muscles, high body fat and/or low

fitness levels. Easily affected by infection or unusual substances.

PHYSIQUE: The Avatar’s physical looks and proportions. Also
an indicator of any internal physical diversity, mutation or
disability.

Positive: appealing looks and/or a well-proportioned body.
Possible physical diversity that benefits quality of life.
Negative: unconventional looks or some level of physical
malformation. Physical disabilities detrimental to quality of life.

SPEED: The Avatar’s ability to move rapidly, including
sprinting speed, how fast the Avatar can transition to running
from a standing start and overall physical reaction times.
Positive: able to move and react quickly.

Negative: slow to react and/or struggles to move at higher speed.

MIND TRAITS

DISCIPLINE: An indication of how wilful and focused the
Avatar can be. Can affect use of weapons that are difficult to
handle or require concentration.

Positive: Avatar can focus attention on tasks at hand, retain
control of their thoughts and opinions and avoid distraction.
Negative: Avatar easily distracted or lacks focus. Can be easily
convinced to change their mind.

INFLUENCE: Ability to interact in social situations. Useful for
tasks that involve liaising with other people. Also useful in
forming personal or business relationships.

Positive: likable, conversational and confident and comes across
as personable and friendly. Able to negotiate and seduce
effectively.

Negative: possibly insecure and may not be the best at making
friends or making a good impression. Not good in diplomatic or
delicate situations.

INTELLECT: How much information has been retained and
how easy it is to recall. Indicates how easily information can be
committed to memory and how efficiently new skills can be
learned.

Positive: Avatar will have a higher chance of being able to
identify objects or locations or successfully investigate a subject
to find more detailed information. Can learn and recall
information or experiences easily.

Negative: less likely to be able to find information. May have
trouble recalling some memories or experiences and may find it
difficult to quickly pick up new skills.

SANITY: The Sanity Trait is an indicator of the Avatar’s
rationality and mental stability or lack thereof. It can provide the
Avatar with either more or less control over reactions to certain
stressful situations.

Positive: remains rational through increasingly adverse
conditions and can deal with chaotic events without any adverse
effects.

Negative: less able to remain rational or calm in extreme
circumstances. If a Sanity task roll is failed the Avatar will be
controlled by the LM until the event is concluded or the Avatar is
removed from that situation.

SENSES TRAITS

AWARENESS: An indication of how aware the Avatar is of the
immediate surroundings and situation.

Positive: more likely to sense movement or the presence of other
objects or beings around them. Also more alert to dangerous
situations and the potential for the unexpected.

Negative: will potentially miss obvious signs of environmental
change or the presence of other people, objects or creatures
around them.

INSTINCT: Understanding the behaviour of people and
creatures. Instinct measures the Avatar’s empathy and sympathy
towards others and their ability to judge honesty and deception.
Positive: more likely to be able to sympathise with others and
tell if they are being lied to.

Negative: less able to read others, detect when someone is lying
or empathise with feelings.

RESISTANCE: How sensitive the Avatar is to extreme physical
sensation like temperature and pain. Useful in torture, extreme
weather or prolonged exposure situations.

Positive: pain threshold is higher than normal and environmental
changes like extreme heat or cold have less effect.

Negative: more susceptible to physical pain or torture, and will
be quickly affected by extreme temperature changes.

SENSATION: The general senses: touch, taste, hearing, sight
and smell.

Positive: Slight improvements to all five main senses OR
increased improvement to ONE sense for each positive point.
Negative: Slight impairment to all five main senses OR
significant impairment to ONE sense for each negative point.

TRAIT PACKAGES

A Trait Package is a pre-generated set of Traits geared towards
creating a specific type of Avatar. Trait Packages flesh out
physical and mental personality, and can be thought of as a guide
to the Avatar’s nature. Some sample packages are presented here,
but players and LMs should be encouraged to tweak the package
to suit their image of their Avatar or even create new packages
from scratch if the concept requires it.

Activist: If there’s a cause worth fighting for, the Activist will
be at the forefront of the call to arms. First on stage and always
the loudest voice.
CONDITION 1 (BODY)
INFLUENCE 2 (MIND)
AWARENESS -1 (SENSES)

DISCIPLINE 1 (MIND)
INSTINCT -1 (SENSES)

Carer: The Avatar is a caring person who can take care of the
sick and infirm as well as those who are in need. Unlike many,
a Carer never tires of helping others and does it purely for the
knowledge that they have given someone assistance.
AGILITY 1 (BODY) INFLUENCE 1 (MIND)
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Entertainer: A childhood spent singing, dancing or acting at
family gatherings are common indications of a natural
Entertainer. These precocious kids can often grow up to be
performers on the world or galactic stage.

CONDITION 1 (BODY) INFLUENCE 2 (MIND)
AWARENESS -1 (SENSES)

People’s Champion: Reckless but well-meaning, the People’s
Champion is someone who strives to be seen as the hero or the
one who can fix everything, but often cannot temper their
public face with simple common sense.

CONDITION 1 (BODY)  DISCIPLINE 1 (MIND)
INFLUENCE 1 (MIND)  INTELLECT -1 (MIND)

Explorer / Wanderer: From an early age the Explorer always
ventured out the furthest, trying to see what lay beyond the
doors and even what lay outside the atmosphere. Always at
home when travelling and always sure of where they are, the
explorers push the frontiers of human civilisation.
CONDITION 1 (BODY) INTELLECT 1 (MIND)
AWARENESS 1 (SENSES) INSTINCT 1 (SENSES)
PHYSIQUE -1 (BODY) INFLUENCE -1 (MIND)

Philosopher: The thoughtful type who spends time trying to
understand life and the universe.

DISCIPLINE 1 (MIND) INFLUENCE 1 (MIND)
INTELLECT 1 (MIND) CONDITION -1 (BODY)

Idealistic Crusader: Single-minded, determined and willing to
risk life and limb to achieve his or her goals — that’s the
Crusader. Straight-talking, straight-thinking and with heart on
sleeve, the Crusader will stand up for what’s right or die trying.
INFLUENCE 2 (MIND) INSTINCT 1 (SENSES)
SENSATION -1 (SENSES)

Politician: An aptitude for debate and the desire to improve
things for the masses are what makes a Politician.
INFLUENCE 1 (MIND) INSTINCT 2 (SENSES)
RESISTANCE -1 (SENSES)

Loveable Rogue: The cheeky, fun loving rascal who can
lighten most situations and more often than not get away with
almost anything. Often the soul of a party or the most likely to
defuse an awkward situation with a joke or a self-deprecating
comment or act.
INFLUENCE 2 (MIND)
DISCIPLINE -1 (MIND)

INSTINCT 1 (MIND)

Profiteer: The Profiteer has an innate sense of when a deal is
right and where to go to get the best out of a sale. Maximising
profit and negotiating for the best deal are second nature.
INFLUENCE 2 (MIND) INSTINCT 1 (SENSES)
SPEED -1 (BODY)

Manager: Born to organise and ready to lead, the Manager can
take control in any situation and get everyone working from the
same page. Managers can excel in corporate, financial or
people management as well as anything in between.
INFLUENCE 1 (MIND) INTELLECT 1 (MIND)

Reckless Hotshot: If someone is going to jump in feet first
whatever the situation, the Hotshot is the one at the front of the
queue — the annoying thing is the frequency with which this
person actually wins.

CONDITION 2 (BODY)  AWARENESS 1 (SENSES)
RESISTANCE 1 (SENSES) INTELLECT -2 (MIND)

Martial Artist: The true warrior, prepared to use physical
combat to achieve the Avatar’s goals.

CONDITION 1 (BODY) AWARENESS 1 (SENSES)
SENSATION* 1 (SENSES) LOGIC -1 (MIND)

* Improved Vision

Thinker: This Avatar is a proponent of the considered
approach. Every action is well thought out and every option
taken in to account.
DISCIPLINE 1 (MIND)
INSTINCT 1 (SENSES)

EDUCATION 1 (MIND)
AGILITY -1 (BODY)

Mentalist: The Avatar is an accomplished manipulator and
uses psychological trickery to extract information or services
from the target of his or her skills.

INFLUENCE 2 (MIND) INSTINCT 2 (SENSES)
AGILITY -1 (BODY) DISCIPLINE -1 (MIND)

Warmonger: A good sense of strategic and tactical planning
along with a firm belief that sometimes the only solution to a
problem is attack. That’s the Warmonger philosophy.
INTELLECT 1 (MIND) INFLUENCE 2 (SENSES)
INSTINCT -1 (SENSES)

Negotiator: A born diplomat and someone who will be
comfortable in any situation where a deal needs to be made.
PHYSIQUE 2 (BODY) INFLUENCE 2 (MIND)
AGILITY -1 (BODY) SENSATION* -1 (SENSES)
* Compromised Taste

Warrior: Some people are born for battle — destined to be
behind the gun. Often loners or difficult to be friends with, the
Warriors are those who can be depended on to step in and use
their battle skills to resolve a situation.

AGILITY 1 (BODY) CONDITION 1 (BODY)
AWARENESS 2 (SENSES) INFLUENCE -1 (MIND)
INSTINCT -1 (SENSES)

Pacifist: A person who is against conflict or war and will stand
up and be heard and use any non-violent method to defend
their point of view against the warmongers of the galaxy.
DISCIPLINE 1 (MIND) INFLUENCE 1 (MIND)
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EXPERIENCE

During gameplay players will attempt to perform tasks and
actions and will achieve varying levels of success. At the LM’s
discretion the Avatar will be awarded Experience which can be
added to the record file. Significant actions or tasks with notable
consequences should be considered worthy of Experience
whether the task is accomplished or not: even failure can be a
learning experience. Avatars can gain bonuses to future attempts
at those tasks the more often they are attempted.

EXPERIENCE

DESCRIPTION

+1 die for each LVL in related tasks up to 3;
To increase LVL, USED must be 6 x (1 + current LVL)

LVL USE  DESCRIPTION LVL USE

During Avatar creation Experience points are awarded as part of
choosing Archetypes — see that section for more information.

Experiences should not be too precise in their descriptions.
Generic descriptions allow the learned skills to be used in a
wider range of subsequent tasks. For example if an Avatar
attempts to plot a course between two points on a planetary
surface, a number of Experience descriptions could be used.
“Navigating between A and B” would be too precise, and
wouldn’t allow for the larger experience of actually navigating
the course. “Navigation” would perhaps be too wide a range,
since planetary navigation is very different to stellar navigation.
A good compromise would be “Planetary Navigation”. It
describes the action and the skills needed as well as being
flexible enough to let the player add the experience to actions
like map reading in a car as well as navigational chart reading in
an aircraft.

See the Gaining Experience section for more details about
how Experience is used in tasks during play.

FACTION STANDING

If an Avatar interacts with a particular faction or organisation in
a star system, the outcome of those interactions will be noted by
that faction and its allies. Future dealings with that faction will
adjust the Avatar’s reputation in  FACTION STANDING

some way. This can be recorded  pescrerion LVL_INT
on the Avatar Record File.

T
1
I
T
A faction’s political and ethical \
views may be shared by others — in this case the Avatar’s

standing with that original faction will be shown when dealing
with like-minded factions in the local area.

PILOTS FEDERATION RANKING

PILOTS FEDERATION RAN
JILOTING / COMBAT

[0 ) HARMLESS

The Pilots Federation Ranking
system rewards space pilots for
their contribution to keeping
space safe, assisting with trade E) MOSTLY HARMLESS
economies and exploring the [12) Novice

galaxy. There are three rankings 24 Y COMPETENT

to indicate this: Combat, Trade @ EXPERT

and Exploration. :>96 MASTER
A new Avatar is considered 92

) DANGEROUS
to be setting out on a path as a (384 ) DEADLY
space pilot, so the general intent =y -

is that these rankings have not
been advanced through at the start of the story. However, the LM
and players may decide that some Avatars have already
embarked on their chosen careers some time before they band
together: see the Veteran Independent Pilots section below to see
how to manage this.

ARCHETYPES AND OCCUPATIONS

An Archetype is a basic outline of the Avatar’s previous life and
work experience. They represent a broad spectrum of experience
and interests, sometimes building on an Avatar’s Traits. The
Archetypes have been designed as “categories” under which
more specific Occupations can be grouped. Occupations
represent actual work experiences up to the point where the
Avatar joins the story.

The Archetype descriptions contain a number of
Experiences that can be learned during the Avatar’s time in a line
of work. Depending on which Occupation a player chooses for
the Avatar a number of these Experiences can be taken as
“learned skills”.

The default “term of service” in an Occupation is three
years. Each term allows three “Use Points” to spend on
Experiences: each point can be used to add a new Experience at
one USE or to add one to the USE value for an existing
Experience. Players can spend more than one of these points on
the same Experience if desired, but no more than three Use
Points can be gained for each three year term served in an
Occupation.

The selection of Experiences and Occupations under each
Archetype is only intended to give a broad idea of the sort of
work the Avatar can do and is not a complete list, nor are the
Experiences necessarily relevant for every Occupation. Players
and LMs should feel free to come up with more Experiences and
Occupations to choose from as they see fit to suit the player’s
concept of the Avatar.
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Some Archetypes are more wide ranging than others: for
example the Diplomatic Archetype has a narrower focus than the
General Citizenry Archetype. When creating an Avatar, the
players and LM are free to be creative when deciding on an
Occupation.

It should be noted that even if an Avatar spends more than
one three year term in the same Occupation, different skills may
be learned during the most recent term than were learned in a
previous term. As long as the Experiences are relevant to the
Occupation the player can learn as many new skills as desired.
In summary:

* One Occupation can be selected to be the Avatar’s job for a
three-year “term of service”.

* During this term of service the Avatar will earn three Use
Points for that Experience.

* The player can choose which Experiences are learned from the
list provided in the Archetype’s description, provided that the
Experience is relevant to the Occupation. If no example
Experiences fit the job that the player wants to do, then the
player and LM can discuss more appropriate Experiences.

* One Experience can be awarded more than one Use Point
during the term of service, as long as the total Use Points for
the term of service does not exceed three.

« If the player wishes to serve another term in employment, the
player can opt for another term in the same Occupation,
another term in a similar Occupation under the same
Archetype or another term in a different Archetype. Note that
terms of service in the same Occupation can yield different
Experiences depending on the nature of the work.

» Avatars do not have to serve complete three-year terms of
service. If the player wants to cut the term to less, then one
Use Point can be awarded for each completed year. Thus if an
Avatar quits a job after two years and ten months, the Avatar
would only gain two Use Points.

EQUIPMENT

The LM and player may discuss what personal equipment can be
obtained by the Avatar as part of the Avatar’s Occupation. If
players declare that they want to sell off any of these items, they
should be warned that the process of selling would not be done
as part of Avatar creation and would have to be handled as part
of the initial start to the Avatar’s new life. It may also take some
time to finalise the sales. Note as well that if the Avatar has not
quit that Occupation then their employer might have something
to say about them hawking their kit.

Once a player has decided on the Avatar’s Occupation
history, the Avatar could be considered ready to play.

DIPLOMAT

Experiences: Etiquette, Negotiation, People Skills, Situational
Analysis, Conflict Management

Occupations: Ambassador, Liaison Officer

EDUCATOR

Experiences: Negotiation, Sharp Eyes, Improvisation, Quick
Thinking, Teaching, Inspirational Speaking

Occupations: Higher Education Student, Teacher, Professor,
Post-graduate Student, Learning Support Officer

ENGINEER

Experiences: Structural Integrity, Material Properties, Physics,
Situation Analysis

Occupations: Architect, Civil Engineer, Mechanical Engineer

ENTERTAINER

Experiences: Showmanship, Organisational Skills, Conflict
Management, Performance, Resilience, Creativity
Occupations: Musician, Promoter, Sportsperson

GENERAL CITIZEN

Experiences: Life Skills, Survival, Financial Management,
Decision Making (along with thousands of other possible
experiences specific to whatever walk of life the Avatar is
from)

Occupations: Civilian, Slave, Jobseeker, Home-maker

HEALER

Experiences: Medical Diagnostics, Bedside Manner, Symptom
Recognition, Drug and Medicine Knowledge, Anatomy, Crisis
Management, Palliative Care, Treating Trauma, Surgery,
Psychology, Psychiatry

Occupations: Doctor, Surgeon, Nurse, Paramedic

LAW ENFORCER

Experiences: Marksmanship, Investigation, Criminology,
Argument, Research, Psychology, Creativity, Negotiation
Occupations: Bounty Hunter, Private Investigator, Lawyer

ADVENTURER

Experiences: Investigation, Navigation, Scanning (various
types), Hunting

Occupations: Explorer, Game Hunter, Test Pilot

CRIMINAL

Experiences: Stealth, Hand-to-hand Combat, Ranged Combat,
Melee Combat, Improvisation, Locksmithing, Fast Talking,
Decision Making, Deception, Disguise, Charm, Anatomy
Occupations: Assassin, Burglar, Cartel Boss, Prisoner

LEADER

Experiences: Liaison, Management, Showmanship,
Organisation, Leadership

Occupations: Corporate CEO, Retail Manager

N J
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MERCHANT

Experiences: Negotiation, Market Research, Bartering,
Trading

Occupations: Store Worker, Trader

POLITICIAN

Experience: Public Speaking, Smooth Talking, Negotiation,
Problem Solving

Occupations: Local Councillor, Imperial Senator

SCIENTIST

Experiences: Science (pick a discipline to specialise in),
Research, Analysis

Occupations: Biologist, Astrophysicist

The newly qualified pilot approaches the old Cobra Mkl
in the half-light of the station interior. She jumps as | turn
on the landing platform lights and | apologise over Traffic
Control Comms, my voice booming and distorted. She
waves back at me through the plexiscreen window. |
watch as she runs her hand along the ship’s flank, fingers
no doubt finding a hundred scars in the old ship’s hull. She
walks slowly around the Cobra, completing the visual
inspection, just as she’s been taught. She walks around it
again. | smile. This time she’s looking for a way in.

SERVICES

Experiences: Heavy Lifting, Cargo Handling, Waste
Management Systems, Armed Combat, Melee Combat,
Chemistry, Plumbing

Occupations: Sanitation, Security Guard, Dock Worker, Call
Handler, Courier

SOLDIER

Experiences: Marksmanship, Stealth, Strategy, Tactics,
Command, Resource Deployment, Liaison, Battlefield Tactics,
Improvisation, Quick Thinking, Ranged Combat, Melee
Combat, Negotiation, Concealment

Occupations: Naval Officer, Sniper, Mercenary

TECHNICIAN

Experiences: Machinery Diagnostics, Problem Solving,
Mechanical Engineering, Computer Systems, Hacking
Occupations: Mechanic, Computer Engineer, Vending
Machine Technician

TRANSPORTATION
Experiences: Navigation, Dead Reckoning
Occupations: Taxi Driver, Charter Pilot, Cabin Crew

\ 707 A

CAREERS

Once the players have chosen their stats, Archetypes and
Occupations, the background of the Avatar is complete and it’s
time to decide what has driven them to the stars.

A new Elite Encounters game depicts the player as venturing
into space for the first time as a newly qualified pilot with a
brand new ship and a limited amount of credits to spend. Players
can become space traders, bounty hunters, pirates or any number
of other pastimes that are available to a person with an armed,
empty spacecraft. The back story of new Avatars includes a
Sidewinder as part of the starting equipment for the careers
listed in this section. The ship is provided with basic
configuration options and loaned equipment (if the Avatar sells
the ship or replaces the internal items with new ones, there will
be no part-exchange offer). The stock Sidewinder can be
upgraded to one of two ships if the new Avatar can afford it:
career descriptions show these options.

CAREER OPTIONS

The career descriptions include the following information.

* An overview of the default ships that are available to starting
pilots. If the Avatar wishes to start with the bigger ship, the
Sidewinder must be traded in along with the cost shown for
the alternative ship.

» The upgrades fitted to the ships to make them suitable for
each specific role are listed under the Upgrades heading.

* The primary Pilots Federation Rating that is used in the
pilot’s career is shown — this is the rating that will accrue
Experience Use Points if the player decides that the Avatar
will be a veteran pilot at the start of play.

The intent is for the majority of Elite Encounters players to
begin their adventures as fresh, new independent pilots.
However, if a player wishes to portray an Avatar who has been
an independent pilot for some time, the same three-year term of
service used in Occupations can be applied to the career options
below.

For each three year term served the Avatar will gain one
Experience Use Point in “Space Flight” and will earn 2D6 x
100,000 credits towards advancement in Pilots Federation
rankings each year. Note that these are not added to Wealth.

LMs can award 1D6 Experience Use Points to be allocated
to random Experiences of the player’s choice during each three
year term of service to provide some indication of the Avatar’s
spare time activities.
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THE STOCK SPACECRAFT

SIDEWINDER COBRA MKII VIPER MKIl
4 S (g
y o &
< Jf/r
~ = =
—_— \,(/ 5
Cost None Cost to Upgrade 160,000Cr Cost to Upgrade 75,000Cr
Hardpoints (S) 2x Class 1F Fixed Pulse Lasers Hardpoints (M) 2x Class 1F Fixed Pulse Lasers Hardpoints (M) 2x Class 1F Fixed Pulse Lasers

Utility Mounts

Bulkheads

C2 Reactor Bay

C2 Thruster Mountings
C2 Hyperdrive Housing
C1 Environmental Control
C1 Power Coupling

C1 Sensor Bay

C1 Fuel Store

C2 Internal Compartment
C2 Internal Compartment
C1 Internal Compartment
Hyperspace Range
Insurance Buyback

2x Empty

Class 1I Lightweight Alloy
Class 2E Power Plant

Class 2E Thrusters

Class 2E FSD or Equivalent
Class 1E Life Support

Class 1E Power Distributor
Class 1E Sensors

Class 1C Fuel Tank (Cap 2)
Class 2E Shield Generator
Class 2E Cargo Rack (Cap 4)
Class 1E Basic Discovery Scanner
Unladen: 7.79; Laden: 7.16
FREE

Utility Mounts

Bulkheads

C4 Reactor Bay

C4 Thruster Mountings
C4 Hyperdrive Housing
C3 Environmental Control
C3 Power Coupling

C3 Sensor Bay

C4 Fuel Store

C4 Internal Compartment
C4 Internal Compartment
C4 Internal Compartment
C2 Internal Compartment
C2 Internal Compartment
C2 Internal Compartment
Hyperspace Range
Insurance Buyback

(S) 2x Empty

2x Empty

Class 1I Lightweight Alloy
Class 4E Power Plant

Class 4E Thrusters

Class 4E FSD or Equivalent
Class 3E Life Support

Class 3E Power Distributor
Class 3E Sensors

Class 4C Fuel Tank (Cap 16)
Class 3E Cargo Rack (Cap 8)
Class 3E Cargo Rack (Cap 8)
Class 4E Shield Generator
Class 1E Cargo Rack (Cap 2)
Class 1E Basic Discovery Scanner
Empty

Unladen: 11.07; Laden: 10.30
19,000Cr

(S) 2x Empty

2x Empty

Class 1I Lightweight Alloy
Class 3E Power Plant

Class 3E Thrusters

Class 3E FSD or Equivalent
Class 2E Life Support

Class 3E Power Distributor
Class 3E Sensors

Class 2C Fuel Tank (Cap 4)
Class 2E Cargo Rack (Cap 4)
Class 3E Shield Generator
Empty

Class 1E Basic Discovery Scanner
Unladen: 7.12; Laden: 6.84
7,000Cr

Utility Mounts

Bulkheads

C3 Reactor Bay

C3 Thruster Mountings
C3 Hyperdrive Housing
C2 Environmental Control
C3 Power Coupling

C3 Sensor Bay

C2 Fuel Store

C3 Internal Compartment
C3 Internal Compartment
C2 Internal Compartment
C1 Internal Compartment
Hyperspace Range
Insurance Buyback

CAREER DESCRIPTIONS

TRADER

Space traders are the lifeblood of the galactic economy.
Without the trade community many colonies and outposts
would be cut off from the essential supplies they need to
survive. Trading is the easiest way to turn a profit, and trading
is what most pilots return to if other work dries up.

Interstellar traders take goods from one star system to
another via hyperspace or ferry equipment and supplies
between locations in the same system. They also provide a vital
service to mining or refinery stations, making sure that the
processed ore or raw material is taken somewhere to be sold
on.

Black market traders are the unscrupulous underworld of
the trade community. They source “goods of questionable
legality” to buy and sell via the bulletin board systems with no
questions asked.

Some traders exploit the commodity markets at one
location, filling their cargo bays with low-priced goods then
waiting for the price to rise before selling them on.

Spacecraft: Sidewinder or Cobra MKIII

Upgrades:

 Sidewinder: Swap both pulse lasers and Basic Discovery
Scanner for one additional Class 1E Cargo Rack (Cap 2).
Hyperspace ranges change to [Unladen: 8.97; Laden: 7.79].
Buyback cost does not change.

» Cobra MKIII: Swap both pulse lasers for one additional
Class 1E Cargo Rack. Hyperspace ranges change to
[Unladen: 11.25; Laden: 10.38]. Buyback cost changes to
3,000Cr.

PF Ranking: Trade

NAME
OCCUPATION : BLACK MARKET TRADER

ALLEGIANCE : INDEPENDENT

BODY [2] AGILITY -1; CONDITION -1
MIND [4] DISCIPLINE 1; INTELLECT 2
SENSES [4] AWARENESS 1; INSTINCT 1

Negotiation 1; Intimidation 2; Armed Combat 2

PF RANKINGS
[C] Competent [E] Aimless [T] Tycoon

VEHICLE: COBRA MKIII




ESCORT PILOT

Large ships are easy targets, especially if they are kitted out as
cargo freighters or passenger liners with minimal weapons.
Their crews often employ fighter ship pilots to help protect
against pirates and other threats.

Pilots embarking on this career for the first time will have
to be careful what jobs they take on: first-time escorts taking
on a job into a conflict zone or an area with high pirate activity
may find that the task is too much to handle, quickly finding
themselves in an escape capsule watching their erstwhile
customer being carved apart.

Spacecraft: Sidewinder or Viper MkIII

Upgrades:

* Sidewinder: Change weapons to 2x Class 1F Gimballed
Pulse Lasers, remove Class 2E Cargo Rack, upgrade shields
to Class 2D Shield Generator. Hyperspace ranges change to
[Unladen: 8.06; Laden: 8.06] and buyback cost changes to
2,000Cr.

 Viper: Change weapons to 2x Class 1F Gimballed Pulse
Lasers, remove Class 2E Cargo Rack, upgrade shields to
Class 3D Shield Generator. Hyperspace ranges change to
[Unladen: 7.34; Laden: 7.34] and buyback cost changes to
8,000Cr.

PF Ranking: Combat

COURIER

Since the introduction of the improved hyperdrive, the market
for fast delivery of smaller items has boomed. Now small ship
pilots can promise delivery of items to neighbouring star
systems on the same day and occasionally even within the
hour. This promise of rapid delivery is the key to being a
successful courier.

Many organisations contract independent couriers to
deliver a wide variety of packages, from a box of information
leaflets to a briefcase full of computer chips; medical supplies
and corporate records are common packages. Some missions
can involve significant risk, especially if the goods are
classified documents, important schematics or even a datachip
filled with compromising images. The amount of goods can
vary as well, so a well-prepared courier should have a ship with
room for one or two cargo canisters.

Spacecraft: Sidewinder or Viper MkIII

Upgrades:

 Sidewinder: Upgrade to Class 2D FSD or equivalent and
Class 2D Thrusters. Hyperspace ranges change to [Unladen:
9.84; Laden: 9.00] and buyback cost changes to 2,000Cr.

 Viper: Upgrade to Class 3D FSD or equivalent and Class 3D
Thrusters. Hyperspace ranges change to [Unladen: 8.9;
Laden: 8.54] and buyback cost changes to 8,400Cr.

PF Ranking: Trade
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NAME - XANDER CHAPEL
OCCUPATION : PASSENGER CRUISE ESCORT
ALLEGIANCE : INDEPENDENT

BODY [2] AGILITY 1

MIND [4] DISCIPLINE 1

SENSES [3] AWARENESS 2

Space Combat 2; Evasive Action 2; Navigation 1

PF RANKINGS
[C] Competent [E] Aimless [T] Dealer

VEHICLE: VIPER MKIV

NAME : JACOB CROMWVELL
OCCUPATION : SECURE DELIVERY COURIER
ALLEGIANCE : INDEPENDENT

BODY [3] CONDITION 1

MIND [4] DISCIPLINE 1; INTELLECT 1
SENSES [2] RESISTANCE -2; INSTINCT 1
Navigation 3; Space Combat 2; Evasive Action 3
PF BANKINGS:[C] Novice [E] Aimless [T] Tycoon

VEHICLE: TYPE 6 TRANSPORTER
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EXPLORER

Exploration as an independent pilot’s career is relatively new,
introduced with the improved hyperdrive. Supercruise mode, a
hybrid mode of frame shift travel where real-space can still be
observed, has made exploration and the associated recording of
data much easier than before: visiting and scanning each body
in a solar system can be done within an hour depending on how
many there are and how far apart they are.

Exploration pilots have a reputation for being tough,
outspoken people with questionable personal hygiene.
Whatever their personalities, explorers need to be patient,
attentive and ready to spend long periods of time in the empty
void with no-one else for company. The job involves jumping
to a new system, scanning it, scooping some fuel if possible,
moving through and scanning each body then jumping to the
next destination. It can be monotonous work but the financial
rewards can make it all worthwhile.

Spacecraft: Sidewinder or Cobra MKIII

Upgrades:

 Sidewinder: Swap weapons, shields and cargo rack for Class
1D Fuel Scoop, Class 1E Basic Discovery Scanner, Class 1E
Auto Field-Maintenance Unit. Hyperspace ranges change to
[Unladen: 8.24, Laden: 8.24] Buyback cost increased to
2,400Cr.

» Cobra Mk III: Swap weapons and all Cargo Racks for Class
1D Fuel Scoop and Class 1E Auto Field-Maintenance Unit.
Hyperspace ranges change to [Unladen: 11.07; Laden: 11.07]
and buyback cost is changed to 18,500Cr.

PF Ranking: Exploration

NAME : ELEZEN LAKE
OCCUPATION : EXPLORER, HISTORIAN

ALLEGIANCE : TIONISLA HISTORICAL SOCIETY
BODY [3] AGILITY -1; CONDITION 1

MIND [4] DISCIPLINE 1; INTELLECT -1
SENSES [3] AWARENESS 1; INSTINCT 1

Navigation 1; Planetary Landings 1; Prospecting 1;
Prablem Solving 1; Jury-Rigging 1

PF RANKINGS
[C] Mostly Harmless [E] Ranger [T] Merchant

VEHICLE: DIAMONDBACK EXPLORER

ABOUT EXPLORATION

In order to make scans of a system a ship needs a discovery
scanner, which will scan the region around the ship for stars,
planets and other objects. Closer and more detailed scans of each
stellar object require a surface scanner, which will record
planetary composition, atmosphere types and other important
information.

Companies such as Universal Cartographics will pay top
credit for scans of previously unseen systems, and will attribute
the discovery of that star system to the first person to take scans
and deliver them back to civilisation. Even if a system has been
discovered, UC will pay for further scans, as these will show
vital information that the initial scans could not, such as how an
atmosphere or stellar corona may change over time, or the
orbital period of a planet or moon.

Scanning stellar bodies and selling that data is how the
exploration rating is improved. A basic system scan nets S00Cr
and the awards for each type of stellar body are listed below.

Stars:

e Class B,A,F, G, K, M, L, T, Y, MS: 3,000Cr
e Class O: 4,000Cr

e Wolf-Rayet: 8,000Cr

¢ White Dwarf: 27,000Cr

¢ Neutron Star: 43,000Cr

¢ Black Hole: 62,000Cr

Gas Giants:

* Class I Gas Giant (ammonia clouds): 2,500Cr
¢ Class II Gas Giant (water clouds): 12,000Cr

¢ Class III Gas Giant (no clouds): 2,500Cr

* Class IV Gas Giant (alkali metals): 2,500Cr

* Class V Gas Giant (silicate clouds): 2,500Cr
e Water Giant: 2,500Cr

e Helium-Rich Gas Giant: 5,000Cr

Planets, planetoids and moons:

» Rocky/Icy/Rocky Ice Planets: 1,000Cr
» High Metal Content Planets: 7,000Cr
e Metal-Rich Planets: 12,000Cr

e Water World: 30,000Cr

e Ammonia World: 40,000Cr

* Earth-like World: 68,000Cr

If a planet or planetoid is terraformable (it is in the habitable
zone of a star and is a rocky, metal-rich or water world) a
multiplier of 10 should be applied to the award.
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MINER

New pilots can begin a career in asteroid mining with a single
purchase of a mining laser. These are designed to cut through
rock and ice, sending chunks of debris into space to be
collected with cargo scoops and taken to be sold.

The 3200s saw the rise of remote, automated mining
platforms that could be placed on planets or planetoids,
providing a wide range of materials. These machines were
bulky and expensive items that could only be carried in larger
ships and their popularity waned in the late 3200s. Since the
3290s asteroid mining has been revolutionised by improved
mining lasers and shipboard refineries that can process the
mined ore into trade goods. Autonomous drones have freed up
pilots to focus on drilling without having to fly off and leave a
seam of minerals to collect the drifting material.

Spacecraft: Sidewinder or Cobra MKIII

Upgrades:

» Sidewinder: Change weapons to Class 1D Fixed Mining
Lasers and swap Class 1E Basic Discovery Scanner for Class
1E Refinery. Hyperspace ranges change to [Unladen: 8.15;
Laden 7.46] and buyback cost changes to 2,300Cr.

* Cobra Mk III: Change weapons to Class 1D Fixed Mining
Lasers and swap Class 1E Cargo Rack and Class 1E Basic
Discovery Scanner for a class 1E Refinery. Hyperspace
ranges change to [Unladen: 11.01; Laden: 10.38] and
buyback cost changes to 19,700Cr.

PF Ranking: Trade

BOUNTY HUNTER

A strong sense of justice and a fast, well-armed ship are vital if
you want to make a living as a bounty hunter. These intrepid
and fearless individuals seek out the lawless and those who try
to avoid the law and bring them to heel.

Bounty hunters use the contentious FSD Interdictors to
drag their prey from space after identifying them with a Kill
Warrant Scanner.

A starting bounty hunter needs to be careful which bonds
are taken on, as it’s easy to bite off more than one can chew.
The offender’s ship and combat expertise should be checked,
and it is worthwhile for a green pilot to wing up with someone
more experienced until the sheen has been burned away from
their paintwork.

Spacecraft: Sidewinder or Viper MkIII

Upgrades:

» Sidewinder: Remove Basic Discovery Scanner, replace Class
2E Cargo Rack with Class 1E FSD Interdictor, fit Class OE
Kill Warrant Scanner to Utility Mount. Hyperspace ranges
change to [Unladen: 7.69; Laden: 7.69] and buyback cost
changes to 2,700Cr.

» Viper: Replace Class 1E Basic Discovery Scanner with Class
1E FSD Interdictor, replace Class 2E Cargo Rack with Class
1E Cargo Rack, fit Class OE Kill Warrant Scanner to Utility
Mount. Hyperspace ranges change to [Unladen: 7.07; Laden:
6.93] and buyback cost changes to 8,300Cr.

PF Ranking: Combat
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NAME : GRETE MATHIASSEN
OCCUPATION : ASTEROID MINER
ALLEGIANCE : EMPIRE

BODY [3] SPEED -1

MIND [3] INFLUENCE 2

SENSES [3] INSTINCT 1

Navigation 1; Mining Lasers 1; Evasive Action 1;

PF BANKINGS :[C] Novice [E] Aimless [T] Peddler

VEHICLE: KEELBACK

NAME : JIM FIELDS
OCCUPATION : BOUNTY HUNTER
ALLEGIANCE : PILOT'S FEDERATION

BODY [2] CONDITION 1
MIND [4] INFLUENCE -1; SANITY -1
SENSES [3] AWARENESS 1; INSTINCT 1

Navigation 2; Space Combat 2; Evasive Action 2;
Investigation 3

PF RANKINGS:[C] ELITE [E] Ranger [T] Tycoon

VEHICLE: FER-DE-LANCE
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SMUGGLER

Smugglers are the silent, sneaky pilots who can get any cargo,
no questions asked, for a reasonable mark-up. Many smugglers
work for the black market traders in shadier areas of human
space. It’s a dangerous life to lead but the rewards are great.

A smuggler needs to be invisible: a master of turning a ship
into a ghost. Those with the knack can coast unpowered
towards a station and, with just a light touch on the thrusters,
gently float straight into the docking bay. Smugglers are often
found in areas where conflicts have happened, clearing up the
debris and leftover cargo canisters from the ships that have
been destroyed in the area. Smuggling those canisters into
space stations is pure profit: lucrative returns for no initial
outlay.

Outpost stations are much more relaxed about where a
stray cargo canister came from and will pay well for salvaged
contraband.

Spacecraft: Sidewinder or Cobra MKIII

Upgrades:

 Sidewinder: Remove Basic Discovery Scanner, upgrade
Thrusters to Class 2D, upgrade Power Plant to Class 2D,
upgrade Power Distributor to Class 1D. Hyperspace ranges
change to [Unladen: 8.93; Laden: 8.11] and buyback cost
changes to 2,000Cr.

» Cobra Mk III: Remove Basic Discovery Scanner, upgrade
Thrusters to Class 4D, upgrade Power Distributor to Class
3D. Hyperspace range changes to [Unladen: 11.59; Laden:
10.76] and buyback cost changes to 21,200Cr.

PF Ranking: Trade

NAME - VINCENT KELVIN
OCCUPATION : MOONSHINE SMUGGLER
ALLEGIANCE : FEDERATION

BODY [3] AGILITY 1; PHYSIQUE 1
MIND [2] DISCIPLINE -1; SANITY -1
SENSES [4] AWARENESS 2

Navigation 1; Evasive Action 1; Negotiation 1
PF BANKINGS :[C] Novice [E] Aimless [T] Dealer

VEHICLE: TYPE 7 TRANSPORTER

PIRATE

Forge a path as a lone freebooter, attacking cargo ships in the
spacelanes and breaching their cargo bays to collect the cargo
that drops out. A Cargo Scanner to identify a ship's cargo, a hot
laser to breach the hold and a cargo drone to retrieve the booty:
it's a pirate's life.

Bounties on pirates are high and bounty hunters will
quickly be on the lookout for the unwary so it’s advisable to
spend the ill-gotten gains wisely and upgrade the ship as
quickly as possible.

Spacecraft: Sidewinder or Viper MKIII

Upgrades:

» Sidewinder: Upgrade weapons to Class 1F Gimballed Pulse
Lasers, replace Basic Discovery Scanner with Class 2E FSD
Interdictor, upgrade shields to Class 2D Shield Generator, fit
Class OE Cargo Scanner. Hyperspace ranges change to
[Unladen: 7.69; Laden: 7.08] and buyback cost changes to
3,300Cr.

 Viper: Upgrade weapons to Class 1F Gimballed Pulse
Lasers, replace Basic Discovery Scanner with Class 1E Hull
Reinforcement Package, upgrade shields to Class 3D Shield
Generator, fit Class 2E FSD Interdictor and Class OE Cargo
Scanner. Hyperspace ranges change to [Unladen: 6.92;
Laden: 6.66] and buyback cost changes to 10,700Ccr.

PF Ranking: Combat

o i':\.
NAME : JOHN GARRY
OCCUPATION : PIRATE
ALLEGIANCE : GARRY CLAN

BODY
MIND
SENSES

[3] SPEED 1

[2] INFLUENCE 1; INTELLECT 1

[4] SENSATION [Hearing] -1

Space Combat 2; Silent Running 1

PF RANKINGS:[C] Competent [E] Aimless [T] Peddler

VEHICLE: ASP SCOUT
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ASSASSIN

The relative anonymity of space can be a valuable hunting
ground for someone with a stealthy ship and a quick trigger
finger. Keeping out of a bounty hunter’s crosshairs is a skill
that will serve an assassin well. Assassins care less about
appearing on bounty lists than they care about the job being
done: a bounty serves as additional proof of the mark's
retirement.

Assassins need to be creative and efficient. Finding the
target can be a race against time before the trail goes cold. A
good hyperspace range and a good spread of weapons are vital
ingredients in the assassin’s ship of choice. The humble
Sidewinder can be an effective assassin’s ship, being small and
nimble whilst allowing a decent weapons loadout for its size.
Fledgling assassins should choose their jobs carefully and be
sure not to bite off more than they can chew.

Spacecraft: Sidewinder or Viper MkIIT

Upgrades:

» Sidewinder: Upgrade weapons to Class 1F Gimballed Pulse
Lasers, replace Basic Discovery Scanner with Class 1E FSD
Interdictor, upgrade shields to Class 2D Shield Generator, fit
Class OE Frame Shift Wake Scanner. Hyperspace ranges
change to [Unladen: 7.95; Laden: 7.95] and buyback cost
changes to 3,300Cr.

» Viper: Upgrade weapons to Class 1F Gimballed Pulse
Lasers, replace Basic Discovery Scanner with Class 1E FSD
Interdictor, upgrade shields to Class 3D Shield Generator, fit
Class OE Frame Shift Wake Scanner. Hyperspace ranges
change to [Unladen: 7.29; Laden: 7.0] and buyback cost
changes to 9,500Cr.

PF Ranking: Combat

MILITARY CAREERS

Elite Encounters has been designed to fit with the general feel of
the Elite Dangerous universe and how the games in that universe
are played. As such it leans more towards “lone, independent
pilot” player characters and not a hierarchical command system.
Roleplaying in this sort of environment can be quite restrictive,
as players will either be controlling Avatars with a variety of
ranks and will have to obey each other’s orders or will all be of
similar ranks and need to answer to superior officers.

In addition there are a few different military services
throughout the Elite Dangerous universe, both in its past and its
present. Service in the rigid, structured Federal military is very
different to what service in the conscripted reserve navy of the
Galactic Navy was like during its existence. The information
presented in the background section should allow LMs to be able
to portray what military service could be like, but the group
should feel free to extrapolate whatever details are best for their
stories.

In terms of Avatar creation, there is no change, and the
Archetypes and Occupations include military options. An Avatar
can have a military history, but the difference here is whether the
Avatar is going to carry that career on once play starts. If so,
then these simple suggestions should be considered if the
group’s Avatars are going to be serving military:

b \76/ /
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NAME - "CAPTAIN XENA"
OCCUPATION : ASSASSIN

ALLEGIANCE : THE CONTRACT
BODY [4] SPEED 1
MIND [2] INFLUENCE 1; INTELLECT 1

SENSES [3] SENSATION [Hearing] -1
Stealth 2; Space Combat 1
PF RANKINGS:[C] Deadly [E] Aimless [T] Broker

VEHICLE: SIDEWINDER

 All Avatars should be of the same rank and that rank should be
no higher than Lieutenant or First Lieutenant (or equivalent).

+ Limit the terms of service in military occupations so that no-
one goes above the ranks indicated above.

» None of the Avatars should be in command of a capital or
multicrew ship or similar concept in non-naval branches.

 All Avatars should be in the same organisational unit and
should serve in the same location.

* If the group is deployed on assignment, the commanding
officer of that assignment should not be one of the Avatars.

These are obviously only suggestions that are designed to
maintain a level playing field in the group and should help to
build a camaraderie between the players. Putting one of them in
a command position for an entire campaign, for example, can
cause bad feelings between the “subordinate” players and the
commander. Having one of the Avatars be put in temporary
command, however, could be an interesting situation for a
couple of sessions, so feel free to play with these ideas.

When taking Occupations that focus on military service
Avatars will increase in rank gradually through each term,
starting from the lowest enlisted rank. For each three year term
of service the player should roll 2D6. To achieve a promotion a
double number should be rolled. If double 1 is rolled, however,
this indicates a disciplinary event and the Avatar is reduced one
step in rank. If the player wishes to move from enlisted rank to
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officer rank, a Discipline task roll should be made at the default
difficulty level. If this is passed, the Avatar is transferred to the
lowest officer rank.

Giving the group command of a vessel or vehicle, for
example a naval cutter or Army troop transport, allows the group
some autonomy when they are not directly under orders from
their command. Naval missions could be as mundane as
exploration missions or as exciting as running blockades to get
supplies to a beleaguered fleet.

Military missions are more about the military power’s needs
more than the needs of the Avatars. The LM has the option to let
personal issues become part of the adventure in order to engage
the players more fully with the story, possibly meaning that an
Avatar’s needs or desires might be met at the expense of the
mission’s success — whether or not the other Avatars go along
with their friend and compatriot is a strong story to follow.

The most positive aspect of military groups is that there will
be little shortage of missions or adventures. Any space navy will
be rife with opportunities for the Avatars to get stuck into a
storyline, from Federal / Imperial entanglements to blockades of
Independent systems.

MILITARY MISSIONS

» The group has been ordered to investigate reports of a
rebellion in a disputed system. When they arrive they find the
system’s leaders in prison and the whole system under the
control of a well-organised coup. The architects of that coup
claim that the local governors were lining their pockets with
the profits that should have been going to the workers.

» Whilst on assignment away from base the Avatars receive
word that one of their families has been taken hostage in a
nearby system. The group must decide whether to help liberate
the family members or leave them to an unknown fate.

» The Avatars are fighter pilots based on a respected
battlecruiser. They find they are being transferred to another
ship for no apparent reason. As they are preparing to leave one
of the command crew takes them aside and tells them that the
captain is planning to mutiny to another power and is
systematically getting rid of crewmembers who won’t follow
the mutiny. The group must decide whether the story is true
and, if so, what to do about it.

» The group are trained marines on deployment to a battle-torn
world. Their mission is to work with the locals and retake a
captured command post from insurgents. At the command post
they find the invaders dead along with the post’s crew, and
that they died in hand-to-hand combat with loaded, functional
weaponry within reach and not used. The group has to find out
what happened — all the while becoming more and more
volatile...

» The group is part of a waterborne carrier crew responsible for
flight deck ops. A fighter group reports being under attack and
only one of the flight makes it home, crashing into the deck
and being rushed to the infirmary. The group must find out
what happened to the flight. The visual logs on the planes
have been tampered with and don’t show what happened:
technical malfunction or sabotage?

PASSENGER TRANSPORTATION

Passenger cruises and tourism wax and wane in popularity, and
the arrival of the improved hyperdrives has brought more
opportunities for galactic tourism. In the 3200s independent
pilots carved a niche for themselves in the light passenger
service industry, becoming the taxis of the space lanes.

As the galaxy expands into the 3300s more vessels are
becoming available with luxury passenger transport in mind.
Saud Kruger, known primarily for planetside vehicles and
aircraft, exploded onto the market at the turn of the century with
a growing range of cruise liners. The Orca opened up the
independent passenger market in 3301 and the range of modular
passenger cabins for spacecraft grew along with it. There are
now more options available for independent tourism than ever
before.

Avatars looking to build a career as a cruise liner
commander will need to invest heavily in upgrading from the
default ships to larger vessels quickly. Passenger cabins are
bulky and smaller ships can only carry the spartan Economy
class version. To be taken seriously a ship should be fitted with
at least a business class cabin, which will need a class 4 internal
compartment. See the vehicle rules and the Commodities list for
more details.

Saud Kruger's Orca and Beluga-class liners are the only
vessels that can carry luxury passenger cabins.

WEALTH

The standard currency is the
Galactic Credit, marked
with the abbreviation “Cr”. Wealth includes the contents of the
Avatar’s bank account and the material assets bought and owned.

To calculate the amount of currency the Avatar has available
to buy equipment, roll 4D6 and multiply the total by 200. This
number should be entered into the WEALTH box on the Avatar
Record File.

Credits can be used during Avatar creation to buy items or
equipment that the player thinks will be useful in the campaign
or that the Avatar would be likely to buy. If any credits are left
over after buying equipment, these will be available to the
Avatar when gameplay starts.

WEALTH
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WINDFALLS

Before the story begins, an Avatar may have had some good
fortune; perhaps a relative passed away and left an inheritance,
or an investment came through or maybe the Avatar had a good
day at the casino. In any case, a sizeable quantity of currency or
assets are transferred to the Avatar. The LM can make the
windfall part of the game itself if desired — a quest to track down
the inheritance can always be a good starting point for a group.

In order to determine whether the Avatar is the recipient of a
windfall, the player should roll 2D6 and check the result on the
table below.

WINDFALL TABLE

Result Windfall

2 Brand new asset of up to 110,000Cr in value.
Asset type is LM's discretion. Bequeathed either
by family member or “mysterious benefactor” — LM
and player should discuss this.

3-4  Avatar found an item of worth and traded it for
6,000Cr. It may be worth considering that the item
may have been lost and that the original owners
may want it back.

5 Avatar has 800Cr readily available. The LM should
discuss the origin of this with the player.

6-9 No Windfall

10  Permanent, owned standard accommodation at a
location of the player's choice, fully paid for and
maintained by a third party. LM and player can
discuss the location and nature of the
accommodation.

11 Asset(s) up to 45,000Cr in value. Nature of asset
is LM's discretion. Bequeathed either by family
member or “mysterious benefactor’ — LM and
player should discuss this.

12 Avatar has 240,000Cr available, kept in a safe
location and “managed” by a third party. The LM
should discuss the origin of this with the player.

DERIVED VALUES
These are values derived from the Aspects.

AVG LOAD

/ \ There are limits to how much can
(AVG LOAD , be carried and how long it can be
carried for. Items in the game have a MASS statistic, which is a
measure of an item’s mass (commonly referred to as “weight”
when on planets) in kilogrammes. An Avatar can only carry a
cumulative Mass up to the Average Load value for any length of
time.

Average Load, noted on the Record File as AVG LOAD, is
how many kilogrammes of mass can be carried normally,
whether it be for short periods in the arms or for longer periods
in a bag or rucksack. If the total mass of all carried items
exceeds the AVG LOAD value, then the Avatar will tire easily
and be less able to move or react quickly to events. The Avatar is
welcome to carry on doing this, but any physical tasks will suffer
penalties as a result and the effects will become more
pronounced the longer the situation goes on.

BODY 7
x20
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GENERATING AVG LOAD

AVG LOAD is calculated by multiplying the BODY Aspect
value by 20. If the Avatar has any points in Condition or
Physique Traits, these should be applied to the BODY score
before multiplying. Positive Trait values should be added and
negative values should be subtracted.

MAX LOAD

The MAX LOAD represents the  ~ V6 [
maximum mass or weight of MAXLOAD ",
items that can be lifted or carried by the Avatar for short periods
of time.

An Avatar carrying between the AVG LOAD and MAX
LOAD values will be able to carry that weight for a shorter and
shorter amount of time the heavier the mass is. The LM should
make judgment calls on how often the Avatar will have to pass a
BODY task to be able to go on carrying or otherwise moving the
mass. If the mass or weight of an item or collection of items
exceeds the MAX LOAD value, then the Avatar will not be able
to move that mass alone.
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GENERATING MAX LOAD

The MAX LOAD value is found by multiplying the AVG LOAD
value by 2. No Traits are taken into account when generating the
MAX LOAD value as all Traits have been taken into account
during the calculation of the AVG LOAD value.

GRAVITY AND LOAD

Altered gravity environments affect the amount that can be
carried. The Load values are considered to be the normal gravity
level for the environment in which the Avatar was raised, and is
generally referred to as 1G (or one gravity).

If the Avatar is in an environment where the gravity is
different, the AVG LOAD and MAX LOAD values should be
multiplied by the relative gravity level. For example, if the
gravity in a local area is half that of the Avatar’s normal gravity,
then the gravity value is 0.5G and the load values should be
divided by this value. Note that multiplying a value by a number
less than one will increase that value.

EQUIPMENT

DESCRIPTION

Equipment, armour and weapons - include a location

MASS _OTY CARRY  DESCRIPTION
— T T

The LOAD values above outline how much equipment an Avatar
can carry from an overall inventory of owned items. The
Equipment section allows the player to keep track of these items.
The description is accompanied by the item's mass, how many of
these the Avatar has and whether they are being carried or not.
Items being carried should have an indicator in the CARRY box
to show this. If the cumulative MASS of the carried items is
greater than the AVG LOAD or MAX LOAD values, then the
consequences detailed there will occur. Any item that is not
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being carried is not available to the Avatar whilst not in the
location where the items are generally kept.

MAX TRAUMA

The MAX TRAUMA value indicates
the maximum amount of Trauma that
can be taken before the Avatar is incapacitated and starts to die.

MAX TRAUMA  °%"

GENERATING MAX TRAUMA

The Avatar’s MAX TRAUMA value is found by multiplying the
BODY value by 3. If the Avatar has any points in the Condition
or Physique Traits then the rating in this should be applied to the
BODY value AFTER multiplying. Positive Trait values should
be added and negative values should be subtracted.

CRITICAL

CRITICAL Bony This value, part of the Trauma and
Blood Loss Tracker, indicates how
much trauma an Avatar can take in a single strike without being
temporarily incapacitated.

GENERATING THE CRITICAL VALUE

The Critical value is equal to the Avatar’s BODY value. If the
Avatar has any points in the RESISTANCE Trait, these should
be added to or subtracted from the Critical value as well.

The remaining sections of the Record File, dealing with weapons
and armour, will be discussed in the Game Mechanics section.

glass. Today should be a celebration, but he was nervous.

He checked his chronometer again. She wasn't late. Yet.
He looked out of the panoramic plexiscreen wall of the bar
into the cavernous space filled with docking bays and
ships. He watched small nimble fighters dance around
sluggish T9s and Anacondas. Then he spotted it. His
Cobra Mklll. He mentally corrected himself. Her Cobra
MklIl. He watched the ship make its way smoothly to a
docking bay and land perfectly. His comms buzzed.

“Hi dad. I'm home. Did you miss me?”
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SUMMARY PAGE: CREATING AN AVATAR

ASPECTS

¢ Avatars all start with each Aspect at level 2.

¢ Three “modification points” are available to modify the Aspects, with one
modification point used to raise an Aspect value by one. An Aspect can be
raised by a maximum of two points. Once the player has completely allocated
these points, the Aspect values are considered to be final and cannot be altered
by the player unless instructed to do so by the LM.

¢ Before assigning the modification points, a single Aspect can be reduced to 1
in order to make an additional point available. Note that this can only be done
ONCE for each Avatar and the reduced Aspect cannot be raised again using
the modification points.

TRAITS AND TRAIT PACKAGES

¢ Up to four positive Trait Points are available: two can be used without penalty
but for each additional positive Trait point the player must choose a Trait to
assign a negative value to. Trait Points can be spent on the same Trait twice.

® A Trait can be raised to a maximum of two and lowered to a minimum of -2. A
Trait’s value cannot exceed the value of the controlling Aspect.

® The Trait value should be written between the brackets next to its name in the
Aspects and Traits section of the Avatar Record File.

¢ Trait Packages are pre-generated sets of Traits. Trait Packages flesh out
physical and mental personality, and can be thought of as a guide to the
Avatar’s nature. Some sample packages are presented in the book, but players
and LMs should be encouraged to tweak or create packages.

ARCHETYPES AND OCCUPATIONS

¢ Outline what the Avatar did before deciding to become an adventurer.
Previous employment is broken up into three year terms of service.
Occupations are divided into categories called Archetypes. Pick an Archetype
from the list and either select an Occupation from the list provided or liaise
with the LM to come up with a unique Occupation. Each three year term of
service awards three points that can be spent on Experiences relevant to that
Occupation, with one point representing one Use Point — these are entered into
the USE box adjacent to that Experience’s name and LVL box. Again the
player can choose from the Experiences presented in the Occupation
descriptions (providing they are relevant to the Occupation) or can liaise with
the LM to determine what relevant Experiences can be gained. More than one
point can be spent on the same Experience up to the maximum of three. Note
that only a total of three points can be accumulated and spent in one three year
term.

¢ An Avatar can have multiple Occupations from multiple Archetypes if the
player desires, but with each three year term served the Avatar will be that
much older. Terms can be served in the same Occupation doing a slightly
different job if the player wishes (e.g. three years as a Naval crew chief and
three years as a Navy Pilot)

¢ In addition to career experiences, the Avatar is assumed to have learned some
skills during his or her formative years. To illustrate this 1D6 is rolled to
generate the total amount of Experience Use Points that can be allocated to a
choice of Experiences. Players can elect to choose a different Experience for
each point or can spend multiple points on Experiences up to the amount of
points rolled. Note that Experiences can only be raised to a maximum LVL of
2 during this process.

CAREERS

This is the Avatar’s chosen career at the start of gameplay. The Avatar should
decide which of the Career options to opt for from the list provided. If no
specific career is chosen then the Avatar is given the default Sidewinder.

If the player decides that the Avatar will not be an independent pilot at the start
of the game then this section should be omitted and the LM and player should
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determine between themselves what equipment or belongings are in the Avatar’s

possession at the start of play. Note that Military careers can be chosen as well.

* For each three year term served in an occupation the Avatar will gain one
Experience Use Point in “Space Flight” and will earn 2D6 x 100,000 credits
towards advancement in Pilots Federation rankings each year. Note that these
are not added to Wealth.

* LMs can award 1D6 Experience Use Points to be allocated to random
Experiences of the player’s choice during each three year term of service to
provide some indication of the Avatar’s spare time activities. Experiences can

only be raised to a maximum of LVL 2 during this process.

WEALTH

To calculate the amount of currency the Avatar has available to buy equipment,
roll 4D6 and multiply the total by 200. This number will be entered into the
WEALTH box on the Avatar Record File. If any credits are left over after buying

equipment, these will be available to the Avatar when gameplay starts.

WINDFALLS WINDFALL TABLE

In order to determine whether  gaguit Windfail

Brand new asset of up to 110,000Cr in value.
Asset type is LM's discretion. Bequeathed either
by family member or “mysterious benefactor” — LM
and player should discuss this.

3-4  Avatar found an item of worth and traded it for
6,000Cr. It may be worth considering that the item
may have been lost and that the original owners
may want it back.

5 Avatar has 800Cr readily available. The LM should
discuss the origin of this with the player.

6-9  No Windfall

10 Permanent, owned standard accommodation at a
location of the player’s choice, fully paid for and
maintained by a third party. LM and player can
discuss the locaton and nature of the
accommodation.

11 Asset(s) up to 45,000Cr in value. Nature of asset
is LM’s discretion. Bequeathed either by family
member or “mysterious benefactor’” — LM and
player should discuss this.

12 Avatar has 240,000Cr available, kept in a safe

location and “managed” by a third party. The LM

should discuss the origin of this with the player.

the Avatar is the recipient of a 2
windfall, the player should roll

2D6 and check the result on the
table below.

AVG LOAD

This is calculated by multiplying the BODY Aspect value by 20. If the Avatar
has points in the Condition or Physique Traits, these should be added or deducted
to the BODY score before multiplying.

MAX LOAD
The MAX LOAD value is found by multiplying the AVG LOAD value by 2. No
Traits are taken into account when calculating MAX LOAD.

MAX TRAUMA

The Avatar’s MAX TRAUMA value is found by multiplying the BODY value by
3. If the Avatar has any Traits that affect their ability to take damage, such as
Condition or Physique, then the rating in this should be added or subtracted from
the BODY value AFTER multiplying.

CRITICAL
The Critical value is the Avatar’s BODY value. If the Avatar has any Traits that
affect the ability to take damage, the rating of these should be added to or
subtracted from the BODY value to obtain the Critical value.

The result should be entered into the relevant box on the Trauma and Blood
Loss Tracker.

EQUIPMENT
If the player wishes to purchase additional equipment, this can be looked up in
the Commodities List.

\—
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PART 3: GAME MECHANICS

The rules have been designed to be flexible, allowing a variety
of gaming styles and environments. They should easily adapt to
both face-to-face and online play and the game should be just as
rewarding played in person or through video conferencing, audio
chat or text-only methods. They also allow players to role-play a
resolution to their situations rather than rely on dice rolls every
time.

Avatar actions are called Tasks, and can be carried out by
rolling dice, role-playing the situation or a combination of both.
Normal everyday tasks that an Avatar would have experience
performing should be achievable without dice rolls if the players
and LM prefer. It's only when something either out of the
Avatar's comfort zone or which takes the ability or knowledge to
the limit that the dice should be brought into play. Even then, if
the group prefers they can try to role-play the situation as much
as possible, perhaps allowing the difficulty to be reduced.

For example, an experienced colonial doctor wouldn't have
to do anything special to diagnose a common cold or reset a
dislocated shoulder, as these are common aspects of frontier
medicine whilst emergency surgery is difficult and dangerous
and should require a task roll. If that doctor was suddenly left in
charge of a spacecraft’s bridge he would be using skills he had
never used before, thus a task roll would be highly
recommended and would be difficult. The doctor’s player could
attempt to role-play the situation and although a dice roll would
likely still be needed the performance might be enough for the
LM to reduce the difficulty.

TASK RESOLUTION

Task resolution is managed by four components:

e The Task Pool, a number of six-sided dice (D6) that will be
rolled to attempt the task. The number of dice in the pool is
obtained by combining Aspect values, Trait values and
Experience levels relevant to the task.

» A Difficulty Level, set by taking a base value and adding or
subtracting situation-based modifiers.

* The Role-Playing ability of the players.

* The number of Successes rolled.

DIFFICULTY LEVEL

The Base Difficulty for task rolls is 4. This means that the
players must roll 4 or more on 1D6 for that roll to be a success.
This base difficulty can be modified by many factors to give the
final difficulty level for the task. The LM should consider
environmental, situational and other interfering issues that may
either increase or decrease the difficulty of the task. Common
factors include:

* Time: a time limit should increase the pressure and thus the
difficulty by 1. Without a time limit the Avatar is likely to
achieve their result eventually, so the difficulty can be reduced
by 1.

» Distractions: lack of distractions would mean the difficulty
remains at the default. Gunfire, earthquakes, ships buzzing the
Avatar’s bridge and so on should result in a difficulty increase
of 1 or 2 depending on the severity.

» Health: if the Avatar is injured or ill, the difficulty of a task
should be increased by 1.
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A difficulty should never be zero. If, after considering modifying
factors, the difficulty is reduced to 1 then the task is an
automatic success and no dice roll is required. There is no upper
limit to the difficulty of a task, but a difficulty of seven or above
should ONLY be considered a task with an extremely slim
chance of success. It's up to the LM whether the actual difficulty
level is revealed to the players as they perform tasks.

To illustrate the difficulty level in action, consider the
simplified example of a courier with the following tasks:

Task: Delivering a package to a space station
Difficulty: 4 (Avatar does this for a living and faces the normal
challenges associated with it)

Task: Deliver a package to a planetside address
Difficulty: 5 (still related to the Avatar's experiences but a
complex task)

Task: Deliver a presentation about couriers
Difficulty: 6 (out of the Avatar's comfort zone, but since he is
familiar with couriers he should be able to improvise)

Task: Deliver a baby whilst fending off pirates
Difficulty: 7+ (completely outside the Avatar's abilities and
under extreme duress)

Note that achieving difficulties of 7 or more is possible since
relevant Traits and Experiences can add a bonus to the dice rolls.

THE TASK POOL

The Task Pool is the number of dice the player can roll in an
attempt to roll equal to or higher than the task’s Difficulty Level.
The Task Pool is built as described below.

In order to perform a task, the nature of the task should be
considered and the LM should determine which Aspect would be
most relevant to that task. The value of that Aspect is the base
number of dice the player can roll to attempt that task.

Only one Aspect can be used in a Task Pool. However, if
there is enough time and if the Avatar is able, a Supporting Task
can be carried out before the main task to try and make it easier,
using either the same Aspect or another Aspect. The value of the
Aspect used for this Supporting Task is halved (round the result
up) and the difficulty of the task should be at the same level as
the primary task. Success in the supporting task reduces the
difficulty of the primary task by the number of successes rolled.
However, if the supporting task fails, the difficulty of the main
task will be increased by 1 as a result of the delay and additional
pressure.

TRAITS AND EXPERIENCES

If an Avatar attempting a task has Traits relevant to the task, the
Trait values are applied in one of two ways: a number of dice
equal to the selected Trait value is added to or subtracted from
the dice pool OR the value is added to or subtracted from the
results of ONE die when the pool is rolled.

Only one relevant Trait value can be used in a task pool. If
the player fails to note that Traits could be used, then the chance
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to use that Trait is lost. If a player neglects to mention that a
negative Trait may have had an impact on the task, then the LM
should not allow this to pass without notice or some kind of
future consequence.

Similarly if an Avatar has Experiences relevant to the task, a
number of dice equal to the LVL of ONE Experience is added to
the dice pool OR the value is added to the results of ONE die
when the pool is rolled. If adding both Trait and Experience
values to a die result, both values must be added to the same die.

Experience can only be added to the Task Pool if the LVL is
one or more — values in the USE boxes do not count.

Task Example

Jedra is attempting to climb a wall. This is a BODY task. The
LM decides that the difficulty level for this climb will be the base
level of 4, since nothing is happening to distract him from the
task at hand. Jedra has a BODY of 2, allowing 2 dice in the Task
Pool. He also has the AGILITY I Trait and thus gains one extra
die. He has the “Free Climbing” Experience at LVL 0 plus 2 Use
Points, so no extra task dice can be obtained from the
Experiences. This means Jedra has 3 dice in the Task Pool.

The player declares that Jedra is going to look for
handholds to make the job easier. This allows him to make a
Supporting Task roll using the SENSES Aspect. Jedra s SENSES
is 3, so the Supporting Task roll will have a Task Pool of 2
(SENSES value of 3, halved (1.5) and rounded up to 2).

ROLEPLAYING ABILITY

Since this is a roleplaying game, the LM should, wherever
possible, allow the players to act out the situation between
themselves. Note that the majority of the time the players will be
acting along with the LM, since most task rolls will be to
accomplish something that the LM has decided is worth a task
roll. Social situations are prime candidates for role-playing, and
should be acted out wherever possible. Not only does it reduce
dice rolls, but it also makes the game and story feel more
immersive.

SUCCESSES

Once the Task Pool has been defined the task can be attempted
by rolling a number of dice equal to the value of the Task Pool.
The number of dice that roll equal to or higher than the difficulty
is the number of Successes achieved in that task.

In most cases a single Success is all that is needed to
accomplish a simple, uncontested task. Particularly challenging
tasks may, at the LM’s discretion, need more than one Success.
Any additional Successes improve the effect in some way,
including the rate at which the task was achieved or the
effectiveness of that task. Other benefits of surplus Successes
can be outlined by the LM according to the needs of the situation
and need not be positive outcomes.

COMPLEX TASKS

A complex task is defined as a task that could have more than
one component action to achieve the task’s goal. Complex
actions are only declared if the controlling Aspect for both
components is the same. A complex task may require more
overall Successes.

The LM can either declare that single task is more
challenging and will need a higher number of Successes, or can
decide that the task is a “complex task™ and break it down into
logical subtasks then determine the number of Successes
required to complete each individual component task. Note that
the LM is under no obligation to outline or explain the logic
behind the number of subtasks or Successes needed. Indeed, not
explaining the exact nature of the subtasks could be part of the
situation's drama.

If the LM or player desires, the number of dice being rolled
can be specifically split between the component parts of a task.
The number of Successes remains the same, but at least one
Success needs to be made for each part of the task. The player
and/or LM must specify which dice rolls are for each part of the
task.

CONTESTED TASKS

These are tasks where the player's Avatar is in direct competition
with another Avatar (or NPC) during that task. To resolve these
tasks each contestant’s Task Pool should be calculated as normal,
taking into account any Experience or Traits relevant for the task
on both sides. The base difficulty for a contested task is 4, the
same as simple tasks. Combat is a type of contested task and is
discussed in more detail in the Personal Combat section.

Each contestant makes the task resolution check using the
same rules as normal. The victor is decided based on the
following rules:

« If one contestant does not achieve any Successes, the other is
the victor.

e If each contestant achieves Successes, whoever achieved more
surplus Successes is the victor.

+ If each contestant achieves the same amount of surplus
Successes, the attempt must be re-rolled.

DICELESS TASK RESOLUTION

Optional rules are presented here for those wishing to play
sessions without dice. This would be suited best to remote or
online play, where it may not be possible to roll dice face to face.
It would also be appropriate for live role-play sessions.

e SIMPLE TASKS: If the number of dice in the Task Pool is
MORE than the difficulty level then the task automatically
succeeds.

* CONTESTED TASKS: The Avatar with the highest number
of dice in the task pool is the winner of the contest. In the
event of a tie, the Avatar with the highest value of the task’s
controlling Aspect is the winner. In the event it is still tied, the
highest BODY Aspect is the winner. If it is still tied after all
that, role-play the situation out, and the best narrative wins.
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GRAVITY AND ATMOSPHERE

All range values stated in this book apply to environments with
gravity (G) and atmospheric pressure (AP) similar to sea level
on Earth. Different environments will alter unpowered travel
distance, throwing range and an area weapon's effect.

The gravity and atmospheric pressure for a location should
be worked out by the LM in advance of any actions. In order to
find the adjusted ranges for actions or effects, use the following
rules:

» For gravitational changes, divide the range by twice the
gravity value. If gravity is zero, multiply the base range by 20.

» For atmospheric changes, divide the default range by the AP.
If AP is zero (vacuum), multiply the base range by 10.

* To accommodate changes in both, multiply the two values
together and divide the range by that result. If either value is
zero, divide the range by the non-zero value then multiply that
result by 10.

Obviously this is a rather complex mechanic so if it benefits the
flow of the game players and LMs should feel free to use other
methods to represent different environment in these situations.

GAINING EXPERIENCE

When a player attempts a task they will always learn from it.
Whether the task succeeds or fails, the player should make a
note of it on the “Experiences” section of the Record File.

EXPERIENCE

DESCRIPTION

+1 die for each LVL in related tasks up to 3;
To increase LVL, USED must be 6 x (1 + current LVL)

LVL USE  DESCRIPTION LVL USE

The first time an action is performed the player should write a
suitably descriptive name for it in one Experience lozenge on the
Record File and put a “1” in its adjacent USE box. For each
subsequent use of that Experience the value in the USE box
should be incremented by 1.

When the USE value reaches 6 for the first time, then the
Experience LVL value can be increased to 1. This gives the
Avatar an extra dice or a bonus to a die roll for any future uses of
that Experience. From that point on, the LVL can be increased
when a number of uses has been recorded that equals 6 times the
next level's value. For example if an Experience is at level 1 it
will take 12 points (next level is 2, multiplied by 6) to advance.
An Experience can only be increased to Level 3. There’s only a
certain amount that anyone can know about one subject, after all.

In some cases the LM may need to judge whether a task that
is relevant to an Experience was worthy of an increase to the
USE count. This decision should take into account the relative
difficulty of the task, the current LVL of the Experience, how
many times the Experience has already been used and how well
the Avatar is likely to have learned from the task that has just
been attempted. This can be done during the play session or the
marks and notes made by players on their Record Files can be
tallied and discussed at the end of the session, mission or
campaign depending on how the LM wants to allocate
Experience. The LM and players should discuss beforehand how
Experience will be awarded during their sessions. Options
include:
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» Experience is awarded at the end of each session. Although
the easiest to manage, this method can result in a lot of time in
each session being lost to conversations about how to apply
the task results.

» Experience is awarded at the end of a story arc, mission or
other multiple-session time frame. This is probably the most
flexible option, allowing a moderate time to elapse and a
natural lull in the adventure to present itself before, in
roleplaying terms, the Avatars get a chance to really think
about what they learned from the previous events.

» Experience is awarded at the end of the campaign. This is
probably the most difficult to administrate, due to the sheer
number of tasks that could be attempted during a long
campaign.

REPUTATION

An Avatar's Faction Standing and Pilots Federation Ranking may
be used to influence certain events. They represent how
successful the Avatar has been and how much note has been
taken of that in the community. Public records are far-reaching
and include a lot of information about a person’s achievements
and failures.

The Avatar Record File includes a section for Faction
Standing and a tracker for Pilots Federation Rankings. At the
beginning of the Avatar’s adventures (i.e. immediately after
generating the Avatar) these records will be blank unless the
player and LM arranged for a pre-existing reputation to be in
place during Avatar creation.

USING REPUTATION

Reputation is mostly relevant in social interaction, such as public
engagements, negotiations and bartering. Purely physical or
mental actions or tasks will not usually be affected by reputation.

No dice roll is directly tied to Faction Standing but it should
be considered when social tasks are being attempted, and could
either increase or decrease the difficulty of the task roll: the LM
is free to define the exact degree to which the Reputation can be
applied to different situations. It should also be considered when
role-playing personal encounters.

FACTION STANDING

Each time an Avatar interacts with a Faction (this could be an
organisation, corporation, government, pirate clan etc.) the
outcome of that interaction should be recorded in the Faction
Standing section of the Record
File.
The Faction’s name should be '
written on a blank line, and if this i
Il

FACTION STANDING

DESCRIPTION LVL INT

is the first time the Avatar has
interacted with this faction a 1
should be entered in to the INT (Interaction) box.

The LVL and INT boxes work in the same way as the LVL
and USE boxes in the Experience section — a successful
interaction, as defined by the LM, should be recorded by
incrementing the INT value by one. Subsequent positive
interactions with that faction should be noted in the same way.

To achieve LVL 1 Reputation, 6 INT points should be
earned. Subsequent levels are reached by gaining twice the INT
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values than for previous levels. Thus to reach LVL 2 there must
be 12 new interactions, and to reach LVL 3 there must be 18 new
interactions. Gaining LVL 1 grants either one additional Task
Pool die or a bonus to one die in that pool for any tasks that
involve interaction with that faction and its allies.

Unlike Experiences, Faction Standing can be negative as
well as positive. Interactions that do not turn out well for the
Avatar (failed task rolls etc.) will result in the deduction of one
point from that INT value. If the INT value is already 0 the value
can be reduced to -1. In the same way that the level of a faction
standing is promoted to LVL 1 if INT reaches 6, that standing
will be reduced to -1 if the INT value reaches -6. In this case any
dice rolls for relevant actions with that faction would lose 1 die
or would have one die result reduced by one point.

Again unlike Experience, Faction Standing can be reduced
to any level, not just 3 or -3 - although the progression through
these ranks should be increasingly difficult.

PILOTS FEDERATION RANKINGS

The Pilots Federation Rankings
can have a significant impact on
an Avatar’s interaction with a
wide range of people and
organisations. Games or
campaigns set between the
founding of the Pilots Federation
in 2805 and the year 3290
should only feature the Combat
Ranking and would use kill
counts to determine that rank. In
3290 the Pilots Federation begun
to use bounty income to calculate the Combat Rating, and
introduced the Trade and Exploration Rankings the same year.

PILOTS FEDERATION RAN
PILOTING / COMBAT

[0 ) HARMLESS
6 ) MOSTLY HARMLESS
[12)) Novice

24 ) COMPETENT
48 ) EXPERT
98 ) MASTER

192 ) DANGEROUS
384 ) DEADLY
768 ) ELITE

Each rating has nine ranks. In the Elite Encounters system the
nine ratings are split into three tiers, separated on the Record
File by a line. The numbers at each rank represent the required
amount of credits earned in that activity to reach that rank: the
first tier number should be multiplied by 10,000Cr to give the
amount that should be earned, the second tier number should be
multiplied by 100,000Cr and the third tier number by
1,000,000Cr. In the case of the combat ranking only, the number
indicates the number of kills required for that rank, but only in
the period of time where that is appropriate as noted above.
Attaining higher rankings will confer bonuses to some task
rolls or role-play interactions. To advance in each ranking the

Avatar must do the following:

* Combat: take a spacecraft into combat and either increase kill
count or be awarded bounties.

» Trade: buy and sell goods and equipment between star
systems. Promotion is earned based on the amount of profit
earned from that trade.

» Exploration: scan and catalogue previously unexplored star
systems and the bodies within. Promotion is earned via the
profit earned from selling the data specifically to Universal
Cartographics. Selling data to other parties will not count
towards exploration rank.

See the career descriptions in the Avatar Creation section for

more detail about what can contribute towards the rankings.

TRAUMA AND BLOOD LOSS

Two values outline damage effects
and the severity of that damage:
TRAUMA and Blood Loss Rate.
These are represented by two areas
where the values can be noted as
they change.

MAX TRAUMA indicates the |-+
maximum amount of wounds that
can be sustained before the Avatar
begins to die. One wound equals
one point of Trauma damage.
When an Avatar suffers Trauma it
will affect the ability to perform
actions as follows:

TRAUMA AND BLOOD'LOS!

MAX TRAUMA 5"

CRITICAL BODY

TRAUMA COUNT

TRAUMA COUNT = HALF MAX TRAUMA: -1 DICE TO ROLLS
1TRAUMA REMAINING: -2 DICE TO ROLLS
TRAUMA COUNT = MAX TRAUMA: UNCONSCIOUS
TRAUMA COUNT = MAX TRAUMA +2: DEAD

BLOOD LOSS RATE (PER TURN)

+1 FOR EVERY SUCCESSFUL HIT

TRAUMA LOCATION HIT MODIFIERS
HEAD: x6; CHEST, UPPER LEG: x2
TORSO, LOWER LEG, ARM: x1

* If the Avatar has suffered Trauma equal to half the MAX
TRAUMA value then the Avatar will lose a die in the Task
Pools.

« If the Avatar has suffered Trauma equal to one less than the
MAX TRAUMA value, the Avatar will lose 2 dice from each
Task Pool.

 If the Trauma counter and MAX TRAUMA value are the same
or the Trauma counter is one more than the MAX TRAUMA
value then the Avatar falls unconscious. Any subsequent blood
loss will still occur and risks killing the Avatar.

 If the Trauma Counter reaches two more than the MAX
TRAUMA value then the Avatar dies from either severe
trauma or blood loss.

The CRITICAL value indicates how much damage the Avatar
can take in a single strike without being physically affected. If a
strike is made that has greater TRAUMA than the CRITICAL
value, then the Avatar cannot take an action of any kind during
the next turn. If the Avatar is struck multiple times during a turn
and the value exceeds the CRITICAL value, then there is no
effect — CRITICAL values are only relevant for single strikes.

BLOOD LOSS RATE is the amount of blood that is lost
each turn during a combat. As the Trauma increases, so does the
blood loss from the cumulative wounds. Each time the Avatar is
successfully attacked (i.e. the defence task roll is failed and the
strike is not absorbed by armour) the Blood Loss Rate should be
increased by one. Note that if the Avatar is struck by a weapon
that has a TRAUMA greater than 1 this still only results in a
Blood Loss Rate increase of 1. At the end of every turn, the
current Blood Loss Rate value should be added to the Trauma
Counter value.

The Location Hit Modifiers show how much the Trauma
should be multiplied by depending on the area of the body that
has been struck. A small calibre kinetic pistol shot (TRAUMA of
1) to the head would be subject to a multiplier of 6, meaning 6
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Trauma points would be taken by the Avatar for that single
strike. If the modifier pushes the Trauma value above the Critical
value that means that this strike is a Critical one.

Note that after a combat situation the Avatar may still be
affected by continuous blood loss — the timescale should be
roughly thirty seconds of non-combative time for each
application of the Blood Loss Rate.

TRAITS AND TRAUMA

If the Avatar has points in CONDITION, DISCIPLINE or
RESISTANCE a task roll using the Trait and its controlling
aspect with a difficulty of 5 can be made. If successful the Avatar
can negate one Trauma point. No matter how many Successes
are rolled, only one Trauma point is negated, but any resultant
blood loss is still counted.

PERSONAL COMBAT

In role-playing, as in real life, combat is a serious business.
There is a good chance for one-strike kills in this game, and
Avatars (or indeed players) should always consider the
possibility that they might not come out of a combat situation
alive or even in good health. Injuries sustained in combat are
always serious and it’s the lucky combateer that will come out of
a gunfight unscathed.

Combat should be avoided if at all possible — roleplaying
other, less violent methods to get out of a situation should
always be preferable to getting the guns out and shooting
everyone. Most populated environments tend to frown on people
pulling weaponry out and threatening other inhabitants.
Enclosed or pressurised spaces tend to be a bad place to fire
weapons, with the threat of hull breaches or decompression
being very closely observed. Even so, the time will inevitably
come where the players and their Avatars will come up against
someone packing heat, or will find themselves in a situation they
will have to fight their way out of.

Combeat is assumed to be simultaneous for each party in the
combat zone. If an Avatar is hit during an exchange then that
Avatar’s actions may still be allowed during that turn. It is up to
the LM to decide if the recently hit Avatar had enough time to
carry out his or her actions before the shot or blow struck.

The system for combat is similar to other tasks — an Aspect
is used along with any relevant Traits and Experiences to create
a quantity of dice called the “Task Pool” — but with the addition
of the SENSES Aspect value to that Task Pool. A combat
action’s controlling Aspect is either BODY or MIND, and the
addition of the SENSES value reflects the importance of a
combatant’s situational awareness to a combat situation and
allows SENSES Traits to be included in the Task Pool.

If combat is being engaged with an opponent who is aware
of the attack, the task will be a Contested Task. If all or part of
the attack is made unawares on the target then that portion of the
combat will be a standard task. Some scenarios may need more
than one aspect of the situation to be taken into account. In these
cases the task should always be a Complex Task, involving
subtasks for which at least one Success must be obtained.

The primary Aspect used for the task will depend on the
type of weapon used and the nature of the attack.
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Personal Combat can take two forms.

* Unarmed Combat is the term used to signify that the
combatants are not carrying any weaponry and will use only
parts of their own body during an attack. This includes street-
fighting, martial arts or any other form of fighting.

* Armed Combat is any conflict that involves weaponry, such
as clubs, night-sticks, knives, swords or guns as well as any
other makeshift or advanced weaponry.

UNARMED COMBAT

Hand-to-hand combat is close-quarters fighting with no weapons
in hand. The close-up and personal nature of the battle makes
BODY the primary Aspect.

The attacker’s Task Pool should use the BODY and
SENSES Aspects and one Trait relevant to the type of attack.
For brute force attacks PHYSIQUE, CONDITION or
INSTINCT are most appropriate whilst for acrobatic attacks
AGILITY, SPEED or AWARENESS are best suited. The value
of one relevant Experience can also be added to the pool.

At the start of combat, if the defender is unaware of the
incoming attack there is still a chance to detect it. A standalone
SENSES task should be performed at the base difficulty, using
the AWARENESS Trait if available and modified by effects from
the defender’s surroundings, the attacker’s stealth and other
relevant factors. The defender can also make use of any
available Experiences. If successful the defender has a chance to
avoid the initial attack. It is up to the LM and players to
determine the likelihood of the defender becoming aware of the
assailant.

Once the defender is aware of the incoming attack then a
defensive task can be attempted to dodge that attack. The BODY
and SENSES Aspects along with the SPEED, AWARENESS or
INSTINCT Trait and one relevant Experience should be used in
the attempt.

After the initial confrontation has been made and all
participants are aware that the fight has begun, the combatants
are assumed to be attacking and defending simultaneously. The
LM should assign difficulties to the task rolls for each individual
combatant. It is recommended to assign the base difficulty of 4
to these Contested Tasks, especially in combats between more
than two participants.

The combatants now declare the target of their attack. If
more than two combatants are involved in the fight then each
player (or the LM in the case of NPCs) must decide whether to
split their Task Pool between those combatants. If the player or
LM decides to attempt to fight more than one person, the fight
will be more difficult for that combatant because they will have
fewer dice in each pool with which to beat the opponent’s
Successes.

Each combatant must then simultaneously roll their Task
Pool dice and count how many Successes are rolled. The
combatant with the highest number of Successes wins the attack
round and inflicts Trauma to the other combatant for each
Success over the loser’s count. If the same number of Successes
are rolled by each combatant, then the dice values rolled should
be compared, with the highest dice value overall being the
winner and scoring a single point of Trauma. If the round is still
tied after that, then the round is a draw and no-one has managed
to land a blow.
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USE OF WEAPONS

The wide range of weapons available can be broken down into
three broad categories: melee weapons, kinetic weapons and

energy weapons. These are further broken down into classes

WEAPON DESCRIPTION MASS (kg) TYPE CLASS AMMOTYPE _ CLIPSIZE _RNG(m) _ ROF TRAUMA
T T T T T T T T

L L L L L
1N MASS (kg) AMMO IN CLIP AVAIL CLIPS _TRAUMA MOD
T T T T

AMMO
LOAD

WEAPON DESCRIPTION MASS (kg) TYPE CLASS AMMOTYPE  CUPSIZE RNG(m)  ROF TRAUMA
T T T T T T T T

L L L L
1N MASS (kg) AMMO IN CLIP AVAIL CLIPS TRAUMA MOD
AMMO I T T T

LOAD

based on the size and relative damage that the weapons can do.

Weapons carry the following additional statistics related to
their function and effect. These should be noted in the “Available
Weapons” section of the Avatar Record file when the weapon is
being used.

WEAPON DESCRIPTION: the manufacturer and model of the
weapon.

MASS: The item's physical mass (or weight) in kilogrammes.

TYPE: type of weapon

* Blunt (BLU): soft or hard material, unsharpened and used for
clubbing.

* Blade (BLA): sharp metal, monofilament or shaped energy
blades for cutting and stabbing.

* Kinetic (KIN): weapon that uses kinetic energy to fire
projectiles. Common kinetic weapons include rail guns (which
use electromagnetic energy to propel the projectile),
compressed air guns and explosive round weaponry.

* Energy (NRG): fires charged particles or wave-forms (lasers,
plasma etc). Can be lethal or non-lethal depending on power
and type of energy used.

* Electro-Shock Weapon (ESW): uses electrical charge to
incapacitate an opponent or short out electrical or electronic
equipment.

CLASS: the class of the weapon, based on the size.

* Class 0: Tiny (T) - Easily carried and concealed in the hand.

* Class 1: Small (S) - Easily carried in one hand.

e Class 2: Medium (M) - Carried in one hand but will become
difficult to carry after a time.

* Class 3: Large (L) - carried in both hands. This is the largest
class of man-portable weapon listed. Anything larger is
considered to be a vehicle-mounted weapon.

AMMO TYPE: The type of ammunition that the weapon
requires. This includes the calibre of the ammunition required
for kinetic ammunition or the wattage of the power supply
required for energy weapons. Calibre of kinetic weapons is
represented as the diameter of the round followed by the length
of the shell, e.g. “9x55” means a 9mm diameter round that is
55mm long. Power ratings for energy weapon power cells is
listed as a wattage value representing the highest power rating of
the cell that can be used.

CLIP SIZE: How many rounds can be fired before the weapon
has to be reloaded (new magazine of bullets for a kinetic weapon
or a new power cell for an energy weapon). Energy weapon
power cells do not need to be reloaded, but the internal coils do
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need to cool down. The clip size value here denotes how many
times the weapon can be fired or discharged before it needs to be
cooled. This can be done by not firing the weapon for one turn.

RANGE (m): How far the weapon is effective in metres. To
convert this to a tabletop range using the same units as the
vehicle combat simulator, divide the range in metres by 4 to find
the range in inches on the table.

ROF: Rate Of Fire. Maximum amount of ammo that can be
fired per round. Acts as a multiplier for the TRAUMA value
below. Some weapons may allow less ammo than the maximum
to be fired (e.g. switchable semi-automatic fire).

TRAUMA: How much damage the weapon inflicts per hit.

The AMMO LOAD tracker allows the player to keep track of
what ammunition has been loaded into the weapon and how
many shots remain.

« AMMUNITION DESCRIPTION: useful identifying
information about the ammunition. For example, the calibre
and tip type of kinetic rounds or the wattage of an energy
pack.

* MASS: The mass of the clip or pack in kilogrammes.

* AMMO IN CLIP: A place to keep track of how much of the
current clip or power pack has been used. Use it to count
down the rounds or charges remaining in the clip or power
pack or use it to count upwards to the “Clip” value.

* AVAIL CLIPS: A count of how many clips of this
ammunition still remain.

* TRAUMA MOD: Modifier to the weapon’s TRAUMA value
provided by the ammunition.

ARMED COMBAT

Armed combat involves longer ranges and different mechanics
during a confrontation. Each available weapon handles slightly
differently and a variety of different abilities will be called into
play. A selection of man-portable personal weaponry is given in
the Commodities section along with the values that are relevant
to each.

Each weapon lists the Aspect that is used in the attack task.
Unlike unarmed combat, where physical strength is normally the
most important aspect of the contest, weapons use is more of a
mixed-skill competition.

Armed combat is broken down into two distinct areas.
Melee weapons, or those weapons that are considered to be
extensions of the arm, tend to rely on speed of movement and
therefore use the BODY and SENSES Aspects alongside
AGILITY, PHYSIQUE or SPEED Traits as the base for the task
roll along with one relevant Experience level where available.

Ranged weapons, from pistols and crossbows to spears and
throwing knives, rely more on accuracy and training to use well,
so the base Aspect for attack Task Pools is MIND along with the
SENSES value and DISCIPLINE, AWARENESS or INSTINCT
Traits as well as one related Experience if available.
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MELEE COMBAT

Combat using held weapons progresses in much the same way as
unarmed combat. If the defender is unaware of the initial attack
they still have a chance to detect the attacker on approach.

A SENSES and AWARENESS task should be performed at
the base difficulty, modified by effects from the defender’s
surroundings, the attacker’s stealth and other relevant factors.
The defender should use any available Experiences related to
spatial awareness or other senses.

If successful the defender has a chance to avoid the initial
attack. It is up to the LM and players to determine the likelihood
of the defender becoming aware of the assailant.

Once the defender is aware of the incoming attack then a
defensive task can be attempted to dodge the attack. In most
cases the defender will try to physically avoid the attack, and the
BODY and SENSES Aspects along with the AGILITY, SPEED,
AWARENESS or INSTINCT Traits and any relevant avoidance
Experiences should be used in the attempt.

After the initial assault the combatants are assumed to be
attacking and defending simultaneously. The Task Pool for each
Avatar should be split into Defensive and Offensive dice: the
player or LM can decide how many dice are allocated to each
sub-action. Note that the Task Pool does not have to be split —
the player or LM can elect to purely defend or attack during a
combat sequence. The base difficulty for each element of the
combat action (defence and offence) is 4.

The combatants now declare the target of their attacks (if
there are more than two combatants involved). The LM should
determine what modifiers there are to the difficulties for each
attack and defence based on situational and environmental
factors, including cover, movement and distance between the
targets. Each of the participants then simultaneously roll their
Task Pool dice and count how many Successes are rolled for
each component task being rolled for, comparing the successes
for attack to the opponent’s Successes for defence and vice
versa, remembering that a Success is gained if the dice value is
equal to or greater than the difficulty. If more Successes are
rolled for the attack component than the opponent’s defence
component, the attack was a success and the blow has landed. If
the defence component of a task has equal or more Successes
than the competing attack component then the attack has failed
and the defender has successfully avoided the incoming blow.
This system means that the combatants can attack and hurt each
other simultaneously.

If an attack is successful and the attacker gains surplus
Successes then the victor can declare where their blow lands on
the opponent. For example, if the attacker rolls three Successes
and the defender rolls only one, the attacker wins by two
Successes and can choose a location on the defender to strike.

In situations where there are more than two combatants,
each participant can, if they want to, attempt to attack or defend
against more than one person. The Task Pool can be split into as
many components as there are dice, and each component can be
used in defence or offence to a separate individual.

RANGED COMBAT

Combat using ranged weapons is very different to close combat.
Combatants can be within close quarters or can be a great
distance apart. As with unarmed and melee combat, the initiation
of combat is the only time that an “attacker” and “defender” are
specified.

The attacker initiates the combat and must describe the
method of attack and weaponry used. The Task Pool is built
using MIND and SENSES with the AWARENESS or
INSTINCT Trait and one relevant accuracy-related Experience if
available. The player must also declare whether the attack is
aimed at a particular part of the body or if it’s a "wild attack".
The LM then calculates the difficulty of this action based on
several factors including (but not limited to):

» The experience and ability of both attacker and defender.

» Declared location of the attack (usually +1 to the difficulty if
any specific location is chosen, with a further +1 if a small
target area such as the head or heart is chosen).

* Attacker and/or defender in motion.

« Attacker and/or defender in cover.

If the defender is unaware of the initial attack they still have a
chance to detect the attacker on approach. A SENSES and
AWARENESS task should be performed at the base difficulty,
modified by effects from the defender’s surroundings, the
attacker’s stealth and other relevant factors. The defender should
use any available Experiences related to spatial awareness or
other senses. If successful the defender has a chance to avoid the
initial attack. It is up to the LM and players to determine the
likelihood of the defender becoming aware of the assailant. Note
that with ranged attacks there is a possibility that the attacker can
take the first shot from a location that the defender may not even
be able to see with the naked eye (such as sniper rifle shots). If
this is the case then the defender has no chance to make any
defensive rolls, and will only become part of the combat if the
initial attack is survived.

If, however, the defender does become aware of the
incoming attack then a defensive task can be attempted to dodge
the attack. In most cases the defender will try to physically avoid
the attack, and the BODY and SENSES Aspect plus one of
AGILITY, SPEED or INSTINCT Traits and any relevant
avoidance Experiences should be used in the attempt. Other
methods of avoiding the attack can be used depending on the
scenario.

Once combat has been joined the combatants are assumed to
be attacking and defending simultaneously. The Task Pool for
each combatant can be split into separate pools that can be used
to attack or defend against other combatants. The player must
declare whether their Avatar will attack, defend or attempt to do
both against various opponents in this combat round. Note that
an Avatar (or NPC) can only attack more than one opponent if
the weapon’s rate of fire (ROF) is greater than one. If the pool is
split and some opponents do not have defence dice assigned to
them then the player will not be able to defend against any
attacks by those participants.
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The base difficulty for each element of the combat action
(defence and offence) is 4.

The combatants now declare the target of their attacks (if
there are more than two combatants involved). The LM should
determine what modifiers there are to the difficulties for each
attack and defence based on situational and environmental
factors, including cover, movement and distance between the
targets. Each of the participants then simultaneously roll their
Task Pool dice and count how many Successes are rolled for
each component task being rolled for, comparing the successes
for attack to the opponent’s Successes for defence and vice
versa, remembering that a Success is gained if the dice value is
equal to or greater than the difficulty. If more Successes are
rolled for the attack component than the opponent’s defence
component, the attack was a success. If the defence component
of a task has equal or more Successes than the competing attack
component then the attack has failed and the defender has
successfully avoided the incoming fire.

Unlike close combat, surplus Successes do not permit the
victor to allocate the location at which the shots hit, since the
shot is assumed to have been aimed at the start of the combat
action.

In situations where there are more than two combatants,
each participant can attempt to defend against more than one
person but, unlike close combat, cannot attack more than one
target unless the weapon in use has a rate of fire greater than
one. The Task Pools can be split into as many components as
there are dice, and each component can be used in defence or
offence to a separate individual.

THROWN WEAPONS

Hand grenades and other thrown weapons can be used if the
combatants are some distance apart, and are often used in the
initial attack before engaging in melee combat. Note that
damage from grenades and the like is not a result of an explosion
but from the casing and contents, often called "shrapnel”, as they
are thrown away from the device by the percussive forces.

The first thing to be done is to calculate how far the Avatar
can throw the weapon: this can be done by multiplying the
thrower’s BODY Aspect by a factor of 10. The item’s mass in
kilogrammes is then deducted from that number to give the final
range in metres whilst in 1G gravity and in atmosphere.

A thrown weapon’s “Range” value indicates the radius to
which the weapon’s area effect will be most damaging to others.
During a game the Avatar (or the player) would have to judge
whether the target is in range before the throw can be attempted.

The thrower should build the Task Pool from the BODY
Aspect and add any relevant Traits and/or Experiences to the
pool to throw the item. The base difficulty of the throw is 4. Any
Successes in the task mean that the throw was accurate.

If no Successes are rolled then the throw was off-target. The
throwing Avatar should then roll 1D6 and check the result on the

Scatter Chart to determine
where the item ends up. The
scatter distance in metres is

BODY x 10m .

\x the amount of dice that were

ee in the Task Pool for the

throwing task.
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AREA EFFECTS

If an area effect weapon has been thrown or launched, then it
will cause damage over an area centred on the location at which
the weapon detonates. LMs and players should make sure that
the area of conflict has been determined before the use of
explosive devices.

Area effect weapons have a radius of effect listed in their
information under the “Range” value (see the Commodities
List). This is the radius of maximum effect. Within this range the
weapon’s full Trauma and Blood Loss values should be used.
Between this radius and double the radius, half the weapon’s
damage values are used, and from a radius of double to treble a
quarter of the weapon’s damage values is used. Any Trauma less
than 1 should be disregarded (cuts and scrapes only).

Example: A grenade with a Range of 30 detonates. Anything
within a radius of 30 metres will be subjected to the grenade’s
maximum Trauma value. Any people within 30 to 60 metres will
suffer half Trauma for each piece of shrapnel and anyone
between 60 and 90 metres away will suffer quarter damage.

DICELESS COMBAT

For diceless games, the number of dice used in an attack or
defence can be compared to the difficulty to determine if an
attack is likely to succeed. As a rule of thumb if the attacker has
more dice in the attacking Task Pool than the defender has to
defend with then the attack is automatically successful.

An alternative method is to compare the Task Pools of the
respective combatants, taking the higher value as an indicator of
the victor.

HIT LOCATIONS

If a combatant is hit and the
attacker declared a hit location - HEAD
then that location takes the
damage. If the player declared - ARM
the attack to be wild, the LM
should be the judge of where the = HFPER
hits land. raest
Alternatively, the LM or - LOWER
player can roll on this chart to SHRES
determine the damaged area.
Roll 1D6 to determine the B :ZZER
general area hit, then another
1D6 to determine the specific - LOWER
location (with a further 1D6 to LEG
determine which arm or leg has
been hit).
Note that if an area is not y-g
visible to be hit then the roll RIGHT SIDE LEFT SIOE

should be made again. For

example, if a snap shot is made against an opponent who is
behind a vehicle and their legs cannot be hit, results of 2 or 3 on
the first D6 roll should be rolled again.
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COMBAT DAMAGE

During a combat situation the players and LM can specify the
area of the body that has been attacked and damage should be
applied to that area only. If an Avatar attempts a completely wild
attack, then the random damage location chart can be used as
described in the Hit Locations section above. Weapons with a
rate of fire (ROF) more than one inflict Trauma equal to the
ROF multiplied by the Trauma value. Each hit will be in the
same location.

UNARMED COVIBAT DAMAGE

Damage from unarmed combat is rarely life-threatening but can
be damaging to the body over long fights. It is also much more
variable than the damage caused by weapons due to the different
speed and mass each hit is made with.

To illustrate this, in a successful unarmed attack each
Success on the dice represents a Trauma point. Once the body
has taken damage equal to twice the MAX TRAUMA value, the
body has been subjected to enough impact damage to affect the
Avatar in a possibly life-threatening way. The LM should then
assign an effect for this to the part of the body that has taken the
most damage. For example, if the upper torso has taken most
damage then the Avatar may be finding it difficult to breathe due
to having a broken rib. If another Trauma point is taken to that
area the Avatar can no longer move or use that part of the body.
In the example of the chest trauma, the Avatar will no longer be
able to stand because the pain is so bad and there could be risk
of a punctured lung. In the case of the head, this would mean the
Avatar loses consciousness.

Blood Loss from unarmed combat is rarely heavy enough to
be life threatening, and thus is not considered in these rules. If a
player or the LM states that a hand-to-hand combat situation is
to the death, however, and that the intent of one of both parties is
to kill, then the same rules are used but when the double Trauma
count is reached the loser is dying. A combatant can also declare
that an attack is intended as a lethal strike. The difficulty for this
should be increased to at least 5 depending on the method the
Avatar is going to use.

MELEE AND RANGED COMIBAT DAMAGE

Each melee and ranged weapon includes a TRAUMA value in its
stats. Damage in melee and ranged combat is potentially fatal
and is applied in an amount equal to that weapon’s TRAUMA
value. When Trauma has been suffered the value in the Trauma
Counter box should be increased by one, following the rules as
outlined in the Game Mechanics section above.

Note that the number of Successes in the attack task roll
does NOT modify the number of hits for an attack.

The damage from a single shot is calculated by adding the
weapon’s TRAUMA value to the ammunition’s TRAUMA MOD
value. This total is then multiplied by the weapon’s ROF to
arrive at the full number of potential Trauma that the Avatar may
be dealt. This number is then multiplied by the Location
Modifier for the location being hit as shown below:

Head : TRAUMA X 6

Chest, Upper Leg : TRAUMA x 2

Torso, Lower Leg, Arm : TRAUMA x 1
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If a shot was not aimed, then the general assumption is that a
shot or attack is aimed at the torso, thus no multiplier is applied.
The effects of damage an