


GURPS Traveller
The official alternate universe for Traveller, the premier

science fiction roleplaying game. Explore the universe of
the Third Imperium, where Emperor Strephon rules 11,000
worlds and adventure is around every corner. Travel to
unknown systems, open trdde roules across the rift, fight
Vargr corsairs or drop from orbit in a meteoric assaull on a
pimte base. GURPS Traveller opens a world of excitement!

GURPS Traveller: Alien Races 1
Alien Races 1 covers two formidable rivals to the Third

Imperium. plus three significant "minor races" that are
presented for the first time. It has everything you need to
become a psychicauy-giftcd Zhodani noble or a member
of a Vargr pack, including up-lo-date history and cultural
information. This sourcebook also includes starship deck
plans and vehicle designs, typical weaponry, rules and
templates for creating player characters. and much more.

GURPS Traveller: Behind the Claw
Behind 11,e Claw details the Spinward Marches, a

troubled sector of space on the frontier of the Third
Imperium. Over 400 star systems are described in detail,
along wiLh essays on the Imperial nobility and system of
government. a complete history of the region, current
events, and a wealth of campaign material. The sector
beyond the Great Rift is ready for your adventures!

GURPS Traveller: Star Mercs
Gear up for military and mercenary operations in the

far future! This book covers combat (and a soldier's life) in
the 57th cennuy, how to recruit, organize, and equip a
mercenary unit, and the Imperial Rules of War. Star Mercs
also provides templates for soldier characters, samplc
missions, and a variety of units your group may encounter,
including the famed and feared Imperial Marines. Deck
plans for a Broadsword-class cruiser are also included.

GURPS Traveller: Far Trader
This book, compatible with GURPS Space, offers

complete support for a mercantile campaign. pes can stan
and operate their own business, develop trade routes. make
contacts, and exploit opportunities. Deal with smugglers
and pirates - or become one yourself! 15 new
character templates are included.

'W'W'W. sjgarnes.cDrnA~~~~"



Exploration and Contact Among the Stars
By JON F. ZEIGLER

Based OIZ the award~willfling Traveller
science fiction universe by MARC MILLER

Edited by SALVATORE FALCO

Illustrated by JESSE DEGRAW, GLENN GRANT,

JOl:l.N GRlGNl, AND TOM PETERS

Additional Illustrations by FREDD GOIUIAM,

'fED LINDSEY, AND FRED RAWT.F.~

Scout Service Emblems by MARK COOK

Cover by DOUG CHAFFEE

CURPS System Design I STEVE JACKSON
Managing Editor I ALAIN H. DAWSON

CURPS Line Editor I SEAN PUNCH
CURPS Tra~'~lJer Line Editor I LOREN WISEMAN

Page Design • JACK ELMY
Production Artist I JEREMY ZAUDER

Production Assistance I RUSSELL GODWIN
Print Buying I RUSSEL1. GODWIN
An Direction I LOREN WISEMAN

Quality Checking I MONICA STEPHENS
GURPS Errata Coordmalor I MICHAEL BOWMAN

Chief Operations Officer and Sales Manager I GENE SEABOLT

Playtesters:William Bamell-Lewis, Anthony Jackson.
Jonathan Lang, Robert Prior. Hans Raneke-Madsen,

Thomas Schoene. Robert Stefko. David Summers,
Christopher Thrash, Philip Weiss. and Paul Whileley

Authur's Dedication:
To Poul AnJusorl, with profound thanks.

~I

GURPS and the all-seeing pyramid ate regislCred rrademarb ofStcVC Jaeksoa Games locmpornled. First I", PyromiJ and muminati Online and
the names of all procl\J(:U publUhed by Sceve J.d:soo Game". Incorpora1¢d are registered trademarks nr uadcmouks of Steve Jaeksoa Gaml;$ locQfponued, or used

ulKicr uceuse. GURPS Tr4veUu: First In ;.l. copyrighc () 1999 by Sieve Jackson Games locotpol1ll.cd. All ripts~cd. Prinlw in lhe U.S.A.
Trav,lt,r is. registered lnIdemark of Far Fulwe Enltlprises, and;!; used under license.

ISBN 1-5S634·368-X I 2 3 4 5 6 7 R <} 10

STEVE .JACKSON GAMES



INTROOUCTION ••••.•.•••.•4
ABOUT TIlE AUTHOR 4
ABOl,rr TIlE LINE EDITOR 4
TWAYELLER NEWS SERVICF. .•••.•••••••.•••. 4

Aboul GURPS 4

1. THE SCOUT
SERVICE 5

S'l'RUCruR£ 5
Inspirational Reading 5
Administration Office 6
Peer Review 6
Opcnaliuns Office 7
Technical Services Office 8
Aftu·Action Report 8
Detached Duty Office 9
Scam's Lament 9
Exploration Office 10
Imperial Grand Survey IO
Detached Dury .........•...•................10
The Promise 11
Conununications Office 12
Xboat Duty 12

HJsrOR\' 13
Before the Long Night 13
The Sylean Federn.tion 13
Emergence 13
Foundation of the Imperium 14
TlIe /ISS at War 14
Acceptance Speech 15
A Field SCOllt Speaks 15
Maturity of the Imperium 16
Scow Service Emblems 16
SCOllts Outside the Imperium 17
The Present Day 18

2

2. CHARACTERS ........ 19
CIIARACfER TF..MPLATFS •.•.•.•.••..•......• 19

Base Crewman 19
Courier 19
Deep-Cover Ohserver 20
Exploration Scout. 20
Intelligence Officcr 21
Personnel Officer 22
S-3 Operative 22
Security Officer 23
Survey Scout 23
Xboat Pilot 24

ADVANTI\CES 24
DISADVANTACES 25
SKILLS 26
RA.."1i: AND PAY GRAD£.S 26
EQUlPMENT 27

Weapons 27
Personal Equipmenl 27

3. VEHICLES 2S
ROBOTS 29

Biosurvey Rover (TL12) 29
Geosurvey Rover (11..12) .30
Pelagic Rover (11..12) 30
Stealth Surveillance

Drone (11..12) 31
VEIUCLES 32

Scout Expedition Dress (TLI2) 32
Long-Range Probe (TLI2) 33
Mobile Exploration

Base(TLI2) 33
Pelagic Survey Vessel (TLI2) 34

STARSIIIPS 35
New Modules 35
100-lon Express Boal (TL12) 36
400-100 DOllosev-Class

Survey Scoul 36
400-too KIUJdwnir-Class

Fast Courier 36
/ISS lCXJ..ton Express Boat

Deck Plan 37
Donosn'-class SCOttt SlIn.'q Ship

Deck Plan 38
4oo-to1l Khadumir-Class

Fast COllrier Deck Plan 40
lOOQ.ton Purcell-Class

Express Boat Tender 4J
3OOO-lon Pythea.f-Class

Exploratory Cruiser 41

CONTENTS

/(X)()-ton Ursllala-Class
Xboat T~nder Deck Plan ..42

4. STARS 44
MA INC TH!': GALAXY 44

Re.~Ollrces 44
GI::NI::RATINt,; STARS ..............•.••.•........45

Stcp I: NumbcrofSlars 45

The Gafcuy 45
Slep 2: Primary Star Type 46
71'ree-Dimensianal Mapping .47
Slep 3: Companion Star Types .48
Slep 4: Companion Star Orbits .48
Galactic Clusters 48
Stellar Remlla1lt$ _ ..49
Step 5: Stellar Characteristics 50
Flart! Stars 52

GEN"ERATING PLANETARY SVsn:Ms 53
Step 6: Locale Orbilal Zones 53
Detailed Star Generatioll 53
Step 7: Place Planetary Orbits 55
Using Real Stars 55
Step 8: Fill Planel3ry Orbits 56
Rhylanor(I).................................•.56
Slep 9: Planet Size 57
•. flot Jupiters" 57
Spact! JI/llk 58
Step 10: Place Moons 59
Wayward Pla"et.~ .59
Planetoid Belts 60
Rliyfanor (ll) 61



15. WORLOS 62
PHYSICAl. DF.TAIU•..............................62

Step 11: Dynamic Parameters 62
1Yde-Locked Worlds 62
Rhylanor (III) 63
Dctailed World Typi/lg 65
Local Color 66
Step 12: World Type 67
Tcrraforming 67
Local Rioch~m;stry 68
Atmospheric Poilil/onts 69
Step 13: Atmosphere Pressure 70
Step 14: Hydrugnl.phic.<; 71
Step 15: Native Ecosphere ?1
Step 16: Atmosphere

Composilion 72
Weather 72
Gaming Weather 73
Step 17: Overall Climate 74
Rhylanor (IV) 75
Step 18: Resource Value 76

WORLD MArrlNG 76
Climate Details 76
Landfurms 77
Climate Zones 78
Mapping Tide-Locked World.~ 78

ANIMAL ENCOUl'o'TERS 79

Encounter Tables 79
Food Strategies 79
Survival Strategies 81
Social Strategies 81
Domestic Animals 82
Body PI:lD 83

WlXIds Devils 83
Animal Size 84
Evaluation 84
Naturnl Defenses 85
LAnding R6
Finishing Details 88
Search 88
Compleling the Dcsign 89
Reporl 89

6. CULTURE6 S1
WORLD DATA 91

Step 19: Population 91
Expansion From a Center 9l
Step 20: Starport Facilities 92
Mainworlds 92
Step 21: Pu1itical Type 93
Bases 93
Slep 22: Conlrol Raling 94
Step 23: Base Tech Level 94
Detemlining a UWP 94
Step 24: Unity of Govemment.. 96
Resources 96

POPULATION CI::NTI::tt$ 97
Rhylanor (V) 97

SOCIAL PARAMETERS 98
Local Customs 9R
Pluralism 99
Contact 99
Toleration IOO
Solidarity l00
Tractability 101
Aggression 101
Pragmatism 102
Innovation 102
Providcncc l02
Killsllip 102
Gender Roles I03

POLITICAL INSTITUTIONS 104
Division of Power 104
Rhyfanor (VI) 104
Generating Instilutions l05
Imperial Nobility 106
Rhyfanor (VIl) 107

1'EClINOLOGTCAL PROFILE 108
Interest Grol/ps 108
Physical Technologies 110
Legal Stntctllrc lIO
Progr~$S 112
Biological Technologies 115
Economic Customs 115

CONTENTS

\VORLD HISTORY 117
Hygienic: Cw;loms 117
Recreational Customs 118
Metaphysical Conarn.f 119

7. SURVEY ANO
EXPLORATION ••••••• 120

SURVEY OPERATIONS 120
System Delection 120
What's the Difference? 120
System Mapping 121
171~ Gory D~tails 121
Planetary Survey 122

EXPLORATION OPERATIONS 124
Is Anyone Home? 125

CONTACT PROCEDURES 126
Precontacl Assessment 126
Th~ Fen"i Paradox 127
Covert Contact 128
When Thillgs Go Wrollg 128
Overt Cuntact 129
11IIerdictioll 129
lISS Veploymenr 130
Liaison Activities 131
Comacl with Aliens 132
Xnwil 132
Trading Stations 1)3

S. AOVENTURES ..•..• 134
TilE SCOUT CA.'lPAIGN 134

Scoms at Other Times 134
AIlVF.NTURF. Ol1T1.INE.1Ii 136

Kwai Ching 136
Diplomatic Poueh 137
Th~ Kwai Ching Techllocru(.)1 .138
Hard ExtraclioD 139
Adwmtllre Seeds 139
Algine 141
Algine: World History 142

INCEX ••••••.••••••••••••••• 143

:3



Sieve Iackson Games is committed to
full support of the GURPS syslem. Our
address is SJ Games, Box 18957, Austin,
TX 78760. Please include a self~

addressed, stamped envelope (SASE) any
time you write us! Resources now avail~

able include:
Pyramid (www.sjgames.comJpyramid).

Our online magazine includes new rules
:rnd anicles for GURrs. 11 also covers all
Ihe hobby's lOp games - AU&:'U,
Travtller, World of Darkncu, Call of
Cthulhu, Shad()wrun and many more ­
and other SJ Games releases like In
Nomint, INWO, CtJr WtJn, Toon, Ogrt
MinitJrurts and more. And Pyramid sub­
scribers also have acecss 10 playtcst riles
online, 10 see (and comment un) new
books befon: they'n: n:leased.

Ntw suppltmtnts and udvtnturts.
GURPS contillues 10 grow, and we'll be
happy 10 let you know what's new. A CUf­

rent calalog is available fot an SASE. Or
check out our Web site (beloW).

ErrCJta. Everyone makes miSlakes,
including us - but we do our besl to fix
our errors. Up·lo-date errata sheets for all
GURPS releases. inclUding this book, are
3lways available from SJ Games; be sure
to include an SASE with your requesL Or
download them from the Web - sec
below.

Q&A. We do our best to answer any
game queslion accompanied by an SASE.

Gamu input. We value your comments.
We will consider them. not only for new
products, bUI also when we update this
book on later printings!

III/unet. Visit us on the World Wide
Web at www.sjgamcs.com for an online
catalog. emlla and updates. and hundreds
of puges of information. The home page
for GURPS Traveller is localed ;\1

www.sjll:ames.comJgurpsJtraveller .
We also have conferences on Compuserve
and America Online. GURPS has ils own
Usenel group. too: rec.gamesJrp.gurps.

Much of the online discussion of
GURPS happens on GURPSnct. To join,
send mail 10 majnrdnmn@io.com wilh
"subscribe GURPSnel·L" in the body, or
point your WCltld Wide Web browser to;
www.lo.comlGURPSnetlwww.

Page References
See GURPS Comp~ndium I, p. 181,

for a ful1liSl of abbreviations for CURPS
ritles. Any page reference thai begins with
a 8 refers to GUNPS Halle Sd. Third
Edition Revised; e.g., p. 8144 refers 10
page 144 or BtJsie Set. Cl refers 10

CDmlUlIdilun I, cn to Com~lIdium II.
GT 10 GURPS Trtlvdlcr. S to Spaee,
Suond Edition, UT to Ultra-Tteb.
Second Edition Revised, UTI to UltrtJ­
Teeli 2, and VE to Vebieles, Second
EiJilion. ...

Introduction
In 1983, the Scouts book was published for Classic Traveller. The effect on

me game was immediate. Until men, the game had seemed to be about traveling
through space, meeting exotic people, and shooting Ihem. Now there was a lastc
of exploring a new frontier, meeting exotic people, and possibly finding com­
mon ground with them. Traveller had tapped into the "sense of wonder" that
underlies all the best science fiction. And there was a dose of scientific realism
to give that sense of wonder solid ground to stand on.

Over the years, that little black book with the yellow stripe has held up sur­
prisingly well. This volume can't claim to do more than add onto it and clean up
a few dusty comers. 1 hope you can use it to bring rich detail to your favorite
Traveller universe, or build a fresh world of your own.

ABOUT THE AUTHOR
Jon F. Zeigler has been a science fiction fan since the cr"ddle (literally). He

became interested in world·building at the age of 10, and later latched onto
Classic Traveller primarily for its simple but elegant world-design rules. In
1988 he discovered GURPS and hasn't looked back since, although he's thor­
oughly pleased to be able to combine his favorite game system with one of his
favorite SF universes. He and his wife and son live in Maryland, where he works
for the federal government as a mathematician. In his spare time he reads history
and the occasional science fiction or fantasy novel. He is the author of GURPS
Greece and has also done freelance work for FASA's Shadowrutl and
Earthdawn product lines.

ABOUT THE LINE EOITOR
Loren Wiseman was one of the founding partners of COW, Inc., original pub­

lisher of Traveller, and spent over 20 years there as a game designer, developer,
typeseuer and editor. After COW closed, Lorcn freelanced for a Lime, and then canle
10 S1 Games, where he is the Traveller line editor and expert-in-residence.

THE TRAVELLER NEWS SERVICE
For many years a feature of the }ottmal of the Travellers' Aid Sociery, TNS

chronicled the ongoing life and timcs of the lmperium. Loren Wiseman is once
again writing TNS as the allernate history of the Third Imperium dcvelops. It is
updated regularly; read it online at www.sjgames.comlgurpsltraveller/news.html
"Back issues" of TNS are also online.

The 51 Games Traveller page has links to the Traveller Wcb Ring, and thus links
10 most of the major Trat/eller-oriented web sites that exist. For information on sub­
scribing to the Traveller Mailing List, contact twm@mpgn.com.

INTRODUCTION



The Imperiallnterstellar Scout Service is equal in stature to the military ser­
vice~. Some (not all of them scouts) would claim that the Service is the most
important institution in the Imperium. After all, the Imperium isn't built entirely
on a foundation of conquest. There is also patient exploration and comprehen­
sion, tbe ~tream of communication between eleven thousand worlds. Without the
Scout Service, the Imperium could not exist.

For over a thousand years, the USS has perfonned with great efficiency and
considerable heroism. It has also maintained an esprit de C01PS that is the envy
of many a military commander.

STRUCTURE
TIle rrss has existed ~ince the first days of the Imperium, and has often had

to take on new missions. This history has made it a very complex organization,
requiring a diverse pool of talent. The major divisions of the Scout Service are
the seven Offices. Each of these is further divided into two or more branches,
which pcrform the Service'~ specific mi~sion~.

Overall control of the Service is in the hands of IlSS Headquarters, located
un Capital. Headquarters is nonnally concerned with overall policy and proce­
dures, leaving day-to-day control of operations to local command~ in each sector
and subsector. Most scouts never deal with Headquarters, except as a distant
source of general policy.

The scven Offices are divided into two broad groups. The first is composed
of the Administration, Operations. Technical Service~, and Detached Duty
Offices. The task of thesc Offices is to direct and ~upport the Service. The sec­
und divisiun is composed of the Exploration, Survey, and Communications
Offices. These Offices actually carry out the missions of the Service. Since the
seven Offices are ufficially the highest-level divisions of the rrss, these
two groups have no official name. Huwever, most scouts know thcm as
the Bureaucracy and the Field.

The Bureaucracy is a typical cluster of lmperial agencies, governed
by regulation and policy directive. Must of its members work at the
thousands of scout bases thruughout the Imperium. They plan projccts,
keep recurds, collate data, deal with budgcts and procurement, and
maintain the facilities and ships owned by the Service. Their culturc is
typical for a bureaucracy, valuing conformity and loyalty above all. The
usual reward for success is advancement up the ranks of the hierarchy.

The Field is very different, and may be unique among Imperial
institutions. Members of the Field often work far away from any scout
base, aboard small ships or as part of distant expeditions. Under those
conditions, they must be independent and flexible in order to succeed.
Members of the Pield carry no rank. They work alone, or in small
teams which are created for specific missions. They operate tiny ships
in deep space, carry vital messages, make maps, explore new worlds.

THE SCOUT SERVICE

Inspirational Reading

T
he GURPS Rasic SM, GUR!'.'·
Comptndium I, and GURPS
Travd/tJr are required for any

GURPS TravdltJr campaign. GURPS
Ultra-Tech I, CURPS Ultra-Tech II, and
GURPS Vehicles may be useful for tht:ir
coverage of high-technology vehicles and
equipment. For Scout cll.mpaigm. wt: also
rccommt:nu CURl'S Space, which
includes a simpk world-building system
underpinning the more complete rules in
this book.

Much great science fiction has been
written around the theme of exploring new
worlds. We strongly recommend the
works of Poul Anderson. especially hi~

"Polesolechnic League" and "Terran
Empire" stories (many of which are out of
print. bUI can be found in u.~ed book­
stores). Aside from being rousing adven­
ture storie.~, the~e serie~ inelude a great
deal of ~uperh world-building. There's a
reason why this book was dcdicatcd to
him ... go, read, and sec for yourself.

Possibly the best construction of
strange aLicn cultures (and slrnnge human
ones) is found in the work of C. J.
Cherryh. We particularly recQllunend her
"Alliance/Union" series. iucluding the
"Faded Sun." '·Challur." and "Foreigner"
spin-offs.

ContiflUtid 011 IItixt pagtl ..



Inspirational Reading
IClmtinuea]

Meanwhile, here are a few other fic­
tional sources that you may fmd useful.
This liST should only be considered a~ a
staning point. In particular, unli.~red works
by the same authors may he wonh pursu­
ing.

A Millinll Optn Doors and Harth Made
a/Glass by John Hames.

Srartide Rising by David Brin. Alsu
look for Brightness Reefand its sequels.

Mission of Gravity and Star Light by
Hal Clement.

Citizen of the Galaxy by Robert A.
Heinlein.

De~'liny'~' Ruad by Larry Niven. Also
look for the "Kn()wn Spun:" stories, espe­
cially the collections Neil/rOIl Slar or
Crash/allder. as well as the novel
Ringworld and its sequels.

The Mote in God's Eye and The
Grippiflg Hand by Larry Niven and Jerry
Poumelle. (The Gripping /land wa.~ pUh­
lished as nlc MOal Arollnd MurchesOII '.f

Eye olilside the U.S.)
The Legacy of lIeornt and Bemvulj'.t

Children by Larry Niven, Jerry PoumeUe
and Steven Bames.

Red Mars and sequels, by Kim Stanley
Robinson.

A World of Differwce by Harry
Turtledove.

Peer Review

T
he Field is famous for having 110 offi­
cial system of rank. Field scouts work
for respect, not for position. This col­

legial ideal only goes so far. of course ­
an DSS saying is that "you can'l relire on
respect." Without ranks, how dnes the
Service assign higher pay to its best Field
scouts?

Part of the answer is a ~et of skill
assessmenls Ihal Field scout~ take
throughout their careers, administered by
Education Branch. Field scouts spend a
great deal of effort on P.lISsing their exams,
since thaI mikes them eligible for higher
",y.

eolltinuea on next R,Oge . ..

Their culture values initiative and expertise. Field operatives are uninterested in
rank, but will work hard to earn the respect of their peers (see sidebar).

Naturally, there is considerable tension between the two. Many an
Operations officer has had to decide what to do about a Field operative who suc­
ceeded brilliantly in his mission, but did so by breaking half the regulations in
the book. Meanwhile, every Field operative resents the paperwork he must file
before going out in search of his next exploit.

ADMINISTRATION OFFICE

Administration Office manages the resources of the Scout Service. Although
many scouts despise Administration Office as a haven for "bean-counters," it is
essential to the Service's activities. It's also surprisingly small relative to the size
of the entire Service. The Administration Office uses advanced computer tech­
nology to make record-keeping and even some routine policy decisions automat­
ic. This leaves administrative officers free for personal interaction and high-level
planning. It also removes any need for platoons of paper-pushers. The Office is
divided into the Personnel, Finance, and Procurement branches.

Personnel Branch is responsible for managing the career of every member
of the Scout Service. It recruits, hires, and assigns new scouts. It manages the
promotion and peer review programs (see sidebar), administers transfers, and
processes retirements. It maintains the personnel records of every current and
former scout.

Aside from its records-management function, the Personnel Branch has an
important unofficial mission. The Service assumes that scouts are more produc­
tive when they are happy in their work. So Personnel Branch recruiters make
sure that applicants have the right temperament for the Service, as well as the
right skills. Once a scout is in the Service, be will find his Personnel officer to

be a useful resource.
Personnel may find a mentor
for a new recruit, help a
scout get necessary training,
or tind a challenging assign­
ment for a scout who needs
a chance to take on greater
responsibility. It's this atten­
tion to personal detail that
gives the IISS a highly moti­
vated workforce, and a sur-
prisingly low turnover rate.

Procurement and Finance Branches arc closely related. Procurement is
responsible for purchasing materials, equipment. and services to he used by the
IISS. It maintains contact with suppliers and sets up contracts with them.
Finance, on the other hand, is responsible for the now of money. It prepares
budgets, makes payment for items purchased by Procurement. and also handles
the payroll for all scouts, including salaries, bonuscs. incentive awards, and pen­
sions.

Procurement and Finance Branches arc probably the most traditional (one
might say the stuffiest) sections of the Scout Service. Membl:rs of thcse branch­
es are trained purely in administrative skills, and they rarely get caught up in the
"mystique" of the Service. As a result, they are the most likely to lcave the
Service simply to take employment elsewhere. Such expericnce is highly
sought-after by commercial firms, especially those megacorporations which bid
on Imperial contracts.

THE SCOUT SERVICE



OPERATIONS OFFICE
Operations Office is the "brain" of the Service. It directs the construction,

maintenance, and operation of IISS ships and bases. It also assigns missions and
evaluates the results. It is divided into four hranches: Maintenance, Security,
Base, and Scout Fleet.

Maintenance Branch maintains and repairs all the installations, ships and
equipment used by the Service. These services arc also availahle to ex-scouts in
possession of surplus nss starships, al cost. Maintenance crew are trained in
technical skills, and have a high reputatiun for competence and efficiency.
Despite inter-service rivalries, even Imperial Navy captains are usually happy to
place their smaller ships in the hands ofIISS "yard dogs."

Security Branch is charged with internal security and law-cnforcement tasks
for the Service. Security officers serve as military police on nss property, and
as light marines on board IISS ships. They also have cxtensivc law-enforcement
powers among the general public. They may question, detain, or arrest suspects
for violations of many Imperial laws. In particular, they hold the primary
responsibility for enforcing the interdiction laws with regard to worlds which are
uoder IISS jurisdiction. During such operations, Security officers may demand
the cooperation of local authorities as necessary. Security Branch members also
sometimes serve as clandestine agents for Intelligence Branch. In this role, they
support covert activities, especially when firepower is required.

Security Branch personnel are trained in a wide variety of skills, including
combat/weapon skills, tactics, law and police procedure. psychology, and sociol-
ogy. They are not trained to be aggres­
sive, btl[ they are still highly respected
for their integrity and their calculating ~
approach to combat. Security Branch ~
members tend to remain in Security for
most of their careers, set aside from
the rest of the Service by their special
training and responsibilities. A few
members are recruited for the Special
Security Service, an elite commando
detachment whose task is to recover
nss personnel or equipment when
they fall under hostile control. "S-3" is
not Oil a par with the Sylean Rangers
or [mpedal Marines, but within their
limitcd sphcre of responsibility they
arc quite formidable. For more on the
Spccial Security Service, see Star
Meres.

Base Branch is responsible for the
operation of hundreds of IISS installa­
lions throughout lhc Imperium. This
Branch has probably thc mOSl pedestri­
an mission of any parI of thc Service.
Its members are ground crew, stcve­
dares, motor pool drivers, conlract
technicians, and clerks.

Where possible, the Service tries
to recruit most of the staff for
each base locally, since it is rarely

THE SCOUT SERVICE

Peer Review
[Continued]

The key word is eligihle. To aClUally
earn a higher pay grade, a scout must
demonstrate the ahilily to work wcll undcr
real field conditions. Thesc abilities arc
not measured directly by the Bureaucracy.
Instead, each scout is rated by his l.:ol­
league.~ in a process of peer review.

Each branch of the Scrvil.:c maintains
peer-review boards, compust:d uf senior
Scouts from that brandl. Most experi­
enccd Field scouts (with at least twetve
ycars of servil.:e) must spend at teast part
uf tileir tillle serving on a board. This dury
is rt:garded as necessary but unpteasant.
since most Field scouts are uncomfortabh::
"grading" their colleagues. Scouts who
appear to enjoy this dilly too much are
jokingly referred to as "begging for a
transfer" to the Bureaucracy.

AI the end of each miMion, every Field
SCOUI writes a personal mission report. As
part of thi.~, the SCOUI namcs thc tcam
member (other than himself) who madc
Ihe greatest contribution 10 the succcss of

the mission, and adds It short 1I01e
justifying his choice. These perfor­
mance codicils are kt:pt strictly con­
fidential.

Wht:n a Fietd scout applies for a
higher pay grade, he gathers evi­
dt:nce of his accomplishments and
drafts a sUlllmary of his worK since
his last grade increase. His
Personnel Officer attaches perfor­
mance reports from his previous
missions. This package of docu­
ments is submitted to the clo.~e.~t

available peer-review hoard for the
scout's branch of the Service. The
bOllrd considers many applications
at once, recommending that pay
raises he granted or dcnied. Board
decisions can be appcaled to thc
seniormost Field scout available,
but this rarely happens.

Actual pay raises are awardt:d by
Personnel Branch. The only time a
board's reconunendations might not
bt: fullowed is when the payroll
budget is too tight. Otherwise the
Bureaucracy simpty administers the
peer-review process and has no say
in the results.

The peer-review process is sub­
jective, but it usually works. Field
scouts who are known for compe­
tence and teamwork are advllnced.
makeweights aren't. Peer review
ha.~ the trnst and SUBport of most
j!1eJd.scouU·.



After-Action Report
"We came ill low and .flaw. The

nal;ve.f cenainly weren '( Etling rn detect
U(, .fina all thq had to work with was the
Mark I t.yebali. Our target was another
story, so we moved 01 nap-oJ-earth and
kept an eye OIl our passive cOlmtermea­
sures. Never pays 10 be too carefid.

"It worked. We saw the smuggler's
base camp, II cOllple of pre-jab shellers
next to a hacked'QIIL!(mding 3"trip. Beller
yet, we saw thaI Intel had been Ulxtlrule.
Their Empres~' Marava-class was Ihere.
prububly get/ing reudy to on/oad gem­
wood i" exchange for rifles and all/mul/i­
tiol/. IR gave me the locations of a COllp/e
of sentries. huddling in their parkas next
to a campfire. /wt terribly alert. I had
Corporal Numshu look/or active EM S;8­
tralllres and paim them 011 allr fffID.f. The
resllits lold me where alltotrlotic weapOIl.~

were pmhahly emplaced. My OIl-hoard
r:ompmer and I ron thrmlgh a few tactical
projectiOlI.f.

"Good enOl/gh. They were amateurs. I
gave Ihe word.

"Three smart bomby took alit their
active sensors. I downed Happy (illd
Dopey by Ihe fire with u Vee·Twu gUIi
grenade. We reached the yhip's hutl·h.
slapped Oil rhe breul'hin}i churge. und
were in. I tripped Ihe riot-act recording
Ihen: 'fUll ure undt'r arresl for viola/ions
of the Native Cultllres Protection Decree
uf 683. Drop YOllr weapons alld comply
with the directives of the arrestillg
officers. ' You know the one, with all
the subsonics to trip the perp.~' fear­
reflexes.

"I think a couple of the crew might
have re.~isted ifwe'd given Ihem a chance,
but it wa.~ way 100 late for that. We were
already in.fide, almost invisible against
the bulkhead.f, and now all riley had was
the old Mark I. Corporal Ferris laid one
Ollt with the burt of his rifle. Another one
aetllally managed to point his snub pistol
at Nurashll, but I got it away frum him.
Tha/ was the only serious injury tu repurt
- I ended up I:rushin}i the bones of his
fureunn becuuse I didn't have time to be
cureful.

"Lance Iwashika reported the bridge
sec/Ire and ship's logs undomaged, about
ninety seconds after I'd given the attack
order. Clean and neat. I wislt they all weIll
that smoothly.!.'

- ~rg!.ant MlJ.!Y.Dm m.SaddiA,
. ',. SP&...cwl S~curity Ser:vice

cost-effective to bring such commonplace skills across parsecs. Of course, since
scout bases are often placed on backwater worlds, this provides a rare OPPOl1uni­
ty for local people to enter imperial service and perhaps get out to the stars.
Many Base Branch personnel are young, working to complete their educations
and try for assignment to another Office. Others are mature and experienced,
unwilling to leave their home worlds but still proud to be in Imperial service.

Scoul Fleet consists of all the spaceships used by the Service. The Scout
Fleet supports the Field by providing ships and some crew. On paper, the Fleet is
organized like a cohesive naval unit, although most of its ships are normally "on
loan" to various other Offices.

Scouts pcnnanently assigned to the Fleet have an unusual position. They are
technically members of thc Bureaucracy, but thcy spend most of thcir timc
working among Field opcrativcs. As such, Scout Fleet personnel are trained to
operate in both cultures. This oftcn rcquircs wcll-developed social skills, along
with the ship-handling compctenec required by thc Fleet's main mission.

TECHNICAL SERVICES OFFICE

This Office is responsible for scientific research and technical education
within the Service. It is divided into the Education Branch and the Research and
Development Branch.

The lISS relies on a workforce which is well-trained in a wide variety of
skills. This is such an imponant feature of scout life that an entire Branch is
devoted to the task of training Service members. The Education Branch (also
called "the School") provides library data to any team or individual scout who
needs it.

Education Branch ensures that the library computers of lISS ships and bases
are kept current. It also develops sophisticated courses of study for scouts who
need new skills, a much more demanding task than the simple provision of
infoffilation. Finally, it sets standards for technical expertise in the Service.
Education Branch often recruits subject-matter experts from other parts of the
Service and from outside the Service, training them in educational techniques
and puning them to work in course development.

Every scout deals with Education Branch on a continuing basis throughout
his career. Even so, members of the Bureaucracy often have a very different
experience with Education Branch than do members of the Field. Long-standing
tradition leads the School to be very free with course material for Field scouts.
Indeed, scouts who are on duty for long periods in deep space are allowed to
take courses that have nothing to do with their duties, in the interest of keeping
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them occupied and motivated. Meanwhile, members of tbe Bureaucracy must
justify each course they take, showing that they have mel a slrict schedule of
prerequisites and that the new skills are directly relevant to their dutics. The pos­
sibility of a free education is one of the biggest selling points for Field duty, and
also causes some of the tension between Bureaucracy and Field.

R~search and Developmenl Branch is responsible for scientific invcstigation
of data acquired during USS explorations and surveys. It is also responsible for
the development of new ships or equipment used by the Service.

"R&D" has a reputation for being on the cutting edge of Imperial science.
Many of the Imperium's foremost experts work for the Branch, in fields such as
physics, astronomy, planclology, sociology, linguistics, naval architecture, and
computer science. Many Field operatives transfer to R&D late in their careers,
which may be why R&D has a reputation as the most free-wheeling seclion of
the Bureauer-tcy.

DETACHEC DUTY OFFICE

The Detached Duty Office's main mission is
to kecp track of all scout personnel ~n reserve
staluS (sec sidebar). It also controls surplus nss
starships, particularly the small survey and
courier vessels which are loaned out to reserve
scouts. Its major divisions are the Records
Branch and the Intelligence Branch.

R~cords Branch maintains records on all
scouts serving on detached duty. These records
are used to reactivatc scouts in time of war or
emergency, or to find ex-seoUL" who have badly
needed skills. Scouts in possession of surplus
starships are actively monitored. Others are sim­
ply spot-checked on periodic (but rare) occa­
sions, to ensure thai they arc meeting their
obligation to stay in contact. Records Branch
personnel are simplc bureaucrats, trained pri­
marily in administrative and computer skills.

Imelligellce Branch is the Service's covert- ""­
operations aIm. Its openly acknowledged func-
tion is to interview detached-duty scouts, gath­
ering information on events both inside and out­
side the Imperium. Secretly, it also maintains
espionage assets (spies and double agents) in
regions where information is most Dceded. While Naval Intelligence is con­
cerned with the military capability of foreign powers, nss Intelligence is more
concerned wilh political and economic forecasts. Aside from administrative
skills, Intelligence Branch personnel arc trained in interview techniques, intelli­
gence analysis and spycraft.

Some of the most interesting (and dangerous) nss missions involve coven
intelligence-gathering. SCOUlS go undercover, posing as Dlcrchanl.. or other legit­
imate civilian travelers, to gather economic or social intelligence in area... oul..ide
the lmperium. Other missions involve stealthy jumps deep into foreign territory.
to sit in the outskirts of important star systems and pick up signals intelligence
(the Pytheas-class exploration cruiser in Chapter 3 is particularly suited for such
missions). Scouts from the Exploration Office or Scout Fleet arc often involved
in such data-gathering missions, under the direction of Intelli£cnce Office.

THE SCOUT SERVICE

Scout's Lament
"Then: wen: .rix of w thetL We came

hen: to the lJUl PMt to drink. to our first
a.rslgnmtmU, then we went our uparutr
ways. Wit l'OWed to stay in /Ouch, und WI'

did, as long as WIt coufd.
H Kdran was thlt first. Gut attached to

thlt Duke's squadron during Iht' war,
j/lmping behind Ihe fint'S 10 spy 011/ 2110
uuk force moVt'mt'nts. Just dropped out of
sight, never camt' bud from his last nw. [
hear his "a",t"s lm Ihe Ht'ro's Spire 0/1
Regina, /!/c:hed in letters 0 few mir.mn.f
tall.

"Sh,ma missed tlie war, bur .f/lf. caught
IJ bullel (IIlyway. She was working as a
t'uvert observe,- Olt Argord ot tlrt time.
There was a peasn/lf revnil, Ihe AI/·Kin~

St'/ll in troops, aud Shima didn', make it
011/ in lime. Slrfl'S probably in an onony­
IlIOIIS grave somewlrtre.

"Nobody knows whal hoppened Iu
Julian. Hey, w/! aU know Ihal sometimes a
sl0r.rhip gOl!s i/lto jump ond nel't'r cumes
back Ollt. YOII have to figurt' Ihut e~'rry

Xboat drops i/lto thaI bf(ld hule t'Vt'nlual·
Iy, os milch time (lS Iht'y s~nd i,l jl.//Ip·
space. Jillian wenl with his. Or 1t/a)'~ h/!
misjumpt'd and driftt'd ill deep space
somewhere untif ht' sujfocatt'd. Th~ only
give you u few u.tra doys of fife supporr
on Ihust' things. ofler 011.

"llikt:d Hyalearf. eVt'n ifshe was a bit
I/)U vain abollt her Aslon Irerilage. She
was duing a focol-uosystem survey when
il happened. nitre was thi,r grOlmd-co\'er
plallt Iher/!, giving offfullle.r that "rdinari­
Iy don't bothtr anybody. Then: wa.r 0 lem­
p/!rowre inversion thar day, 10 conct'n­
trale the Sluff in /he liltl/! va/l/!y where she
W(l$ working. By the tim/! she realized
w/lat WIH hapP/!lling, il was too late.
Turn.f out Iii/! loxin affecls Asian a lUI
woru lhan humans. fronk, that ~'he waJ'

.w proud of Ihe thing lhal endt'd IIp kilfi"g
her. At I/!QSt she got a dect'nt funuul with
her cion.

"Michiku alwuys planned to put in
eno/lgn time I/) t'um a delacht'd ship. She
had big plans lu set' the Marchts 0/1 her
own. She ulmusl made it. too. At least
until hu tt'Offl found somt'lhing on a plnn­
t'I [ don 'I hovt' the efearana to know
about. She's still alive, last [ h/!ord, but
she'lf never fly her own ship now. It's
hard 10 do tJwt wMn you'r/! catOJoniL

"l'm still Mre, OJ lewl. The things I've
sun! Wouldn't trade it for the Iridium
Throne. [just wish tilL nlhers could have
bun hen: to SMU thi.r with me.

"f1ere'.r a taa.tt. To absentfriends. ..

- S/!rgei [lgud, /ISS Administrolur,
re.lire([



Detached Duty

EXPLORATION OFFICE

This Office is responsible for exploration of new regions of space. It was
once the largest of the Offices in manpower and resources, hut has dwindled
over the centuries. ft is divided into the Exploration Branch and the Contact and
Liaison Branch.

Exploration Branch perfonns the actual exploration of previously uncharted
star systems. It compiles physical data on plancts. studies local life forms. and
uncovers unknown hazards to navigation or individuals. Its mcmbers tend 10 be
trained in spacecraft handling, planetary survival, and the physical and biologi­
cal sciences.

The Imperium no longer has open frontiers to expand into, so the
Exploration Branch has little left to do. It is most active in the Spinward
Marches region, and along the trailing fringes of the Imperium. It also mounts
long-range expeditions frum time to timc, scnding them hundreds of parsecs oul
to explore unclaimed space. Such expcdilions arc expensive and hazardous, bUI
the Service considers them an investment in the Imperium's future.

Contact and Liaison Branch is charged with making conlacl with ncwly dis­
covered foreign cultures. It also helps to maintain friendly relations between the
Imperium and non-Imperial societies, by lending scientific support to the
Diplomatic Corps. "C&L" members receive training similar to that of their
Exploration Branch partners, although their scientific training tends to be in
xenology and the social sciences.

Aside from the business of contact, e&L has several additional missions. II
is responsible for controlling the dissemination of advanced technology to back­
ward worlds within the Imperium. This usually means limiting such technology
transfer. The goal of this mission is to minimize damage to local cultures while
they are brought into the Imperial mainstream.

C&L Branch is also responsible for oversight of most worlds inlerdicted on
the recommendation of the Scout Service. Such worlds are normally recom­
mended for interdiction after C&L determines that the local culture needs to be
protected from any contact with the Imperium.

Unlike the Exploration Branch, C&L is a thriving and busy organization.
Almost every world not fully integrated into Imperial culture is regularly visited
by C&L personnel, or has a C&L team in permanent residence. These operatives
work with local authorities and institutions to keep the process of integration
running smoothJy. If the locals wish instead to keep Imperial civilization at a
distance, C&L will help prevent outsiders from interfering in local affairs. This
sometimes makes C&L Branch unpopular with greedy merchants or would-be
cultural imperialists. On worlds experiencing internal conflict, Contact and
Liaison often finds itself caught in the middle, required to remain neutral even
though almost any action will favor one side or the other.

IMPERIAL GRANO SURVEY

The lGS is more properly named "Survey Office," but only the stodgiest
members of the Bureaucracy insist in calling it that. It is responsihle for produc­
ing and maintaining maps of the Galaxy, of individual star systcms. and of
worlds. It is divided into the Internal Mapping Branch and the External Mapping
Branch.

The /memal Mapping Branch is responsible for maintaining thc Imperium's
basic navigational charts and databases. It also maps the surfaces of worlds
when necessary. PinaUy, it places and maintains beacons and othcr navigational
aids. Most of this activity is done from space, in starships specifically designed
for survey work. Internal Mapping experts are usually trained in spacecraft han­
dling, astronomy and planetology.

THE SCOUT SERVICE

"Most people believe
that the Scout service
consists only of
dangerously anti-social
loners and detail­
obsessed bean-counters.
This is patently not
true: we have our fair
share of odd-balls, like
every other service. "

- Twenty Years in the IISS,
Janos Projaska

M
OSI Scoms who leave the Service
are considered on "detached dUty"
(reserve slalUS) until retirement

age. They must sland ready to return to
aClive-duty ~tatu.~ at any lime. Generally,
the Service only activates its detached­
dUly members in lime of war or some
other emergency. However, individual
Scouts may also be called back to Ileliv!;
duty when they have expertise that is
needed for a specific mission.

A Scoul on detached duty must keep
the Service infunm:d uf his current loca­
tion and (al least in general terms) his
activities, so thai he ca.n be quickly found
and reactivated if necessary. He is also
required to go to an nss installation from
time to time and report on what he has
seen while traveling. In return, he is paid
for any time on active dury. He may al~o

make limited use of nss facilities for hi~

own purposes. For eX<lmple, he can use
guest quarters <U the local scout base on a
space-avail<'lble b3.si.~.

A few reserve scouts are loaned sur­
plus starshir~, which can be refueled or
given routine maintenance (at cost) at nss
bases. Narurally, the requirement to report
in is much more stringent for any scout in
possession of a surplus ship. In particular,
the logbooks uf caeh surplus ship are
downloaded every time it slopS at an nss
facility for servil;e. These "books" are dif­
ficult for even the ship's captain to alter,
and include a trace of internal and external
sensor readings as well as the captain's
conunand records. They therefore act as a
check against the possibility of an fiSS
ship being used against Imperial inlefCllts_

Scout~ who have reached retirement
age; (66 old) are no longer require3
to, stil:Us. II they,
. - ship;.~ey



The Imperium has twice mounted comprehensive Grand Surveys of its
entire sovereign territory. Even between such rare events, however, Internal
Mapping is an active organization. Survey scouts are constantly moving through
Imperial space, verifying the most recent Grand Survey results, making any
modifications that may be necessary. Such work can require great patience and
attention to detail. For cxamplc, it isn't unusual for a survey ship to spend a year
verifying the orbital paths of several thousand planetoids in a single star system.
Somewhat more exciting are the "donation surveys," detailed examinations of a
world or star system done as a favor to a local government. For these, Survey
teams join with Exploration Branch to do an intensive "work-Up" of a star
system or individual world.

External Mapping Branch is responsible for maintaining maps of arcas
oUL~ide the lmperium. in peacetime, such maps are often used for navigation. for
colonization, or for economic planning. They are also essential in wartime,
especially when Imperial forces intend to mount an offensive into enemy-held
space. As with Internal Mapping, most of this work is done from space, and the
training of its members is similar.

External Mapping can be just as tedious as Internal Mapping, as during a
survey of a friendly client state's territory. On the other hand, many of the
Imperium's neighbors are more or less hostile, and are likely to object to an
Imperial mapping expedition in their territory. Thus, some External Mapping
survey ships are specifically designed for stealth, self-defense, and long-range
independent operation. External Mapping also works closely with the
Intelligence Branch, combing through the reports of espionage assets for
astrogrnphic data.

THE SCOUT SERVICE

The Promise
t:rin stooped low as she entered the

tiva. It roolc rht: usual moment/or hu~s
10 adapt to darkness, rhen she mode the
gUlllre of respect as ~Sl hu two·anned
physiology would of/ow. A clicking solltld
came from the shadows across from the
enrrance. inviting her to sit and talk.

~Have you uDehed your decision?"
she asked in her beSt !flInghi. tU 01w01$
huving "auble with the clicks alld glottal
sftJps.

"Not yet, visitor-fl!mole, " CQme the
mice. "We do tUJI as yer Grasp why we
.fhould be concenred abollt the \';$ilO(·orh·
us who /rave come. if they wum 10 lake
the .tighr plams. il mearlS nUlhill/; /0 liS.

lVe haw: no lise/or Ihe pl'JIlts QlUse/lles."
Erill suppressed a sigh, rememberi//8

in time Ihol the noise would be considued
rllde. ··Wi:ie-femole. if may be tltat you
have nQ IISI: for lhe xighr IIOW, bill thot
may not al.....ays be so./fyoll altow Ihtt vis­
ilor-othus 10 hurv~st. Ih~y will come in
gr~ol numbus. Thq will take al/lhe
xighr. l~ovillg none to grow toll again
lomorrow. While Ihtry are hue, Ihey will
ignau your laws and cause much dishar·
monyamong lhe P~opltt. "

~ I have heard )'ou, - said the \·oice.
There was a rustling sound, as if Ihe elder
shifted her weight on her fiber mal. "The
viS;lor-olhers will not be hue long. Their
dishannony will be over quickly onu the
nghr is gone. Your arRlIm~nts are like the
wind, pleasant 10 hear bUI nut worth ful­
lowing. ~

Ovu and ov~r ogoill, Erin had TIm up
ogainsl Iht same ubstacle. The P~ople

didn'l need Ihe .tighr, so Ilrey saw 110 rto­
~'un why $II$AG slrollld'I'1 }J(/rv~SI lire
plullb' for rtlre biochemicals. rhey Irad Ira
<:oncept of trade, either, 110 IIOtil1ll Ihot
Ihey cOII/d hargaill with SIISAG for things
t}uy nudtd. To the People, thut was
simply 110 problem, alld thot tied Erin's
hal/ds. Not for the firsl rime, she cursed
lire Shan-sighted SUrl'q leader who had
faifed to recommend interdicllon stallls
for this world.

"1 ful shfllM tluJt J MI'f! '101 bun able
to convinclf you, wise-female. .. wa.s all
Erin said.

"I value your presrnce, even IJwugh I
hoVl! ignored your argum~nts, .. the elder
UllSWered. "Will you and )'Ollr siblings of
Ihe Gr~ol Monarch's Far-Riltlging
Voyag~r.rClan r~main?"

"Y~s. wiu-femole," sold Erin with
conviction. "We will remain, as long t1S

you wish US lo./flhe ti~ comt!s wlulfl)'Ou
no longttr want the visitnr-others among
you. we wilf be here to help you again.Tt
tlltm. So Ihe li1w.f!lfour People require. ..



-----

XbOBtDuty

The job of Xboat "pilot" is probably
one of the most unusual available in
Imperial service.

Express boats lU"C highly optimized for
their mission. Euch cuntains a crew t.:om­
partllll;:ol, II lurgt: blUlk uf cumpu(t:n; and
data storage, powerful communications
equipment. and a jump drive. Notably
missing is any maneuver drive beyond
simple attitude thrusters. When all express
boat arrives in-system. it must wait for a
tender to pick it up. Thus. the teml "Xboat
pilol" is something of a misnomer.
Express boat crew are trained in precision
aSlrogulion, but their aerna! piloting skills
3Tt rarely used..

The expre...s haat network function.~

much like the Pony Express or ancient
times on TerT3. Message.<: are rran ...mitted
10 a waiting Xboal, which jumps for the
next system down the line.. Upon arrival, it
immediately transmits its messages to the
local Xboat station, which records them
and rebroadcasts them to other Xboats for
till:: ne,,1 kg of the lrip. Meanwhile, the
Xbolll is picked up by a lender for refuel­
ing, maintenance, and crew rotatioll.
Eventually. every express boat returns to a
way station, where major maintenance and
drive overhauls can be perlonned. There
is one way station for every eight to ten
Xboat stations throughout the Imperium.

Quarters aboard an express boat are
comfortable but cramped. An Xboat crew­
man spends months in deep space between
his rare shore [eaves. He spend.~ most of
his time alone in jump-space. lIis ship
practically runs it.~e[f, so a.~ide from rou­
tine checks there is linle for him to do. If
his ship is anacked, he has nothing but a
hand weapon to repel boarders, and no
hope at all if the enemy uses ship's guns.
It's no surprise that express bUllt crewm<:n
tend to cullivlIle a sloic and independent
mindsel.

Then;: are compensations for this lone­
ly, almost monastic existence. Education
Branch allows express boat crew the full
range of educational and entertainment
programming. on demand. Thus an Xboat
pilol has plenty of opportuniry to amuse
himself or pursue an education. If the GM
is using the downtime rules for skill
development (see sidebar, p. n82), a.o;.~ume

that an Xboat pilot can accumulate up to
40 hours of study per jump without
neglecting his duties. This training can
apply even to skills that are not related to
the pilot's job, but the GM should restrict
it to skills that have a sign!!ieant "book­
learning: compynent.

COMMUNICATIONS OFFICE
One of the Imperium's most important roles is that of an interstellar "postal

union," providing for the free flow of information among all of its member
worlds. This task is handled by the Communications Office of the nss. The
"Comms Office" handles almost all official interstellar message traffic within
the Imperium, and a significant portion of the private traffic as well. It is divided
into two branches: the Express Doat Service and the Imperial Courier Service.

The Express Boat Service operates express boats and tenders throughout the
Imperium, and in those diem states served by the Imperial Xboat network. Most
of its members are trained in the odd mixture of navigation, engineering, and
communication technology that is needed to manage an Xboat in operation.
Express Boat Service members have a reputation for self~reliance unusual even
for the nss (see sidebar).

The Imperial Courier Service takes up where the Express Boat Service
leaves off. The Courier Service carries smalJ cargoes and important personnel
which cannot travel by express boat. Meanwhile, the express boat routes are laid
out so that few Imperial worlds are more than three or four parsecs from the
nearest Xboat station. The ICS carries messages to worlds off the main routes as
needed. Finally, the ICS maintains communication links with Imperial diplomat­
ic missions in foreign regions.

Courier Service memhers receive training in ship handling and communica·
lions, but they also develop survival skills since they often visit backward
worlds. They tend to cultivate an image as rakish adventurers, daring any peril to
deliver the vital data or packages ennusted to them. In reality, their job is only
occasionally dangerous, and is sometimes almost as dull as that of an Xboat
pilot. Even so, the Imperial Courier Service may have the highest morale of any
hranch of the JISS.

THE SCOUT SERVICE



HISTORY
To understand the Scout Service, one must look back to its roots, in the ori­

gins of the Third Imperium and before.

BEFORE THE LONG NIGHT
Among humans. the ideal of wide-ranging exploration first appeared among

the Vilani. They were the first human race 10 reach the slars, and explored space
for thousands of years. By the time the Vilani Empire was officially founded,
however, the deeply conservative Vilani character had reasserted itself. The.; First
Imperium tended to draw back behind its borders, abandoning exploration. The
mere fact that stars existed beyond me boundaries was no longer of any conse­
quence. For example, the Vilani had oUlposts within a few parsecs of Terra cen­
turies before the Solomani auained space travel. Records show that the Vtlani
knew of the existence of Terra, and had been overhearing Solomani radio and
television transmissions for decades. Yet it appears that the Imperium sent not so
much as a cursory survey expedition to investigate.

The Solomani diaspora changed all that. The Solomani who settled new
worlds and eventually conquered the Vilani Empire developed an ideal of the
truth. The new rulers Qf the Empire came to believe that it was immoral to dis­
tort the truth, to conceal it or hide from it. Solomani administrators were deter­
mined to discQver the truth in the wilderness of their new Empire, and hold tQ
the truth when dealing with each other. Only by keeping those commitments
CQuid the vastly outnumbered Solomani rule an Empire full of strange wQrlds
and stranger cultures.

Unfortunately, the Rule of Man never managed perfection in its ideals - not
thal even perfect idealism could have prevented the final cQlIapse of the
Imperium. Eventually, the Long Night fell.

THE SVLEAN FEOERATION
The planet Sylea suffered less than most worlds during the Long Night. It

never lost jump-drive technology, so it was able to maintain a few tenuous trade
contacts with nearby star systems. Its culture was heavily influenced by the
Solomani, and never ceased to look outward. Eventually, Sylea regained the
ability and interest to travel beyond their own neighborhood. Under the Sylean
Federation (established about -650), explorers began to move out into deep
space once more.

The Federation government was tightly centralized, preferring to operate
through bureaucratic agencies. This model proved unsatisfactory when it came
to the control Qf exploratory ventures. Successful explQrers needed to be highly
self-reliant, able to operate on their own for months or years. Thus most ven­
tures were privately mQunted at first. Wealthy industrialists searched for new
markets or resources. Members of the lower classes looked for places to settle,
away from oppressive cQnditiQns Qn Sylea, Adventurers looked for backward
WQrlds to reshape intQ persQnal domains, Romantics indulged their wanderlust.

Naturally, explQratiQn and trade led to closer ties between Sylea and its
neighbQrs. By the last decades of the Long Night, the Federation had member
worlds scattered throughQut CQre Sector, though many "pocket empires" and
individual worlds remained independent. On the other hand, expansiQn had put
intolerable stress on the structure of the Federation. The bureaucracies were far
too rigid, the Grand Senate tom by factions and unable to act. The Federation
was on the verge of crisis, apparently doomed to civil war or foreign conquest.

Fatefully, the exploration of space, and the future of the Federation, fell into
the hands of one man.

THE SCOUT SERVICE

Emergence
7'llt:re was a small bursl of EM and

gravitic radiation as the ship dropped OI/t
of jump. A fell' million miles away was a
mgue gas gialll, orbiting calmly through
the dark fringes of the star syslem, pour­
ing out a flood of radiatioll noi~'e Ihat
OJ/ght lu cover the lelilule ~'iKn~' of arrival.
The ~·turship, a flut-black Slreamlilled
wedge, imlllediulely wellt on silellt ru/!­
ning and listened wilh passive sensors. No
~'iKn ofcompany nearby. Good.

"All righi, come abollt to sevelllun by
aile hU/ldred thirty," the $ensor officer
requested. The helmsll1all nodded and
louched his panel.

"Haw's receplion?" a.~ked the captain,
trying 11m to lean over the uJt.for slatiml
too obviously.

"Cmlling infive by five." A flurry of
quick adjll.ltmellts. "Commercial traffic.
Enterlainment, More commercial. Aha.
Here we go. .. He touched a key and a rau­
cous squeal poured oul over his statiun 's
speakers.

"Military?" asked Ihe captuill.
"The codinK scheme is strong enough.

I'd be willing 10 tuke u smull wuger. Great
Capluin."

"No bet. And hang up Ihal Greal
Captain bit, or I'll go see the PersQllIwl
Officer and stick you wilh Ihe job. "

"Forget it. I've served my time."
"Start recording, Oliff get Ihe compllt­

ers working OIl the encryption. Good hllllt-
ing," rhe captain cOllcluded, and went
l7Way to bmher .wm/mne el.re.

The sen,for officer grinned itl allticipa·
tiolt. l"orty parsecs behind the Zhodalli
frontier, Ihe /ISS ,weak-ship Khimar
Amgllsh was ready 10 spend six weeks
sampling Consulate communications traf­
fic in this important industrial system.
Meanwhile, telescopes would filld, IrcKk
and COllIIt Ihe liny fled,s of fighl Ihul rep~

re~'ented ship~' und ~·Iutio/ts. As lung us Ihe
IlIrbam' didn'l bOlhf'r scu/tllillK Ihi)' far
out, IIJe hau! in economic alld military
inlelligence WQuid be considerable.

And if the ZlJOdoni did notice the drift­
ing inmlder? Well, then things wOllld get
even //lore exciting . ..



WbCD.a war or other emergency
begins, lbt: Dt:la~bed Duty office
goes into high gear. Records

Branch calls up the ex-scouts in reserve,
assigning them 10 duties according to theiI­
skills and experience. Some of these ex­
scouts return to their old branches of the
IISS. others are reassigned 10 new branch­
es, and still others are detailed 10 the mili­
tary services. Meanwhile, Intelligence
Branch works ovenime to galher informa­
tion relevant to [he cri~is.

Imperial Gnod Survey remains in
action during hostilities, augmented by
ship.~ and manpower taken from the
Exploration Office. IGS is called Oil to
provide up-Io-date maps of the cunfiicl
zone, inclUding the movements of enemy
task forces. To acr.:ompLish this.
scout ships arc armed and
formed into n:connllisSllllce
squadruns. attadH:d to the
Nuvy.

Communications Office is
also busy during wartime. It
creates new express-boat and
courier routes, keeping Imperial
military forces in touch with
e.1ch other and with high com­
mand. Many surplus scout ships
and their crews are assigned to
Communications during times
of emergency.

The other onices maintain
lISS operations at a reduced
level. In panicular, IISS bases
and OIher facilities arc usually
kept in operation, since they elllt
provide refueling and shipyard
facilities for smull squadrons.
Sume brunches of the Service
lin:: m::arly shut down during
wurtime. so that their personnel
can be reassigned as needed.

During wartime. the Scout
Fleet is organized into
squadrons under lISS com­
mand. supporting the Navy.
Individual scoutS who are
detailed to tbe military service.~

are assigned to specific anny.
marine or naval units. They
receive temporary rank in their
new service in accordance with
their duties. For cxample, a
Security Branch officer
assigncd to Naval Intelligence
would be given a temporary
naval commissiun, with all the
pay and privileges thereof.
Naturally, scouts are almost
never placed in the line of com­
mand in the military services.
They usually serve as staff offi­
cers or specialists even when
th~)( are granted commissioned--

FOUNOATION OF THE IMPERIUM
Clean Zhunastu became hereditary President of the Pederation in -30. Cleon

was a visionary leader, with great charisma and a rare grasp of politics and
human dynamics. He worked to reform or dismantle many of the federation's
institutions, building a new political structure more suited to the task of ruling a
great interstellar empire.

One of the first institutions founded by Clean was the Sylean Federation
Scout Service. The Federation's exploratory efforts had always been sporadic
and undirected. In contrast, Cleon's new Service would be a tool for the system­
atic expansion of the Federation. Scout.. would push out from the Federation's
borders, exploring, updating old charts from before the Long Night, renewing
eontacl wilh local popnlations. Strong pocket empires would be located,
screened and bypassed. Weaker worlds would be cooracted and intensively stud­
ied. The lurc of advanced Sylean technology wonld be applied to bring new
worlds into the Sylean spherc of influence as quickly as possible.

THE SCOUT SERVICE



Cleon had a second Illative ill founding the Scout Service. He intended it as
a test of the kind of decenlralized institution he knew would be necessary for the
Imperium of his visions. The Service's support struet.ure would be a traditional
bureaucracy, but a very lean one. Most of the scouts would operate independent­
ly for long periods, relying on competence rallier than confonnity, teamwork
rather than hierarchic control. The new Bureaucracy W1Ui recruited mostly from
the great corporations of Sylea, while the Field gathered most of its members
from the frontier worlds of the Federation.

The mix was an uneasy one from the very beginning. However, Cleon had
personally recruited the leadership of both Bureaucracy and Field. He chose sen­
tients who were committed to his vision and determined to make the new
Service work. The result met all his expectations. By the Holiday Year, the
Service had become one of the most effective institutions of the Federation. In
one of Cleon's first acts as Emperor, he renamed it the Imperial Interstellar
Scout Service.

In the early years of the Imperium, the scouts operated mostly to coreward
and spinward of Sylea. One of Sylea's major allies, the Vilani Confederation,
joined the Imperium very early on. This opened a path
through Corridor and Deneb sectors into a new frontier area
- the Spinward Marches. This region rapidly became a
major hub of nss activity. Scouts discovered many virgin
worlds ripe for settlement, and made initial contact with
new cultures such as the Zhodani, the Sword Worlds and
the Darrians.

Back in the Imperial core, peaceful expansion gave way
to a century of frequent warfare (the Pacification
Campaigns). The Imperium now consolidated its territory
by conquest. Since the Navy was for the first time mount­
ing major offensive campaigns into non-Imperial territory,
the [ISS was crucial to the war effort.

The wars of Imperial expansion were Dot always suc­
cessful from the military standpoint. Even so, the so-called
Antebellum period (about 200-600) was a "heroic age" for the Scout Service. It
was the time when the imperium stretched to its current boundaries, mounting
not only campaigns of conquest but massive colonization efforts. There was a
heady mood of exploration and growth, astrographic and cultural frontiers
falling back before the advance of Civilization. The high point of this period
came during the reign of the Empress Porfiria. In 298 she integrated the Imperial
Grand Survey (originally a separate institution) with the TTSS. About twenty
years later, she decreed the First Grand Survey of the entire Imperial territory.

TIle First Survey was completed in 420. marking a change in the fortunes of
the Scoul Service. llle Imperium had nearly reached the limits of its temtorial
expansion. Meanwhile, many sectors of the Imperium wanted an end to head­
long expansion, in favor of a new emphasis on internal development. Even as the
Survey neared complction, rebellion broke out in llelish sector, the fIrst of many
uprisings and episodes of civil unresl. Imperial society was beginning to fTay.

The Empress Jacqueline took note of these trends when she came to the
throne in 582. Her administrative style involved a great deal of cost-cutting, and
the IISS often felt the bite of her attacks on the Imperial budget. The Service's
presence in the Spinward Marche8 was slashed to the bone, while the Empress
turned her attention to the Imperium's rimward fmntier. Expansion toward Terra
was driven by military eonsideration8, with the IISS involved only in a
peripheral role.

" ... I shojjld also give aue credit to
the Imperia/lnters/ellar Scout Service. By
assigning me to the Expreli~' Boat Service,
they placed me in a position of extreme
iliola/ion and boredom for six Ol/t of the
eight years of my career. In sllch a cir­
cums/aflce. olle either succumbs /0 tedi­
11/11, or aile finds a way to reacli tiJl! well­
springs of creath'e power that all of us
carry hiddell. I read, I meditmed, / 11(l1ll­
mered at the anOllymous walls, I consid­
ered whm pllrpose my life might .{<'!rve ;11

the Ulli ...er.{e. E...elltllally, I began tn wrire,
and that .{et me ml the path rhar ha.~ led
me before )'011 today. We rarely corlsider
the ends to which allr begilllliligs might
bring liS. "

- Dame Ekaterina Ulyallo....
UII aU'epting tire Archduke'~' Medalfur

Excellellce ill Poetry

A Field Scout Speaks
"People say the Scom Service has fost

its shine. No more frontiers, they say. All
we ha...e 10 do now is carry messages and
update maps. Well, 1'/1 be the fir~'1 tu teIl
yOIl tlrat the Service iSIl 'I a~' glamuruu3' CIS
the hu/uvid3' make it uut to be. It'~, hard
work, Gnd sometimes it's boring as hell.
Bllt if's importam work. rOil thillk it's
easy, go...ernillg the ImperiulIl? Ele ...ell
thousalld worlds, 11Iwdreds of selltient
species, trilliolls of il1di...idtlOl beirlgs, lIat
to melltioll all the rocks alld dust ill
herwel!ll. Thl! Impl!riulIl couldll', keep
'rack of (j fraction of it w;/holl/ us. fOil
dO/I't go ...enz an interstellar empire with
war.fhip.r alld gun.f. fOil ga"'l!rn it with
information, and that·.~ our hu.rine.f.f.

"Besides . .. no mare frontiers?
Nonsense. There are a thousand worlds
that hayen't been seriously explored, that

.almost no one even ...isits, just within the
Imperium. AJiiJ then there's the rest of tlie
Galcq;y, WeIll have to tlfffl ou/waril again
sumeduy. IJ7iire':",just (uo mUf;h out there
-we eWl'/ ignore it."

-.Ganiaiirsi Sagaruu, xCllologist
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Like all the uniformed services, the
nss uses the Imperial sunburst as its
primary insignia. The Seoul sunburst

is blood-red against II black background.
The Bureaucracy keeps no other emblem
aside from the sunburst, but each of the
three Field nrtices also maintains its own
emblem.

The Exploration Office emblem j:;

seven silver Slars scattered on a black.
field, symbolizing the seven Domains of
the Imperium. (Early examples used six
stars, since the Domllin of Deneb was
established long after the others.) The
motto is Firsl In (in coreward portions of
the Imperium, lhis is sometimes given as
lhe Vilani kil11ush or "foremoslj.

TIle Imperial Grand Survey emblem is
II white galactic spiral lihed almosl edge­
on, with a pair of golden
dividers spanning the width
of the spiral. all on a black
field. The motto is TrUTh
and Perseverance.

The Communication,
Office emblem is rather dif­
ferent in theme: against a
light-colored background.
the black silhouelle of It

human on Ihc back of It run­
ning cight-Ieggt.'d bellSt. The
background is while fur Ihl:
Express BOllt Sl:rvice. yel­
low for lhc Impc:rial Courier
Servke. The motto is To
Enlarge Ihe CommOll Life.

The animal in the
Communications Office
emblem is II pOlli. 3 riding
beast used on Sylea and sev­
eral other worlds in the
Lmperial core. I! ~eem~ that
a Sylean history rrol"e...~or of the Civil
War period carne acm.\~ references to Ihe
Pony Expre...... of ancient Terril.
UnforlUnately. her knOWledge of Old
Engli.\h wa.\ faUlty and she WllS unllble to
make the connection between "plJny" and
the Tern" horse. Althuugh heT mistake
was soon comx:ted. the lltW emblem por­
U'ayed Ihe Sylean bellSt (wtLieh was more
familiar 10 most nss administrators).

nss field wuforms irIc1ude service:rnd
branch patches. The lISS service patch
includes Ihe red-on-black Imperial sun­
burst above the porli from the
Communications Office emblem.
Exploration Branch uses a single silver
star on a black background. with the
branch motto inscribed along the left
edge. Communications Office. of course,
uses its poni. lmper!a1 6nmd Survey uses
an abstraCt design resembl!!l8 a lcu:uU:iClItc:
or ".infinity s)'mbo:l."~ arouiid two

'CiR-'1es {gold on me left, Tal un the- ii&h9.

Jacqueline's reign cndcd with the disastrous Civil War. The Scout Service
was as involved as every other Imperial institution. The seouts of the Spinward
Marches supported Olav hault-PlanJcwcll in his march on the Capital, just as
they had served under his con1l11and during the First Frontier War. In 609, how­
ever, both Olav and his betrayer Ramon werc slain. nss Headquarters then
issued a directive requiring the Service to remain neutral, waiting for a legiti­
mate Emperor to appear and take command. Although individual SCouLl; and
nss installations sometimes broke this directivc, by and large the Service stayed
out of the scramble for power. Despite this, the Service was a shadow of it<; for­
mer self, demoralized and divided. scrounging for the funds necessary to keep
its facilities and ships operational.

In 616, the Emperor Cleon V appointed Arbellatrd AlkaliJchoi as Grand
Admiral of the Marches, in response to lhe outbreak. of the Second Frontier War.
llSS Headquarters accepted Cleon as legitimate. revoked its neutrality directive,
and willingly supported both him and Arbellatra. A senior scout named Adrian
Eshgaani, who was also a personal friend and advisor to the new Grand
Admiral, was posted to the Spinward Marches as Sector Leader.

1b.is move may well have saved the fiSS as an institution.

MATURITY OF THE IMPERIUM
E<;hgaani was invaluable to Arbellatra during the Second Frontier War. He

revitalized the fiSS in Deneb and Spinward Marches sectors, turning the dispir­
ited local scouts into an effective intelligence network for Imperial forces. With
information gathered by the scouts, Arbellatra was able (0 mount precisely
timed raids in Jewell subsector. This strategy disrupted the enemy's timetable
and prevented any large-scale push into Imperial territory. After the war,
Eshgaani accompanied Arbellatra back to the Imperial Core, and was at her side
during the final campaigns of the Civil War.

The new Regent was painfully aware of the glacial pace of communication
between distant sections of the empire. It could easily take over a year and a half
for messages to reach Capital from the Spinward Marches. From personal expe­
rience, Arbcllatra knew how difficult this delay made things for commanders
facing crises on the frontiers. She also knew how easily an ambitious admiral
could prepare for a march against the Capital, unknown to anyone at the Core
until it was too late. If stability was to return to the Imperium, something had to
be done.

THE SCOUT SERVICE



Her solution, announced in 624, was the express-boat network and !.he
Imperial Courier Service. As planned, the new network would cut communica­
tion time to the fronticrs by about half, enough to give the Capital a chance to
react to a frontier war or an outbreak of imperial ambition. Easier communica­
tions would also knit the Imperium together, making it easier for different
worlds (or different sectors) to find common interests.

To succeed, the new institution had to be politicaUy neutral. Most of the
contracts for the network's construction were given to General Products, a new
megacorporation without existing political entanglements. The job of operating
the network went to the IISS, under the leadership of ArbeUatra's ally Adrian
Esbgaani.

Conslnlction of the Xboat network took over a century. The project gave the
llSS a new lease on life, as money and manpower flowed into the Express Boat
and Courier Services. Even more important, it gave the Service a new symbol to
rally around. The frontiers had diminished in importallce, but scouts could take
up a new task: binding the Imperium together so tight! y that the hOrrors of civil
war would never happen again.

About 700, the Service developed the technique of maintaining an extensive
ro!;ter of "detached duty" operatives. This enabled the Service to become a
"flexing" organization, able to reduce costs in ordinary timcs, yet quickly tap
into a pool of skil1ed manpower when needed. With this step. the modem
Service began. a mature institution ready to serve the Imperium for the long
term. Expansion efforts would surge and ebb, war and peace would alternate. but
the nss would never again be seriously threatened with extinction.

THE SCOUT SERVICE

T
he functions- pClformed by the nss
an: bandied differently by intetsteUar
politics outside the Imperium:

Zhodani Consulate
The Zbodani maintain no distinct

equivalent of the Scout Service.
Communications are handled by a system
of express boats and coorier ships, similar
to those of the Imperium. Exploration and
contact duties are bandied by a hranch of
the Consulate Navy. and many military
officers are al50 ardent explorers. The
boundaries of the Consulate itself arc stat­
ic. Nevertheless, in the Core Expeditions
the Zhodani are engagcd in cxplotlitioll on
a scale thaI dwarfs any vcnture in Imperial
hi.~tory.

Vargr Extents
Vargr arc often ready 10 strike out for

new lcnitory on a moment's notice. As a
result, the Vargr Ulay Dot explore in any
organized fw;hion, but tbey do range very
widely. Communications in the Extents
arc handled entirely by private concerns,
whicb carry messages or important car­
goes on a commission basis.

Cominu~don nUl po.g~ . ..
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The Two Thousand Worlds
Tht: K'Krt:t: IIrt: t:xlremcly ineuriuus

and cunservative. Their empire expanded
very slowly unce lhey allained spaccOighl,
and all outward exploratioll halted cell­
turies ago. MerchanlS and diplomats con­
tinue to interact with nearby interstellar
powers, but otherwise the Centaurs are
uninterested in scouting. The worlds of
the K'Kree empire maintain a slow com­
munications network based on interstellar
trade.

Hive Federation
The Hivers are probably the

only major race [0 exhibit //lore
curiosity than Hurnani[1. The
Federation Developmem Agency
performs many functions that are
analogous to IISS missions. The
Federation maintains no equivalent
of the express-boat network,
althuugh the constant circulation of
so-called embassy ships dissemi­
natt:s infonnutiun sluwly. If faSlt:r
cummunications are net:ded, the
Federation Navy or a private COll­

cern provide it.

Solomani Confederation
The Solomani government

maintains an express-boat network
similar to that of the Imperium, and
also undertakes exploratory ven­
tures. These functions were once
under the strict control of the
Confederation Navy. However, the
central govemment's grip ha.~ heen
slowly relaxing ever since the
Solomani Rim War. Currently, .~ev­

eral major worlds arc competing to
explore and colonize the
Confederation's extensive rimward
frontier.

AsIan Hierate
The Asian have nu centrol guv­

ernment as such, and they don't
maintain any equivalent of the
express-boat system. Individual
clans operate courier services on a
for-profit basis. The Asian are
highly motivated explorers.
Although they are not overly curi­
ous, their territorial hunger more
tban makes up for. il. Bands of
iharei don't venture blindly into
unknown space if they can avoid it.
In~tead, lhey explore carefully to
find a good place for tlieir new
land,!oICls.

THE PRESENT CAY
The nss remains critical to the stability of the Imperium. The Express Boat

and Courier services are constantly busy, managing the flow of infonnation that
is the life-blood of empire. Meanwhile, although the Second Grand Survey was
officially completed in 1065, survey work continues even today, Exploration and
Survey ships are still filling in details and extending Grand Survey coverage into
areas bordering on the Imperium. Meanwhile, Contact and Liaison continues the
never-ending task of smoothing interaction between the Imperium's thousands
of unique cultures.

The Service's mission of military support has become even more critical in
recent years, even in peacetime, The old Imperial strategy of a "crust defense"
has proven unworkable. Instead, the bulk of the imperial Navy now operates as a
strategic reserve, relying on colonial forces to delay the fim blow of any attack­
er. Such a strategy requires advance warning and quick response. IISS intelli­
gence and covert operations have therefore expanded considerably in the last
50 years. This growth is especially clear in the Spinward Marches, where
Archduke Norris has taken a strong interest in the health of the Scout Service.

THE SCOUT SERVICE
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CHARACTER TEMPLATES
The fulluwing templates describeforlller members of me

1155, or those on detached duty. Any of them can he convert­
ed to a template for active-duty scouts, however. To do this.
remove Claim to Hospitality (Fonner scoms) [IOJ, replace
Duty (Reactivation. 9 or less) (-5] with Duty (Scout Service,
15 or less) [-15J and replace Courtesy Rank: (l/level] with
Administrative Rank [5/1cvcl]. If a template does not have
Counesy Rank {lllevel] already. add it (limited til Rank 5 or
less). The net effect reduces the template's cost by 10 points.

BASE CREWMAN SO POINTS

You're a citizen of the lmperium from a backwater plan­
et. Before you began your adventuring life, you worked at
the local scout base on your home world. That gave you an
itch to see other worlds. under other suns. Your time in ser­
vice also gave you some of the skills you would need to
make it out among the stars.

Attributes: ST 10 [OJ. OX 111101.IQ 12120J, HT 11110].
Advantages: A tOlal of 15 points chosen from Claim (0

Hospitality (parmer scouts) (lOl, Common Sense [10],
Courtesy Rank 1-5 fl/level], Fit {5J. intuition [15J, Luck
[15], Mathematical Ability (10], Sanctity (5], Single­
Minded l5J, Strong Will [4/Ievel] and Versatile [5].

Disadvantilges: Duty (Reactivation, 9 or less) [~5J and a total
of -IS points chosen from Code of Honor (Scouts) 1-5],
Curious 1-5 to -I5J, Honesty [-10), lmpulsiveness [-10],
Overconfidence [-101. Poverty (Struggling) [-1 OJ,
Primitive {·5flevel], Shyness (-5 tu -15], Truthfulness
[-51, Uneducated {-5], Workaholic [-5] and Xenophilia
r-50r-15l-

Primary Skills: Mechanic (any) (MIA) IQ+2 (6]-14 and one of
CompUler Operation (WE) IQ+2 (4J-14 or Electronics
Operal;O" (aoy) (MIA) IQ+114J-13.

Second." Skills: Administration (MIA) IQ [2]-12, Free Fall
(PIA) OX+1 [4J-12, Scrounging (MIE) IQ 111-12 and
Vacc Suit (MIA) IQ r21-12.

aackgNlund Skills: A total of 6 points in Electronics (any) or
Engineer (any), both (M/H), Armoury (any), Electronics
Operation (any), Mechanic (any), Shipbuilding
(Starship), Streetwise or Survival (any), all (MIA),
Driving (any) or Piloting (any non-starship), both (PIA),
or Beam Weapons (any) or Guns (any), both (PIE).

CUltomizltion Notes: This is a relatively chcap template. At
least some leftover points should be spent on skills from

the character's home-planet background. Someone from
an agricultural world might have Agronomy. low·tech
Craft skills, or extra Survival. Someone from 3 more
urbanized environment might have extra Social or
Thiet1Spy skills. Growing up in the local cdueation<lJ sys·
tern, a ba.-.c crewman might have scientific or technical
skills based on a lower Tech Lcvel than the Imperial
noml.

1:::----\'::::--...

COURIER 80 POINTS

You're a member of the lmperial Courier Service. You
know your way aruund small, fast starships. Within live min­
utes of planetfall, you're always ready to investigate the local
culture (or at least the local nightlife). You tend to tell tall
stories about your timc in the Service, since "I delivered the
mail" isn't a good brag line in starport bars ...

Attr;bu...: ST 10 [OJ, OX 12 [20], IQ 13 (30), HT II [IOJ.
Advantages: A total of 20 points cbosen from 3D Spatial

Sense [101, Claim to Hospitality (Former scouts) (10],
Combat Renexes r15], Common Sense [101. Danger
Sense [15J, Daredevil (IS], Fashion Sense (5), Fil (5],
G-Ell:perience rI01. Improved G-Tolerance llO], Jack-of­
AlI·Trades (lMevcl], Luck [15) and Versatile [51.

Disadvantages: Duty (Reactivation, 9 or less) (-5J and a lotal
of -20 points chosen from Code of Honor (Scouts) [-5],
Compulsive Carousing [-5]. Curious r-5 to -151.
Extravagance [-10], Impulsiveness [-10], Overconfidence
or Glory Hound (-10 or -15]. Workaholic (-5] and
Xenophilia [-5 or -15].
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Primary Skills: Astrogation (MIA) IQ [21-13, Electronics
Operation (Communications) (M/A) IQ [2)-13,
Electronics Operation (Sensors) (MIA) IQ [2]-13 and
Piloting (small starships) (P/A) DX+l [41-13.

Secondarv Skills: Area Knowledge (Galaxy) (MIH) IQ-l
[2]-12, Computer Operation (MIE) IQ-I [V,z]- 12, Free Fall
(P/A) DX [21-12, Mechanic (J-Drive) (MIA) IQ-I fl1-12,
Mechanic (M-Drive) (M/A) TQ-I [1]-12, Survival (any)
(MIA) IQ-I [IJ-12 and V.ee Su;t (MIA) IQ-I [1)-12.

Background Skills: Astronomy (MIH) IQ-2 r11-11, Carousing
(P/A) lIT [2]-11, Strcetwise (MIA) IQ-2 [1A]-II, plus a
total of 3 points in Area Knowledge (any) (MIE), Beam
Weapons (any) (PIE), Gambling (M/A), Gunner (any
ship-mounted) (P/A), Guns (any) (pIE) or Tactics (MIH).

Customizatian Notes: Active-duty Couriers involved in high­
level diplomatic work may have the Diplomatic
Immunity [20] advantage. Couriers tend to be competent
while on duty but flamboyant in private, so many Social
or Thief/Spy skills may be appropriate.

DEEP·COVER
DeSERVER 10C POINTS

You wcrc a deep-cover agent, working for Contact &
Liaison or Intelligence Branch, on an inlerdic(ed world or
beyond the borders of the Imperium. You were an "observer,"
not a "spy," since you wcrc not after military or political intel­
ligence. Your job was to blend in to local society, improving
the Service's understanding of your adopted culrnre through
long-term immension. 1l was fascinating work, if stressful, and
it left you with a taste for wandering the starlanes.

Anribut..: ST 10 [0), DX 13 [30J, IQ 13 [30], HT 10 [0].
Advantages: A total of 25 points chosen from Alertness

[5/levelJ, Alternate Identity [15], Charisma [S/lcvcl],
Claim to Hospitality (Fonner scouts) [10], Collected or
Imperturbable [5 or 10], Combat Reflexes [15], Common
Sense [10], Cultural Adaplability [25], Danger Sense
[15], Intuition [15], Jack-of-All-Trades [IO/level),
Language Talent [2Ilevell, Luck [151, Paninmmnity [101,
Sanctity [5], Strong Will [4/1evcl] and Versatile [5].

Disadvantages: Duty (Reactivation, 9 or less) [-51 and a total
of -20 points chosen from Curious [-5 to -15], Insomniac
[-10 or -15], Light Sleeper [-5], Loner or Reclusive [-5 or
-IOJ, Overconfidence [-10], Paranoia [-10], Secret [-5 to
-20], Shyness [-5 to -151, Workaholic r-51 or Xenophilia
[-5 to -15J.

Primar,' Skills: Acting (MIA) lQ+2 [6]-15, Area Knowledge
(target society) (MIE) IQ+l [21-14, Fast-Talk (M/A)
IQ+2 [6]-15, Language (target society) (MIA) IQ [2]-13,
Savoir-Faire (MIE) lQ [1]-13, plus Beam Weapons (any)
orGuns (any), hoth (PIE) DX+2 [11-15.

Secondary Skill,: Area Knowledge (Galaxy) (M/H)
IQ-l [2]-12, Computer Operation (M/E) lQ-1 LVIJ-12,
Diplomacy (M/H) IQ-l r21-12, Disguise (M/A)
IQ-l [1]-12, Eleclronics Operation (Communications)
(M/A) IQ-I [lj-12, Electronics Operation (Sensors)
(MIA) IQ-I [1]-12, Holdout (MIA) IQ-I [1]-12,

Intelligence Analysis (Mill) IQ-l [2]-12, Psychology
(M/H) IQ-I [2]-12, Research (MIA) IQ-l [11-12 and
Stealth (PIA) DX,I [1],12.

Background Skills: Anthropology (M/H) IQ-2 [1]-11,
Xenology (M/H) IQ-2 [1]-11, one of Strectwise or
Survival (any), hoth (M/A) IQ-2 [1,.1.]-11, plus 5 points in
Economics, IIistory, Law, Literature, Philosophy
or Theology, all (M/H), or Merchant or Politics,
both (M/A).

Customization Notes: Active-duty observers may have
Security Clearance [5/leve!], probably at level 3. The
template largely covers the 8ocja[ skills lhal allow a deep­
cover operative to blend in and live within his larget cul­
ture. That society will have common technical skills,
however, which the observer will have to be familiar
with. These will likely be from the CombatlWeapon,
Professional, or Vehicle skill classes.
* Includes +2 for lQ.

EXPLORATION SCOUT 90 POINTS

You were an archetypal scout, working alone or in a
small team, confronting the unknown on a regular basis.
Even in this settled era, a certain romance clings to you.
Drinking companions will demand your stories, the media on
your homeworld will want to interview you. Unfortunately,
having made yourself at home on a dozen worlds, you may
find it hard to give up the walkabout life.

Attributes: ST 11 [10], DX II [10], IQ 13 [30], HT 111101.
Advantages: A total of 20 points chosen from Absolute

Direction [5J. Alertness [5/1eveIJ, Animal Empathy [5J,
Charisma [5/1cvcl], Claim to Hospitality (Former scouts)
[10], Combat Reflexes [15], Common Sense [10],
Danger Sense [15J, Daredevil l15J, Fit [5], G-Experience
[10], Improved G-Tolerance [IO}, Intuition [101, Jack-of­
All-Trades [lOllevel], Language Talent [2Ilevel]. Luck
lIS], Panimmunity POL Strong Will [4/levelJ, and
Versatile (5].
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Disadvantages: Duty (Reactivation, 9 or less) [-5] and a total
of -20 poinls chosen from Code of Honor (Scouts) [-5J,
Curious [-5 to -15], Impulsiveness [-10], Overconfidence
\-\OJ, Sense o~ Dut)' ~1no.1genous cultures) \..-\01,
Workaholic [-5], and Xenophilia [-5 or -15].

Primary Skills: Cartography (MIA) IQ [2]-13, Electronics
Operation (Sensors) (MIA) IQ [2]-13, Survival (any)
(MIA) IQ [2]-13, olle of Driving (any) or Piloting (any),
both (P/A) DX+2 [8]-13, and one of Astrogation (M/A)
lQ [2]-13 or Navigation (M/H) lQ-I [2]-12.

Secondary Skills: Area Knowledge (Galaxy) (M/H) lQ-l
[2]-12, Computer Operation (M/E) TQ-I [1/2]-12,
Electronics Operation (Communications) (MIA) IQ-I
[1]-12, First Aid (MIE) IQ-I [Y2]-12, Free Fall (PIA)
DX+I [4]-12, and Vacc Suit (MIA) IQ-l [1]-12, plus one
of the following:

I. Two of Astronomy, Botany, Chemistry, Ecology,
Geology, Mathematics, Paleontology or Physics, all
(MlH) IQ-Il2J-12.

2. Either two of Anthropology, Archaeology,
Economics, History, Mathematics, Philosophy,
Psychology, Theology, or Xenology, aU (MIl-I) IQ~I

[2]-12, or Linguistics (MNH) IQ-l [4HZ.
Background Skills: Intelligence Analysis (MIH) TQ-2 [1]-11,

Planetology (any) (M/A) lQ-2 [!h)-It. Xenobiology (any)
(MIA) IQ-2 [lh]-ll, plus a total of 4 poims in Area
Knowledge (any) (MIA), Beam Weapons (any) (PIE),
Diplomacy (M/H), Guns (any) (PIE), Language (any)
(M/A), Savoir-Fai.re (MIE), or Tracking (MIA).

Customization Notes: Scouts choosing secondary skills from
set I are probably members of the Exploration Branch,
while Lhose selecting from set 2 are probably from
Contact & Liaison. Exploration scouts arc always versa­
tile survivor-types, and are often scientific experts as
well. Extra points might be spent on higher levels of skill,
or on exotica such as Biochemistry, Genetics,
Hyperspace Physics, Nuclear Physics, or Physiology.

INTELLIGENCE
OFFICER 95 POINTS

There's a great Game underway, and you were one of the
more 1mportant pieces. m lnte\hgence Brancn, )'ou coordi­
nated assets, handling the agents who got the information no
one else could get. It was dangerous and painstaking work,
but it was also fun. Too bad you had to leave. Anyone need
an out-of-work spymaster'l

Attributes: ST II rIO], ox II [10], IQ 13 [3U], HT II [10].
Advantages: A total of 25 points chosen from Alertness

[5tleveIJ, Alternate Identity [15], Claim to Hospitality
(Fonner scouts) flOl, Collected or Imperturbable LID or
15], Combat Reflexes [15], Common Sense rlOl.
COnlacts (Any, skill-18, 9 or less, somewhat reliable)
[3/contactl. Courtesy Rank [I/1evelJ, Danger Sense [15],
Intuition [15]. Language Talent [2/levcll, Luck [15],
Sanctity L5], Strong Will [4/level], Versatile (5] and
Zerocd [10].

Disadvantages: Duty (Reactivation, 9 or less) [-5] and a total
of ~20 points chosen from Code of Honor (Scouts) [-5],
Curious [-5 to -15], Enemy (enemy agents, 6 or
less) [-15], Light Sleeper [-5], Loner [-5], Mistaken
Identity L-5J, Nightmares [-5}, Overconfidence [-10],
Paranoia r-101, Secret [-5 to -20] and Sense of Duty
(operatives) [-lO].

Primary Skills: Administration (M/A) IQ [2]~13, Computer
Operation (M/E) IQ [11-13, Electronics Operation
(Communications) (MIA) IQ [2]-13, lntclligcnce Analysis
(MIH) IQ [4]-13 and Interrogation (MIA) IQ [2]-13.

Secondary Skills: Acting (MIA) IQ-I [1}-12, Area Knowledge
(Galaxy) (MIlD IQ-l [2]-12, Detect Lies (MIH) lQ-l [2]
-12, Electronics Operation (Sensors) (WA) IQ-I [1]-12,
Fast·Talk (MIA) IQ-I [1]-12, Photography (MIA) IQ-I
[1]-12, Research (MIA) IQ-I [1]-12, Savoir·Fairc (MIE)
lQ-1 [Yi]-12, Traffic Analysis (MIH) IQ-l [2]-12, and
one of Beam Weapons (any) or Guns (any), both (PIE)
DX+I [!h]-14.

CHARACTERS

Background Skills: Carousing (PIA) lIT+1
[4]-11, Psychology (MIH) IQ-2 [1]­
II, and a total of 7 points in
Cartography (M/A), Computer
Programming (M/H), Cryptanalysis
(M/H), Cryptology (M/H), Driving
(any) (PIA), Forgery (MIH), Heraldry
(MIA), Piloting (any) (PIA), or SIG­
!NT Collection! Jamming (MIH),

Customization Notes: Active-duty
Intelligence officers will have
Security Clearance [5I1evel]. proba­
bly at level 2 or 3. An Intelligence
officer often specializes in some
subject relevant to the information he
has been assigned to help collect.
This may imply Area Knowledge,
professional skills such as Law or
Politics. or technical skills.

>I< Includes +2 for IQ.
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PERSONNEL
OFFICER 75 POINTS

Okay, so you were a bureaucrat. Vou still know people
beller than anyone. You know how to make contaclS, moti­
vate colleagues, teach skills. find resources. gel lhings done.
Sure, the group hllS people who know how to drive starships
and handle guns. Do they have someone who can form a
coherent sentence?

Attributes: ST 10 [OJ. ox jJ [IOJ. IQ 13 [30J. HT 10 [OJ.
Advantages: A total of 25 points chosen from Charisma

[S/Jevel], Claim 10 Hospitality (Former scouts) lIOl,
Common Sense [lOj, Conlacts (Military, skill-IS. 9 or
less. usually reliable) 16/cOOI3CI], Courtesy Rank
[illevel], Empathy (15], Imperturbable or Unfazeable (I 0
or 15], Intuition [15), Sanctity [5]. and Strong Will
[4I1cve1}.

Disadvantages: Duty (Reactivation. 9 or less) r-Sl and a 101011
of -20 points chosen from Code of Honor (SeOUL") [-51,
Curious (-5 to -151. Honesty L-lOj, impulsiveness [-10],
Sense of Duty [-5 Lo -20J, Workaholic L-5J and
Xenophilia [-5 or -15].

Primary Skills: Adminislration (MIA) lQ+1 [4)-14, Computer
Operation (MIE) IQ+l [2]-14, Savoir·Faire (Military) lQ
rll-I3, and either Diplomacy (M/H) IQ (4]-13 or
Teaching (MIA) IQ+I r4]-14.

Seundary Skills: Area Knowledge (Galaxy) (MlH) lQ·l
[21-12, Electronics Openuion (Communications) (MIA)
IQ-I [IJ-12. Fast-Talk (MIA) IQ-l [1J-12. Free Fall (PIA)
DX+I [4]-12, Politics (MIA) IQ-I rll-II, Vacc Suit
(MIA) IQ-l LIJ·12, and one of Driving (any) or PilOling
(any non-spacecraft), both (PIA) DX+I [4]-12.

Background Skills: Carousing (PIA) HT+I r41-11, Leadership
(MIA) lQ-2 [V,J-II, Psychology (Mm) IQ-2 [1]- I I.
$treetwise (MIA) IQ-2 [1121-11, plus 4 points in Area
Knowledge (any) (MIE). Beam Weapons (any) (PIE).
Guns (any) (PIE), or Language (any) (MIA).

CUltomizalion Notes: Personnel officers who are travelling on
their own may need extra skills to give them some
combat, ship-handling, or survival ability. Their main
focus is on people, however, so some extra points should
probably go into Social or ThieflSpy skills.

S-3 OPERATIVE 130 POINTS

You were a member of the Special Security Service.
Who needs Marines? You were the fastest, the quietest, the
best at blending into the background, the best at winning vic­
tories without shedding a drop of blood. You were subtle.
Marines are many things. some of them very worthwhile, but
they are nor subtle.

Attribute" ST 11 [10]. OX 13 [30J. IQ 13 [301. HT 11 [10].
Advantages:. Combat Reflexes [15), Fit [5], G-Experiencc

[10) and a total of 10 points chosen from 3D Spatial
Sense [10], Alertness (5I1cvc1], Claim to Hospitality
(Former scouts) (10], Common Sense (10], Courtesy
Rank 1-5 [Illevell. Fearlessness l2lIevel], High Pain
Threshold (10], Improved G-Tolerance [101. Jack-of-AlI­
Trades (lOnevelJ, Strong Will (4I1evel], Toughness [10],
Versatile [5J and Very Fit {IO} (adds to cost of foil).

Disadvantages: Duty (Reactivation. 9 or less) [-51 and a totai
of -20 points chosen from Code of Honor (Scouts) [-5],
Fanaticism (Imperial patriot) l-15J, Overconfidence or
Glory Hound [-10 or -15], Sense of Duty (fellow Scouts)
[-IOJ, Stubbornness [-5] and Workaholic (·5].

Primary Skills: Two Beam Weapons or Guns skills. each (PIE)
DX+2 (1]-i5*, plus Free Fall (PIA) DX+I (4J-14, Savou­
Faire (Military) (WE) lQ [I]-B, Tactics (M/H) IQ
[4]-13, Vace Suit (MIA) IQ {2]-13, and one of Judo or
Karale. boob (PIH) OX [4)-13.

See.ed•., Skills: Annoury (Small MmS) (MIA) IQ-I [lJ-12.
BaUlc."uit (PIA) DX-I (1)-12. Camouflage (MIE) IQ-l
['h]-12, Computer Operation (M/E) IQ-I (V2J-12,
Electronics Operation (Communications) (MIA) IQ-I
[I ]-12, Electronics Operation (Sensors) (MIA) IQ-I
[1]-12, Engineer (Comhat) (MIH) IQ-I [2J-12, First Aid
(MJE) lQ-1 [Y.!.J-12, Gesture (MIE) IQ-l [1,1]-12, Knife
(PIE) OX-l [V,1-12. Scrounging (MIE) IQ- I W'J- 12.
Traps (MIA) IQ-I [1]-12, (me of Broadsword,
Shortsword or Spear, all (PIA) DX-l [1]·12, and one of
Driving (any) or Piloting (any). both (PIA) DX-I (1]-12.

Bac:kground Skills: Administration (MIA) IQ-2 IV2J-II,
Leadership (MIA) IQ-2 (~]-Il. Planetology (any) (MIA)
IQ-2 [V,)- I I. Psychology (MIH) IQ-2 [I J-Il.
Stealth (MIA) DX-2 ('12]-11, Xenology (MlH) IQ-2
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(1 ]·11, and 2 points in Languages (any) or Survival (any),
both (MIA).

Customilltion Notll; There is very little choice in background
skills here. S·3 operotives should have no physical disad­
vantages, unlcss they acquired them by being wounded in
the line of duty.
.. Includes +2 for lQ.

SECURITY OFFICER 90 "OINTS

You were in Security Branch, not one of lhose S·3 hot­
shots, just a policeman on the heal. You weren't lfained for
combat, exactly, although on !.he frontier the people you
arrested weren't always willing to come along peacefully.

Attributes: ST II [IOJ. OX 12 [20J. IQ 12 [20J. lIT 10 [OJ.
Advantages: A total of 20 points chosen from Alertness

(5/level], Claim to Hospitality (Former scouts) [IOJ.
Courtesy Rank (lnevel], Combat Reflexes [15]. Contacl..
(Military, skill-IS, 9 or less, usually reliable) [6/comact],
Fearlessncss (2/Icvcl], Fit [51, Danger Sense [I5J.
Lntuition [15]. Legal enforcement Powers [S], Strung
Will [4Ilevell,:md Versatile l5j.

Disadvantages: Outy (Reactivation. 9 or less) [-S1 and a total
of -20 points chosen from Code of Honor (SeouL'i) [·5J,
Cannot Harm Innocents [-IOJ, Curious [-S to -IS].
Enemy (criminal intcrests, 6 or less) [-151, Honesty [-IOJ.
Intolerance (criminals) (·S]. Impulsivencss (- 1OJ,
Overconfidence 1-IOJ, Sense of Duty [~5 to ~20], and
Workaholic [·5).

Primary Skills: Judo (Pili) DX+I [8]-13. Law Enforcemcnt
(MIA) IQ+2 [6}-14, tlnd one of Beam Weapons (any) or
Guns (any), both (PIE) DX+2 {1]-14.

Secondary Skills: Administration (MIA) IQ [2]-12. Computer
Operation (M/E) IQ I1J-12, Criminology (MIA) IQ
[2)·12, Electronics Operation (Communications) (MIA)
IQ {2]-12, Electronics Operation (Sensors) (MIA) lQ
{2]-12, Free Fall (PIA) OX [2j-12, Research (MIA) IQ
[2]-12, Savoir·Fairc (Military) (MIE) IQ [11-12, Vacc
Suit (MIA) IQ [2]·12, and olle of Driving (any) or
Piloting (any), both (PIA) DX [2J-12.

Background Skills: Arca Knowledge (Galaxy) (MIH) IQ-l
{2J-ll, Interrogation (M/A) IQ-I [1]-11, Intimidation
(MIA) IQ-I IIJ-II, Psychology (M/H) IQ-I [2]-11.
Slrcctwise (MIA) IQ·I (1)-\1, plus a total of S points in
Area Knowledge (any) (MIA). Armoury (any) (MIA),
Gunnery (any) (PIA), Intelligence Analysis (M/H),
Language (any) (MIA), Law (MIH), Leadership (MIA),
or Tactics (MIll).

Customizatian Nates: The Legal Enforcement Powers for a
fonncr member of Security Branch is equivalent to an
Imperial weapons pennit. allowing !.he ex-scout to carry a
concealed weapon in certain areas when others legally
can't. An aClivc~Uly Security offieer would automatical­
ly have 10 points of Legal Enforcement Powers (see
p. 7). llSS Security officers don't tend to be combat mon­
sters. inslead thinking their way through difficult situa­
tions. Extra points are as likely to be spent on Social,
Thief/Spy, or even Science skills as on combat.

SURVEY SCOUT BO "OINTS

You were a member of the Imperial Grand SUlvey. You
know your way around ships and sensors better than anyonc
else in space, and you're not shy about the fact. You get
along well with people, as long as no one makes that joke
about "counting rocks."

Attribute.: ST 10 10J. OX II [IOJ. IQ 13 [30J. lIT II (10J.
Adlantages: A total of 20 points chosen from 3D Spatial

Sense (10), Claim to Hospitality (Fonner scouts) [lOJ,
Collected or Imperturbable [S or lOJ. G-Experience flOl.
Improved G-Toleronce [lUJ. Single-Minded [5]. Strong
Will [4IlevcJ] and Versatile r51.

Disadvantages: DulY (Reactivation, 9 or less) [.5] and a total
of ·20 points chosen from Code of 1I0nor (Scouts)
[·5]. Curious [·5 10 -151, Loner or Reclusive [-5 or ·10],
Shyness (-5 to -15], Stubbornness [-5] and Workaholic r·5l

Primary Skills: Canography (MIA) IQ+2 [6]-15. Electronics
Operation (Sensors) (MIA) IQ+I f4]-14, and Surveying
(MIA) IQ [2J-13.

Secondarv Skills: Area Knowledge (Galaxy) (M/H) IQ-I
[2)·12, Anrogation (MIA) IQ-I [IJ·12, Compuler
Operation (M/F.) TQ-I [lhJ-12, Electronics Operation
(Communications) (MIA) IQ-l [1)-12, Free Fall (PIA)
DX+1 r4H2, Pholography (NIIA) IQ-I [IJ-12. Piloting
(small starship) (PIA) DX+I [4].12, Vacc Suit (MIA)
IQ-IllJ-12.

Background Skills: ASlronomy (MIH) IQ-2 [I)~II, First Aid
(MIE) IQ-I (V2]·12. Inlelligenee Analysis (M/H) IQ·2
[IJ-11. Navigation (M/H) IQ-2 [IH 1, Planelology (any)
(MIA) IQ-2 [1;1-11, Surv;v.1 (any) (MIA) IQ-2 [I;J-I I.
plus a total of 4 points in Area Knowlcdgc (any) (MIE).
Beam Weapons (any) (PIE), Guns (any) (PIE), Gunnery
(any ship.mountcd) (PIA), Mechanic (J-Drive or
M-Orive) (MIA).

CustamizatioD Notes: The requirements of the Imperial Grand
Survey arc fairly constant. but its members probably trav­
el around more than almost any o!.her scouts. Use exira
Area Knowledge. Planetology and Survival skills to
rencet the places yuur scout has been. Survey scouts also
have a habit of heavy carousing when thcy get shore
leave. so additional Social or ThieflSpy skills may come
in handy.
• lncludes +2 for IQ.
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XBOAT PILOT BO POINTS

You are a graduate of the Express Boat Service. As such,
you've got skills that are in demand. You've also got a repu­
tation for being a little off the deep end, but there are plenty
of employers who don't care about that as long as you get the
job done.

Attributes: ST 10 fO], DX 12 f201, IQ 13 [30], HT 11 [10].
Advantages: A tolal of 20 points chosen from 3D Spatial

Sense llOJ. Claim to Hospitality (Former scoms) [10],
Collccled or Imperturbable f5 or 101. G-Experience [10],
Improved G-Tolerance [10], Strong Will [4I1cvcl] and
Single-Minded l5j.

Disadvantages: Duty (Reactivation, 9 or less) [-51 and a lotal
of -20 points chosen from Code of Honor (Scouts) [-5],
Loner or Reclusive [-5 or -IOJ. No Sense of Humor [-10],
Reputation (Eccentric) [-5I1evell, Shyness [-5 to -151,
Stubbornness [-5J and Workaholic [-5].

Primary Skills: Astrogation (M/A) IQ+2 l6J-15, Computer

ACVANTAGES

Administrative Rank see p. CI19
The IISS is not a military organization. so none of its

members hold Military Rank. Members of t.he Bureaucracy,
however, can hold Administrative Rank reflecting their level
of authority and responsibility. See Ranks and Pay Grades
below for a detailed description of the Service's rank struc­
lure. Rank in the nss docs not entitle one to military honors,
but it does bring informal respect and deference from others
in the Imperial service.

Operation (M/E) IQ (1]-13, Electronics Operation
(Communications) (MIA) IQ [2]-13, Electronics
Operation (Sensors) (MIA) IQ [2]-13, and Mechanic
(I-Drive) (WA) IQ [2]-13.

Secondart' Skills: Area Knowledge (Galaxy) (M/H) IQ-l.
Disadvantages:[2]-12, Free Fall (PIA) DX [2J-I2. Guns (any)

(pIE) DX+2 [IJ-14. Piloting (small starship) (PIA) DX
[2]-12 and Vacc Suit (MIA) IQ-l [1]-12.

Background Skills: Astronomy (MIH) IQ-2 [1]-11 and a total
of 3 points in Area Knowledge (any) (MIE), Artist
(MIH), Beam Weapons (any) (MIE), Meditation (MIH),
Musical Composition (MIH). Musical Instrument (any)
(MIH), Poetry (MIA), Sculpting (PIA), or Writing (MIA).

Customization Notes: By itself, the template includes adequme
(but rather one-sided) shipboard skills. Extra points
might be spent to round those out, or emphasis might be
put on the background skills which represent what the
pilot did during his uff-duty hours.
* Includes +2 for IQ.

Claim to Hospitality see p. CI21
Retired and detached-duty scouts may he granted official

lodging privileges at nss facilities throughout the Imperium.
The scout may stay in guest quarters and use recreational
facilities on·base fur free. as long as space is available. The
Service also encourages an informal hospitality network.
Thus, even if space is not available at the nearest llSS base,
an ex·scout with this advantage may be able to get a list of
others living in the area, who will be able to house him for a
short time. This service isn't coercive. An ex-scout doesn't
have 10 make himsclf available for the network. although he
must do so if he expects to be able to take advantage of it
himself.

Courtesy Rank see p. CI23
Field scouts on active duty will hold Courtesy Rank in

accordance wiLh their expertise and authority. When the Field
scout is operating as part of a team including members of the
Bureaucracy, the Counesy Rank acts as a "place-holder" to
indicate his current position in the chain of command. It
holds no other function and does nol entitle the seoul to mili­
tary honors. Field scouts never hold Counesy Rank higher
than level 6.

Meanwhile, retired and detached-duty scouts may hold
Courtesy Rank if they held some level of Administrative
Rank while on active dUly in lhe Bureaucracy (see above).

Legal Enforcement Powers see p. 821
Active-duty members of lhe Security Office often have

this advantage because of their duty to enforce the interdic­
tion laws. Such ofticers have full Imperial authority and can
override or demand Ihc cooperation of local authorities. They
also have broad powers to engage in covert investigations.
This level of Legal Enforcement Powers is wonh 10 points.

24 CHARACTERS



Reputation see p. 817
The culture of the Field places a lot of emphal>is on indi­

vidual excellence. Field scouts can easily earn a Reputation
within the TTSS, on the basis of technical expertise or mis­
sions accomplished. As scattered as the Service is. of course,
it would be very unusual for anyone to be recognized more
often than "sometimes" (10 or less).

Security Clearance see p. CI29
For the purposes of character design, assume that the

nss recognizes three levels of security clearance. Level J is
"Confidenlial" clearance. access to information which is
classified but not particularly sensitive. Level 2 is "Secret"
clearance. access to infonnation which would do substantial
harm to Imperial interests if revealed. Level 3 is "Most
Secret" clearance, access to information which would do
severe harm to Imperial interests if revealed. Most Secret
clearance is probably required for deep-cover spies, impor­
I..3nt analyst';, and policy-makers. Minor functionaries in the
Intelligence apparatus can do with lower levels of cleamnce.

DISACVANTAGES

Code of Honor {Scouts] see p. 831
Aside from the usual requirements of Imperial service,

the USS instills a certain personal code of conduct into its
recruits. An ideal Scout never gives any mission less than his
full effort once he has accepted it. He is expected to exercise
initiative, and operate without orders when necessary. He is
also expected to accept the consequences of his decisions,
whether good or bad, without flinching. Not aU Scouts sub­
scribe to this Code of Honor, but almost all Field scoms do.
This specific Code is wOlth -5 points.

Duty {Reactivation] see p. 839
Almost all detached-duty scouts have

this disadvantage at a 5-point level, imply­
ing that the Duty will appear on a 9 or less
in any given session. This does not neces­
sarily mean a major commitment of time,
such as might keep the character out of the
current adventure. Most often, the llSS will
call the scout in for a short return to active
duty. Perhaps he is reporting to an
Intelligence Branch officer on what he's
seen over the last few months. Or maybe
he is needed to brief other scouts on a
world he visited years before. Or he has
technical skills that are needed in the short
term by an rrss team on the same world. In
any case, the GM can use the Duty as a
way to provide background infomlation to
his players ... or as a plot hook!

Ship Patron see p. GT84
Detached-duty scouts who have served at least 12 years

on active duty may be assigned a surplus SuLeimall-class
scout/courier vessel. This can be considered an extension of
the Claim to Hospitality (see above) for scouts who are con­
sidered more important by the Detached Duty Office. See
sidebar, p. 10 for details of the obligation assumed by a scout
with such a Ship Patron.

Status see p. 818
Although the Imperial nobility certainly recognizes the

Scout Service as an important institution, few scions of the
noble houses enlist in it. One reason for this may be the inter­
nal culture of the IISS, which discourages class conscious­
ness in favor of an egalitarian atmosphere of teamwork.
Whatever the reason, even members of the Bureaucracy do
not automatically carn Social Sl..3tus with higher rank. Many
scouts have been knighted, but few have ever been granted
entry into the peerage in exchange for their service.

Social Stigma {Robot] see p. 827
The nss often makes use of robol" in the course of its

mission, and in fact Scout robots arc often lhe most
intelligent and self-directed to be found in lmperial service.
It is possible for a SeouL" campaign to use robots as charac­
ters (using the appropriate rules from GURPS Robots).lf so,
any robot (whether NPC or PC) must take this Social Stigma
as a disadvantage while operating within Imperial society
(see p. GTIS). It is equivalent to the valuable property Social
Stigma from the Basic Set, and is wonh -10 points.
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SKILLS

8attlesuit see p. 849
Battlesuits using gravitic technology can easily be made

air-mobile. Use Battlcsuit skill for fiying battlesuits so long
a.~ they are grounded. but use Piloting (Grav Belt) in the air.
A SCOUI with Hattlesuit skill should also have the Piloting
specialty.

Cryptanalysis see p. 8245
High-tech civilizations all face the problem of encoding

words. sounds or images in digital form. The CJtact codes (or
protocols) used vary widely, so $(."Ou1 learns which intercept
an alien civilization's transmissions often need to strip away
a new encoding scheme to get to the meaningful content.
Such transmissions are not encrypted in the strict sense. but
seouL" can usc Cryptanalysis to figure out any new digital
communications protocol. The GM must delcnninc the diffi­
culty of any such attempt.

CHARACTERS

- Comedian Anton Wilson Peale

Rank-O scouts are new recruits into the Bureaucracy,
without any prior education that would suit them for serious
responsibilities right away. They are in a training phase of
their career, up to the rank of Journeyman.

Rank-l scouts (Skilled Workers and Team Leaders) have
been in lhe Service for several years, and can be given
greater responsibilities. They may have a highly technical
position or be in charge of the day-la-day operation of a
small team. These are roughly equivalent to junior NCOs in
the military services.

"I don't know why everybody says the Scouts
don't have ranks. Anyone who has ever been
inside an express boat cockpit towards the
end of a trip can tell you that Scouts can be
very rank!"

26

RANK AND
PAY GRADES

The HSS Bureaucracy uses a ladder of ranks and pay
gnldes to fill out its hierarchy. These ranks are similar to
those of the military services, but they don't carry the same
weight of military protocol. Scout characters use
Administrative Rank (see p. 24) to represent rank in the lJSS.
Most SCOUlS in the Bureaucracy use a ladder of titles unique
to the Service. The exception is Security Branch, which has a
more military tradition and uses traditional military titles up
to the rank of Colonel. Higher ranks use the common
Bureaucracy titles. ahhoush it is rare for someone to reach
these ranks while remaining in Security Branch. Security
Uranch uses the same pay scale as the rest of thc Service.

Refer to the Rank and Pay Grade Table to see how the
various ranks stack up. Monthly salaries are given for each
rank. Scouts tend to be relatively wc1l·pll.id compared to
members of the military services. Note that a detached-duty
scout who is called up for a short tern} of active duty will
normally be paid according to llll: mnk he held when he went
on detached duty. As a courtesy, the seoUl is paid for a full
day even if his term of duty was only a few hours.

Rank and Pay Grade Table
Rank Title [Security Branch Title) Salary

o Recruit (Private) 300
Apprentice (Lance Corporal) 400
Journeyman (Corporal) 500
Skilled Worker (Lance Sergeant) 600
Assistant Team Leader (Sergeant) 650
Team Leader (Gunnery SeTge<tnl) 700

2 Assistant Supervisor (Lead Sergeant) 800
Supervisor (First Sergeant) 900
Senior Supervisor (Sergeant Major) 1;lJXJ

3 Admin Trainee (Second Lieutenant) 1,200
Junior Administrator (First Lieutenant) 1,400

4 Administrator (Captain) 1.600
Group Administrator (Major) 1,800

5 Senior Administrator {Lieutenant Colonel} 2,000
6 Scout Commander (Colonel) 2,400
7 Scout Leader 2,800

Senior Scout Leader 3,200
R Sector Scout Leader 4,000



Rank-2 scouts (Supervisors)
are senior mcmbers of the
Service. with plenty of skills and
experience. They are not in the
direct chain of command, but
they oflen oversee thc rouline
operations of very large teams.

Rank-3 scouts (Junior
Administrators) arc the least
senior ones actually on the
"management track," equivalent
to Lieutenants in the military
services. They may have a good
technical education, but they
lack ex.perience and wil11ean
heavily on the Team Leaders and
Supervisor.~ in their office.

Rank-4 scouts (Admin­
istrators) are the middle-manage­
ment of the Scout Service. They
may be the final authority for
relatively large teams of scouts
(up to a few dozen), or they may
be senior staff at a subsector's
most important llSS facility. For
many small IISS bases, an
Administrator is lhe scnionnost official present.

Rank-S scouts (Senior AdminiSLrdlors) arc in charge of
larger facilities, or may be senior staff at ass sector head·
quaners.

Rank-6 scouts (Scout Commanders) arc the senior·most
oncs normally seen in the field. They command very large
nss vessels. such as the PYlhecu-c1ass exploratory cruiser
(see p. 37). They can also be placed in charge of large-scale
nss missions, such as the squadron enforcing an interdiction
blockade. They may also be in charge of very large l1SS
bases or way stations.

Rank-7 scouts
(Scout Leaders) arc
placed in command of
all nss operations in a
subsector. Scouts at this
rank with more experi­
ence are assigned to
important subsectors,
such as potential war
wncs or regions includ­
ing "difficult" interdict­
ed worlds.

Rank-8 scouts
(Sector Scout Leaders)
are in command of ass
operations in an entire
sector. They have subtle,
but wide-ranging, influ­
ence on Imperial policy
throughout thcir juris­
djctjon. A small group
of these scouts forms
the nucleus of I1SS
Headquarters in Core
sector.

Scouts in the Field
offices do not hold fonnal rank, although while on active
duty they wiU hold Courtesy Rank to indicate their relative
seniority with respect to the Bureaucracy. A Field scout's pay
grade is roughly equivalent to that of a ranked scout with
equal seniority. For example, a member of the Exploralion
Office has level 4 Courtesy Rank. He is paid about the same
as an Administrator. If he joined a tearn including members
of the Bureaucracy, he could be given a technical position at
the same Icvel as an Administrator. He would not be in the
chain of command, and would not be treated as the equal of a
military or llSS officer in a protocol situation.

EQUIPMENT
. . . ." .. '. . -' .. .. .

WEAPONS
Scouts on duty tcnd to usc the same weapons as a light

infantry unit: rifle, AeR, laser carbine or rifle. They rarely
carry heavy weapons such as plasma or fusion guns. Instead,
they are likely to use nonlcthal weapons.

For example, scouts are often faced with the problcm of
capturing an animal (or a person) without injury. One solu­
tion is tranq rounds in standard rines (sec p. GTlII).

PERSONAL EGUIPMENT
• Chronomeler nlS): A scout's timepiece keeps Imperial

standard time, and can also be quickly programmed to
keep time in accordance with any planet's rOlation and
orbital periods. The display can be set to show up to three
different time standards at once. Works on an A cell for
one year. CrlOO, 0.5 pounds.

• Coverl Aclion Communicalor nL12): This is a tiny radio
communicator, the size of a small coin. which is normally
worn next to the user's skin at the base of his throat. It
acts as a very short·...dngc communicator with a range of
about fifty miles, enough to reach a backup learn in hiding
or a ship in low orbit. The user may subvocalize into it,
communicating without moving his lips. CrlOO, weight
negligible.

• Emergency Beacon Ill9]: A specialized communicator and
signal transponder. Whcn activated, the beacon waits for
transmissions on standard emergency channels, presum­
ably from a search party. When it detects them, it
responds with a strong coded distress signal and can then
open communication between its user and the rescuing
party. The device can operate for up to I year on an A cell
in passive mode. Cr 1,000. 2 pounds.
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• Goodwill Kit ITL10): Sinee its earliest days. tbe IISS bas
used these kits to gain entry into "primitive" societies
(Le., anything from TL5 down). The kit comes in a secure
shoulder case, and includes items such as microchip voice
recorders, synthetic gemstones, high-quality steel blades,
candy, simple medical drugs, heat-sensitive fabric dyes,
and other simple items that arc likely to impress members
of a pre-industrial culture. Even the canister can be used
as a sealed food container or water sack. The highly ullof­
ficial term for this item is the "Amaz-.e-the-Natives Kil."
Cr200, 20 pounds.

• laser Communicator IllS); A field laser communicator is
often used hy scout teams when radio transmissions might
be intercepted. The laser device is mounted on a sturdy
tripod to make it easy to maintain aim. It has a range of 10
miles at TL8 (100 miles at TL9, 500 miles at TLlO+) but
is restricted to Line-of-sight. Works for 1 hour on an A cell
(assuming continuous transmission). Cr650, 5 pounds.

• Medscanner [TL9J: A eompacl scanner wilh 11 dedicated
medical computer, designed to make delailed diagnoses
when used by a trained physician on a known species. The
medscanner's detachable probe must be placed in contact
with the patient's skin, preferably over the chest (or other
site near the vital organs). On a successful Electronics
Operation (Medical) roll it adds +3 to a Diagnosis roll (+1
per 1L over 9). The scanner works for 1 year on an A cell.
Cr750, 0.5 pounds.

• Medscanner Computer ITL9J: A dedicated computer loaded
with a medical expert system. The computer can read
medscanner output and perform diagnoses even when
operated hy someone with no medical skill (actually
implementing any indicated treatment is another maner).
The expert system has Diagnosis skill at II (this can be
improved by a successful usc of the medseanner). Works
for I year on an A cell. Cr20,ODO, 1 pound.

• Translator (1L10): A small computer dedicated to the task
of translating between two languages. The unil can be
held in the hand or clipped to a belt or other clothing. The
quality of translation is reasonable (effective skill 14 in
the two languages), bUl there arc drawbacks sinCe the soft·
ware is not inlelligent. Even when working with similar
languages, the unit may miss subtle nuances and will have
trouble wilh highly idiomalic or metaphorical language.
IISS policy is to prefer a more complex interpreter robot
or a sentient interpreter over this device when possible.

For spoken languages, the translator has buill-in
speakers and can deliver translation lo its user through an
earpiece or headset. It has peripheral ports for connection
to various standard accessories for generating unusual
communications forms (color shifts, text symbols, ultra­
or infrasound, and so on). These accessories vary widely
in cust, and a cumplete scl may eost as much as the basic
translator unit itself. Translation requires that database
chips for the two languages be inserted into the device.
Language chips have negligible weight and cost Cd ,000
apiece (more for obscure or very difficult languages). The
basic translator unit runs for a year on an A cell.
CrlO,OOO, 1 pound.
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The va~t majority of the equipment used by the JISS is
adapted directly from similar equipment in civilian use. IISS
Rope, first aid kits, survival rations and so on, are identical

with their counterparts used elsewhere. Special-purpose
scout vehicles and equipment do exist, however, and are dealt
with in this chapter.

ROBOTS
. . .". .. '. . .. .. -

The IISS uses a wide variety of robots to support its vari­
ous missions - in fact, Scouts are more familiar and more
comfortable with robots than most other Imperial citizens.
The robots detailed in this section are the most sophisticated
employed by the lISS, most commonly used by the
Exploration and Survey Branches.

These robots were designed using the rules from
GURPS Robots. The only modification is that the "model
point costs" have been reduced by 10 points to rencct the
Social Stigma all robots suffer in Imperial society (sec p. 25).

BIOSURVEY ROVER CTL12]

This rover is intended for the study of local life-forms. It
can track animal life, capluring small animals and using its
integral weaponry to subdue largcr ones for study in thc field.
lts internal rifle is usually loaded with tranq rounds, and it is
capable of switching between round types to adapt to differ­
ent biochemistries or neccssary dosages. Replacing its tranq
rounds with lethal ammunition, the rover can be deployed as
a campsite guard. This is one of the most intelligent robots
used by the JlSS, not self·aw:lrc but able to learn new skills
and adapt to new situations. The drawback is that it can be
considered slightly dangerous, considering its in-built
weaponry - the design skirts very close to Imperial prohibi­
tions on "warbots."

• Brain: Standard brain with compact, neural-net and +2 DX
booster options (65 points. Complexity 7).

• Sensors: Basic sensor package with Acute Vision +3,
Night Vision, Peripheral Vision, Thermograph, Acute
Hearing +3 and Sonar (4 levels) options (97 points).

• Communications: Basic communicator package with No
Cable Jack, Long-range Radio, and IFF options (12
points).

• Arm Motors: Two arm motors, each ST 20 (Power 0.2
KW).

• Propulsion: 0.4 KW motive power leg drivetrain, four leg
motors (Power 0.4 KW).

• Weaponry: 9mm rine with concealed mount, normally
loaded with tranq rounds (15 points, Legality 4),
Electroshocker with concealed mount (2 points, Legality 5).

• Accessories: Laser sight for rifle, flashligbt, biosniffer,
chemsniffer, medical tools, medseanner and inertial com­
pass (5 points).

• Power System: Routine power requirement 0.6 KW.
Rechargeable E-eell powers all systems, with endurance
of 250 hours (28 points). Each shot from the electroshock­
er draws 27 KJ.

• Subassemblies: Head with full rotation, two arms, four
legs.

• Head Design: Contains sensor package, communications
package, flashlight, biosniffcr, chemsniffer, and inertial
compass. Component volume 0.122 cf. empty space 0.028
cf, lotal volume 0.15 cf.

• Arm Design: Right ann contains onc ann molor. medical
tools and medscanner. Component volume 0.065 ef,
empty space 0.01 cr, total volume 0.075 cf. Left arm con­
tains onc ann motor and eleetroshoekcr. Component vol­
ume 0.07 cf. empty space 0.005 cr, total volume 0.075 cf.

• Leg Design: Each leg contains one leg motor. Componellt
volume 0.03 cr, cargo spacc 0.09 cf (in front legs only),
empty space 0.03 cf (front legs) or 0.12 cf (back legs).
tolal volume 0.15 cf.

• Body Design: Contains brain. power cell. rifle, laser sight
and rotation space for bead. Component volume 0.8425
cr, cargo space 0.14 cf, empty space 0.0175 cr, total vol­
ume 1.0 cf.

• Area: Head 2 sf, Body 6 sf, Anns 1.5 sf each, Legs 2 sf
each. Total surface area 19 sf.

• Structure: Heavy frame, expensive materials.
• Hit Points: Head 6. Body 18, Each arm 9. Each leg 6.
• Armor: PD 4, DR 40 laminate 3nnor on all subassemblies

(220 points, Legality 1).
• Surface Features: Basic chameleon system (15 points).

radiation shielding (8 point'll. No biomorphic features.
• Statislics: Design weight 96.8 pounds. Usual payload 16

pounds. Loaded weight 112.8 pounds. Total volume 1.9 cf
(1 hex, 3.5 feet long). Price Cr50,833. Body ST 28 (165
points), arm ST 20 (-27.5 points), DX 13 (30 points). lQ
II (10 poinls), HT 12118 (50 points). Ground speed 16,
water speed 3 (30 point'l). Legality Rating 1. Model point
cost: 714.5 points.
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GEOSURVEY ROVER tTL12]
This simple robot is designed to perfonn geologic sur­

veys of planetary surfaces. It is relatively unintelligent, inca·
pable of learning beyond its programming or planning a
response to a crisis. In a pinch. the rover can be repro­
grammed to act as a mechanic's a'\sistant.

• Brain: Small brain (~5 points. Complexity 6).
• Sensors: Basic sensor package with Microscopic Vision.

No Sense of SmellfTasle, and Radscanner options (4
points).

• Communications: Basic communicator package with Mute.
No Cable Jack. and Long-range Radio options (-8 points).

• Arm Motors: Two arm motors with ST 20 (Power 0.2
KW). Third arm motor with ST 20, Slriker and retractable
options (Power 0.1 KW. 5 points).

• Propulsion: 0.2 KW motive power tracked drivetrain
(power 0.2 KW).

• Accessories: Flashlight. chemsniffer, densitometer, seis­
mic sensor, two sets of integral mechanical tools, inertial
compass (5 points).

• Power Svstem: Routine power requirement 0.5 KW.
RecharJeable E-ccll )lOwers all systems, with endurance
of 300 hours (28 points). Densitometer draws 18 KW
power when in use.

• Subassemblies: Head with fuJI rotation, two normal arms
("left.. and "right"). one retractable striker arm ("ccnter"),
lrack set with four tracks.

• Head Design: Contains sensor package, communications
package. densitometer and Oashlight. Componenl volume
0.161 cf. empry space 0.039 cr, tOlal volume 0.2 cf.

• Ann Delign: Right and left anns each contain one nomlal
arm motor and one set of mechanical tools. Component
volume 0.22 cf, empty space 0.03 ct, total volume 0.25 cf.
Center (striker) arm contains striker arm motor.
Component volume 0.015 cf, empty space 0.005 cf, total
volume 0.02 cf.

• Body Design: Contains brain,
drivetrain, chcmsniffer, seis­
mic sensor. inertial compass,
power cell, rotation space for
head and retraction spar..-c for
striker arm. Component vol­
ume 0.36 cr, cargo space 0.14
cr, no cmpty space, lotal vol­
ume 0.5 cf.

• Tracks Design: Total volume
0.3 cf.

• Area: Head 2.5 sf, Dody 4 sf,
Right and left arms 2.5 cr
each. Center arm 0.5 cf.
Tracks 3 sf. Total surface area
15 sf.

• Structure: Heavy frame, stan­
dard materials.

• Hit Points: Head 8, Body 12,
Right and Left arms 15,
Center arm 3, Each track 5.

• Armor: PD 3. DR 12 metal armor on all subassemblies
(111 points, Legality 3).

• Surface Features: Sealed (20 points), radiation shielding
(8 poinL..). No biomorphic features.

• Statistics: Design weight 90.3 pounds. Usual payload 7
pounds. Loaded weight 97.3 pounds. Total volume 1.5 cf
(I hex, 3.0 feet long). Price Cr20,155. Body ST 16 (70
points). arm ST 20 (32 points), DX II (10 points), IQ 9
(-10 points), HT 12 (20 points). Ground speed 38 (18
poinl"), cannot float or swim. Legality Rating 3. Model
point cost: 298 points.

PELAGIC ROVER tTL 1 2]
The pelagic rover essentially functions as a biosurvey

rover, able to swim or dive after oceanic life fonns. It is also
sometimes used in undersea geologic surveys. In both shape
and behavior, it resembles a mechanical dolphin with tentacle
arms: intelligent, adaptable, using a flexible body stnlctllre to
swim. It is capable of awkward movement 011 land. Its high
intelligence makes it very useful.

• Brain: Standard brain with compact, neural-net and +1 OX
booster options (65 points, Complexity 7).

• Sensors: Basic sensor package with Color-Blindness,
Infmsonic, Sunar (8 levels) and Radscanner options (60
points).

• Communications: Basic communications package with
BuUhom. No Cable Jack and Long-mnge Radio options
(12 points).

• Arm Motors: Two arm motors, each ST 20 with extra­
flexible and rclrdctable oplions (power 0.2 KW, 5 points).

• Propulsion: 0.8 KW motive power flexibody drivetrain
Power 0.8 KW).

• Weaponry: E1cctroshockcr with concealed mount (10
points, Legality 5).

• Accessories: Spotlight, medical tools, medscanner and
inertial compass (5 points).
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• Power System: Routine power requirement 1.0 KW.
Rechargeable E-cell powers all systems, with endurance
of 150 hours (25 points). Each shot from the electroshock­
cr draws 27 KJ.

• Subassemblies: Two arms.
• Arm Design: Right arm contains one arm motor, medical

tools and medscanner. Component volume 0.08 cr, empry
space 0.02 cf, total volume 0.1 cf. Len arm contains one
ann motor and electroshocker. Component volume 0.075
cf, empty space 0.025 cf, total volume 0.1 cf.

• Bod~ Design: Contains brain, sensor package, communica­
tions package, drivetrain, spotlight, inertial compass,
power cell and retraction space for arms. Component vol­
ume 0.9755 cr, empty space 0.2245 cf. total volume 1.2 ef.

• Area: Body 7 sf, Arms 1.5 sf each. Total surface area 10 sf.
• Structure: Light frame, expensive materials, flexible

option (15 points).
• Hit Points: Body 5, Each ann 2.
• Armor: PD 2, DR 16 nonrigid armor on all subassemblies

(93 points, Legality 4).
• Surface Features: Sealed (20 points). No biomorphic fea­

tures.
• Statistics: Dcsign weight 64.9 pound". Total volume 1.2 cf

(J hex, 3.2 feet long). Price Cr50,103. Body ST 10 (0
points), ann ST 20 (55 points), DX 12 (20 points), IQ II
(10 points), HT 12/5 (-15 points). Ground speed 9.5,
water speed 10 (10 points). Legality Rating 4. Model
point cost: 380 points.

STEALTH SURVEILLANCE

ORONE tTL12)
This is the most common orbit-to-ground drone used by

llSS exploration vessels. Difficult to spot with the naked eye,
well-concealed by stealth technology, it is most often used
when studying low-technology cultures sccretly. The drone is
piloted down into an inhabited area, either remotely or using
on-board computer control. Once near lhe surface il can be
posted in a conccaled location, whcrc it will use its superb

visual and aural sensors to eavesdrop on the speech and
actions of local inhabitants. Surveillance drones are also
sometimes used in suppon of Security Branch coven opera­
tions.

• Brain: Small brain with compact ancl +2 DX booster
options (-5 points, Complexiry 6).

• Sensors: Basic sensor package wilh Acute Vision +3,
Night Vision, Peripheral Vision, Telescopic Zoom (4 lev­
els), Thermograph, Super-Hearing, No Sense of
Smellrraste and Search Radar options (115 poinls).

• Cummunications: Basic communications package with
MUle, No Cable Jack and Long-range Radio options (-8
points).

• Arm Motors: None. No arms or legs (-50 points).
• Prupulsion: Reactionless Ihruster with 30 pounds thrust,

vectored-thrust configuration (Power 1.5 KW).
• Accessories: Aashlight, self-destruct device with 1 pound

of explosive, inenial compass (5 points).
• Power System: Routine power requirement 1.5 KW.

Rechargeable D-cell powers all systems, with endurance
of 10 hours (0 points).

• Subassemblies: None.
• Body Design: Contains all components. Component vol­

ume 0.267 cf, empty space 0.008 cf, total volume 0.275
cr.

• Area: Tolal surface area 3 sf.
• Structure: Medium frame, expensive materials.
• Hit Points: Body 5.
• Armor: PD 4, DR 20 laminate armor (160 points, Legality 2).
• Surface Features: Sealed (20 points), radiation shielding

(8 points), instant chameleon system (30 points), steallh
and [R e10aking (12 points). No biomorphic features.

• Statistics: Design weight 20.5 pounds. Total volume 0.275
cf (1 hex, 2.0 feet long). Price Cr7,520. Body ST 10
(0 points), DX 13 (30 points), lQ 9 (-10 points), lIT 12/5
(-15 points). No ground movement, cannot float or swim
(-5 points). Can hover (40 points). Air speed 77
(40 points). Legality Rating 2. Model point cost: 352 points.
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SCOUT EXPEDITION DRESS
[TL12l

The fiSS uses specialized battle armor in a variety of sit­
uations. Scout battlesuits tend to be more lightly armored
than those used by Ihe military services. relying on air-mobil­
ity. improved sensor suites, and Slealth to avoid damage. This
particular example is used by 5-3 squads in the field.
Exploration Branch scouts also find it useful for excursions
into very hostile environments, ahhough it requires a rather
specialized set of skills to use properly.

• Subassemblies: Head (limited-cotation turret), twO arms,
two legs.

• BodV Features: Fair streamlining.
• Propulsion: Leg drivetrain with 6 KW motive power (Legs,

6 liP each, Power 6 KW). ReaclionJcss thrusters (TLII)
with 100 pounds total thrust (Legs. 4 HP each,S KW).

• Aerostatic lift: COlllragrav unit rated for 800 pounds
(Body, 3 HP, 0.8 KW).

• Instruments and Electronics; Short-range meson communi­
cator (Left leg. 4 HP. Power 0.1 JeW, 2,000 miles), medi­
um-range laser communicator (Head, 1 HP, Power 0.1
KW, 10,000 miles), long-range radio communicator
(Right leg, 1 Hr, Power 0.04 JeW, 50,000 miles), lO-mile

AESA with aiHearch option (Body, 2 liP, Power 2.5 KW,
Scan +17), 20-mile PESA (Head, 3 HP, Scan +19),
4-mile radscanner (Left ann, 1 HP, Scan +15), I-mile
gravscanner (Right leg, 3 liP. Scan +11), I-mile geophone
(Right leg, 3 HP, Scan +11), Biosniffer (Right arm, 1 HP),
Chemsniffer (Right ann, 1 HP), Level 10 surveillance
sound detector (Head, I HP), HUDWAC, Deceptive jam­
mer (Body, 3 HP. Power 1 KW, rating 4), Standard
radarllaser detector (Body, 2 HP), Small computer (Body.
I liP, Complexity 6).

• Miscellaneous Components: Arm motors with ST 30
(Anns, 1 HP each, Power 0.3 KW).

• Controls: Computer.
• Crewstations: Pilot. Battledress crew station rated for 180-

pound pilot.
• Occupanc,: Short.
• Accommodations: Battledress crew station.
• Environmental Systems: NBC kil (Body. 2 HP, Power 0.25

KW), Fulllifesystem (Body, 6 liP, Power 0.1 KW).
• Power: 540 MJ rechargeable power ceU (Right leg, HP 2,

E-cell,9 hours, 15 minutes).
• Empty Space: Head 0 cf. Body 0.128 ct, Left arm 0.02 cf,

Rigbt arm 0.04 ct, Left leg 0.155 cf, Right leg 0.13 cf.
• Volume: Head 0.75 er, Body 4 cf. Arms 0.25 cf each, Legs

1.8 cf each.
• Surface Area: Head 5 sf, Body 16 sf, Anns 2.5 sf each.

Legs 9 sf each. Total surface area 44 sf.
• Structure: Medium advanced.
• Hit Points: Head 8 HP, Body 24 HP, Anns 8 HP each, legs

15 HP each.
• Armor: Head and body PD 4, DR 60 advanced laminate.

Anns and legs PD 4, DR 40 advanced laminate.
• Surface Features: Scaled, thennal superconductive armor,

instant chameleon system, basic emission cloaking, basic
stealth, basic sound baffling, radiation shielding,
improved suspension.

• Statistics: Design weight 410.35 ponnds, usual payload
180 pounds, loaded weight 590.35 pounds (0.3 tons).
Volume 8.85 ct, Overall size modifier +0, Height 8.2 feet.
Size modifiers Head -2, Body +0, Arms -3, Legs-1.

• Price: KCr163.
• Health: lIT 12.
• Ground Performance: Top speed 40 mph, gAccel 15 mph/s,

gDeccl 20 mph/s, gMR 3, gSR 2, Very low ground pres­
sure, full off-road spr:cd.

• Water Performance: Can float. Hydrodynamic drag 15,
aquatic motive thrust 112 pounds, top speed 12 mph,
wAccel 180 mph/s, wDecel 125 mph/s, wMR 1.25, wSR
5. draft 0.6 feet.

• Submerged Performance: Can submerge. Submerged
hydrodynamic drag 70, top speed 7 mph, uAccel 4 mph/s,
crush depth 250 yards.

• Aerial Performance; Can fly and hover. Aerial motive
tllrust 100 pounds, aerodynamic drag 22, top speed 185
mph, aAccel 3 mphls. aMR 6.5, aSR 3, aDecel 26 mph/so

• Space Performance: sAccel 0.17 G.
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LONG-RANGE PROBE CTL 12]
This is essentially a robot rather than a vehicle, but was

designed using the GURPS Vehicles rules since it is noanaI­
Iy used once and then discarded. It is based on the SlM-12
missile (see p. GT159) with the warhead ripped out and an
improved sensor suite added. A modular socket is present to
carry custom-built scientific packages.

• Subassemblies: None.
• Body Features: Very good streamlining.
• Propulsion: Reactionless thruster ('fLU) with 3.(}()() pounds

thrust and vectored-thrust option (9 liP, Power 150 KW).
• Instruments and Electl'Dnics: Long-range laser communi­

cator (I-IP 6, Power 0.4 KW), PESA with 20-mile range
(HP 2), Inertial navigation system (lIP 2), Minicomputer
with hardened option (5 HP, Complexity 7).

• Miscellaneous: Modular socket with 1.3 cf C<1pacily.

• Energy Bank: Rechargeable E-cell holds 540 MJ at full
capacity, enough power for about one hour of operatiun.

• Volume: Body 6 cf.
• Surface Area: Body 20 sf.
• Structure: Medium frame. standard malerials. robotic

option, very good streamlining.
• Hit Points: Body 30.
• Armor: PD 4. DR 120 advanced metal.
• Surface Fealures: Sealed. radiation shielding.
• Slatistics: Empty weight 270 pounds. Usual payload 26

pounds. Loaded weighl296 pounds (0.15 tons). Volume 6
cf. Size modifier +0. Price Cr90,275. Strucrural HT 12.

• Water Performance: Can float. Hydrodynamic drag 44.
Aquatic motive thrust 3,000 pounds. Top spced 25 mph.
wAccel 200 mph/so wMR 1. wSR 4. wDecel 10 mpbls
(110 mph!s). Draft 0.4 feet.

• Aerial Performance: Can fly and hover. Aerial motive
thrust 2,704 pounds. Aerodynamic drag 4. Top speed 740
mph. aAeeel 183 mph/so aMR 6. aSR 2. aDecel 24 mph/so

• Space Performance: sAceel 10 G.

MOBIL.E EXPL.ORATION BASE
CTL12]

This TL 12 gray-carrier is designed for lhe special needs
of the ass. It has an extensive sensor array and integrated
science-lab facility. Several versions are produced for differ­
enl scicntilic specialties. Major expeditions carry as many as
a dozen MEB for long-tenn study of a planet's geology and
ecology.

• Subassemblies: Retractable skids (three skids).
• BodV Features: Very Good streamlining.
• Propulsion: Reaclionless thruster (ILl]) with 40,000 pounds

thrust and vectored-thrust option (HI' 100, Power 2:MW).
• AerostaUc Lift: Four contragrav units rated for 20,000

pounds each (each 4 HP, Power 10 KW).
• Instruments and Electronics: Long-range radio (HP 1,

Power 0.04 KW, Range 50,000 miles), Two medium­
range radios (each HP I, Power
0.01 KW. Range 5,000 miles),
PESA with lO-mile range (HP
3), Radar with 20-mile range and
AESA and no-targeting options
(HP 2, Power 10 KW), Terrain­
following radar (HP 1, Power
0.25 KW), Densitometer (HP 1,
18 KW), Geophone with 2-mile
range (HP 3), Radscanner with
4-mile range (HP 1), Chem­
sniffer (HP 1), Neural activity
sensor (HP 3), Sound detector
with 6 levels of amplification
(HP 1), Inertial navigation sys­
tem (HP 2), Microframc comput­
er (HP 6, Power 0.1 KW,
Complexity 8), Six terminals
(each HP 12).

• Miscellaneous: Full fire-suppression system (HP 15), Four­
man airlock (HP 250), Science lab (HP 600, Power 3 KW).

• Controls: Computerized. Crew stations: Roomy. "Driver"
operates maneuver controls, "Sensor officer" operates
sensors and communications. Four extra crew stations for
redundancy or scientific work.

• Accommodations: Long-teem occupancy, room for six pas­
sengers or off-shift crew. Six roomy crew stations (each
HP 70), Six. bunks (each HP 129), Total lifesystem for
twelve people (HP 79, Power 1.2 KW). Six crashwebs
(each HP 1).

• Power S,stems: Nuclear power plant with 2.2 MW output
(HP 17, endurance 10 years). Powers all systems, with
about 50 KW excess power for battery recharge or
upgrades.

• Energv Bank: 27 MJ rechargeable power bank dedicated to
the life-support sy.<;tem (HP 1), will run life-support for
about 6.25 hours.

• Access, Cargo and EmptJ Space: 132.2 cf access space. 300
ef eargo space. 5.74 cf empty space.

• Volume: Body 3,500 cf, Skids 175 cf.
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• Surface Area: Body 1,383 sf, Skids 188 sf. Total surface
area 1,571 sf.

• Structure: Heavy frame, expensive materials.
• Hit Points: Body 4, 149, Skids 175 each.
• Armor: PD 4, DR 100 ex.pensive laminate on body, PD 4,

DR 40 expensive laminate on skids.
• Surface Features: Sealed, radiation shielding.
• Vision: Good.
• Statistics: Empty weight 35,034 pounds. Usual payload

8,400 pounds. Loaded weight 43,434 pounds (21.72 tons).
Volume 3,500 cf (with skids retracted). Size Modifier +6.
Price MCr2.082. Struclurat HT 12.

• Air Performance: Can fly and hover. Aerial motive thrust
40,000 pounds, aerodynamic drag 277, top speed 740
mph, <1Aeeel 18 mph/sec, aMR 3.5, aSR 5, aDeecl 14
mph/so

• Space Performance: sAccel 0.92 G.

PELAGIC SURVEY VESSEL

[TL"I2l
This is a multi-purpose ocean vessel, capable of operat­

ing both on the surface and submerged. It is most often used
as a plalfonn for the study of ocean life or undersea geology.
It can also be used as an infiltration platform for Scout teams
on land. It can be carried in a standard modular cutter for
delivery 10 a planetary surface.

Oddly enough, the PSV is a workable space vessel,
although it should be used as such only in dire emergency
(it's unable to re-enter atmosphere and isn't designed to dock
with true spacecraft).

• Subassemblies: Superstructure.
• Body Features: Flotation hull. submersible, submarine

lines.
• Propulsion: Reactionless thruster (TLll) with 72,000

pounds thrust (lIP 104, Power 3.6 MW).
• Instruments and Electronics: Long-range radio (Su, IJP. 1,

Power 0.04 KW, Range 50,000 miles), Two medium­
range radios (Su, eaeh HP I, Power 0.01 KW, Range
5,000 miles), Searchlight (Su, HP 3, Power I KW),
Searchlight (Bo, HP 3, Power 1 KW), Low-light TV (HP
1), PES A with 2-mile range (Su, HP 1), Radar with
2-mile range and AE$A and air-search options (Su, HP 1,
Power 0.25 KW), Passive sonar with 20-mile range and
towed-array option (HP 20), Active sonar wilh IO-mile
range (HP 15, Power 25 KW), Radscanner with lO-mile
range (HP 1), Neural activity sensor (HP 3), lnenial navi­
gation system (HI' 2), Microframe computer (HP 6, Power
0.1 KW, Complexity 8), Four terminals (each lIP 12).

• Miscellaneous: FulI fire-suppression system (HP 15),
Two-man airlock (Su, HI' 129), Dry-dock for four pelagic
rover robots (HP 27), Science lab for Xenobiology skill
(HP 600, Power 3 KW).

• Controls: Computerized maneuver and diving controls.
Crew stations: Cramped. "Helmsman" operates maneuver
conlrols, "Diving officer" operates diving controls,
"Sensor officer" operates sensors and communications.

• Accommodations: Long-term occupancy, room for five

passengers or off-shift crew. Three cramped crew stations
(each HP 44), Five hunk... (each HP 129), Total lifesystem
for eight people (HP 60, Power 0.8 KW).

• Power Systems: Nuclear power unit with 3.7 MW output
(AP 23, endurance 10 years). Powers all systems with
abOlH 69 KW excess power for battery recharge or
upgrades.

• Energy Bank: 27 MJ rechargeable power bank dedicated to
the life-support system (HP I), will run life-suppon for
about 9.4 hours. Excess power from the main plant can
fully recharge the life-suppoTt bank in about 6.5 minutes.

• Access, Cargo and Empty Space: 158.98 cf access space.
350 cf cargo space (Su 10 cf, Bo 340 cf). 6.8625 cf empty
space (Su 0.\\25 cf, Bo 6.75 cf).

• Volume: Superstructure 120 cr, Body 3,380 ef.
• Surface Area: Superstructure 146 sf, Body 1,351 sf. Total

surface arca 1,589 sf.
• Structure: Extra-heavy frame, standard m<1lerials,
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submersible option. Heavy compartmentalization in body.
Roll stahiIi7.ers.

• Hit Points: Superstructure 876. BocJy 8.106.
• Armor: PO 4, DR 200 standard laminate.
• Surface Features: Basic chameleon system, basic sound

baffling. electrified surface.
• Vision: No view. Vision is only available from the conning

platfonn on the superstructure (if on surface) or via sen­
socs.

• Statistics: Empty weight 47,201 pounds. Usual payload
8,879 pound.~. Loaded weight 56,080 pounds (28.04 tons).

Volume 3.500 cf. Submerged weight 218,750 pounds
(109.38 Ions). Size modifier +6. Pric.:c MCr2.416.
Structural HT 12.

• Water Performance: Can float. Hydrodynamic drag 293.
Aquatic motive thrust 72,000 pounds. Top speed 40 mph.
wAccel 25 mph/so wMR 0.75. wSR 6. wDecel 15 mphls
(27.5 mph/s). Draft 5. I feel.

• Submerged Performance: Can submerge. Submerged
hydrodynamic drag 363. Top speed 35 mph. uAccel 5
mph/so Submerged draft 20 feet. Crush depth 8,400 yards.

• Space Perforlllance: sAccel 1.3 G.

STARSHIPS
. . . .

. .. . '. . _.
The Scout Fleet consists of an eclectic variety of highly

specialized ships. These range from the Sllleimnll-ciass
scout/courier and express boat. all the way up to Ashnnrj
High Lightlling-elass frontier cruisers and Kokirrak-class
dreadnaughts acquired as surplus from the Imperial Navy.
This section covers some of the ships most likely to be
encountered in nss service.

NEW MOOULES
Scout Service ships have a number of special systems

not often seen on merchant vessels or wan;hips. In particular,
the following types are referred to in the starship descriptions
later in this chapter. The module... are described at TL 12, but
TUO equivalents are given.

Communications Module: This module contains a sin­
gle massive laser communicator. with 10 million miles trans­
mission range (and 100 times that in reception). There arc
three hardened. high-capacity mainframe computers, 50 ter­
abytcs of hardened data storage with double backups, and an
energy bank with enough capacity for five hours of full opcr·
mion. The module is designed for high redundancy, with the
three computers all checking each other's results and the
three sets of data stored in different locations. The laser com·
municator is used for its very high bandwidth. Even with the
usual high level of encryption and error-correction on the sig­
nal, the module can upload or downJoad its entire storage
capacity in about an hour. The module takes up 12 spaces.
Mass: 138.1 tons. Cost: MCr3.830. Crew requirement: 0-1.
The equivalent TLIO module has the same size and cost. but
carries only 500 gigabytes of data.

Logistics Module: Starships intended for long-range
operation need to be self-sufficient. able to manufacture their
own spare pans from found materials. 'Ibe logistics module
<."Qntains two "completc" workshops, with all the tools need·
ed for the Annoury. Electronics. Engineering, and Mechanic
skills at the module's TL. Up to 6 people can work in the
module at the same time. The module takes up 5 spaces.
Mass: 30.0 tons. Cost: MCrO.12. Crew requirement: 0 (ship's
engineers and support crew use the module on an occasional
basis). The equivalent TUO module has the same size and
cost.

Probe Module: This module is designed for the launch
and control of long-range prohes (sec p. 33). An IISS long-

range probe is essentially a standard 0.15-ton missile, with
the warhead replaced by some kind of instrument package. A
probe module consists of three launch systems, eaeh includ­
ing a breech-loading launch tube, a very-long-range laser
communicator. a computer tenninal and a roomy crew station
for probe control. There is storage space for 20 probes and
40 modular instrument packages. Depending on the exact
load, a full complement of probes and modules would mass
about 3 tons and cost about MCr2. The module takes up 1
space in the ship. Mass: 1.2 tons (empty). Cost: MCrO.033
(empty). Crew requirement: 0-3. The equivalent TLIO mod·
ule has the same size and cost. although different probes may
be used.

Survey Module: A survey module contains four sets of
astronomicaJ instruments, four high-resolution planetary sur·
vey arrays, a mainframe computer, eight roomy crew stations
with computer terminals, and a "survey center''' with sophisti­
cated holographic-projection devices (built as <I 100-sf
"holoventure zone"). This allows the survey specialists to
create visualizations of incoming data. Use of the survey
module is detailed in Chapter 7. The module tlikes up 4
spaces in the ship. Mass: 5,4 tons. Cost: MCr7.63. Crew
rcquircmcnt: 4·8. The equivalent TUO module m<lsses 7.4
tons and costs MCrI2.66.
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100-TON EXPRESS BOAT

CTL12J
The lmperial standard express boat is found in every sys­

tem along the Xboat links. It is the most optimized ship
design in Imperial service, well-fitted to its intended purpose
but almost useless for any other application. It has a jump
drive, but no maneuver drive. TIll': express boat is dependent
on its tender for fuel, maintenance and movemenl through
normal space.

The ship's primary function is to carry cxtl:nsivc data
storage banks and communications gear. The standard Xboat
design can carry 150 terabytes of data, transmitting or receiv­
ing the entire load in just over an hour. In practice, lhe Xboat
rarely runs al run capacity except in portions of the network
which connect a number of high-population, high-technology
worlds.

The ship has two staterooms. one for the pilot and one
for a possible passenger. There is a small cargo hold for criti­
cal shipments. The ship's locker holds the pilofs vacc suit, a
rescue ball, and the ship's only aonament (a shotgun or sub­
machinc gun for repelling boarders).

Express boats do not officially have names. Each has an
identifying number. When pilots and ships slay together for
long periods, as sometimes happens in frontier areas, the
pilot may have an unofficial name for his boat.

The IISS has occasionally experimented with variant
designs, incorporating low-power maneuver drives or solar
sails. None of these have seen full~scale production.
Currently the Communications Office is experimenting with
a jump-6 express boat or radically different design, but the
technology is expensive and unreliable. Fast express boats
may occasionaUy be found on some of the network's "back·
bone" routes, such as from Core to Terra or Vland, but there
arc no plans to implement a jump~6 network in the foresee~

able future.
Crew: Pilot (Astrogation. Electronics Operation

[Communicatiollsl, Engineering, and Mechanic).

100~ton USL Hull, DR 100, Basic Bridge, 3
Communications, Engineering, 5 Jump, 40 Fuel, 2
Staterooms, Utility, 6.5 Cargo.

Statistics: EMass 537.9, LMass 570.4, Cost:
MCr37.414, HP 15,000. Hull Size Modifier; +8.

Performance: Jump 4.

400-TON CCNCSEV-C~SS

SURVEY SCOUT
The D01IO.\·ev-c1ass is the workhorse of the Imperial

Grand Survey. Its task is to continually re-survey star systems
and worlds within Imperial space, updating maps and main~

taining navigational beacons.
The heart of the ship is the survey module, which is

usually manned by four survey specialists. The spacedock
nonnally carries three air/raft.., a 50-ton modular cutter with
lab module and a spare fuel-skimming module. Survey oper­
ations are carried out using a combination of on~board sen~

sors, long.range probes, and cutter overflights. The ship is
primarily designed to work from orbit, but some lab spaec is
set aside to handle geological or biological samples. The sur~

vey scout is almost never armed, although in dangerous
regions the ship can easily mount four hlITets at the cost or
four tons of cargo space.

Survey scouts arc named after past senior members of
the IISS Exploration and Survey Offices.

Crew: Pilot (Pilot lSpacecraft]), Navigator (Astrogation),
Sensor Officer (Electronics Operation [Sensors]),
Communications Officer (Electronics Operation
rCommunications]), Engineer (Engineering and Mechanic),
Small CrafL Pilot (pilot [Small Craftl), and 4 survey special~

ists (Cartography and Electronics Operation [Sensors)).
400-(on USL Hull, DR 100, Basic Bridge, Engineering,

15 Maneuver. 16 Jump, 120 Fuel, 162 Spacedock, 10
Staterooms, 4 Lab, Probe, Survey, Utility, 2 Fuel Processor.
27.5 Cargo.

Statistics: EMass 412.3, LMass 728.7, Cost;
MCr139.64, lIP 37,500. Hull Size Modifier: +9.

Performance: Acce! 2.1 Gs, Jump 3.

400.TON KHACUM'R-C~SS

FAST COURIER
Whenever messages or small cargoes must travel faster

than an Xboat could carry them, or across routes not
served by the Xboat network, the IISS uses the fast courier.
Its jump-6 capability allows it to cross subseclor distances
in a relatively short time, and it is capable of wilderness
refueling so as to cross space away from the main trade
routes.

The fast courier carries much less data than an Xboat,
but more than enough for high-priority Imperial traffic. It
has a small cargo hold, and enough staterooms to carry
several passengers if the crew use double occupancy. Fast
couriers arc generally armed well enough to defend against
corsairs, although they cannot survive a sustained battle.

Fast couriers are named after famous messengers from
history or myth. A nearly identical ship class is in Imperial
Navy service as a fleet courier, and many private organiza­
tions have experimented with similar designs.

Crew: Pilot (Pilot [Spacecraft]), Navigator (Astrogation),
Sensor Officer (Electronics Operation [Sensors]),
Communications Officer (Electronics Operation
[Communications]), Engineer (Engineering and Mechanic).
Up to four gunners may be added to the crew as needed.

400-ton SL Hull, DR 200, 4 turrets (2 triple lasers, 2
triple missile racks), Command Bridge, Engineering, 12
Maneuver, 28 Jump, 240 Fuel, 5 Staterooms, Utility, 5 Fuel
Processor, 2.5 Cargo.

Statistics: EMass 780.2, LMass 869.5, Cost:
MCrI57.087. lIP 39.900. Hull Size Modifier: +9.

Performance: Acce!I.4 Gs. Jump 6.
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1 ,ODD-TON PURCELL-CLASS

EXPRESS BOAT TENOER
The Xboat tender provides maintenance and suppon for

cxprc!'iS boals on the Imperium's major communications
coutes. Once an express boat has entered a system and uans­
mined its load of message data. the lender moves to pick up
the boat The tender crew services the boat, replenishes it..
energy banks and stores, and (sometimes) replaces the pilot
before sending the boal Qui fur the next system along the
roule.

Any system on the express boat routes will have at least
one tender present at all times. Important systems may have
several in operation at the same time. The tenders are jump
capable and can be found in off-route systems. ferrying extra
Xboats where they are needed. They also undertake recovery
missions when express boats are damaged or misjump off
their nonnal roulCS.

The tender carries lhree turrclS, although under most cir­
cumstances these are left empty. There is no standard weapon
load; a tendcr is armed, when necessary, with any available
weapons. Two of the turrelS are on lung tracks. This makes
them able to cover any arc of fire, but the unusual arrange­
menl causes wcapon stabilization to suffer (-2 to Gunnery
skill).

This cJllSS of tenders is named after past senior mcmbers
of the nss Communications Office.

Crew: Caplain (Leadership and Tactics), PiiotINavigator
(Astrogation and Pilot [Spacecraft]), Sensor Officer
(Electronics Operation (Sensors]), Communications Officer
(Electronics Operation [Communications]), and two
Engineers (Engineering and Mechanic). Up to three gunncrs
may be added to the crew as needed. Express boat pilots
awaiting assign men I usually fill in any empty crew slots.
There are usually about four Xboat pilots on station at any
given time.

I,OOO-ton USL Hull, DR 100,3 turrels, Command
Bridge, Engineering, 10 Maneuver, 20 Jump, 240 Fuel, 600
Spaeedock, 10 Statcrooms, 2 Utility, 82 Cargo (+9 in turrets).

Statistics: EMass 615.475, LMass 1,070.475, Cost:
MCrI19.1046, HP 63,600. Hull Size Modifier: +10.

PerCormance: Acccl 0.93 Gs, Jump 1.

3,OOO-TON PYTHEAS-CLASS

EXPLORATORY CRUISER
One of the largest ship classes in the Scout Flcet, the

PYlheas class is used for long-range expeditions outside
Imperial spacc. It is more hcavily armed and defended than
most fiSS ships, able to hide. run or fight as appropriate.

The PYlheas is an extremely versatile ship. It conlains a
large spaeedock with a variely of modular fittings, able 10

handle almost any combination of vehicles up 10 200 dis­
placement tons. On a scienlific mission, the ship might carry
several modular cullers for planclary exploration. Or it might
carry one or two Sllieimatl-{;jass scout/couriers, using them 10

visit less·interesting syslems 10 either side of the mother
ship's path. Meanwhile, thc cruiser's main cargo bay is
directly aft of the spacedock, with a large access ramp

connecting the two. A variety of ground vehicles can be stored
(here, brought forward for loading into the KJ:V cradles of a
modular cuttcr as nccdcd Cor delivery to a planetary surface.

The PyrIJeas is also used in an intelligence-galhering
role, performing deep penetration into potentially hostile ter­
rilOry. The ship is very slealthy, and its scientific instruments
are designed 10 be reconfigured for si!;.J"flals intelligence with
minimal effort.

The crew roster vanes widely, depending on the ship's
current mission. Typical crew size is 60-70 people. On a Iypi­
cal long-range exploratory expedition, there mighl be 66
crew: 10 command crcw from Scout Aeet, 36 scientists from
Surveyor Exploration, 4 engineers from Tcchnical Services,
15 taclical officers from Security, and 1 medical officer.
Many crew members would hold some expertise oUlside their
own department, allowing a flexible responsc to emergen·
cies. On a potential combat mission, the crew roster would be
more slanted toward Security and Inlelligence.

One of the less-appreciated features of the Pytlll!ll.\· is it..
lack of creature comforts. The crew must double-bunk, the
stalerooms arc a lrinc cramped, and there is little common
space set aside for crew recreation. Fortunately there is plenty
of computer capacity aboard for recreational use belween mis­
sions. Meanwhile. many a scout has eamed a reprimand for
reprogramming the survey center for a real holovcntun: ...

The P)'thells class is named for famous pre-spaceflight
explorers from the histories oC many worlds.

Crew: As noted above.
3,OOO-ton SL Hull, DR 100, 15 turrets (3 U'iple missile

racks, 7 triple sandcasleIS, 5 triple la..ers), Radical Stealth,
Radical Emissions Cloaking, Command Bridge, Enginecring,
120 Maneuver, 150 Jump, 1,200 Fuel, 400 Spacedock, 36
Staterooms, Sickbay, 20 Lab, Logistics. 4 Probe, 2 Survey, 6
Utility, Meson Screen, 4 Nuclear Damper, 6 Fuel Processor,
290 Cargo.

StaUstlcs: EMass 3.764.725, LMa...s 5,710.725, Cost:
MCr867.98, HP 138.000. Hull Size Modifier: +11. LMass
and Cosl figures assume 480 Ions and MCr85 in carried vehi­
cles, missiles and probes.

Performance: Accel2.1 Gs, Jump 4. Air Speed 3.130.
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MAPPING THE GALAXY

In Traveller, world-building begins on a grand scale. The Third Imperium
(or your own Traveller universe) exists within the context of the whole Galaxy,
a stage wide enough for almost any roleplaying game!

Mapping a Subsector
In the Traveller setting, space is mapped on a hexagonal grid, with each

"hex" being one parsec across. Hence a sector is 32 by 40 hexes, a subsector 8
hexes by 10. Each subsector has a .rystem density, indicating how likely it is for a
star system to appear in each hex (see the System Presence Table). Most subsec­
tors will be of Scattered or Standard density. For example, the entire Spinward
Marches arc of Scattered density. Very Dense suhsectors do not occur, that den­
sity class only appearing inside very rich galactic clusters (see sidebar).

When mapping a subscctor for the first time, choose a system density, then
roll dice as indicated in the table for each hex in the subsector map. Place a star
system in the hcx if the target number or greater is rolled. Alternatively, the GM
may simply place an appropriatc number of star systems as he plea<;es (typical
ranges of star system counts are givcn in the table).

j-

Typical Number
2-3

11-16
21-32
32-48
43-64
53-80

Thr()w per Hex
12+ on 2d
6+ on Id
5+ on ld
4+ on Id
3+ on Id
2±.a!! Id

Subsector Density
Rift
Sparse_
Scattered
Standard
Dense
Very Dense
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System Presence Table

Following Traveller and GURPS Space, we use the parsec as a standard
unit of measurement for interstellar distances. One parsec is equal to about 3.26
light-years or 19 trillion miles.

Space is three-dimensional, but Traveller simplifies star-mapping by pro­
jecting the Galaxy onto a two-dimensional plane. Star maps are thus oriented
with the coreward direction at tIle top, toward the center of the Galaxy. The
opposite direction is rimward. TIle direction of galactic rotation is toward the
left edge of a standard map, designating the spiflward direction. To the right
edge of a standard map is the trailing direction.

The map of Charted Space (see p. GT6) covers a region of the Local Arm,
about 512 parsecs "wide" (spinward-to-trailing) and 320 parsecs "deep" (core­
ward-to-rimward). Charted Space is centered on the territory of the Third
Imperium. This space is divided by Imperial astrographers into sectors, TCctan­
gular TCl,rions which are exactly 32 parsecs wide and 40 decp. Each soctor con­
tains TOughly 400 to 500 stars. Each sector is dividcd further into 16 subsectors,
which are 8 parsecs wide and 10 deep.

'The use of robots has
considerably reduced the
casualty rate in first
contact situations,
especially with
unexpectedly xenophobic
cultures - except, of
course, among the
contact robots. "
,- Twenty Years in the IISS,

Janes Pr.ejaska

Resources

Everything in tltis chapter (and ill much
of Chapter 5) is in the domain of
astrophysics. A good undergraduale­

level text on the subject will be useful for
anyone who wants to understand the back­
ground to these rules. We suggest All
TII/roductioll /0 Modem Astrophysics, by
Bradley W. Carroll and Dale A. Ostlie.

Shari of a rigorous study of astro­
phy~ics. there are many good hooks on
astronomy for the layman. The best i.~

probably the three-volume Burnham ',f

Ct/estial Handbook, by Raben Burnham,
Jr. The Handbook is a comprehensive
introduction to deep-sky astronumy. It's
slightly dated, but even so it provides an
extensive introductiun to astrunumical
cum.:cpLS, lUlU is vl;ry rich ill detail.

Anotller good source is The Guide tv
the Gu/cuy, by Nigel Henbest and Heather
Couper. This book includes a review of
the history of galactic astronomy, explain­
ing all the major concepts, and including
visually stunning maps of the Galaxy at
several levels of detail.

Finally, the best source intended for
science fiction writers (and GMs) is
Worldbuildillg, by Stephen L. Gillen.
Gillett coveN; mosl of the concept~ useful
to a world-builder, without 100 much
mathematical detail. His hook was a major
staning point for {he rules systems here.



GENERATING STARS
Here we begin an extended world design sequence, which will help GURPS

Traveller GMs (and those running other science fiction campaigns) to design
realistic worlds. The steps in this chapter will allow the GM to design star sys­
tems, determining what stares) and planets each contains and dClcnnining their
general properties. Using Chapter 5, the GM will be able to dClcnninc the spe­
cific characteristics of single worlds, and generate animal encounters. Using
Chapter 6, the OM will be <lblc 10 construct detailed descriptions for societies of
sentient beings.

Al many points in this process, a die-roll procedure will be presented to
allow random selection among options. These procedures can be used to do fair­
ly realistic world-building at random. Always remember that the rules should be
considered guidelines, an indication of which options are more likely than others
according to current scientific theory. No die roll should be allowed to dictate
the course of the OM's campaign.

Thc design sequence here is based on the one from CURPS Space, although
it is more detailed (and in some cases, more realistic). If these rules are used as
written, they will sometimes yield results different from those in earlier versions
of Traveller, In such cases we will describe the differences. and suggest ways to
adjust the rules to better fit published Traveller material. As always, it's up to
the OM to decide how to apply the rules to his personal game.

STEP 1: NUMBER OF STARS

Many stars have companions. Two or more stars may trdvel together through
space. hound together gravitationally so that ldlch orbits the center of mass of
the system. In such systems, the component stars are generally named using let­
ters of the alphabet, with the brightest component tagged A. the next brightest B,
and so on. The A-component is also called the primary of the system, while the
other components are companions.

Procedure
Roll on the Multiple Stars Table to determine how many stars arc in the sys~

tern. Modifiers: +3 if the system is a mem-
ber of a true galactic cluster (see sidehar).

Multiple Stars Table
Roll [3d) Number of Stars

___3-10 1
11-15 2
16 or more "3

Multiple star systems with more than three members arc possible but very
rare. This possibility is taken into account in step 4.

Example
To demonstrate the world-building system in this book, we will use it to

generate a star system for a GURPS Traveller campaign. The star system in
question is somewhere in the trailing fringes of the lmperium, in a region for
which little "official" information bas been published. The GM wants there to be
at least one more-or-less Earthlike planet in the system, but is willing to accept
what the dice give him. He bas a name in mind already for the planet: Haven.

He begins by rolling a 13 on 3d and consulting the Multiple Stars Table,
finding that the Haven system contains two stars.
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The Galaxy

O
ur galaxy is an "island universc" of
stars, a little over 30.000 parsecs in
diamcter. It's a very typical spiral

galaxy, in shape, sizc, and slrueture.
The Galaxy's most promincnt fcaturc

is tht: galactic disk, a stnlctun: wmpusoo
of gas, dust and brighl young Slim. This
disk is about 600 plmecs thick, becoming
thicker toward the galactic core. Its mass
is not smoothly distributed. Most of the
disk's matter falls in the spiral arms.
These are not the smooth curves that most
people imagine. sweeping out from the
core to the fringes in a regular pattern.
The densest pans of the anns fall intO a
series of shan, discontinuous arcs, which
piece together 10 fonn an overall spiral
shape.

The disk is emhedded io the salacric
halo, a sphcrieal strueturc that takes up
most of thc Galaxy's space. There is very
liltle gas ur dust in thc balo, and only a
fcw perecnt of tbe Galaxy's stars. Thc
slurs uf tht: halo 11ft: uld and dim, orbiting
tht: l:ure at wide angks lo thc plane of the
disk. Strangely, it seems that tilt: halo cun­
taills the majority of the Galaxy's mass,
whicb must be in sOllie "dark" fonn that
isn't easily detectable.

The halo is densest toward the center
of the Galaxy, where it shades into the
salaclic core. This is a flattened bulge,
ahom 1,800 parsecs thick. Astronomers
long believed that the galactic core had a
roughly r:ircular r:ross-section in the plane
of the disk, but recent observations sug­
gesl Ihat the core is aClually .~omewh:1I

elongated, making our Galaxy a moderate
example of a "barred" spiral. The hesl eUf­
rent model of the Galactic bar makes it
about 1,800 parsecs wide and 4,500 par­
secs lung, with its long axis forming a
small anglt: with the line from Terra to the
Gailletie ~'l;:nh:r.

Current observations indicate thal
Terra is near the plane of the gailletil.: disk,
about 7,700 plmecs from the center of the
Galaxy. Published Tral'eller materials
have established a longer distance, placing
Terra at a little over 10,000 parsecs flOrn
Ihe center. GMs may assume that
Solomani astronomers mismeasured
galactic dis.lanees in Ihe last century
before starflight ...

Continued on nextP.!lge . ..



Sol is embedded in what Imperial
astronomers call the Local Arm. This arm
is about 1.800 parsecs across. and wind.~

about halfway around the galaxy. The axi~

of the Local Arm pas~e~ about 100 par­
~ec~ rimward of Sol, ~o Terra is fairly
c1o~e to the hean of the arm.

One major fealUre of the Local Arm is
the Orioo region, a territory rich witb
bright, young stars. This region is rimward
of Sol, most of its bright stars at a distanr.:c
of about 100 to 300 parscr.:s (yom Terra.
The regiun is namr.:d afler lht: constell<llion
Orion. familiar lO Tcrrulls, since some of
its brightt:st stan; form tJle outlines of tJmt
constdlalion. Sillce these slars are actually
very close together ill galactic terms.
Orion is one of the few star patterns which
is visible and recognizable from much of
Imperial space.

Opposite the Orion region is the
Scorpius-Cenlaurus region. another <lrea
of rapid star fonnMion containing many
brigbl giant stars. This region i~ at the
coreward fringe of Charted Space.
although a few bright SiaN: a~~ociated with
it are actually in Imperial territory
(notahly Anta.re~).

STEP 2: PRIMARY STAR TYPE
A star's most important properties are it'i mass. composition, age. and lumi­

nosity or brightness. With four important parameters, one might expect stars to
vary widely, but in fact they fall into a few very well-defined groups.
Astronomers classify stars using their spectral class, which can be thought of as
a way to sort stars by color and size.

The first component of the speclral class is lhe star's spectral type or
"color," denoted by a single letter. The major spectral types arc 0, B, A, F, G, K,
and M. This seqllence also defines thc rclativl.: surface tcmperature and luminos­
ity of stars. 0 and B stars are hot and very bright, while K and M stars arc cool
and dim. We will sometimes refer to spectral types as "carly" (toward the bright,
hot end of the range) or "late" (toward the dim, cool end). This nomenclature
comes from the early days of stellar astronomy, when it was widely believed that
all stars began their lives as 0 or B class and slowly moved down to K and M
class before dying. This theory of stellar evolution has long since been discredit­
ed, but the "early late" jargon persists.

The spectral type can be further specified by a decimal classification, lIsing
the digits 0 through 9. 0 indicates a "standard" star of that spectral type, while 1
through 9 indicate progressively cooler, dimmer stars. Sol, for example, is spec­
tral type G2, and can be considered two-tenths of the way between a standard G­
class and a standard K-class star.

The second component of spectral class is the star's luminosity class or
"size," whicb is denoted by a Roman numeral. Luminosity and size are related;
two stars with the same spectral type (i.e., the same surface temperature) will be
of different brightness if one is larger and has more surface to radiate energy

with. The luminosity classes are I (for supergiant stars), n and ill (for
giant stars), IV (for subgiants), V (for average-sized "dwarf' stars) and VI
(for a rare class of "subdwarf' stars). The rules that follow simplify by
referring only to classes 1, ill and V, which should suffice for the vast
majority of stars.

Most stars are class V, existing on the "main sequence" of star types.
Members of the main sequence are mature and slable, shining by means of
hydrogen fusion. The most massive main sequence stars (0 through A
class) arc rare. Running through their nuclear fuel quickly, they bum out
long before planetary systems or life-bearing worlds can form. Medium
stars (in the range F through K) are much more cornman. They are stable
long enough for planet'i to form and life to evolve. Finally, the M-class
"red dwarf' stars arc so eOlllmon that over half of all stars belong to their
class. Red dwarf stars arc so stingy with their fuel lhat some of them may
still be burning a trillion years from now.

One set of stars docs not fall into this classification scheme: the white
dwaif stars. In one sensl.:, lhese arc not stars al all. A white dwarf is the
remnant of a star which has finished its stahle lifespan on the main
seqllence, passed through a period as a giant star. and tinally found itself
unable to continue fusion burning. Stars which die in this fashion lose
much of their mass, in proccsscs lhat may be more or less violent. The
most common remnant of sllch a star-death is a white dwarf, a small but
extremely dense body which shines dimly due to the retained heat of its
final collapse. White dwarf slars may have planets but arc too dim to foster
any kind of life on them. We use luminosity class D without spectral type
for all white dwarf stars, simplifying the standard c1assific~tion scheme for
them. Other kinds of stellar remnants exisl (see sidebar, p. 49).

STARS
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Mapping

The Traveller system simplifies star
mapping by placing every star in a
two-dimensional plane. 1llree-dimen­

sional mapping i.e; more complicated, bur
can add flavor. The following .~ugge.~tions

can be applied in campaigns ourside the
Third Imperium setting.

As suggested in GUHPS Space, the
best way to producc a 3-D star map is to
usc grid paper, with a scale of onc parsec
to the grid square. The plane of the paper
rcpresents the plane of the galactic disk.
When a SLar is placed on thl;: papl;:r, a
"height" coordinate is lIoted for it. A posi­
tive height represents distance above the
gatactie plane, while a negative height
represents distance below the plane. As in
Traveller, the top edge of the map points
toward the galactic core, while the left
edge of the map points in the spinward
direction. The direction of positive height
(up from the plane of the map) is normally
called Galactic North, while Galactic
South is in the direction of negative
height. This convention is consistent Wilh
standard astronomical practice, hut is dif­
fcrent from the one found in GURPS
Space.

In the region of Sol, there is about one
star systcm per 20 cubic parsccs. This can
bl;: malchl;:d by rolling 3d for cach grid
pain I and dislinct altitude on the map,
placing II star systt:m on a 6 or less. Or we
ca.n divide the volume or thl;: spact: being
mapped by the system densiLY, amI pillCI;:
about that many stars at random. In this
case. the height coordinates for star sys­
tems should also be determined randomly,
using any convenient method.

Three-dimensional geometry will have
11 number of implications which can dras­
tically affect a campaign. One result is
that slarship.e; with longer range C:ln Tl'.::lch
many more possihle de.~tin:llions. In two­
dimensional space, the average numher of
Slars that can be reached in one jump goes
up as thc square of the jump range. In
three-dimensional spacc, the number of
stars goes up as the cube of the range. No
IIlIlUl;:r what the task, fustcr ships will have
II grt:all;:r advantage than thcy do in stan­
dard Traveller. Another efft:ct is lhat
interstellar empires will hI;: more "com­
pact." Distances from core to frontiers
will be shorter, so those frontiers will hI;:
easier to control. The frontiers may be
harder to defend, however, since tbe
empire wilt have to guard the entire sur­
face of a sphere.

In any case, the GM will need to con­
sider the effect of these changes very care-,
fully when desi£T!ing his campaign. Any
campaign using the idea wiJI have a dif:,
:!"e!ent "feel" than the standard :rhird
iIin .urn selling: •

Spectral Type Table
Roll (3d) Spectral Type

3-4 A (White)
5-6 F (Yellow-White)
7-8 G (Yellow)

9-10 K (Omnge)
11-18 M (Red)
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Procedure
To generate the primary star, roll first on the Luminosity Class Table. If the

star is known or intended to have an Earthlike world present, don't botber
rolling. In this case, the star will automatically be of type V. on the main
sequence.

Luminosity Class Table
Roll [3d) Class

3 ill (Giant)
4-14 V (Main Sequence)
15-18 D(WhilcDwarf)

Finally, roll 1d to determine the star's spec­
tral subtype. On a 1-3, the star is subtype 0, on
a 4-6 it is of subtype 5. If you want a more
detailed approach that uses the full range of
spectral subtypes, see the sidebar on p. 53.
Ignore or re-roll any result that might yield a
star of type 04 or earlier, or any type 0 star of
class m.

The table docs nol allow for the random
appearance of type I supergiant stars. These are
so rare that the OM must deliberately choose to
place them (no more than one per sector, and
normally none).

With !.he luminosity class established, roll
3d on the Spectral Type Table (unless the star is
a white dwarf). If the star is of class V and is
known or intended to have an Earthlike world
present, roll Id+5 instead. This table does not
aUow for the random appearance of type 0 or
B stars. Again, these stars are very rare and
should be placed sparingly by the GM.

Example
The roll on the Luminosity Class Table is a

10, so the Haven system's primary star is a
class V main sequence star. This isn't surpris­
ing, but it does mean that an Earthlike planet is
still possible. The GM then rolls an lOon the
Spectral Type Table, finding that the primary is
of type K. He rolls ld for a 2 and then (using
the Detailed Star Generation sidebar) ld-l for a
2, so the star's final spectral class is K2 V.



Galactic Clusters

Slars are not normally born alonc.
They form in gre3t families, dozens
or even hundreds of Slars coalescing

at about the same lime in one of the
Galaxy's dark nebulae. Sometimes these
groups remain bound by mutual gravita­
lional 3nraclion. continuing to travel
(ogether long after they leave the region
where they formed. Such galactic clusters
or npen clusters are fairly CORUnnn. There:
are 5everal in the immediate neighborhood
of Sol ilself.

OMs may place galactic clusters in
their own star maps for Travelll!T. Simply
choose a single hCA (or the center of the
cluster, and suume that the cluster
includes Olle or two hex rings around this
center hex. Within lhis area. the system
de~ity will be one or two classes higher
tban in the rest of the liubsector. When
geoerating stars within the galactic cluster.
lhe GM should make sure that every star
is lhe same age (see p. 52).

Galactic clusters arc likely places 10

find thriving inlerslellar communities.
Since alllhe sian fonned in !he lIafTle pro­
loslellar nebula, they are likely to have !he
same comptUoition and have similar plane­
lary SYSlems.

STEP 3: COMPANION STAR TVPES
By definition, the primary star is the brightest one in the system. Any com­

panion stars must be of the same or lower luminosity class, and if of the same
class must be of the same or lower spectral type. It seems common, however, for
stars in a multiple system to 00 of about the same mass, and therefore of similar
spectral type.

Procedure
If the primary star is of luminosity class D, its companions are automatically

of class D as well. Otherwise, for each companion star in the system, begin by
rolling Id. On a 1-4 the companion is of the same luminosity class as the prima­
ry. On a 5 the companion is one class lower, and on a 6 it is two lower. For this
purpose, the hierarchy of luminosity classes, highest to lowest, is I-m-V. If a
companion «falls off the end" of this scale, roll Id again. On a 1-4 the star is a
class V main-sequence slar, automaLically of type M. On a 5-6 the star is a white
dwarf of type D.

If the companion is of the same luminosity class as the primary star, then
roll Id. On a 1-3 the companion is of the same spectral type as the primary. On a
4 the companion is one type later, on a 5 it is two later, on a 6 it is three later.
For this purpose, the hienrrchy of spectral types, earliest to latest, is O-B-A-F-G­
K-M. If a companion "falls off the end" of this scale, it is automatically of type

M. Generate a subtype for the companion as in Stcp 2 (possibly with the side­
bar). Ignore and reroU any result that would make the companion of a the same
spectral type as the primary and a higher subtype.

If the companion is of a lower luminosity class other than D, and hasn't
already been assigned to spectral type M, then gencrdtc a spectral type as in Step
2, accepting any result.

Example
The OM now needs to detemline the spectral

lype of lhe companion slar in the Haven system. He
rolls Id for a 5, indicating that the companion is one
luminosity class lower than the primary, falling off
the cnd of the scale. The GM rolls Id again for a 3.
The companion star is a main-sequence red dwarf of
type M. The OM rolls Id for a 5 and Id-l for a 0,
flXing the full spectral type al M5 Y.

Some clusters are very rich in
Earlhlike planets or certain valuable
resources. for example. Abo, since lhc
stars are packed s(') c105e toge!her, tnlvcl
and lrnde between them i5 easy.

In many regions of space, StaN uppear
to congregate by pure coincidence. In Ille
Third Imperium, the IISS calls such
regions ~stl!m clusun, shortened to cIus­
urs in popular uSllge. While the close
proximity of such stars makes travel
belWeCn lbcm convenient, the members of
such II "false duslet" are not !be same age
and may have very different composition.

STEP 4: COMPANION STAR ORBITS
Stars in a multiple system follow orbital paths that circle the center of mass

of the system. We simplify by assuming tbat companions follow circular or
elliptical paths centcred around their primary stars.

We measure distances within star systems in astronomical units (abbreviated
AU). One astronomical unit is equal to the average distance between Terra and
Sol, about 93 million miles. The relevant parameters of an orbital path are its
average radius and its eccentricity. This last is a measure of the amount by
which the orbit deviates from a perfect circle, and takes values between 0 and 1.
An value of 0 indicates a perfectly eircular orbit, while values approaching I
indicate elliptical paths that are more and more elongated.

Members of a multiple star syslcm can fall at a variety of distances from
each other. At one extreme are "conlacl binaries," stars whose outer aunospberes
actually mingle as they whirl about each other in hours or days. At the opposite
extreme are very wide pairs. which may lake lhousands of years to complete an
orbit. Stars tend to have orbital paths of moderate eccentricity.

STARS
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Procedure
Roll 3d un the Orbital Separation Table for each companion. Modifiers: +6

for the second companion in a trinary system.
Stellar Remnants

--

Con1illlwd 011 next page ..

Sorne of the most interesting objects to
be found in deep space are the
remains of dead stars. This interstet­

lar bestiary includes some very exotic
objects.

WJrite dwarf stars are only a few thnu­
sand miles across. They shine becau~e of
the internal heat generated during their
finat collapse, ret:lined over billions of
years. The .';urface temperature of a white
dwarf star can be very bigh, but tbeir
~mall radiating surface makes them dim.
Most white dwarf stars arc composed of
ionized carbon and oxygen nucki. exist­
ing in a degellerate state of very high dell­
sity.

If the planetllry system of a white
dwarf star is to be generated. ignore its
effcctive tcmperature. Unless the wbite
dwarf formed very recently in cosmic
terllls, its tuminosity will be less than
0.001 solar units. Its mass will be 0.14 +
(3d X0.04) solar units. A few white dwarf
stars are more massive. although Ibe m:lx­
imum mass for sucb a stell:lr remnallt i.\
1.44 solar units.

Planetary Ileouln/! are a.\sociated with
very "young" white dWlIrf stars. During
the 111.\1 period of a giant star's life, it loses
rnllss from its outer layers. At the climax
of thi~ rroce~s, a significant ponion of the
star may simply stream off in at! direc­
tions. This ereates a planctary nebuta, so­
called becausc (scen from a distam:t:: in a
small telescopc) it looks very much Iikt::
thc disk of a pilinet. The nebula consists of
a shell of hot gas, which glows due to
rudiation from the lIew white dwarf star at
the center. Ptalletary nebulae can be up to
about a parsec in radius. They normally
only last about 50.000 years, after whieh
the expanding sbell of gas dissipates into
interstellar space.

Planetary nebulae are uncommon,
since they only exist very early in a white
dwarf star's lifespan. There are perhap~ 1­
3 such nebulae in Chaned Space. The GM
may wish to pillce them around a few
white rlwarf ~Iar~ already on ~ector maps,
for local navor. The white dwarf star asso­
cialed with a planetary nebuta witt be
unusually luminous, since it still rctains
almost all of its heat of collapsc. Assumc
tbat such a while dwarf has mass as
described above, but bus luminosity of 3d
x 0.01 solar units,

Orbital Radius Multiplier
0.05 AU
0.5 AU

2AU
10 AU
50 AU

0.2
0.3
0.4
0.5
0.6
0.7
0.8
0.9

0.95

5
6
7-8
9-11
12-13
14-15
16
17
18 or marc

6 or less
7-9

10-11
12-14

15 or more

For each primary-companion pair, compute and record the minimulll separa­
tion and the maximum separation of thc two stars.

Min. separation = (1 - E) x R Max. separation = (1 + E) x R
E is the eccentricity of the companion's orbit, and R is the average orbital

radius for the companion in AU. The minimum and maximum separations will
be in AU.

The initial result from the table gives a general idea of how widely separated
the primary is from its companion. Roll 2d and multiply by the indicated Orbital
Radius Multiplier to get a value for the average radius of the orbit for tbat com­
panion. The GM may accept this value or choose a precise value close to it.

A Distant companion may have a companion of its own, on a roll of 11 or
more on 3d. If so, the companion is treated in all respects as the primary for its
own companion. Generate a spectral class for the "subcompanion" as in Step 3,
and gcnerate an average radius for the subcompanion's orbit around its primary,
applying a -6 modifier to the 3d roll.

Once thc average orbital radius for each primary-companion pair is deter­
mined, roll on the Orbital Eccentricity Table for each. Modifiers: -6 if the two stars
are Vcry Close, -4 ifthey are Close, and -2 if they have Moderate separation.

Example
The GM now turns to the Orbital Separation Table, rolling 3d for an II. The

two stars in the Haven system have Moderate separation. He rolls 2d for an 7,
finding lhat the two stars have an average separation of 14 AU. He then rolls
3d-2 on the Orbital Ecccntricity Table, getting a 14. The orbit has a rather
unusual ccccntricity of 0.7, The minimum separation of tbe two stars is 4.2 AU,
the maximum separation is 23.8 AU,

Orbital Separation Table
Roll [3d) Separation

Very Close
Close
Moderate
Wide
Distant



Stellar Remnants
[Continued]

STEP 5: STELLAR CHARACTERISTICS
The following tables show what characteristics a typical star of any given

spectral class and type will have. The discussion of cach itcm will suggest how
the GM should use lhe tables to determine the exact properties of any given star.

Star Characteristics: Main Sequence [Class V)

Star Characteristics: Giants [Class III)
Type Temperature Luminosity Mass

B5 15,000 1,800 7.0
AO 9,500 106 4.0
AS 8,200 43 2.5
FO 7200 20 1.5
F5 6,400 17 1.0
GlI 6,000 34 1.0
G5 5,800 43 l.l
KO 5,300 60 l.l
K5 4,400 220 1.2
MO 3,900 330 1.2
M5 3,200 930 1.4
M8 2,600 1,100 1.6

Radius
0.058
0.035
0.030
0.027
0.031
0.050
0.060
0.085
0.24
0.37
0.92
1.5

Neutroll stars Conn during the violent
r.h::lIth of murt: massive slars. Stars with
mure man about 8 sulllT ma:;ses can't sim­
ply shed their Oliler layers and setUe into a
while dwarf Slate. Instead, they experience
II supemova explosion. For II very short
time, the dying star outshines the rest of
the Gahuy put together. TIle core of the
star is too massive to stabilize as II white
dwarf, instead collapsing into an incredi­
bly dense sphere only a few miles across.

Many neutron stars rotate very quickly
and have extremely powerful magnetic
field~. They lIel as greal particle 3ccelera­
tors, speWing out beams of energetiC radi­
ation that sweep Ihe sky as Ihe neutron
star rotates. Such an object is called aplll­
sar, since if the observer is properly locat­
ed to sec me energy beams, Ihe Slat seems
to "pulse" in a very rapid and regular
cycle.

A lIl;:ulrun star wuuld bl;: a duugl;:ruus
(bUI inll;:rcsting) objeci tu visit. Sincl;: neu­
tron stars are hard to detect, it's difficult
to estimate how many Ihere might be in
our region of the Galaxy. The GM may
assume that any white dwarf star on a sec­
tor map is actually a neutron star on a 3d
roll of natural 18_ Or he may simply place
neutron stars on his seclor maps, no more
than one per 5-6 sectors. Assume that a
neutron star has negligible luminosity and
a mass of 1.5 + (ld x 0.25) solar units.

RInck holes are Ihe ullimate in exotic
astronomical phenomena. The core of a
very massive star may not be able 10 stabi­
lize as a oeutron slar. In this case, no force
known to science can halt the process of
collapse. As the core becomes increasing­
ly dense, its gravitational ficld becomes
more and more inlense. until even light
can no longer escape it. The mass of the
sldlar remnunl tHIs csscntially dropped out
uf our Univcr&c clltircly, leaving behind a
gravitational hole in space. The full prop­
erties of such an object are beyond the
scope of this book, but GMs who are
familiar with astrophysics may be interest­
ed in using black holes in their campaigns.
GMs who are /101 comfortable with the
physics should ignore Ihe possibility.
There are many misconceplions about
black holes in Ihe popular media and even
;n science fiction.

Colltinued on next page . ..

Type
05
B5
AO
AS
FO
F5
GO
G5
KO
K5
MO
M5
M8

Temperature
45,000
15,000
9,500
8,200
7,200
6,400
6,000
5,800
5,300
4,400
3,900
3,200
2,600

Luminosity
790,000

830
54
14
6.5
2.9
1.5

0.79
0.42
0.15

0.OG3
0.011
0.001

Mass
30
5.4
2.7
1.9
1.6
1.3
1.1

0.94
0.81
0.62
0.50
0.21

0.063

Radius
0.14

0.040
0.025
0.017
0.015
0.013
0.011

0.0082
0.0071
0.0062
0.0051
0.0032
0.0014

Lifespan
0.0
0.1
0.5
1.4
2.5
4.5
7.3
12
19
41
79
190
630

Age
0.0
0.2
0.6
3.0
10
10
7.5
7.5
5.8
5.8
3.6
2.4

STARS



Star Characteristics: Supergiants [Class I)
Type Temperature Luminosity Mass Radius Age

05 45,000 1,100,000 70 0.16 0.0
B5 15,000 52,000 20 0.31 0.0
AO 9,500 35,000 16 0.64 0.0
A5 8,200 35,000 13 0.86 0.0
FO 7,200 32,000 12 1.1 0.0
F5 6,400 32,000 10 1.3 0.0
GO 6,000 30,000 10 1.5 0.0
G5 5,800 29,000 12 1.6 0.0
KO 5,300 29,000 13 1.9 0.0
K5 4,400 38,000 13 3.1 0.0
MO 3,900 41,000 13 4.1 0.0
M5 3,200 300,000 19 17 0.0
M8 2,600 500,000 24 32 0.0

Effective Temperature
The effective temperature of a star is the temperature of the star's visible

surface, measured in kelvin. It is the primary factor detemtining the "color" of
the star's light (more precisely, the distribution of the star's radiant energy across
the electromagnetic spectrum). Spectral type mostly depends on effective tem­
perature, although the material composition of a star is also a factor.

Luminosity
The luminosity of a star is a measure of its total

energy output. We will measure luminosity in "solar
units," so that a star with luminosity I radiates exact­
ly as much energy as the SUIl. Note that not all of a
star's radiant energy will be in the foml of visible
light. In fact, at the extremes of the range of spectral
types, most of a star's output lllay he outside the visi­
ble range.

Luminosity depends Oil the entire spectral class
of the star. The GM should refer to the LUlllinosity
Table to gel a base value. Real stars can vary some­
what from these standard values.

Once a star's effective temperature and luminosi­
ty have both been determined, its physical size can be
computed. The tables give Iypical stellar radii in AU.
This figure is of interest for Traveller because jump
drives don't function reliably within 100 diameters of
any large object. To get the 100-diameter distance for
a star, multiply its radius from the table by 200.

Mass
The mass of a star is also measured here in solar

units, so that Sol has mass 1. For main-sequence
stars, there is a close mathematical relationship
between luminosity and mass, which we can usc to
compute the approximate mass from the luminosity.
The similar relationship for giant or supergiant stars
is too complex to compute from scratch. The tables
give typical values for stellar mass.

STARS

Stellar Remnants
[Continued]

Black hotes are even harder to detect
than neutron stars. but they must be van­
ishingly rare. No Traveller campaign
should include more than one. A black
hole has negligible luminosity anc! a ma~~

of 2.5 + (ld x 0.5) solar units.
It's known thaI srell:'If remnants can

have planets. When generating such
bizarre plancucy .~ysu':m.~. GMs should
fccl frce lO modify the procedures in this
book as they ~ee fit. A fcw rulcs of thumb:
the original main-sequcnee star probubly
had abom 5 timcs the mass of the stdlar
remnant. I'lances close in to Lhe slaT were
Iikcly destroyed during its giilnt phase. !I.
supernova cxplosion might destroy all
plancts, although this would leave behind
dcbris whieh might fonn a new planetary
system after Lhe explosion. Such a system
would noL l.:onlain a.ny gas giant planets.



STARS

"One of the perifs of lecturing in astrography is that during the
lecture on the age of stars, some joker is almost certain to
ask if some research station is working on stellar anagathics.
While I appreciate a sense of humor in cadets, I prefer that
they leave actual comedy to professionals. "

- Twenty Years in the 1155,
Janos Projaska

The age of stars of luminosity classes I or m is determined differently. Once
stars leave the main sequence, they tend to proceed through their time as a giant
or supergiant star very quickly. Their age is therefore slightly more than the sta­
ble lifespan of a main sequence star of about the same mass. The tables for giant
and supergiant stars give typical values for age. Notice that many of these stars
have an Age of 0.0 billion years. These stars can be no more than a few million
years old.

Multiple star systems are composed of stars which formed together and are
therefore of the same age. The GM should determine the age of the system by
working with the component whose range of possible ages is most restricted.
For example, if a giant star is present, its range of possible ages is narrowest and
its age should determine the age of the system. If all the stars in the system are
on the main sequence, then the star with highest spectral type (and thus, shortest
slable lifespan) should he used to determine the system's age.

Base Age
obillion years
3 billion years
6 billion years
9 billion years
12 billion years

Population
Intennediate Population I
Old PopUlation I
Disk Population
Intennediate Population n
Halo Population IT

Age
If a star is on the main sequence, its luminosity and mass yield its stable lifes­

pan. This is the length of time that it can be expected to stay on the main sequence
after its formation (barring outside influences). For main-sequence stars. the
"Lifespan" column of the table gives the stable lifespan in billions of years,

To determine the age of a main-sequence star, the GM may arbitrarily choose
an age that is less than the star's stable lifespan. If the stable lifespan is greater
than 12 billion years, the GM should choose an age less than that figure. Very few
stars in the galactic disk are older than 12 billion years, and those few are proba­
bly stars of the galactic halo that just happen to be passing through the disk. The
GM should never choose an age greater than about 16 billion years, since that's a
good estimate for the beginning of star fonnation in the embryonic Galaxy.

Ahernatively, the GM may roll 3d on the Age Table to determine what pop­
Illation the star helongs to. Population 11 stars are the oldest, leftovers from the
foonation of the Galaxy. Population I stars were fanned in the galactic disk and
can be much younger. Once the population is determined, roll Id-l, multiply the
result by 0.5 billion years, and add the result to the base age as indicated on the
table. The result will be an approximate value for the star's age (the GM should
feel free to vary this slightly if he wishes). Ignore and rerall any result that gives
an age greater than the star's stable lifespan.

Age Table
Roll (3d)

3-6
7-10
11-14
15-17

18

Not all stars shine steadily. Due to a
variety of physical processes. some
stars change in size and brightness.

sometimes on a strongly regular schedule.
Flare sIan are the variables mOSI like­

ly to be encountered by adventurers. They
are red main-seqllence stars, most of them
oflype M3 and later. At irregular imerval!\
they experience a sudden rise in luminosi­
ty, These evenl~ are the result of flares on
the surface of the slar. very similar to
those experienced by Terra"s sun. but
much larger in proportion to the small,
cool red dwarf.

Flare slars seem to experience some
flare activity almost constuntly. since must
of the known examples are subject 10 very
frequent nut.:tuations of up to 50% in
brightness. However. every few hours or
days 11 big nan: comes along. increasing
the star's luminosity by as much as 100
times. These events are always very short,
usually lasting only a few minutes.

An inhabited planet circling such a star
would probably experience a "he:u pulse"
after such a monster flare. raising local
temperatures by a noticeable amount.
Also, since Ihe flllres are much hotter than
the star's normal surface. Ihey light they
give off is relatively rich in ultraviolet.
Creamres living on a planet of a flare star
would normally get very link UV. but
would have to adapt to sudden massive
doses at irregular intervals. Plant life
might actually lise the flares to kidi. into
photosynthetic high gear, taking advan­
tage of the shorl fluod of useful light.
Unfortunately, a Oan:: would also dump
churged particles into tlle planet's atmos­
phere, raising the level of ionization, dis­
rupting radio traffic and possibly causing
spectacular aurorae.

Most flaTe stars are very obvious about
their status, but it's possible that all red
dwarf stars have some potential for big
flares. An M-class st<lr Ihat is beliel'ed 10

be calm <lnd wen-behaved might present
adventurers with an inlere.~ling challenge
if it suddenly decides to flare ...

Flare Stars



It'~ po~siblc that a randomly generated sct of primary and companion stars
ha~ no possible age in common. In thi~ case, the GM can simply fix a reasonable
age for the sy~tem, ignoring the anomaly. Stars in multiple systems do often
evolve differently from those without companions. Or the GM can simply alter
the contents of the sy~tem until a con~istent age can be assigned.

Note that current theories of planetary formation hold that it takes a fairly
long time for the process to run to completion. Star~ which arc less than 500
million years old probably do not have actual planets as yet, only a di~k of dust
and planetoids, with perhaps a few growing proto-planets in the mix. We assume
that main sequence sIal'S of type earlier than AO will not normally have planets.

Stars that are very old may nm have planetary systems either, if they formed
in nebulae that had not yet been enriched in heavy elements by earlier genera­
tions of stars. Any planets that are associated with such stars are likely to be gas
giants. We will suggest no rule for generating such planetary systems, but the
GM is free to adjust the procedures given here for stars which are (say) more
than 10 billion years old.

Example
The GM decides to ignore the Haven system's red-dwarf companion and

concentrate on developing the K2 V primary star. He refer~ to the Star
Characteristics Table for class V and uses interpolation to get a value of 4900 K
for the effective temperature. Interpolation for luminosity yields a value of 0.31
solar units.

The rest of the star's characteristics have to be computed by hand, since the
GM used interpolation for effective temperature and luminosity. He refers to the
Detailed Star Generation sidebar and applies the formulae there. The slar's
radius turns out to be 0.0072 AU, its mass 0.75 solar units. The star's stable
lifespan is about 24 billion years. The GM decides to roll on the Age Table, get­
ting an II, which indicates an Old Population I star. He rolls 1d to get a 2, so the
age is about 4 billion years. This age is consistent with the stable lifespan for
both the primary and companion stars, so the GM accepts it.

GENERATING PLANETARV
SYSTEMS

Once a star's characteristics have been determined, the OM can sketch out
the contents of the attached system of planets. We assume here that the OM is
working with a single star. If a multiple star system ir; being created, these steps
should be repeated for each member of the system.

STEP 6: LOCATE ORBITAL. ZONES

Every system of planets has a specific structure, determined by the physical
processes that occurred during the system's formation. Normally, small rocky
planets form close in to the primary star, while gas giants take shape at greater
distances. We will compute several orbital distances that are important when
detemlining what planets will be in which positions.

The presence of a companion star complicates these calculations. As a gen­
eral rule, if a pair of r;tars has Very Close separation, simply add their masses
together, add their luminosities together, and treat them as a single Slar with the
re.'>ulting mass and luminosity for lhe purpose of these computations. TIlis will
require that the detailed star generation rules be used (see sidebar). If the stars
arc separated more widely, treat them as separate r;tars (but see Forbidden Zones
below).

STARS

Detailed Star
Generation

GMs who wish to incorporate a bit
more realism into Slar generation
may use the following procedures.

First, the GM can use the full range of
spectral subtypes_ Ooce the spectral class
has been detennined as far as the subtype
(0 or 5) using the rules in the main text,
roll ld-l. rerolling any result of 5. Add the
die roll re.~1l111n the .~pectral suhtype. Thi.~

procedure will yield the full range of suh­
type.~, from () In 9. Stars of type M9 do not
seem to exist, so reroll any such result.

When using completc spcclral sub­
types. a star's effcctive tempcrature IIml
luminosity can be dcrived from the appro­
priate tables through It proccss uf imerpo­
larion. Whcn a spcelraltypc faits bctwcen
[wu vltlul.:S on thl.: tubli:s. divide the differ­
ence between the two vahles by lite nUIll­
ber wf steps. to gl:l lite difference per step.
Multiply this difference by the number of
steps the desired value is away from the
lower of the two. and add the result 10 the
lower value. The result is Ihe value for the
exact spectral type.

For example, the GM wants to deter­
mine the effective temperarure for :m 1'8
V star. P8 falls between 1'5 anti GO, which
have temperatures of 6400 and 6000 K.
There are five steps in rhi~ range, so the
difference per step i.~ (tl4(J[J - 60(J())/5 =
XU. FX is two steps above the lower value.
so Ihe effective tempcrarure for the F8 star
is 6000 + (2 x 80) = 6160 K.

Another way to add dctail is tu intru­
duee some variance to a star's charactcris­
tics. LUJilillu~ity. ill particular, varies sig­
nificantly even fur ~tars uf the sum!;: spec­
tral class. The GM may multiply the value
from the table by 0.79 + (3d x 0.02) to get
a precise value for the tuminosity. This
yields a maximum variation of about 30%,
which is actually conservative for mosi of
the main sequence.

Once effective temperalUre and lumi­
nosity are known, the star's radius can be
computed. Use the following fonnula:

D = 309,000 x Square root of L/ T2

Here. D is tlte star's diameter in astro­
nomical units. L is the star's luminosity.
and T is its effective temperature in
kelvin. Carry this computation to two sig­
nificant figures. Almost all main-sequence
stars will be a small fraetion of an AU in
diameter. while gianl stars may be much
larger.

C{)ntinll~d on MXl page . ..



Zone Distances
For main sequence stars which are likely to have planets, refer to the Orbital

Zones Table. If developing a star system not in this set, use the detailed star gen­
eration rules.

The inner limit distance is the radius of the smallest possible planelary orbit
for the primary star. Closer than that. planets will nol form, either because a sta­
ble planetary orbit is too unlikely or because tbe star's heat is so great as to
vaporize rock.

The life lone is the range of orbits in which a planet can maintain Earthlike
temperarures, allowing liquid-watcr occ.ms to cJtist for long periods of time.

The snow line is the orbital rddius at which water iee was able 10 stay frozen
during the formation of the planctary system. With ice available, protoplanelS
are more likely 10 enter a runaway growth process that ends in the formation of a
gas giant planet.

The outer limit distance is the radius of the largest possible planetary orbit
for the primary star. Further out than that, the material for planetary formation is
too thinly spread to allow planets of significant size to form. There will be a
great deal of "junk" at and beyond this orbital radius, of course (see sidebar).

Detailed Star
Generation

(Conrinued]

For main-sequence SlUi. the mass can
also be estimated from the luminosity. For
stars of clllSli OS V through K9 V. use:

M = Fourth rool of l
For red dwarf ~tars of spectral types

MO V through M8 V, use:

M • 2 x Square root of l
In both eases, M is !he star's mass in

solar units. and L is its luminosiry in solar
uniLS. If YOll choose your own value for a
main sequence stat'S luminosity, you lIlay
wi~ to usc these formulae to get a precise
value for the star's mllSli. Since a similar
simple relationship doesn't bold for Slars
of class I or m, tho:: OM may llSe interpo­
lation 10 gel the rruu"S for them.

A main sequence star's stable lifespan
follows from its mass and hJminosily:

S=(10xM)/L
Here. S is the stable lifesplUl in billilJll$

of years, M is the sw's mass in solar units
and L is its luminusity in solar units. Use
the lables in the main lext to determine the
approximate age of a giant or supergiant
Slat. interpolating if necessary.

When generating stars using the
detailed method. the various lone dis­
lances will have to be compUled from
scratch. For all of the following fonnuille.
R is the distance being computed, M i~

the slar's mass in solar units, and L ;~

the star's luminosity in solar unilS. The
inner limit distance can fall at one of two
values:

Orbital Zones Table
Type Inner Limit Life Zone

AO 0.54 7.0-9.6
AS 0.38 3.6-4.9
FO 0.32 2.4-3.3
F5 0.26 1.6-2.2
GO 0.22 1.2-1.6
G5 0.19 0.84-1.2
KO 0.16 0.62-0.84
K5 0.12 0.37-0.50
MO 0.10 0.24-0.33
M5 0.042 0.10-0.14
M8 0.013 0.03-0.04

Snow Line
37
19
13
8.5
6.1
4.4
3.2
1.9
1.3

0.52
0.16

Outer Limit
110
76
64
52
44
38
32
25
20
10
10

R_O.2xM
R", 0.0088)( Square root of l

Computc both p(,l~siblc distances and
lake the larllcr (,If the tW(,l. The second for­
mula normully (,Iuly "WillS" if the star is
extremely luminous, as for O-dass main
sequence sturs and sOllle giants. For
almost all main sequence Slars. it's
enough to compute the inner limit radius
using lhe firsl fonnula.

The inner and outer edges of Ihe life
zone are at:
Inner edge: R '" 0.95)( Square root of L
Outer edge: R • 1.30 x Square root of L

Meanwhile. the ~now line is found
using:

R '" 5.00 x Square root of L
Finally, 10 compute Ihe outer limit

distance:
R=40xM

We assume that the outer limit distance
is DO !eM lhan 10 AU. This minimum usu­
ally only affects the planetary s~lems of
red dwarf stars.

Forbidden Zones
If the star is a member of a multiple star system, planets will not form at cer­

tain distances. The presence of a companiun star makes a stahle planetary orbit
impossible in these zones.

The inner edge of the band of forbidden orbits is at one-third of the mini­
mum separation between the star and its companion (computed in Step 4). The
inner edge of the forbidden zone may be closer than the inner limit distance
computed above. in which case there will be no planets between the primary and
its companion. Ahemarively, the inner edge of the forbidden band may be
beyond the outer limit distance, in which case the companion will have no sig­
nificant effect on the planetary system.

The outer edge of the forbidden zone is at three times the maximum separa­
tion of the star and its companion. If this outer edge is closer than thc outcr limit
distance, planets may form circling the pair as a whole. This can happen even
when the stars are at fairly wide separations, although in this case the ouler edge
of the forbidden zone is likely to be beyond the outer limit distance.

The placement of forbidden zones may become very complicated in a sys­
tem with three or more stars. In most cases. the GM should be able 10 take the
stars singly or in pairs, and assume that any other members of the system are lOO

far away to affect things.

STARS



Orbital Zones
Several times in the following steps, we will refer to the orbital zone a given

planet falls into. A planet is in the inner zone if it is closer to the primary star
than the inner edge of the life zone. The definition of the life '!.One should
already he clear. The middle zone extends between the outer edge of the life
7.one and the snow line, while the ollter zone runs from the snow line to the
fringes of the star system.

Example
The GM now places orbital zones for the Haven system's primary star, again

referring to the Detailed Star Generation sidebar. The inner limit distance for the
star falls at 0.15 AU. The star's life zone runs from 0.53 to 0.72 AU. the snow
line is at 2.8 AU, and the outer limit distance is at 30 AU. Haven's companiun
sometimes comes as close as 4.2 AU, so a forbidden zone exists in the system,
its inner edge at 1.4 AU. The maximum separation is 23.S AU, so the forbidden
zone's outer edge is at 71.4 AU, well beyond the outer limit distance. All of the
primary's planets, then, will be closer than the forbidden zone.

STEP 7: PLACE PL.ANETARY ORBITS
Planets tend to be spaced evenJy on a logarithmic scale. That is, the ratio

between one planet's orbital radius and the next is usually about the same
throughout the system. To generate a set of planetary orbits, we will generate a
Bode sequence (see p. 51(4).

Procedure
Rollld+1 and divide the result by 2, retaining fractions. Multiply that result

by the inner limit distance. That product is the base orbital radius (0). Now roll
ld. On a 1-2 the Bode constant (B) is 0.3, on a 3-4 it is 0.35, on a 5-6 it is OA.

The innermost orbit will be at D AU, the second at (D + B) AU, the third at
(D + 2B) AU. The res! of the orbital radii will be (D + 4B), (D + Sil), (D + 16B)
and so on, doubling the H component each time. Continue generating this
sequence until a radius falls outside the outer limit distance. When generating
orbital radii, round the results of each computation to the nearest hundredth of
an AU. Feel free to vary any orbital radius somewhat. A variation of up to 5% is
reasonable, or more for the outemlOst orbits in a
system.

In the case of a pair of stars at Very Close sep­
aration, again trcal the stars as one when placing
orbilS. Al wider separalions, some orbits will
probably fall into a forbidden zone. If so, continue
to place orbits only for thc primary Slar, and only
if the forbiddcn zunc docs not extend all the way
to the primary's outer limit distance. In Step 8, no
object will be placed in an orbit within a forbidden
zone.

Example
The GM rolls 1d+ 1 for a 3, divides by 2 to get 1.5, and multiplies this by the

inner limit. distancc to get 0.23 AU. This is the radius of the system's innermost
orbit (D). Rolling 1d again, the GM get!\ a 4, so the Bode constant B is 0.35. The
Bode sequencc can now be generated: 0.23 AU, 0.58 AU, 0.93 AU. The next
tcrm in thc :)CqUCllCC would be in the forbidden zone, so the GM stops. The
Haven system will have three planetary orhit!\: one in the inner zone, one in the
life zonc, ami one in the middle zone.
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GMs running campaigns for Traveller
outside the Third tmperium setting
may want 10 experiment with using

real a&trography. This is best done in eun­
junction with the "three-dimensional map­
ping" option desr.:ribcd ubUVl;:.

When researching a r<;:ul star. you may
find thut all uf its important parameters
arr.: availllbk. Stunl;: r.:atalogues, however.
will ullty give a star's spectral type and its
IIwgnitllde. a measure of its visual bright­
lll;:SS in the sky. Even so. from these two
items the rest can be computed.

There are several possible magnitude
measurements that might be found in a
star list. The apparent maglli/llde is a
measurement based on the Mar's apparent
visual brightness in the sky. The ah.wlute
ml1gni/lldl! is similar, hut ha.~ heen correcl­
ed to allow for Ihe star's distance. The
holnmnric magllitude has been further
corrected to account for all of the star's
radiation, inclUding thosc portions outside
the visual range. Each of these works Ull a
logarithmic scale. so that the same dirfl;:T­
enee in magnilude always ml;:uns thl;: same
ralio in brightlll;:,s.

To gr.:L luminosity from bolomeuk
magnitude B. compute

A = 1.Mb - (U.4x B)
Then raise 10 Lo the power of A. TIll;:

result will be the star's luminusity. If your
source doesn't list thr.: star's bolOlllt:Lrir.:
magnitude. it will prubably list the
absoluLe magniLude. In this CiCil;:. refer LO
Lhe Bulometrir.: Correction Table and find
the bvlomelr;c "vrrectiun for the star's
specLraltype. Add Ihis quantity to the list­
ed absolute magnitude. then proceed as
above.

Bolometric Correction Table
Type Correction

05 -4.4
riO -3.2
135 -1.5
AO -(l.30
AS -0.15
FO -0.09
F5 -0.14
GO -0.18
G5 -0.21
KO -0.31
K5 -0.72
MO -1.4
M5 -2.7
M8 :4.1

The mass of a star will probably be
available only if it is a member of a multi­
ple star system (since that's the only time
astronomers can measure star mass direct­
ly). If not, then the mass-luminosity rela­
tionship given in the main text can be u8ed
to gel the star's mas... , a.<; long as it i ... a
main-sequence &lar. Continue with the
rules in the main texl to generate the star's
ll!ane!My, sy....em.



Inner zone
Life zone
Middle zone
Outer zone

Rhy/anor {I]

We will use Rhylanor (Spinward
Marches 2716) as an example of
how the rules in this book can be

used tu flesh out the details of a world
from published Traveller material. AJ;; we
shall sct:, building Rhyhmur from scratch
is a challenge, bUI it cun add depth 10 lhc
world in oue OM's persollal Truvf:ller
universe.

Referring to published materials from
an earlier version of Trayeller, the OM
learns that Rhylanor orbits a singleton star
of specrral class M2 VI. In its star system
there is one planetoid belt and /lQ gas
giams.

The rules here don', allow for class VI
"suhdwarf' stars, but the GM decides to
hreak with Ihe published malerial as little
as possible and declares Ihal Rhylanor'S
primary is an M2 V main-sequence star.
He uses the rules from the Detailed Slar
Generation sidebar 10 generate the prima­
ry's charactcristics. Its effective tempera­
ture is about 3600 kclvin, its luminosity
0.042 solar units, its mass 0.41 solar units.
It radius is 0.0049 AU, und its lOO-diamc­
ter radius is about 0.98 AU. Ils slable
lifespan is 98 billion yean. The GM rolls
3d on the Age Table Ulld gel a 10. indicat­
ing an Old Population I star, lhen rolls
Id-l for a O. The star is 3 billion years old.

Generoting the star's orbital zones. he
finds thaI the inner limit distance is at
0.082 AU. the life zone is between 0.19
AU and 0.27 AU. the snow line is at 1.0
AU, and the outer limit distance is at 16
AU. Since there is no companion star.
there are no forhidden 7.one~.

The GM refer~ to lll!hind thl! Claw
and finds that Rhylanor is listed a~ having
"Normal" climate. This implies that it
must orbit somcwhere near the inner edge
of the life lone. just as Terra does around
SoL Given the ratio between the life zone
distum:cs und thc inner limit distance, it's
obvious thul Rhylanor must occupy the
innermost orbit of the system. The GM
therefore decides lIot to rull rundumly for
this innetmost orbit's radius. and sets it al

0.21 AU. He rolls randomly for the BQde
constant and gets a 0.4. The RhylUllor sys­
tem will have orbits at 0.21 AU, 0.61 AU.
l.0 AU, 1.8 AU, 3.4 AU, 6_6 AU and 13
AU. The innermost will be in the life
zone, tbe second in the middle zone, the
third on the border between middle and
outer zones, and the rest will be in the
outer zone.

STEP B: FIL.L. PLANETARY ORBITS
Each orbit placed in Step 7 will be occupied by some object, unless it falls

in a forbidden zone as the result of the presence of a companion star. In this
step, we will place objects in three classes.

A gas giam is a massive planet, composed mostly of hydrogen and helium.
Because of a gas giant's powerful gravity, it is likely to have many moons and
will affect the formation of other planet" in nearby orbit~. Gas giants arc most
likely to form outside the snow line of a system, but can appear in the inner sys­
tem as well. Examples in lhe Terran system include Jupiter, Saturn, Uranus, and
Neprune.

A terrestrial planet is a small, stony body with little or no atmosphere.
Terrestrial planets are most likely to be found in the inner system, inside the
snow line. They are unlikely to have many moons, or large ones. Examples in
the Terran system are Mercury, Venus. Terra. and Mars.

A planetoid bell is an orbital region ol:l:upied by many very small, stony
object~. None of the planetoids arc more than a few hundred miles in diameter,
and most of them arc much smaller. Planetoids are the remains of stillborn plan­
ets, remnants from the fonnalion of lhe star system. Planetoid belts are normally
formed when a gas giant or companion star disturbs the early mass of plane­
toids. pulling them out of the stable orbits that would have allowed them to coa­
lesce into a planet. The few planetoids that survive this winnowing process make
up a stable system. The Terran system has one major planetoid belt.

Every star system has a great deal of debris in it: scattered planetoids out­
side the main belts, comets and tiny rogue planets in the dark outer fringes. We
will not generate these objects in detail (but see the sidebar).

Procedure
Begin by placing gas giants in their orbits. For each available orbit, roll 3d

against the appropriate larget number from the Gas Giant Placement Table. If
the roll succeeds, a gas giant will occupy the orbit.

Gas Giant Placement Table
Orbit Zone Target Number

3 or less
4 or less
7 or less
14 or less

Next, place planetoid belts. Any orbit not already occupied by a gas giant
may contain a planetoid bell. [f the next orbit out from the primary star already
contains a gas giant, there will be a planetoid belt on a roll of 15 or less on 3d. If
lhere is a companion star, the outermost orbit before the forbidden zone will be
occupied by a planetoid belt on a roll of 12 or less on 3d. An orbit not meeting
eithcr of th~e conditions will contain a planetoid belt on a roll of 6 or less on 3d.

Any orbit not occupied by either a gas giant or a planetoid belt will contain
a terrestrial planet.

You may already have information about the "mainworld" of the system, as
when developing system information based on published Traveller material. An
inhabited "asteroid belt" can be placed in any slot occupied by a planetoid belt.
A world with an Earthlike atmosphere must be placed in the life zone. If a gas
giant is already in the life zone, the Earthlike world can still be placed, as a
moon of the gas giant. If the life zone is occupied by a planetoid bell, it should
be removed and replaced with the Earthlike world.

STARS



STEP 9: PLANET SIZE
In this step, we will detennine the diameter, density. mass and surface gravi­

ty of the planets in the star system under developmcili.

Terrestrial planels can be c1<lssified by their density, as in GURPS Space. A
planet with density of 1.3 10 3.0 is <l silicl/te world, with density 3.1 104.5 it is a
low-iron world, with density 4.6 to 6.0 it is a medium-iron world, with density
6.1 10 7.0 it is a high-iron world, <lnd with density 7.1 and up it is a mefallic
world.

Example
Referring to the Gas Giant Placement Table, the GM decides to work from

the inncnnosl orbit outward, and rolls 3d three times. He gets 12, II and 14.
There will be no gas giants in the system. When placing planetoid belts. he
again works from the star outward, rolling 4, 9 and 13. There will be one
planetoid belt, in the innermost orbit. The other two orbits will be occupied by
terrestrial planets. The planet at 0.58 AU appears 10 be a good candidate for
Earthlikc conditions.

"Hot Jupiters n

Seienee fiction games oflen include
s),stems for slar s)'Mem generation,
based on the eurrenl wiMiom among

astronomers. Por a long time, this hilS

meant:1 "def:1ull model" for planetill)' sys­
tems: small rod:y planets close 10 the SlaC.
gas giants OUI in Ihe cold fringes. all of the
planet~ following fairly circulur urbits.

Recently, astronomers have developed
the fint indirect method~ fur detecting
Jupiter-sized planets uround other stars.
Very few of these plane~ have been seen
directly, but in cilch case the planet's pres­
ence IIffcclS the movement of its primary
stu. Very precise instrumenlS can mr:a­
sure !hcsc effects. allowing us 10 estimate
the mass aDd orbital characteristics of
each planet. Planets orbiling other Sunlikc
stan were rust discovered in 1995, and by
this writing !here are about twice as many
planets known outside Ihe Solar system as
inside!

To the astronomical community's sur­
prise. very few nf the new plancts have
followed the expected pattern. Many of
them circle ~urprisingly close to their pri­
mary sla~, well inside !he life :Lone. I\lso.
many of the new planets folluw eccentric
orhit.~, unlike any major planet in the Solar
~y~lem.

AI !his writing. !heol)' is scrambling to
explain thesc stnmge rindiogs. The most
popular hypothesis is that a Jupiter-sized
planct in the process of formation tends to
losc angular lIlomemum lhrough interac­
(ion with surrounding marter. It therefore
spirab inward quickl)'. unlil something
aOOm tlle process or it is llbsorhed by the
primary star. This !heory is pmmising. bur
it fails to explain how Jupiter and thc
other gn5 gianls of our own Solar systcm
survived.

One implication i~ that Earthlikc plun­
elS may be fairly rare in lhe Galaxy. A
Jupiter-sized planet orbiting close to its
primary would lend to disrupt !hc fon"a­
tion of leTTe.'itriaJ plancts in the life zone.
Even worse. a gas giant in the process of
spiraling into its primary might simply
dtJlr(1)' any planets fonning closer in. AI
present there is no WilY 10 e\'en guess !he
likelihood of such events.

Of course. the detection melhods !hal
cnable us to locate these planets aT!:
biased. These strange cases are much
more likely to be detected ibM a "nonnal"
distllut gas giant. The team which ha~

fouud the most of these extrasolar planeL~

hIlS estimated !hat perhaps one or two per­
cent of Sunlike slars have c:lo~e-in gas
giants. For the momen!, it remains possi­
ble to believe in a Galaxy with many
Earthlike worlds, a congenial setting for
space opera roleplaying.

Outside Snow Line
2.3
1.6
I.S
1.9

Density
A planet'S density depends on its diameter and composition, but the details

of computing it are too complex for gaming purposes. As a rule of thumb, ter­
restrial planets will be denser if they arc larger, since rock compresses slightly
under gravity. They will also be denser if· they are YOllnger, since later genera­
lions of stars formed in nebulae that were cnriched in heavy elements. Gas
gianl'l will also be denser if they are larger, but they vary less in composition.
We can get reasonable values as follows.

Terrestrial planets: Roll 3d. Modifier: -1 for every full 500 million years of
the slar system's age (the final result can be negalive). Divide the result by 10,
relaining fractions, and add the appropriate vaillc from the Terrestrial Planet
Density Table. The minimum possible result is 1.3. The result is the planet's
average density in grams per cubic centimeter (divide by 5.5 10 get density rela­
tive 10 th<lt or Earth).

Diameter
For each planet, roll 2d. Modifiers: -4 for the innermost orbit, -2 for any

other orbit inside the snow line, +6 for the flr'St orbit outside the snow line. and
+4 for the second orbit outside the snow line. -1 for a main sequence star of type
MO through M4, -2 for a main sequence star of type M5 through MS. Multiply
lhe result by 1,000 miles (for a terrestrial planet) or 5,000 miles (for a gas giant)
to get the diameter of the planet. For a terrestrial planet the minimum diameter
is 1.000 miles, for a gas giant it is 25,000 miles.

The GM may wish to vary these diameters slightly. If so, roll 2d-7 and mul­
liply by 100 miles (for a terrestrial planet) or 500 miles (for a gas giant). Add
the result to the diameter obtained above to get a more precise value.

Terrestrial Planet Density Table
Diameter Inside Snow Line
<3,000 miles 3.2
3,000·5,999 miles 4.4
6,000 - 8.999 miles 5.3
~ 9,000 miles 5.9
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Space Junk

Anormal solar system will contain
many minor ohjecl~ that don', fit the
scheme we use here. These objects

may be important in a Traveller cam­
paIgn.

NUl eyery star system will have plane­
toid "hells" as such. On the other hand.
almost every Slur sys[l:m will cuntain
planetoids that wand!;;f freely, la.king up
whatever siable urbits un: IIVllilubk:, Tn OUf
own Solar system, there ar-e lhousanw uf
planetoids outside the "llluin bell"
between the orbits of Mars and Jupiter.

One important group of planetoids will
be associated with the gas gi3llt planets.
There are two positions on the orbital path
of a gas giant around its primary, sixty
degrees (or one-sixth of the circle) ahead
and hehind. These "Trojan points" are
dynamically sr::lble, due to the combined
gravitation oflhe ga~ giant ,md its primary
Slar. Planetoids which drift imo these
positions will tend to stay ne.u them for
long periods. This might make a gas
giant's Trojan points a convenient place
for spaee industries or refucling stations.

Camels will also appear in almost
every slar system. Cumets arc planelOid­
sized objects, compused moslly of ices
rather than stolle. CUllH:ls mighl make a
good source of water for space habilats ar
for starship refueling.

Most afa system's camels exiSI in lhe
"Oort cloud," a region stretching thau~

sands of AU away frOIll the primary Star
in all directions. There are trillions of
comets in the Oort cloud, bUI Ihey are so
widely scattered that finding even one
would he ;} difficult task. A more useful
group may exist in a system's "Kuiper
belt," which lie.~ in the star system's plane
at aboul the outer limit di.~lance. Some
comets fall into the inner .~tar .~y.~tem due
to random perturbations, and become the
spectacular. regularly appearing objects
we'rc familiar with.

Alung with the comets, any star systcm
may have some number of icy bodies. the
size of hu"ge 1I100ns, III or beyond lhe ouler
limit distance uf tht: systt:m. Plulo and its
moon Charon are examples of this class of
object in the Temm system .. These might
present another opportunity for refueling,
for a st:trship that is out of other options.

The presence of all these objects
means that very few star systems will be
completely without hydrogen~bearing

volatiles. Even if there is no gas giant pre~

sent and the main world of the system is a
desert, 10C3.1 civili7.ation can always snag a
cornel and have enoullh water to refuel
armadas of stafShips. Or a lone starship,
stranded, can search for an ice-bearinll
object in thc outer fringcs of the system.

Note that this procedure yields a fairly limited range of densities for a terres­
trial planet of a given size. The occasional world may be considerably heavier or
lighter, indicating that strange events occurred during planetary formation.
Perhaps chemical fractionation somehow took place in the protoplanetary cloud,
leading to an unusually light world. Or perhaps a monstrous collision OCCUlTed,
leaving only an iron~rich core behind. In any case, the GM should (as always)
feel free 10 exercise creativity rather than relying on a roll of the dice.

If the GM wishes to fix a world's density based on its diameter and a desired
value for surface gravity, he should use the following:

K= (43.9 x G) / 0
Here, K is the density of tht.: worltl in !,'Tams per cubic centimeter, G is the

desired value for surface gravily, anti D is the world's diameter in thousands of
miles. Once this fomlUla is applied, the world's mass and surface gravity will
work oullo be approxim,ltdy correct.

Gas Giants: Simply rcCer 10 the Gas Giant Density Table to get a value for
the average density of the planet in grams per cubic centimeter.

Gas Giant Density Table
Diameter Density
<40,000 mil", 1.4
40.000 - 59,999 miles 1.0
60,000 - 79,999 miles 0.7
80,000 - 84,999 miles 1.0
;;>:85,000 miles 1.4

Mass
Once a world's diameter and density are

known, we can compute its mass and surface
gravity. To get a world's mass, use the follow­
ing:

M = (K x 0 3) / 2750
M is the world's mass in units of Earth's

mass. K is the world's density in grams per cubic centimeter, as computed
above. D is the world's diameter in thousands of miles.

Surface Gravity
To compute a world's surface !,'Tavity. use either of the following (they give

roughly equivalent results):
G =(62.9 x M) / (02) G = 0.0228 x K X 0

G is the world's surface gravity in units of Earth's surface gravity (Gs). K is
the world's density in grams per cubic centimeter, M is the world's mass in
Eanh masses, and D is the world's diameter in thousands of miles.

Example
The terrestrial planet in the Haven system's second orbit looks like the best

candidate for an Earthlike world. The GM names that planet "Haven" and
decides to detail it before fleshing out any details for the rest of the system. The
second orbit is inside the snow line but it isn't the innermost in the system, so he
rolls 2d-2 for a 6. This would yield a diameter of 6,000 miles, which the GM
decides to vary. He rolls 2d-7 for a 3, yielding a final diameter of 6,300 miles,

For density the roll is 3d~8. The result is a 0, so the planet's density is 5.3
grams per cubic centimeter. This makes Haven a medium-iron world with densi­
ty about 96% that of Eanh. The planet's mass is 0.48 Earth masses and its sur­
face gravity is 0.76 G..

STARS



"One of the first things they teech you in training is that no
matter how strange it seems, somebody has probably seen it
before. They tell you that everything has been seen. labeled,
cross-indexed and classified a thousand times over. This is
merely to lull you into a false sense of security. •

- Twenty Years in the 1155,
Janos Projaska

STEFl 10: PLACE MOONS
For our purposes, we will classify satellites as slI/a!f muons and large

moorls. Small moons are planetoid-sized, no more than 100 miles in diameter.
Large moons, on the other hand, may be up to 5,000 miles in diameter. The
orbital distances of moons will be given in planetary radii. For example, the sur·
face of the planet is at one planetary radius from its center (by definition). A
satellite at two planetary radii is twice as far from the l:cnlCr of the planet, a
satellite al len planetary radii is ten times as far, and so on. Planetary radii can
be convened to miles by multiplying by half the planel's diameter.

Tcrre.<;lrial planets and gas giants can each have satellites, but the two classes
arc very different in the kind of moons they are likely to have.

The moons of a terrestrial planet must orbit close in, since the planet's mass
is low and would have difficulty maintaining its gravitational hold on a distant
satellite. This is e,.'lpecially true for planets that are close to the overwhelming
grelVitational pull of the primary star.

For terrestrial planel'i, large moons are an exception. They fonn close to the
planet, but they don't remain there, as tidal effects quickly force them out to a
wider orbit. For example, currclH theory claims mat Terra's large moon fonned at
about 4 planetary retdii, but only a million years later had moved halfway out to
its current orbit at 60 planetary radii. This partially explains why terrestrial plan­
ets are very unlikely to have more than one large moon. With orbits changing so
quickly, it's very difficult for mulliple large moons to fall into a stable configura­
tion. Inslead, they will tend to collide with each other or with the planet.

Gas giants, on the other hUlld, have extensive systems of satellites. A gas
giant's powerful gravity allows it to compete more effectively with its primary
star, especially since it probably orbits further oul in any case.

One feature which is probably unique to gas giants is the rillg system.
Almost all gas giants have rings. composed of billions of small particles orbiting
in a flat disc at about 2 planetary radii. The rings arc composed of panicles
thrown off the gas giant's inner moons due to meteoroid collisions. A large num­
ber of inner moons means more particles feeding the ring. Tt also increa'ies the
chance that some of the moons will be in position to act as "shepherds," main­
taining the ring particles in their orbits. Normally a gas giant's rings are fairly
thin and wispy, but a few ring systems may be as spectacular as Saturn's. in the
Terran system.

Science fiction has sometimes used the notion of an Eanhlike world with a
ring system. In fact, the Third lmperium includes such a world in the Spinward
Marches sector (Trin). lbis situation may be unlikely, but it's not impossible. A
Illoon might spiral too close to the planet and shaner, or a major impact on a
moon might scatter enough debris to form a ring. The problem is that such a
system would he unstable. The particles would faU to the planet or escape to
space, within a few million years at most. These rules don't not allow the ran­
dom generation of terrestrial planets with rings, but the GM is free to set up such
a syslcm as a rare case.

STARS

Wayward Planets

Thc main tcxt rul~ should suffice for
gcncrating stable. long-livetl systems
of piIlIlc:lS. It's possible. howc\·er. for

any given star system to capture free-wan­
dering planets from outside. It seems
unlikely that such a wayward planet
would remain in place for very long. It
would occupy an unusual orbit at first,
highly eccentric or inclined 10 the plane
that the other planelS orbit in. In the long
term. gravitational perturbations from
Ol:her planets in rhe sysrem would tcnd to
regularize its orbit_ or eject it to intcrstcl­
lar space once again. Large gas gianls arc
p,H11cularly effective in ··policing" II Slllr
system. The presence of Jupiter may be
one reason why Sol system hilS I1U way­
ward planets.

To detennine if IIny wayward planets
are present. roll 3d. Modifiers: +2 if any
gas giants arc pfCSl:nL in the system. On a 7
or less there wiU Ix: Id-3 wayward planets
(minimum I). For simplicity. assume that
any wlIyward planets orbit the primary Star
in a maltipte star system.

Wayward planels may appear in
almost any part of a star system. inctuding
outside the ouler limit distance. Tn deler­
mine the Orbila! parameters of a wayward
planel. roll on the Orhital Separation
Table and OrbitaJ Eccentricity Tahle as if
generating paramerer!> for a companion
slar. Detennine the planer's minimum and
m:lltimum !iCparation from its primary as
U511:11. then check to scc thai the plilnet
does not eros!> imo any forbidden zones. If
il does, then the planer's orbit is unstabte
and must be rc-generated.

Wc have no infonnatioll UI1 what kind
of "roguc" planets e;o;ist in interstellar
spacc. or evcn if they e;o;ist III all. Assume
lhlll IIny wayward planet is a lerreSlrial
wurld without moons. Detennine ils prop­
enies nunnalty using the rules in Ihe main
LeXL NUlt: lhal a captured planet is aimosl
ecnainly not the same age as the rest of
the star system. and can be much older or
younger. The GM should determine an
age for the planet using any con\'enienl
means. In Chapter 5. detennining a planet
type (see Srep 12) will be dirrieult if II
wayward planer's orbit erosus between
orbital ZO~ The GM should set a planet
type based on his own common sense and
the needs of his campaign_

Incidentally. the capture of wltywlIrd
planets is one of die fcw ways that II very
early type star (0 or B type) might have a
planetary system. A Tra)leller GM should
feci free to usc such a situation if it fits his
campaign.
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Procedure
Terrestrial planets: Roll Id-4 to determine the number of large moons for a

terrestrial planet. If the planet has 110 large moons, it will have I d-2 small
moons. Modifiers (for both of these rolls): -3 for a planet within 0.75 AU of the
primary star, -1 for a planet between 0.75 AU and 1.5 AU away from the prima­
ry star, +1 if the planet is more than 9,000 miles in diameter, -I if the planet is
between 2,000 and 3,999 miles in diameter, -2 if it is less than 2,000 miles in
diameter. Do not roll for moons for a planet within 0.5 AU of its primary star.

A terrestrial planet's small moons orbit close to the planet, between 2 and 7
planetary radii. Roll Id+l for each small moon to determine this value. If two
moons orbit at the same radius, re-roll for both.

Large moons will be found between 10 and 80 planetary radii. Before deter­
mining the orbital radius of a large moon, determine its size as described below.
Then roll 2d. Modifiers: +1 if the moon is 500-999 miles in diameter, +2 if it is
1.000-1.999 miles in diameter, +3 if it is 2,000-3,999 miles in diameter, +4 if it
is 4,000 miles or more in diameter. Mulliply the result by 5 to get the radius of
the moon's orbit in planetary radii. Large moons of terrestrial planets may lIot
orbit close to each other. If two orbits are within 10 planetary radii of each other,
re-roll or assign new values.

Cas giants: The satellite systems of gas giants are always very complex. We
will simplify and assume that gas giants normally have three distinct families of
moons.

The first family is a cluster of small moons orbiLing at between 2 and 5 plan­
etary radii. These moons orbit very close together, sometimes even sharing
orbits in a "resonant" pattern that prevents their collision. Roll 2d to determine
the number of small moons in this family. Record their number, but don't bother
to generate specific orbilal infonnation or sizes for them until one of them
becomes importanL to an adventure.

The size of this family will also determine the level of ring system the planet
has. If a gas giant planet has at least 6 moons in this family. its ring system will
be visible from anywhere in the star system, at least in moderately powerful
telescopes. If there are 10 or more moons in this family, the ring system will be
comparable to Saturn 's, easily visible in even small telescopes from a distance
of several AU.

The second family is a group of large moons, orbiting between 6 and 30
planetary radii. Roll Id to determine the number of moons in this family.
Modifiers: -5 for a planet within 0.5 AU of the primary star, -3 for a planet

Modifier
-5
-4
·3
-2
-I
+0
+1
+2
+3
+4
+5

Overall Value
Worthless
Very Poor
Poor
Very Scant
Scant
Average
Abundant
Very Abundant
Rich
Very Rich
Motherlode

Roll [3d)
3
4
5
6-7

'·9
1()..11
12-13
14-15
16
17
18

Planetoid Belts

- ..

Planetoid Belt Value Table

AplanelOid "belt" is actually an orbital
zone, in which many small chunks uf
stone or icc circle their primary ~lac

Planetoid bclb often possess valuable
resources. and l:un be inhabited "worlds"
in their UW/I right.

Planetoids tend to be stony objects. but
they can vary dramatically in the details of
their composition. S-Iype planetoids have
plenty of metal-rich silicates containing
iron. magnesium or nickeL M·type plane­
toids arc even richer in metals. and may
be mostly composed of metallic nickel­
iron. C-type planetoids Me poor in metals.
but contain carbon and may also cnnl:lin
\'o!:lliles such as waler ice. P-f)'Pf! plane­
toids also have carbon and volatiles. and
m:lY have complex organic compounds on
their surf:lces. Any planetoid belt can be
mined for meral~. Even more to the point.
a civi1i7.ation living in the belt can mine
the VOlatiles-carrying planetoids for
organics and water. the basis of any deep­
space habitat environment.

If 1I plllnetoid bell is to be developed as
a world. ignorc most of the world-design
sequence. Most of the planetoids in the
belt will have nearly circular orbits. with
radius close to tlle radius assigned to the
bell. Oddly enough. some planetoids have
"moons" in orbit around them. but these
are too small and close to be generated
using the roles in the main text. The rota­
tion period of any given planetoid can be
generated using the main text fules.
Planetoids are almost always of the Tiny
size elMS. and will be of Rockball or Icy
Rockball type depending on their locatioo
in the star system.

PI:l.Oetoid helts can vary dramatically
in economic value. Wheo detennining the
Resource Value of a planetoid belt. roll 3d
on the following table. Modifiers: -3 in the
inoef zone. -I in the life zone. -3 in the
outef zone.



within 0.75 AU, -I for a planet within 1.5 AU. Roll 3d+3 to determine the orbital
radius of each muon. If any result is 15 or more, add another roll of 2d. If any
two orbits arc within 2 planetary radii of each other. re-roll or assign new values.

The last family is a group of srnall moons, orbiting at 40 to several hundred
planetary radii. These muons an; nonnally captured planetoids, and often have
higbly eccentric, inclined or even retrograde orbits. Roll 1d to determine the
number of these moons. Modifiers: -5 for a planet within 0.5 AU of the primary
star, -3 for a planet within 0.75 AU, -1 for a planet within 1.5 AU, +4 if there is
a planetoid belt within 3 AU. Again, don't bother to generate specific infomla­
tion for these moons.

Moon Size
To detemline the diameter of a small moon, roll 2d-5. If the result is greater

than 0, it will give a diameter in tens of miles. If the result is () or less, assign the
moon a diameter less than 10 miles. A very small moon is likely to be irregular
(the moun's sclf-J.,'Tavilalioll isn't strong enough to force a spherical shape).

To delcmulle the diameler of a large moon, roll 2d-7 and add a modifier
from the Large Moon Si:te Table.

Large MDDn Size Table
Planet Diameter Modifier
60,000 miles or more +2
40.000~59.999miles +1
8.000-9.999 miles -I
6,000-7,999 miles -2
4,000-5,999 miles -3
2,000-3,999 miles -4
Less than 2,000 miles -5

If the result is greater than 0, it will
give a diameter in thousands of miles.
The GM may vary the diameter by up to
500 miles, using the same procedure as
for planetary diameters. If the result is 0
or less, assign the moon a diameter between 100 and 500 miles. This procedure
sometimes generates moons for gas giants that are larger than theory considers
likely, but big (and habitable!) gas giant moons have made good adventure sites
in science fiction too often for us to rule out the possibility here.

If a terrestrial planet is going to be developed in full detail, the OM should
detennme the density and mass for at least the planet's large moons. This can be
done using the same procedures as in Step 9. No other properties of a moon will
have significant effect on the planet, so they can be left ungenerated unless the
moon itself is going to be an adventure location.

Example
Haven orbits at 0.58 AU and is between 4,000 miles and 9,000 miles in

diameter. The modified roll for large moons is 1d-7, so the OM doesn't bother
rolling. Haven has no large moons. The modified roll for small moons is Id-5.
The OM rolls and gets a result of I, so I·laven will beat the odds and have one
small moon. He rolls Id+1 and gets a 7, so the moon will orbit at 7 planetary
radii. For diameter, the GM rolls 2d-5 and gets ai, so the small moon will be
about 10 miles in diameter. Since the moon is small, the GM decides not to
determine its density and mass for now.

STARS

[Continued]

Poor belts either contain retatively few
objects, or contain few of the metal-bear­
ing or volatiles-bearing objects that are of
use. A "worthless" belt contains nothing
but a scattering of stony gravel. impossi­
ble to mine or live in. On the other hand, a
rich belt contains many metallic or
vohlliles-bearing nbjecl~, spaced relatively
close together for ea~e of use.

When developing the population and
local tech level of a planctoid bclt in
Chapter 6. treat it as if it were a planet
with diameter less than 4.000 miles, with
no atmosphere or hydrographil; l;on:ruge.
Its MSPR will be 0, but it may hav\: a PR
of up to lO lik\: WlY otller world.

Rhylanor (//1

The GM is now ready to place planets
in the Rhytanor system. He has
alre:lrly eM<lhlished that Rhylanor

itself occupies the innermost orhit, at O.2t
All. Published material claims that the
system contains no gas giants. This is
unlikely under the eurrent rules. since
there arc several orbits outside the snow
line. Nevertheless, the OM skips over ga:;
giant placement and gu\:s un to piac\: plan­
etoid belts. Without ga:; giants, ther\: is nu
ubvious plac\: to put till; one plwl\:toid belt
list\:d in canon material, so tile GM arbi­
trarily choo$\:s the orbit at 3.4 AU. The
other five orbits all contain terrestrial
planets. which the GM will develop later
if he Ileeds to_

It's finally time to develop Rhylanor,
the mainworld of the system, in detail.
Referring to Behind tile Claw, the GM
finds that Rhylanor's diameter is (rounderl
to three significanl fIgures) 3,9KO miles.
This is ahom Mar:s~si7.ed, a trifle ~ma!l for
a world that ha.~ ~ea.~ and an oxygen-nitro­
gen atmosphere (even if that atmosphere
i.{ listed a~ being Very Thin). The OM
therefore decides to make the planet's
density bigher than average for its size
and age. The usual roll for density wuuld
be 3d-6 with an average of 4.5, yic/ding a
density of about 4.9 grams pc;:r cubic cen­
timeter. Thc GM chuus\:~ a dCllsity of 5.5
grnms p\:r cubic c\:IlLimeter instead, mak­
ing Rhylanor about as dense as Terra
despite its small size. He decides that its
nickel-iron core is unusually large, and its
overall lUelal content high. The chosen
density yields a ptanetary mass of 0.126
Earth masses, and a surface gravity of

almost exactly 0.5 G. ~
Rhylanor is so close to its primary star

that it will not have moons on a random
roll. The GM decides not to place any
arhitTarily, and moves on 10 the next step.



Tide-Locked Worlds

M
any habitable worlds are tide­
locked. One siluation is the hahit­
ahle moon of a gas giant planet,

which will almost ccnainly be tide-locked
to the planet. "Double planeLS." where a
terrestrial planet and its moon arc of com­
parable size. may lead 10 the two worlds
being locked to each other. Another case
is that of a planet in the life zone of a
small typt:-M stur. Since SUdl stilTS an:
very l:ommoll. e"plurers will often
encounter such worlds in the course of
their travels.

When a planet is tide-locked with
respect to its primary star, the situation
has a number of implications. There will
probably not be much axiallill. The "day
face" will be unusually warm. The "night
face" may be warmed by air circulation,
but this process will be inefficient and
most of the face will he very cold. If a
tide-locked world doesn't retain enough
atmo~phere, air circulation will fail, and
all of the planet's volatiles will freeze out
on the night face.

Srep 1/: Apply a -10 modifier to the
roll on the Axial Tilt Table. Tide-lucked
worlds will not rotalc in the rClrogrudt:
dircclion.

Sup 12: Wht:n dt:tt:rllliniIlK world
typ!:o compult: the size parameter as usual,
then dividl: il by 2. Tht: world will (effec­
tively) be of the size class indicated by the
reduced size parameter. A world which
becomes of Desert or Rockball type due to
this process will have extensive caps of
frozen volatiles on its night face.

Step 13.- If the world is S1il1 of a type
thM has a substantial atmosphere after the
correcrion to Step 12 is applied, then com­
pute its atmospheric pressure as usual.

Step /4: When rolling to determine
hydrographic coverage for the planet,
apply a -4 modifier. Any oceans will tend
[0 be in or near the "twilight zone"
between the day and night faces.

Contilllled 011 next page ..

We will sometimes use the generic term world to refer to any astronomical
body that characters are likely to visit. This can be a planet, a moon, or even a
single planetoid. This chapter includes rules and guidelines for developing sin­
gle worlds as sites for adventure.

PHYSICAL DETAILS
In this section, we'll detail the physical characteristics of our world.

STEP 11: CVNAMIC PARAMETERS

Most planetary orbits are eccentric, but they don't deviate as far from a cir­
cular path as the orbits of stars in a multiple system. Highly eccentric orbits are
not stable. Any planet in such an orbit will tend to fall into the primary star or be
ejected from the system in a relatively short time.

In this step, we will compute the orbital and rotational periods for the planet
and any of its moons. In effect, this will give us the length of the local "day,"
"month," and "year."

Orbital Eccentricity
Roll 3d on the Planetary Orbit Eccentricity Table and record the resulting

value.

Planetary Orbit
Eccentricity Table
Roll [3d] Eccentricity
3-4 0.00
5-6 om
7-8 0.02
9-12 0.05
13-14 0.08
15 0.10
16 0.15
17 0.20
18 0.25 or more (assign value)

The minimum and maximum sepa­
ration between the planet and its prima­
ry can be computed as for stars:

Minimum separation = (1 • E) x R
Maximum separation = (1 + E) x R

E is the eccentricity of the planet's orbit, and R is the orbital radius (which
can be considered the average separation). It's possible for eccentric planetary
orbits to overlap. If this happens, assume that the orbits are in sufficiently differ­
ent planes so thm the two planets never come dangerously close to one another.

WORLDS



Orbital Period
The orbital period of a planet is computed as follows.

P = Square root of (R3 / M)
P is the orbital period in standard years, R is the orbital radius in AU, and M

is the mass of lhe primary star in solar units. Multiply P by 365.26 to get the
period in standard days.

The orbital period of a moon can be computed using a similar fannula.
r = 0.0074 x Square root of (R3 / M)

Here, P is the orbital period in standard days, R is the orbital radius in thou­
sands of miles, and M is the slim of the masses of the planet and moon. As a
rule of thumb, the moon's mass can be ignored if its diameter is no more than
115 that of the planel.

Astronomers should notice that the orbital periods computed above are side­
real periods. They measure the lime it takes for lhe planet or moon to complete
one orbit with respect to distant stars. The apparent length of a month or day on
the planet itself is affected by the planet's
rotation (see below).

Tidal Effects
A planet orbiting its primary star will

not experience that star's gravity unifonn­
Iy. The star will exert more gravitational
force on the near side of the planet than on
the far side. Likewise, if the planet has a
moon, that moon will also exert a differen­
tial force on the near and far sides of the
planet. This difference causes something
called a tidal force. It tends to pull the
planet into a slightly elongated shape, pro­
ducing tidal bulges on the near and far
sides. These bulges will be much more
noticeable in liquids than in more-rigid
rock, causing high and low ocean tides as
the planet rotates.

The level of tidal force exerted on the
planet has another effect, over long peri­
ods of time. If the planet rOlates with
respect to the body producing a tidal force,
the tide will slow that rotation. In extreme
cases, the planet may stop rolaling alto­
gether with respect to the other hody, hecollling "tide-locked" so that the tidal
hulges remain stationary. We will estimate the level of tidal force on any given
planet, to get an idea how significant any oeean tides may be. and also to help
determine the planet's rotation period.

To eSlimate the level of tidal force being exerted on a planet by eaeh of its
moons. usc the following.

T = (0.14 x M x 0) / R3
T is a measure of the tidal force on lhe planet, in units of the force exerted

by Earlh's Moon on the Earth. M is lhe mass of lhe moon in Earth masses, D is
the diameter of the planet in thousands of miles, and R is Ihe radius of the
moon's orbit around the planet in millions of miles, A planet also exerts tidal
forces on its moons. Use the same formula to estimate the strength of these
forces, using M for the planet's mass and D for the moon's diameter.

[Cantlnued}

Step 17: When computing the average
surface temperature. multiply the final
result by 1.2. The corrected result will be
the average ~urface temperature ml lilt'!
day/act'!.

Some tide-locked worlds will exhibit
"resonant tide-locking." If a planet's orhit
has eccentricity of at least 0.15, then it's
possible for the planct to scnlc into a sta­
ble situation such that its rotational period
is cxactly 2/3 of its orbital period, Sincc
such a world rotates (slowly) with respect
to its star. il shoutd Ile designed using tilt:
standard rules. The OM may use this situ­
ation instead of full tide-locking whenever
it seems appropriate.

Rhylanor (III)

A
t this puint, the OM takcs stu!:k.
Without proceeding furlher. it's
obvious that strictly following tin;

world-design sequence will make it very
difficult to generate a Rhylanor that
matches published material. The planet
orbits very close to its red-dwarf star, and
will almost certainly be tide-locked to it.
This would not be a problem for a larger
world. but the rules for tide-locked worlds
imply that Rhylanor is too small 10 retain
any atmosphere at all, much less an
almost-hreathahle one (not to mention
oceans).

C01ltinued on next page . ..
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Rotation Period
In general, more massive worlds

tend to rotate more quickly, but this is
modified by many factors and can
depend on sheer accident during the
formation of the star system. A nearly
random choice of rotation period is as
likely to be realistic as any other
method.

Roll 3d. Modifiers: Add the total
tidal effect, along with the appropriate
modifier from the Rotation Period
Table. The result is an initial value for
the planet's rotation period in standard
hours (divide by 24 to get standard
days).

Rotation Period Table
Diameter Modifier
Less than 3,000 miles +10
3,000-5,999 miles +8
6,000-8,999 miles +6
9,000~25,OOO miles +4
25,000-39,999 miles +3
40,000-59,999 miles +2
60,000-79,999 miles +I
80,000-84,999 miles +0
More than 85,000 miles -1

T = (0.057 x M x D) / R3
T is again a measure of the tidal

force on the planet, in the same units
as above. Here, however, M is the
mass of the primary star in solar units,
D is the planet's diameter in thousands
of miles, and R is the planet's orbital
radius in AU.

One important factor is the toral
tidal effect on the world.

E=(SxA)/M
E is a measure of the total tidal

effect, essentially a "fudge factor" for
the amount by which the world's rota­
tion has been slowed by the various
tidal forces on it. S is the sum of all
tidal forces on the world, from the pri­
mary star or any moons, as computed
above. A is the star system's age in
billions of years, and M is the mass of
the world in Earth masses. Round E to
the nearest whole number.

The primary star also exerts tidal forces on its planets. To eslirualc these, use
the following.

Meanwhile, eveD if the lide­
locking were not a factor, the
planet is too small to be an
Ocean world. It will be classi­
ficd liS II Desl:rt world at best.
meaning thut while the seas
may not be impossible, they do
stretch the bounds of probabili­
ty. Clearly the world-design
rules will have to be bent. The
trick will be to bend them as lit­
tle and as few times as possible.

Bearing all this in mind, the
GM proceeds to develop
Rhylanor's dynamic parame­
ters. ne considers setting the
orbiCs eccentricity al 0.15 or
higher, allowing him to use res­
onant tide-lo<.:king. but he
decides against it - he doesn't
want to llS<.: thut trick too often.
A roll 011 the Planetary Orbit
Eccentricity Table yields a
minimal eccentricity of 0.05.
The planet approaches its pri­
mary as closely as 0.20 AU,
and recedes as far as 0.22 AU.
The orbital period is almost
exactly 0.15 standard years, or
54.9 standard days.

Rhylannr's primary star
exens a tidal force of close to
10 on the planet. implying a
101al tidal effect of about 240.
The GM decides nm to roll rnn­
domly for rotation period.
knowing that that roll would
automatically make the planet
tide-laded. Instead. he
observes that if he made the
roll. it would yield an initial
rotation period of about 260
hours. which is close to 1/5 of
the orbital period. He decides
that Rhylanor is currently in II

state where it rotates exactly
five times per orbit. Such a
stale isn't stable in Ihe long
tenn. bUI Ihe GM tlnds it plau­
sible that il could last for a few
million yea~. Besides. it makes
an interesting local detail. So
lhe rolalion period is clIactly
10.98 standard days. The GM
rolls for relrograde rotation and
gets II 15, so Rhylallor rotates
retrograde. The apparent day
length is 9.15 standard days.
and the star appears to rise in
the west and set in the eaSI.

FInally, a random roll on the
Axial Tilt Table yields an axial
tilt of 15 degree.~.
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Use initial value for period
1d x 2 standard days
Id x 5 standard days

Id x 10 standard days
Id x 20 standard days
Id x 40 standard days

1d x 100 st<lndard days
Tide-locked

If tbe result is greater than 36 hours or the initial 3d roll was a natural 16 or
greater, the planet will have unusually slow rotation. In this case, roll 3d on the
Special Rotation Table and use the result from that instead. Modifiers: +1 [or
every hour that the initial rotation period value was over 36 hours.

Special RDtatiDn Table
Roll [3d) Rotation Period
6 or less
7
8
9
10
II
12
13 or more

The Special Rotation Table can yield a result of tide-locked, indicating that
the planet's rotalion has stopped with respect to some body exerting tidal forces
on it. Also, if the rotation period from the above procedure is longer than the
orbilal period of the planet's innemlOst moon or the orbital period of the planet
itself, the planet is tide-locked instead. Tide locking has a variety of implications
(see sidebar).

If the world is not being aeted upon by any significant tidal forces, then tide­
locking will not take place. II the total tidal effect is less than I but a result of
"tide-locked" appears anyway, assume the world's rotation period is ld x 200
standard days.

The GM may treat the value for rotation period from the tables as approxi­
mate, and arbitrarily vary it by part of standard hour. a few standard hours, or a
few standard days as appropriate. Rotation periods can also be recorded with
precision down [0 the minute or second, although this is useful mostly for local
color.

Again, the rotation period generated bere is the sidereal period, the time it
takes the planet to complete one rotation with respect 10 a distant fixed point.
The apparent local day length may be different (sec below).

By convention, each star system has a "north" direction. defined so that the
star rotates eastward (in accordance with the right-hand rule). On each planet,
"north" and "east" are also defined by the righi-hand rule in accordance with
planetary rotation, but in some cases the planet's north pole is aClually on the
"south" side of its orbital plane with respect to the primary star. In errect, the
planet rot<ltes in the opposite direction from the primary star and most of iL"
neighboring planets. This is more commoo than one might assume. In the TelTBn
system, two out of the eight major planets have such "retrogrddt:" rotation. For
each planet, roll 3d. The planet will have retrograde rotation 00 a 13 or more.

Local Calendar
At this point. the GM can determine the length of various celestial cycles

from the point of view of an observer on the planet's surface. The formula to be
used for aU of these computations is:

A=(SxR)/(S-R)
A is the apparent length of the cycle, S is the sidereal period associated with

the cycle in question, and R is the rotation period of the planet. All of these must
be expressed in the same units. If the planet rotates retrot,'1'ade, R is negative. If
Sand R are equal, the above fonnula is undefmed. In this case, assume that the
length of the cycle is infinite, or that there is no apparent mOlion.

WORLDS

Detailed World
Typing

To gel grealer accuracy in world typ­
ing, we need to correcl the size para­
meter for a given world 10 account for

the amount of energy il receives from its
primary liW. If a world is closer to its pri·
mary, il is wanner and the molecul~ in its
upper almOSphcre arc more likely Iu altain
escape velocity.

Compute a cOITceliuD factor as (0[­

lows:
C '" Square root of R I Fourth root of l

Here, C i! Ihe eorreclion factor. R is
the average distanec of thc world fWIIl the
primary star. and L is the star's tuminusi­
ty. Multiply the size pardmt:ler us comput­
ed in thc main rules by lhis I,;orrection fnc­
lor, and usc lhe resull as the corrected size
parameter. Closl,: to lhe inner edge of the
lire zune. the correction faelor will be
uboul I - this is why the uncorrected size
purullldcr is usually close enough in such
l:li$eS.

For those inleresled in the science
behind these fonnulae: the corrected sile
parameter is inversely proportional 10 Ihe
minimum molecular weight of suhstances
thaI the world can retain over a long peri.
od of lime. Divide 6.93 by Ihe corrected
size parameter, and round the rcsuh up to
the neare.\! whole number. Substances
wilh al least this molecular weight will be
retained, while tighter substances will tent!
10 escape quickly. For comparison, SQlDe
of the more important molecular weights
are: hydrogen 2, helium 4, methane 16,
ammonia 17, water vapor 18, nitrogeo 28,
oxygen 32.



Axial Tilt Table
Roll (3d) Axial Tilt
2 or less 0 degrees
3-6 0 + (2d-2) degrees
7-8 10 + (2d-2) degrees
9-10 20 + (2d-2) degrees
11-12 30 + (2d-2) degrees
13-14 40 + (2d-2) degrees
15-18 Roll on extended table

Axial Tilt
The angle between a world's rotation axis and a vector perpendicular to the

star system's ecliptic plane is what we call the a.xial tilr of me world, The major
planets of the Terran system have a wide variety of axial tilt values, and there
seems to be no correlation with their other properties.

Roll 3d on the Axial Tilt Table. If necessary. roll Id on the extended table.
In any case, roll 2d as indicated and record the end result.

Axial Tilt
50 + (2d-2) degrees
60 + (2d-2) degrees
70 + (2d-2) degrees
RO + (2d-2) degrees

Roll (1 d]
1-2
3-4
5
6

The day length (the time between sunrises) is computed by setting S equal
to the planet's orbital period. For a rapidly rotating planet, the day length will be
very close to the actual rotation period for the planet. If day length is negative,
as often happens when the planet is in retrograde rotation, the primary star will
appear to rise in me west and set in the east.

The apparent lengm of a moon's orbital cycle (me time between moonrises)
is computed by setting S equal to the moon's sidereal orbital period, as comput­
ed above. If the length of the cycle is negative, as often happens for very close­
in moons, the moon willllppear to rise in me west and set in the east. A close-in
moon may happen to orbit near the planet'S geosynchronous distance, in which
case the moon will spend long periods in the sky as seen from any given loca­
lion, keeping pace with the planet's surface.

Example
The GM now proceeds to detennine

the orbital and rotational parameters for
the planet Haven, He rolls 3d on tbe
Planetary Orbit Eccentricity Table and
gets a 6 yielding a minimal eccentricity of
O,OJ. Haven's minimum separation from

its primary star is n.57 AU, and its maximum separation is 0.59 AU. Haven's
orbital period is 0.51 standard years, or 186.3 standard days.

Based on the results from step llJ, Haven's moon orbits very close in, about
22,000 miles from the cenler of the planet. Its orbital period is 1.10 standard
d~ys. The lidal force of the primary star on Haven is 1.3R, somewhat greater
than the Moon's tidal force on the Earth. The total tidal effect on Haven is 12.

The OM rolls 3d+18 (+6 for the planet's si7.e and + 12 for the total tidal
cfrec!) and gets a total rotational period of 28 hours. He decides to vary this a bit
~nd rccords the actual period as 27 hours,.:'iO minutes (about 1.16 standard

I t might be interesting TO delermine lhe
size of various objects in a world's
sky. Use the following formula:

S=(57.3xD)/R
S is the apparent size of the object, in

degrees. D is the object's diameter, and R
is the distance to the object (barh in the
same units). This is a reasonable approxi­
m':llion for apparent Si7.eS up fa aholll 20
degrees. For comparison, from Earth's
surface borh the Sun and the Moon appear
tn be about half a degree acrms, roughly
the .~ize of II US dime held six feel from
the eye.

The apparent size of an object has sev­
eral effects. For example, the smaller a
slar's apparent size in the sky, the sharper
the shadows it wiJllhrow. ForcxlImplc, lin
curly F-da.ss slur will uppt:ar vt:ry smull as
s\::cn from a world in its life zom:, so its
shadows will be sharp and velY black. A
slllull n:d dwarf, 01L the other hand, will
loom very large over a world in its life
lOne. Shadows there wjll be blurred and
the surroundings will
appear to have "indi­
rect" lighting. Also, if a
planefs moons appear
at leas! as large as its
primary S!3r, !hen total
.c;nlar ec1ip.~e.c; will he
pm.c;ihle.

A .c;tar'.c; srecnal
type will also aftect the
quality of light morc
directly. Early A·type
or F-type stars will put
out harsh white light.
Cool M-duss dwurf
stars will emit sufler
light. Incidentally, a
red dwarf's light will
nOt look obviously
"red" from the surface
of its planets. It will
have a color b3l3nce
more like that of an
inc3ndescent bulb ­
different from Eanhly
sllnlight, 10 be sure, but

nor so milch so thatlhe
human eye can't adapl.
A more radical differ­
ence is due to Ihe fact
Ihal an M-dass star
emits most of its radiation in the infrllred.
The actual amount of visible light n:llch­
iog II planet in u n:d dwarfs life zOlle will
be only II few percent of that reaching
Earth. The human eye will be able to
adapt to this as well, seeing about as well
as it does on a cloudy day on Earth. It will
be possible to stare directly at the star's
disk, picking out SlafSpots and other fea­
tures (although tbis wiU be dangerous,
because the high level of IR radiation may
cause retinal bums). ~
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Here, the size class is defined by what major volatiles will be retained. The
''typical diameters" column shows what size worlds will fall into each size class,
assuming densities equal to that of Eanb. Denser worlds will tend to rise into
higher size classes, less dense worlds will fall into lower ones.

A large world is one which can retain hydrogen and helium over long peri­
ods of timc. Such a world will tend to have a thick atmosphere composed mostly
of hydrogcn compounds. A standard world is [00 small to retain hydrogen, but it
can relain water vapor in its atmosphere over long periods. U the world's surfaec
temperaturc is right, it will have liquid-water oceans on its surface, and has a
good chance of being close to Earthlike conditions. A small world cannot retain
water vapor in its atmosphere. Such worlds tend to be dry, although if they arc
cold enough they may have large deposits of water ice. They may retain substan­
tial atmospheres of nitrogen and nitrogen compounds, and can also retain

Procedure
Ln general. larger worlds can retain lighter volatiles. The closer a world is to

its primary, however, the faster the loss of volatiles will take place and the morc
likely it is that light volatiles will escape. Here, we will present a relatively sim­
ple approach 10 dctcnnining what volatiles will be retained by a world over the
long term. These simple rules will be nearly correct for worlds in a star's life
zone, less so elsewhere. See the sidebar for a more detailed and realistic proce­
dure, applicable to worlds anywhere in a star system.

Begin by computing the she parameter as follows:
P = (7.93 xM)/D

Here, P is the size pardmeter, M is the world's mass in EaIth-masses. and D
is the world's diameter in thousands of miles. Round the size parameter off to
the nearest hundredth, then refer to thc World Size Table.

Terraforming

T
he world~design rules in the main leJIOt
ma.l;:e a number of un!poken assump­
tions. One of lhe mO!1 imponant of

Ihese is Ihal worlds evolve nan/rally, with
no inlerference from any advanced civi­
liz:\lion. This is a poor assumplion to
make for any space-<lpcra scttinK!

Terrnfnnlling is thc an of mtxlifying
planelary environments. Every industrial
civilizalion engages in it, although not
always with full knuwledge of what it is
doing. h's possibk: thaI our own civiliza·
lion is altering Earth\ climate, by buming
fossil fuels and releasing greenhouse
gases into the atmosphere. So fM the evi­
t1em.:e isn't conclusive but if we hadn'l
!camed a great deal about planetary cli­
lIlale by exploring the other worlds of lhe
SoIM system. we wouldn't even be aware
of the possibility.

By TL9. it becomes possihle 10 make
dtli/Nralt', large~scale change.~ to a planet
in the life zone. The climate catcgory can
be adjusted by one or IWO levcls, depend­
ing on lhe situation. Any Ocean world ClUI

be mO\'ed to !he Earthlike world tyJX: if is
isn't already there. using geDCtically engi­
neered organisms to build I new eCOS­
phere. A Desert world might I,:ven be
turned inlo an Earthlike world, using
water and air mined from comets. Such
changes mig hi take many centuries to
complete (!css al higher TL). They 3re
also lemporary. in l.he sense lhat many of
them would reverse themselves once lhe
lerruforming civili13tion slopped main­
taining them. Of course. in this case "tem­
porary" me3ns that the nMural Slate would
return ill thousands or even milliolls of
years. A planet which w:u noce ter­
rafonned. but is now inhabited by a cul­
ture which doesn't have lhe technology or
Ihe we3lth 10 main!ain the changes, would
m:u.:e an interesting "dying world" setting.

In lhe Third Imperium scuing. it's
clear Ihat many worlds have been ler­
raformed. The Imperium itself sponso~
some ongoing lcrrafonning projects. and
many worlds have been made human-hab­
itable by previous civilizations. The
Aneients clcarly mtxlified mlUlY worlds,
using lcchnology capable of making per­
mancnl and radical eha.l.lges to planetary
environment.

Typical Diameters
More than 10,400 miles
4,900-10,400 miles
3,900-4,900 miles
3.000-3,900 miles
Less than 3,000 miles

Size Class
Large
Standard

Small
Very Small

TlIlY

days). The apparent day length is almost exactly 28 hours. The moon's apparent
orbital period is -21.27 standard days. Haven's moon rises in the west and sets in
the east, and appean; to move much more slowly than Haven's sun. It spends sev­
erallocal days in the sky at anyone lime. Finally, the GM rolls on the Axial Tilt
Table, getting a 7 on 3d and a 9 oll2d. Haven's axis is tilled by about 19 degrees.

STEP 12: WORL.O TVPE
Gas giant planelt; are all very similar. When you know a gas giant's mass

and diameter, you know almost everything you need about it. Terrestrial planets,
on the oilier hand, are much more diverse. The following steps are appropriate
for terrestrial planets and moons, especially those in the life zone.

A world's general Iype depends on what volatiles the planet's core can
retain over billions of years. Volatiles are chemical compounds with low melting
and boiling points, which make up the bulk of a planet's atmosphere. Over bil­
lions of years, heavy volaliles will be retained by a world while lighter com­
pounds escape into space. We will use world types to vastly simplify the world­
building process.

World Size Table
Size Parameter
More than 1.74
0.39-1.73
0.25-0.38
IJ.14-0.24
Less than 0.13



oxygen (although without photosynthetic life there will be very little "free" oxy­
gen in the atmosphere). A very smnll world cannot even retain molecular nitrogen
in it.. atmosphere. There are heavier volatile compounds, but most of them are
either chemically unstable or involve relatively rare element.., and so they can't
form a substantial atmosphere. Very small worlds tend to not only be dry, but to
have very thin atmospheres. Finally, a tiny world cannot retain even the heaviest
common volatiles, and will have only a trace atlllosphere if it has any at all.

Once the size class of a world has been established. cross-reference it with
the orbilal zone the world falls in on the World Type Table.

The table gives world types folluwing the system in GURPS Space (p.
SI05). with extra detail in some cases. An asterisk indicates that the world is
likely to have substanlial oceans of some liquid substance (see Step 14).

A result of Hostile (SG) indicates that the world is a subgiant. A subgiant
world is large or cold enough to retain hydrogen in its atmosphere. yet never
experienced the nillaway accretion process thai would have given rise to a gas
giant. A subgiant world has a dense atmosphere of hydrogen and hydrogen com­
pounds such as methane or ammonia. Unlike a gas giant, the atmosphere is rela­
tively shallow, and the world has a well-defined surface of rock and ice. A gas
subgiant close enough to its primary star may support life. There are no exam­
ples of such a world in the Terran system.

Hostile (N) indicates a nitrogen world. Molecular nitrogen is a very com­
mon atmosphere component for hostile worlds. because it is relatively heavy,
has a low freezing point, and is very chemically stable. Many Hostile worlds
will therefore have atmospheres dominated by nitrogen. In the Terran system,
Saturn's moon Titan is an example of such a world. Terra hself was a nittogen
world early in its history, before the advent of photosynthetic life.

Some nitrogen worlds will have methane and ammonia in their atmospheres,
making them a variant of an ammonia world (see below). Roll 3d. Modifiers: -3
if the primary star is of type A, +1 if it is of type F, + 1 if it is of type K, +3 if it is
of type M, + I if the world is in the outer half of the middle zone. On a 15 or
more the world is actually of type Hostile (A).

A result of Hostile (A) indicates an ammonia world, whose atmosphere
contains substantial amounts of ammonia, methane, ami other compounds.
Ammonia and its related volatiles are even more likely than water [Q photodisas­
sociate when exposed to ultraviolet light, so an ammonia world's primary star
must be either of a late spectral type or fairly distant. If an ammonia world is
warm enough, it may have oceans of liquid water and ammonia in a so-called
"eutectic" mixture. Such a world may support life. There are no clear examples
of such a world in the Terran system, although Saturn's moon Titan comes close.
Its atmosphere is composed mostly of nitrogen, hut it contains significant
amounts of methane and other exotic compounds.

A Greenhouse world retains a substantial atmosphere, originally including
water vapor. However. it is too close to its sun to maintain habitable conditions.
Early in its history, its liquid-water oceans boil, putting large amounts of water
vapor in the atmosphere and setting off an intense greenhouse effect. As a result,

Science fiction has often included
worlds where the local life forms are
incompatible with human needs.

Humans may simply get no nutritional
value out of local life forms (and vice
versa). Or the lucal flora and fauna call
actually scl off allergic or tuxic reactiuns
in humans who arc expused to thcm.
Certainly there's no reason why alien lifc­
ronns have to use the same biochemistry
we do. For thai matter, even the amino
acids thai form the basis for Terrall bio­
chemistry come in "Ieft-handed" lind
"right-handed" forms. All Tcrran life uses
the left-handed forms. but a different evo­
lutionary path might use the right-handed
forms - leading to two virtually identical
biochemistries lhat could not use each
Olher"s proreins_

If the GM wishes !O include this factor
in worldhuilding, he can roll 3d on the
Compatibility Table.

Compatibility Table
Roll (3d) Level
3-6 Nearly Identical
7-8 Compalible
9-13 Partially Compatihle
14-15 Incompatible
16-18 Toxic

Nearly Identical indicates that the two
biochemistries arc very close. Humans
have no problem living off native foods,
and native life can cat Terran organisms.
In fal:t, this level might bl; a drawbul:k
bcl:lIuSC local disl;a:;l;s can "cruss ovn" to
Tl;rran organisms fairly easily.

Cumpulibfe means that humans can
satisfy their dietary needs locally,
although it helps jf they can supplement
their diet with Terran foods_ Diseases are
no! likely [0 cross over.

Par/iolly Comptllible means Ihat
humans can eat some native foods. possi­
bly after considerable effort in processing
or cooking them. They ean', rely wholly
on Ilalive foods without developing vari­
ous deficiency disea.~e.~. Disea.~es will not
cross over, although the local equivalenl
of decay bacteria can still deal wilh dead
Tcrran organisms.

Illcompatible mcans that humans will
not bc ablc to gt:1 any nutritiunaJ vaJut: uut
of local life funns, no mattcr how much
proccssing is dont:. Dist:ll.5l;s will nOI cross
over. and decay organisllls Illay have diffi­
culty with !.kad Terran organisms.

Tuxic means that humans will find
locaJ life Conus to be poisonous. Exposure
to local proteins will set off allergic reac­
tions. Disease and decay organisms will
be unable to altae" Terran life..In exrreDlC
cases, this situation can be the equivalent
ora Rolluted alI11O&phere.

World Type Table
Size Class Inner Zone
Large Hostile (SG)
Standard Greenhouse
Small Desert
Very Small Rockball
Tiny Rockball

Life Zone
Hostile (SG)
Ocean*
Desert*
Rockball
Rockball

Middle Zone
Hostile (SG)*
Hostile (N)*
Desert*
Rockball
Rockball

Outer Zone
Hostile (SG)*
HostiJe (A)*
Hostile (A)*
Icy RockbaU
Icy RockbaU

WORLDS



the world's water vapor is exposed to a process of phorodisassociarioll. That is,
ultraviolet light from the primary star hreaks water down into hydrogen and oxy­
gen, after which the hydrogen is lost to space and the oxygen combines with
other clements. Meanwhile, the intense heat "bakes" the world's surface rock,
bringing large quantities of carbon dioxide into the atmosphere and making the
greenhouse effect self-sustaining. The re~mlt is a dense, dry, furnace-hot atmos­
phere composed of carbon dioxide and sulfur compounds, utterly inhospitable to
organic life. An example in the Tcrran system is Venus.

A few Greenhouse worlds close to the life zolle may have different proper­
ties. For example, if photodisassociation works fast enough, the world's supply
of water may be lost before the b'Teenhouse effect becomes self-sustaining. The
planet would then cool off, remaining in a reasonable temperature range and
retaining a dry atmosphere of nitrogen compounds. Such a world would be of
type Desert (see below). Assume that this siLuation can appear if the world's
orbital radius is at least 90% that of the inner edge of the life zone. Roll 3d.
Modifiers: +3 if the primary star is of type A, +1 if it is of type F, -1 if it is of
type K, and -3 if it is of type M. On a 15 or more, the world is of type Desert
rather than Greenhouse.

A result of Ocean indicates that the world is a good candidate for Earthlike
conditions. It has a substantial atmosphere and extensive liquid-water oceans.
The exact world type depends on the presence of life, which we will determine
in Step 15.

A Desert world is too small to retain water vapor in its atmosphere. Thus
any surface water mat exists early in their history either freezes or is lost to
space. Most desert worlds have some volcanic activity early on, but cool off and
become geologically dead within a billion years or so. Their atmospheres tend to
be thin, composed primarily of carbon dioxide and nitrogen.
An example in the Terran system is Mars, although Mars is
so small as to almost be a rockball world (see below).

A Rockball world is too small to retain most volatiles.
Rockball worlds have no more than a trace atmosphere, and
little or no ice. They may exhibit some volcanic activity
early in their existence, but they rapidly cool off and
become geologically dead. Examples in the Terran system
include Mercury and Luna.

An ley Rockball world is normally too small to retain
gaseous volatiles, but cold enough to keep frozen volatiles.
lee worlds have very little atmosphere, but are partially or completely covered
with a coat of icc. Watcr and carbon dioxide ices form close to the primary star,
while in the outcr reaches of the system there may be plentiful ammonia,
methane or nitrogen icc. Examplcs in the Terran system include Jupiter's moon
Callisto or Neptune's moon Triton.

Icy Rockball worlds orbiting gas gianLs will be heatcd by tidal effects. Such
moons may have extensive liquid-water oceans bcneath their surface of ice.
They are common places for refueling stations, since the hidden water can be
brought to the surface relatively easily. An example in the Terran system is
Jupiter's moon Europa. Meanwhile, a few gas giant moons are hcatcd enough to
become "sulfur worlds." The tidal heat drives off all of the ices and light
volatiles, leaving only the heavy sulfur compounds. A sulfur world is mostly
composed of nonnal rock, but it has extensive volcanic activity which concen­
trates sulfur compounds on the surface. An example in the Terran system is
Jupiter's moon 10. Roll 3d for any ice world orbiting a gas giant within 10 plane­
tary radii. On a 10-13 the moon has subsurface liquid-water oceans. On a 14+
the moon has very little ice but has sulfur volcanoes.

WORLDS

Atmospheric
Pollutants

Ht:rt: art: SUffit: uf tht: most likely cont­
urninaI1ls to be found in a Polluted
atlllosphere. See GURPS Space for

more details on the effects of these.
Chiur;'j£" ur Fiuur;m': In an oxygen­

nitrogen atmosphere, chlorine would nor­
mally combine with other elements to
form nontoxic compounds. It"s possible
for living things with an odd biochemistry
to release a significanl amount of chlorine
into the atmosphere, however. Thi~ might
give rise 10 a hio~phere full of planl.~ and
animals which use an Eanhlike carbon­
oxygen cycle, hut which are well-adapted
to trace amounls of chlorine in the air.
Visitors who do not have similar biu­
chemistrics would find the unfiltered air tu
be corrosive and very poisunuus. Since
chlorine gas is heavier than air. il wuuld
tcnd to pool in euvt:s and dt:pressions in
tht: land. rt:uching concentrations that
might kill t:ven native animaL life. Rainfall
and sta.nding "water" would actually be a
weak hydrochloric acid solution on such a
world. Ruorine could conceivably playa
role similar to chlorine, but it is much less
common.

Sulfur Cumpuunds: Hydrogen sulfide
and various sulfur oxides might be a
byproduct of massive industrial pollution
or heavy votcanic activity. Visilors would
find the unfiltered air to be loxic and filII
of unpleasant odors. Sulfur compounds
would also make rainfall and standing
waler slighlly acidic.

Nitrogen Compounds: Certain nitrogen
compounds may be in the atmosphere due
to industrial pollution (Ihey will not co­
exi.c;1 with an oxygen-nitrogen atmosphere
under natural circumslances). As with sul­
fur compounds, thc unfiltered air would
be toxic and any open water would be
made slightly acidic.

COIlthllled 0/1 Ilext page . ..



Atmospheric
Pollutants

lContinued]
WlV Oxygen: The atmoSphtTt: might

have no significantly toxic dements, llnd
~Iill be hard to breathe dUt: to a relative
lack of oxygen. Moderate t:xllIllples would
cause visitors to lire casily and have diffi­
culty with strenuuus Ilctivities. In more
extreme ClIse!>, a visitor without his own
oxygen supply would simply suffocate.
Furtunately, a compressor mask or
ponable oxygen lank is enough to avoid
thc:se effects. At !he OM's option. visilo",
lIlay be able to acclimate themselves to
lhis condition.

Polilflallls: The almosphere may be
breathable as far u ilS gas mix is con­
cerned, yet still have some contaminant in
il that makes if dangerous. Examplcs
include pollen, spores. disease mil;roor­
ganisms, complex airborne toxins rdeased
by certain planlS. airborne dust from
induslrial or volcanic pollution. or
radioactive contamination from nuclear
incidents. A filter mIlS);. lIIay be enough to
avoid Ihe harmful crfc:clS of these. The
GM musl decide lhe likely effects of
exposure, and how easily visitors can
.edimatc to the local conditions. Some
pullutants may have very subtle long­
range effects. Others may kill quickly ­
but only when local conditions concen·
trate them in the atmospbere. Either case
call lead to sudden nasty surprises for
explorers ...

Col/till11eJ VII I/f:xr page . ..

Example
The OM now proceeds to Step 12, dClcmlining Haven's world type. Haven

has mass of 0.48 Earth masses and a diameter of 6,300 miJes, so its size parame­
ter is about 0,6. Since the planet is in the life woe and the size parameter isn't
on a borderline, lhe GM doesn't bother correcting for the amount of energy
received from Haven's sun. The planet is clearly or Standard size. Since it is in
the life zone, it will be an Ocean world, it.s exact world type to be detennined
later.

STEP 13: ATMOSPHERE PRESSURE
The physics of planetary atmospheres are terribly complex, and we will only

approximate them here. First, we determine the almospheric pressure at a stan­
dard elevation. On worlds with liquid oceans, the usual standard elevation is sea
level. Without oceans, planetologists define a datum level at some convenient
elevation, nonnally near the average elevation of the planet's entire surface. We
will describe atmospheric pressures as in GURPS Space (sec p. S108).

Procedure
If a world's size class

is Tiny, it will have no
significant atmosphere. If
the size class is Very
Small, then the world will
have no more than a trace
atmosphere. A Green­
house world will have a
superdense atmosphere.

For all other worlds,
roll 3d, mulliply by 0.1,
then multiply the result by
the planel's surface gravi-
ty. The result is the base

atmospheric pressure, relative to that of Earth's atTllosphere at sea level.
Atmospheres are classified as very tlrin (below 0.5 Earth nomlal), Ihin (0.5

to 0.8 Earth nonnal), standard (0.8 to 1.2 Earth nonnal), dC1lSC (1.2 to 1.5 Earth
nom181), or ve,y densc (above 1.5 Earth nonnal).

Traveller NoLe: The world-design system in the original Traveller rules did
take into account that the density of a world's atmosphere is tied to its size. The
implied relationship wasn't as strong as theory requires, however, so the system
often generated tiny planets with dense atmospheres (or large planets wil.h only
a trace of atmosphere). Feel free to place a world with an unexpectedly thin or
dense atmosphere, but be aware that this is an unusual circumstance and may
require explanation if you arc concerned with scientific realism. For consistency,
a world's type may have to be redefined as if it were of a larger or smaller Size
Class (i.e., a Standard size world with no atmosphere should be re-c1assified as
Tiny for this purpose, making its world type Rockhall or Icy Rockball).

Example
The GM is now ready to determim.: the propen.ies of Haven's atmosphere,

hydrosphere, and biosphere (if any). He bel,>i.ns by rolling 3d for a 9, multiplying
by 0.1 and by Haven's surface gravity of 0.76. Haven's surface atmospheric
pressure will be 0.68 atmospheres, giving it a Thin atmosphere.

• WORLDS



STEP 14: HVOROGRAPHICS
Some worlds will have extensive oceans of some liquid substance. Close to

the primary star, this liquid will usually be water, possibly wilh other chemicals
or impurities in it. Further out. the oceans may he composed of liquid ammonia
or more exotic substances.

Procedure
A world Illay have hydrographic coverage if it is of Large, Standard or

Small size class, has at least a Very Thin atmosphere, does nOl fall in the inner
zone, and is closer 10 its primary star man three times the snow line distance. To
detennine the percentage of thc surface covered by liquid. roll 2d-2. Modifiers:
+2 if the primary slar is oflypc M. +1 ifit is of type K, -I ifit is of type I'. -2 if
it is of type A, -8 if the world is a Desert world in the life zone, -6 if it is a
Desert world in the middle 20m:, ·2 if it is a Hostile world of any subtype. The
result cannot be less than 0 or grcfltcr than 10. Multiply the result by 10% to
detennine the ocean coverage of the world. The GM may vary this percentage
by up to 5% at his discretion.

Example
Turning 10 Haven's hydrographics, the GM rolls 2d-2. He gets a 7 and con­

cludes lhat lhe planet has about 70% ocean coverage. He decides to vary this a
little and scts the exact hydrographic coverage at 73%.

STEP 15: NATIVE ECOSPHERE

Simple one-celled lifefonns may be very common in the univer.>e, but only
certain world types are likely to give rise to complex ecospheres and intelli­
gence. The level of complexily of the local ecosphere is dependent on time and
random ehance_

Procedure
[f a world has hydrographic coverage, or is an Icy Rockball with subsurface

liquid oceans, then it may have native life. Roll 2d on the Native Ecosphere
Table and record the result. Modifiers: +2 for an Ocean world. add + I for every
500 nullion years of the star system's age.

Native Ecosphere Table
Roll (2d) Ecosphere
13 or less No Life
14-16 Protozoa
17 Metazoa
18 Simple animals
19 or more Complex animals

At this point, the exact world type of
an Ocean world can be determined. [f
the world has metazoa, simple animals.
or complex animals, then it is £arrhlike.
Otherwise, it is of type Hosrile (N).

Note that this procedure only deter­
mines the level of narive Life. A starfar­
ing civilization which colonizes new
worlds will bring along its own plant and animal life. If the native ecosphere has
advanced no further than "simple animals," the newcomers may well crowd out
the native life.

WORLDS

Atmospheric
Pollutants

[Continued]

Hia" CorbOIl Dioxide: The human
metabolism is sel (0 deal with a cenain
concentration of carbon rlioiltirle in the air.
When there is 100 much, our breathing
reneJL: malfunctions and we lend to hypcr­
venlilale and experience a sense of suffo-­
cation. This effeel can be dealt with us
long a.~ sufficient oxygen is present. 1I1l1J
visitors may be able to aeelimlltt tlicrn­
.~elves. Very high levels uf curbun dioxide
arc actulilly toxi". and cannot be adapted
10.

High Oxygen: In moderate cases. an
excess of uxygtn call be a mild irritant to
skin and mucous membranes. and can
make it much easier for visitors 10 hyper­
ventilate when working hard. This can be
handled using some kind of reducing res­
piralor. preferably covering the face to
avoid irritalion of the eyes and air pu·
sages. In high concentrations. oxygen can
be actively poiSOllOUS_

Inut Gases: Nirrogen and OIher chem­
ically inen compounds can cause "incn
gas narcosis" when !heir partial ptCSsure is
high enough. Symploms include Iight­
headedness, reduced dexterity, euphoria
and impaired jUdgement. This is nonnally
only a problem in very dense !lImos­
pheres, although a new cumpounds
(nitrous oxide or "laughing gas" in partic­
ular) can "!luse thesl: symptoms at rela­
tively low prtS$\m,:s.



Weather

W
cather systems (stanns and high
winili;) arc driven by II differenc,;
in lcmpcnllun: or pressun: ill adja­

cent portions of II planet's atmosphere.
When: the pott:nlial for greater differences
exists. the weather call be more violem.
We will define the weather /adur for II
world as II simple indicator of how violent
and changeable local weather is likely to
be there.

Vacuum worlds have no weather
(obviously). If the world has al leas' II
Very Thin atmosphere. roll lrl+7.
Modifiers: +4 if lhe world's rmalion peri­
or! is Jes.~ (hen 8 houn, +3 if between 8
and 12 houn, +2 if between 12 and 16
hours, +1 ifhetween 16 and 20 hours, -I if
between 32 and 40 hours, -2 if betwccn 40
and 56 hours, -3 if between S6 and 72
hours, -4 if greater than 72 hours. -t4 if the
axial tilt is greater than 4S degrees, +2 if il
is between 30 and 44 dcgn:cs, +I if it i~

between 20 and 29 dcgrcc~, - I if it i~ 10
dcgrc~ or I~~. +4 if the world's base eli­
male is Very Hot or Torrid, +3 if it is Hot,
+2 if it is Tropical, +1 if it is Warm, -I if
it is Chilly, -2 if it is Cold, -3 if it is Very
Cold, -4 if it is Frozen or Frigid. +6 if the
world's atmosphere is Very Dense, +2 if it
is Dense. -1 if it is Thin, -3 if it is Very
Thin. The resull (which may be negative)
is the weather factof, For comparison. the
weather factor of Terra i.e; 10.

Ecosphere Levels
Protozoa are single-cclled lifc fonns. Almost all protozoa livc as individu­

als, surviving by exploiting chemicl:lI rel:lctiom; in their cnvironment. Some
species cluster together, forming bl:lctcrial "mats" that may cover large stretches
of shallow water. Protozoa include bacteril:l, algae, and simple fungi.

Metazoa are multi-celled organisms, composed of cells which have learned
the trick of living in symbiotic communities, Metawa include simple plant and
animal forms: lichens, molds, kelp, sponges and jellyfish.

Simple animals have developed differentiated internal structures (bones,
muscles, nerves). Terran examples include arthropods, fish and amphibians.
Such animals are supported by an array of plant forms, using photosynthesis on
Eden worlds, more exotic chemical reactions elsewhere, They may attain IQ
scores up to about 3,

Complex animals have developed even further physically, and have added a
variety of complex behavior patterns. Terran examples include reptiles, birds,
and mammals. Complex animals may develop sentience, Roll 3d to determine
how sentient the most advanced animals on the planet are, On a 15 or less, all
animals are nonsentient (lQ 5 or less, up to the level of wolves or big cats). On a
16 or 17, near-sentient animals exist (IQ 6-7, equivalent to a chimpanzee,
hominid or cetacean). On an 18, native sentience has appeared (lQ 8+).

Trayeller Note: The procedure here allows for the possibility of native sen­
tient life, but such life will be rare. This is realistic, since the available evidence
seems to indicate that sentient Life is an unusual phenomenon. In a fictional set­
ting where there are many starfaring races, however, the GM may want sentient
life to be more common. He should feel free to arbitrarily place a sentient
species on any life-bearing world, if it fits his campaign plan.

Alternatively, the GM may apply a consistent positive modifier to the roll
for detennining the highest intelligence on any world bearing complex animals.
A modificr of + 1 or +2 would be reasonable. In fact, a +2 probably approxi­
males thc frequency of sentient life in the TIlird Imperium setting. Note that in
the Third Imperium, even worlds Ihat have no native sentient species may be the
homcwurld of a minor human race.

Example
Since Haven is an Ocean world which is 4 billion years old, the GM rolls

2d+lOon the Native Ecosphere Table and gets a 20. Haven has an advanced
ecosphere, including complex animals, so it is automatically an Earthlike world.
The GM rolls 3d again, adding 2 since he's working in the Third Imperium set­
ting, He gets a 16, and records that there is near-sentient animal life in Haven.
Sincc he doesn't care whether a sentient species is present on Haven or not, he
accepts this result.

STEP 16: ATMOSPHERE COMPOSITION

If a world has only a trace or no atmosphere, then its composition is irrele­
vant. Thicker atmospheres can vary dramatically in their propenies, especially
their ability to suppon life. There are four types of atmosphere (these definitions
follow p. S 108).

Oxygen-Nitrogen: Such an atmosphere is similar to Eanh's, breathable for
human beings. It is composed primarily of oxygen and nitrogen, with no conta­
minant'> sufficient to cause breathing problems. Such an atmosphere requires the
presence of life or of strange chemical processes, since free oxygen tends to dis­
appear from the atmosphere (combining with other elements in the atmosphere
or in surface rocks) unless replenished.

WORLDS
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Gaming Weather

Calm: There is no appreciable wind.
There may be some cloud tover, depeod­
ing on local climate (moist climates
almost always have some cloud cover, dry
climates an: often very clear). Visibility is
good, unless local conditions are likely to
cause fOK or haze.

Windy: Fairly strong winds are blow­
ing. Depending on local climate, this may
lead to sandstorms, a snow while-OUI. or
high waves on bodies of water. Visibility
is somewhat reduced. Sugge.~ted vehicle
control penalties are ~I or -2 for waler or
air vehicles.

Weather
C>lm
Windy
Sionn
Severe Stonn
Violent Storm

Weather Table
Roll (3d)
3 or more
Ot02
-3 to -I
·6to -4
-7 or less

O
n any wurld that has a weather fac­
tor, the GM can use it to generate
local weather as adventurers go

Ilbout lheir business.
While adventurers are exploring a

planetary surface. cbeck for weather every
eight hours. Roll 3d. Modifier,;: subtract
the planel's weather factOI'", and apply any
modifier based on the lasl eight-hour peri.
od's weather. The GM should also fccl
free to modify this re.~ull to account for
local conditions. The final rcsutt may be
zero or negative. Check the result against
rhe Weather Table.

Polluted: Polluted atmospheres are basically oxygen-nitrogen, but human
beings require some degree of artificial help to breathe them. TIUs may indicate
a simple problem with the balance of nbnospberic gases, or the presence of cont­
aminants (see sidebar).

Exotic: Exotic atmospheres are unbreathable, and cannot easily be made
breathable by fIltering or processing. Human beings will require 3 self-contained
oxygen supply and possibly protective clothing to survive in an exotic atmos­
phere. Even without protection. however, a human could survive exposure to an
exotic atmosphere for a few minutes.

Corrosive: Corrosive atmospheres are very deadly to human beings, forcing
them to use extensive artificial means for survival. Unprotected humans exposed
to a corrosive atmosphere will die quickly and painfully.

Procedure
The basic atmosphere type depends on the planet type as determined in

Steps 12 and 15.
A world of types Hostile (SG) or Hostile (A) will have an atmosphere com­

posed of compounds which are highly poisonous to human life. Such an atmos­
phere is always Corrosive.

A world of types Hostile (N) or Desert will have an atmosphere composed
mostly of nitrogen, with small amounts of carbon ox..idcs, nitrogen oxides, argon
or sulfur compounds. 'lbe proportions of each depend on the available volatiles
and on the surface temperature. Such an atmosphere will nUintally be Exotic,
but roll 3d. On a 13 or more the quantity of nitrogen or sulfur compounds is
high enough to make !.he aunosphere Corrosive.

A Greenhouse world has an atmosphere composed of carbon oxides and sul­
fur compounds. at very high temperature and pressure. Such an almosphere is
always Corrosive. Note that GURPS Space allowed for the appearance of
"earthlikc" Greenhouse world,;. These rules assume that such worlds fall under
the Earthlike category. so that all Greenhouse worlds are intensely hostile.

An Earthlikc world will (by definition) have an atmosphere composed pri­
marily of oxygen and nitrogen. Such an atmosphere will nonnally be Oxygen­
Nitrogen, but roll 3d. On D 12 or more some atmospheric component will be out­
side the ra.nge of human tolerance, making the atmosphere Polluted. For a
Polluted atmosphere, roll 3d on the Atmospheric Contaminants Table or choose
a primary contaminant frolll the sidebar.

Atmospheric Contaminants Table
Roll (3d) Major Toxic Factor
3-4 ChlorinelFluorine
5-6 Sulfur Compounds
7-8 Nitrogen Compounds
9-10 L.ow Oxygen
11-12 Pollutants
13-14 High Carbon Dioxide
15-16 lligh Oxygen
17-18 Inert Gases

Traveller Note: In the original Traveller sys­
tem, planetary atmospheres were rather more Likely
to he Oxygen-Nitrogen than is indicated here. In particular, it was possible to get
a breathable atmosphere on a world with no oceans, or with no advanced life. As
always. when placing a world the OM is free to adapl these rules to yield the sit­
uation he wants. In this case, the occurrence of prior terraforming may be
enough to explain mallY otherwise-hostile worlds with Earthlike atmospheres.

WORLDS



STEP 1 7: OVERALL CLIMATE

We now determine the average surface temperature of the planet.
Greenhouse worlds are a special case here. Don't bother to detcnninc a specific
surface temperature for any greenhouse world (it will be far above the habitable
range in any case).

Example
Since Haven is Earthlike, it has an oxygen-nitrogen atmosphere which

humans may be able to breathe. The GM rolls 3d for 14, yielding a Polluted
atlllosphere. He decides to choose a contaminant randomly and rolls 3d, getting
a 12. Haven's atmosphere has generic pollutants in it. The GM improvises and
decides that a common form of plam life fills the air with spores and pollen that
attack the human respiratory system.

Base Albedo
0.50
0.20
0.50
0.02
0.10
0.20
0.28
0.02
0.02
0.45
0.80

Planetary Albedo Table
Planet Type
Hostile (SG)
Hostile (N)
Hostile (A)
Earthlike (less than 30%)
Eanhlike (30% to 59%)
Earthlike (60% to 89%)
Earthlike (90% or more)
Desert
Rockball
Icy Rockball
Icy Rockball (sulfur volcanoes)

Albedo
A planet's albedo is a measure of the amount of stellar energy which is

reflected away from the planet's surtace (or its upper atmosphere). This quantity
ranges from 0 to I, with 0 indicating a perfectly flat-black surface and 1 indicat­
ing a perfectly reflective surface. Energy which is reflected in this fashion
doesn't contribute to the planet's heat budget.

Refer to the Planetary Albedo Table to get a base value for albedo. Each
planet type ha.li a different base value (for Ealthlike worlds, the base value also
depends on hydrographic percentage). Then roll 3d and multiply by 0.01, adding
the result to the base alhedo to get the actual albedo.

Gaming Weather
[Continued}

StrJrlll: If the local climate allow~ it
precipitation is falling (rain or snow).
Visibility is poor. Suggested vehicle con­
trol penalties arc -1 or -2 for all vehicles.
Subtract I from the next weather roll.

Severe Sromr: Strong winds and rapid
precipitation, possibly with frequent light­
ning. Visibility is very bad. Suggested
vl;:hidc I:unlrol penalties arc -lor -2 for
ground vehicles. -3 or -4 for water ur air
vehicles. Su1.ltr<lct 2 frurn lhe Ilell[ w\:ulhcr
roll.

Viole,,1 SlUrm: VCIY strong winds will
destroy flimsy Structures and damage
exposed vegetation. People or animals
caught in the open must make rolls against
Dexterity or an appropri3.te skill 10 a.void
injury. Precipitation is violent and may
include hail or driving rain. Visibility is
almOSI ",-ero. Suggesled vehicle control
penalties are -3 or -4 for ground vehicles,
-5 or -6 for waler nr air vehicles_ Sublract
4 from Ihe next weather mIl.

Notice that some worlds may have a
weather faelor as higb as 31. Such worlds
will be in an almost constant stale of vio­
Ienl wealher, to the extent thut any nutive
life will have to havt: maue very unusulll
adaplalions just 10 survivl:. 011 lht: othl:r
IHlEld. some worlds IIllly have a wcalher
factor as low as -4. These worlds will
m:ller have violent weather wiless the OM
deliberately decides to inflict some on lhe
e.Jtplorers.

WORLDS



WORLDS

Greenhouse Factor

Rhylanor {IV]

Rbylanor's size parameter is 0.25. so
the planet is of size class Small. The
OM doesn't bother wilh the correc­

tion. Checking the World Type Table, the
GM finds that Rhylanor i~ ('If Desen type.

Rolling for the almospherie pressure.
the GM gets an 8 anc! reamts a pressure
of 0.4 standard ,nmo~pheres. This makcs
lhe tltmosphere Very Thin, which matches
the planet's record in Behind the Claw.

Hydrogrnphic.~ are a thornier problt:m.
The modified roll for bydrographic cover~

age would be 2d-8 (.2. +2 for an M-Iype
primary, -8 for a Dcscn world in the life
7.one). The published roverage of 40% is
possible. but unlikdy (it would require a
nalUra) 12 on the dice if rolling r3J\domly).
The OM decides lhal Rhylanor is in an
unusually "wei" phase of ils evolution 31

present. Thl: human populalion is proba­
bly usin" high technology to nuintain the
plum:t's seas in their CUllenl state.

Till; OM rolls 2d+6 on Ihe Native
Ecosphere Table and gets a 17, indicating
Ihal Rhylanor bas primiTive multi-celled
native life. This helps the GM to justify
his next viol:llion of the world-design
roles. Nonnally a De.~n world would not
have an oxygen-nitrogen atmosphere.
hO....'ever thin, but Ihe listing in Behi"d the
Claw records Rhylanor as having such an
alrnosphere. The GM decides thllt the
planet's native life maintains some free
oxygen in Ihe air. Ihough it's not enougb
for human beings to bn:nthe wilhout
mechanical assislaIK"e.

The OM now turus 10 determine the
planet's ovenLlI climate. hoping thaI it will
fall inlu llll: "Normal" range listed in
Behind the Claw. He rolls randomly for
albcdu. "cUing a value of 0.15. The green­
house factor is 0.12. The blaekhody tem­
pl:r3lure turns out to be 275 kelvin. and
Ihe average surface temper.'uure is 295
keh'in or 71°F. This falls (barely) in lhe
Normal c1imale range. so Ihe GM stops.
Had the lemperature fallen outside the
range. the OM had many ways to adjust iL

The modified roll for weather factor is
ld (Id+7, -4 for me slow rotation. -3 for
rhe Very Thin almosphere). The OM rolls
a .5 and decides thaI Rhylanur has fairly
placid wealher.

Finally, the OM rolls on the Resoorce
Value Table and gets a 13, indicating an
Average resource level. This seems
strange given the planet's unusual densil)'.
Still, tbe mechunics of erost ehemisrry are
eomplicllted and it's possible that many
va.luable minerals simply haven't been
laid out as accessible ore deposils.

- Comedian
Anton Wilson

Peale

- Comedian
Ancon Wilson

Peale

"Anyone who
thinks an Xboat
is cramped has
obviously never
had to share a
fresher with
three teenaged
siblings.•

"Why did I
become a
comedian? Look,
I was in the
Scouts. When
you've seen as
much of the
universe as I
have, you realize
how absurd it is. "

Hostile (SG)
Hostile (N)
Hostile (A)
Eanhlike
De."ert
Rockball
Icy Rockball
Icy Rockball (sulfur volcanoes)

Nex.t, we detennine the greenhouse faclor which exists on the planet. Tills is
a measure of the amount of heat that is retained by the planet's atmosphere. Usc
me following to estimate it.

E=Bx(P/Gl
E is a measure of the planet's greenhouse effect. B

is the base value for the planer type, taken from the
Greenhouse Effect Table. P is thc surface atmospheric
pressure, and G is the surface gmvity.

Greenhouse Effect Table
Planet Type Base Greenhouse

Factor
0.20
0.20
0.20
0.15
0.15
0.00
0.00
0.00

Average Surface Temperature
First, determine the blackbody lemperature of the world:

B = (278 x Fourth root of l) / Square root of R
B is the blackbody temperature, lhl; average temperature (in kelvin) that a

body in the planet's orbit wold have if it had perfect heat-absorbing and heat­
radiating properties. L is the luminosity of the primary !;taf in solar units. while
R is the planet's orbital radius in AU.

The average surface temperature of the world is given by:
T = B x [Fourth root of (1 - A)) x (1 + G)

Here, T is the average surface temperature ill kelvin, B is the blackbody
temperature, A is the albedo. and G is the greenhouse factor. This temperature
should only be considered approximate, since there arc many other significant
factors. For ocean worlds, refer to the Planetary
Climate Table to find the world's climate
category in terms from GURPS Space (see
p.5109).

Planetary Climate Table
Temperature Range Climate
238 K or less Uninhabitable (Frigid)
239-249 K Frozen
250-260 K Very Cold
261-272 K Cold
273-283 K Chilly
284-294 K Cool
295-302 K Earth-normal
303-308 K Warm
309-313 K Tropical
314-319 K Hot
320-324 K Very Hot
325 K or more Uninhabitable (Torrid)



The "average surface temperature"
generated in the main rules is just that
- an average for the world's surface.

Temperature will vary widely by place
and lime. Here are some guide1ine~ for
determining what local temperatures are
likely to he on most teTTestrial worlds.

These rules refer to the planetary hex
map blank found in GURPS Space. We
will refer to hex row.!' on thai map. equiva­
lent to latitude parallels. by number. The
hex rows immediately adjacent to the
cqu:llor will be numbered I. Each row
north or south will have (JIlC higher row
number. For example. the rows at the lrun­
sition betWC!:1I contiguous and separated
lIlilP triangles (l:qui\'ulcnt to the 30th par­
allels North and South) are IIllmbered 5.
The single hexes at the North and South
Poles are lhe hex "rows" numbered 13.

The average temperature can be converted from kelvin to degrees Fahrenheit
by:

FO = (1.8 x K) - 460
F is the temperature in degrees Fahrenheit and K is the temperature in

kelvin.

Example
Haven is an Eanhlike world with 73% hydrographic covcmge. so thc base albedo is 0.20. Thc

GM rolls 3d for 12. so the actual value for thc planct's albedo is 0.32. The grecnhouse faclOr is
0.13. Thc planet's blackbody Icmpemturc is 272 K. and ils average surface temperature is 279 K.
or about 43" Fahrenhcit. The GM records the planet's climate eategol)' as Chilly. To detennine
the weather flll;tor, he rolls Id+5 (+7, -I fur the Chilly dimute, -I for the Thin atmosphere) and
gels a 7. Haven's wc:uther is somewhat less "intc:rc:sling" than that of Terra.

STEP 1 B: RESOURCE VALUE

GURPS Space includes a system for detennining the abundance of specific
resources on any given world. The system there depends not only on the physi­
cal characteristics of a world, but also on the level to which local resources have
been developed. I'Iere, we are concerned only with the richness of the local geol­
ogy and ecology.

Example
For natural resources, the GM rolls 3d and gets a 6.

Haven is a Poor world with respect to overall resources,
and the GM can apply a -I to any resourcc·abundance
rolls whcn detennining trade parameters.

Procedure
Roll 3d and refer to the Resource Value Table. The

result will yield a general resource abundance and a
Resource Abundance Modifier. The GM may apply this
modifier 10 all rolls for the abundance of specific
resources, when using the system from CURPS Space
(see p. Sill).

Average

Modifier
-2
-I
+0
+1
+2

Very Poor
Poor

Rich
Very Rich

Resource Value Table
Roll [3d) Overall Value

3-4
5-6

6-14
15-16
17-18

Vltiwdilla/ \'ariariOlu: The climate
e:llegory for a planel is equivalent [0 thc
cfimate category found in hell rows 4-5.
HCll row 1 will average two climate eatt:­
gories warmer, hell rows 2-3 will average
one l;ategory wanner, hell rows 6-7 will
average one l;utt:gOI)' (,'OOler, hell rows 8-9
will averagt: two l;ah::gories cooler. hex
rows 10-11 will average three categories
cooler, and hex rows 12-13 will average
four categories cooler.

Conli,lIIeJ on nexl page . ..

WORLO MAPPING
Designing rcalistie world maps is an art rather than a science, since there are

so many factors involved. We present a fc.;w general guidelines for terrestrial
worlds here. If you want greater realism, some basic texts in geOb'Taphy and
geology might be in order. The Bibliography cites several worthwhile books on
the subject.

One good way to map a world is to use the equal-area icosahedral projection
suggested in CURPS Space. There, the planetary surface is mapped on a hex
grid so that each hex represents about the same amount of surface area. The
scale of the map depends on the size of the planet. Multiply the planet's diame­
ter by 0.07 to get the width of each hex.

WORLOS



LANDFORMS

Land and Ocean
The best way to draw continents and oceans on the planetary map depends

on whether land or water is more frequent. If the hydrographic coverage is under
50%, draw the seas, otherwise draw the continents. The planetary map blank
used in GURPS Space has 812 hexes in ii, so every percentage point of hydro­
graphic cover implies about 8 hexes of water or land surface.

There will be a hierarchy of bodies of water (or land masses). For example,
on Terra the vast majority of the land makes up the six major continents, with
one land-mass (Eurasia) representing almost 40% of the entire land sutface of
the plane!. A good rule of thumb is to place about 90% of the minority surface
type in a few large bodies (say, 1d of them). Then scatter the rest as small seas
or islands. for no Illore than a few hexes each. This rule can be relaxed if lhe
minority surface type is very rare. For example, a world with less than 5% water
coverage Illay have all of its surface watcr in the form of scattered lakes, with no
major sea" at all.

On an Earthlikc world with active plate tectonics. islands will tend to occur
in definile patterns, "Chains" of islands (like the Hawaiian archipelago) will
exist in the midst of Ihe ocean. possibly indicating a parlly submerged land mass
or a sequence of volcanic islands. "Arcs" of islands (like the Japanese archipel­
ago) Icno to parallel the eoges of eontinenls, and arc associated with volcanic
activity at the edges of lectonic plates.

Mountains and Volcanoes
Mountains will also appear in chains or ranges. Mountain-building usually

takes place along the edges of tectonic plates.
Sometimes mountain chains occur at the edge of a continent. As a light con­

tinental plate slips over an oceanic plate. driving it down into thc planet. moun­
tains are built through processes of fault-block lifting and volcanic eruption.
Such mountain chains are associated with earthquake activity and vulcanism. On
Terra. Ihc Rockies and the Andes arc Ihe besl examples of such mountains,
fanned where the two American plates ride over the Pacific plale.

Mountain chains can also appear in the middle of a land mass. where Iwo
continental plates arc colliding. Where this happens, massive "foldbelt" moun­
lain chains arc pushed up. Such mounlains can be very high and massive, but arc
not necessarily associated with earthquakes or volcanos. The best example on
Terra is the Himalayas, fonned where the Indian subcontinent is colliding with
the bulk of the Asian continental plate.

Assuming a level of tectonic activity similar to Terra's, about 10% of the
total land area would be a reasonable number of Mountain terrain hexes. Worlds
currently in the midst of heavy tectonic activity might have more (and higher)
mountains, while worlds in a quiet phase would have fewer. At the GM's discre­
tion. a few hexes can be designated as Volcanic terrain. indicating the presence
of geothermal areas. active volcanoes, or upwelling zones.

After mountain-building ends in a region, erosion begins to wear down the
peaks and give rise to hilly or rough country, About the same number of hexes
as have been designated Mountain terrain should be designated Hills/Rough ter­
rain. These hexes can appear in chains by themselves, to indicate where old
mountain chains once existed (the Appalachian Mountains on Terra are an
example of this). Alternatively, HillslRough hexes can be placed adjacent to
Mountain hexes, to indicate foothills and "badlands,"

WORLDS

Climate Details
[Continued]

Seasonal voriariO/lS: Greater axial rill
makes for greater variation in temperature
through the seasonal cycle. During local
summer, the climate category should rise
above the average by abOUT one level for
every 18 degrees ofaxiallill. During local
winter, the climate category should fall
below the average hy ahout one level for
every 12 degrees of axial till.

Seasonal variations will not always be
felt everywhere on the plane\. 50 the GM
should deeide what hex rows receive their
full impacL A planct with very littlc axial
tilt would only experience seasons very
ncar the poles (and tJlose variatiolls would
be slight in any cast:). A plunet with very
high uxial tilt (40 degrees or more) would
feel at least some seasonal effect atl the
way down to the equator. For moderate
cases (25 degrees) it's reasonable to apply
the full seasonal effect to hex rows 7-13.

Doily "arimiolls: NaTurally, tempera­
tures tend to rise during the day and fall at
night. Such variaTions don', usually go so
far as to change a location's climaTe cate­
gory in the course of a day, however.
Assume that the local climate category
will rise above tbe average by one level
during the day, and fall below the average
hy one level during the night, for every 40
hours of the planet's day length. This
effect will not causc the tocal climate to
risc or fall more than five !c\'c1s.

All of thcsc variations will bc much
reduced if the locution is on or ncar a
largc body of water. Oceaus act as a "heal
re~ervoir" to damp out short-tt:nn nuctua­
lions in temperature. Assume thai the
presence of nearby ocean will reduce the
sum of seasonal and daily variations by up
to one climate category.

These three effects are cumulative. For
example, take the planet Haven. Its overall
climate category is Chilly. it has an axial
tilt of 19 degrees. and irs day length is
about 28 hours. A seacoast settlement in
hex row 8 would have an average climate
category of Very Cold due fa latitudinal
effecl.~. It would experience the full range
of season.~, rising about one climate cate­
gory during the summer and falling about
one and a half categories during lhe win­
ter. The daily shifts would be less thao
one climate band either way. and can be
considered as being damped out by the
nearby occan. Bearing all this in mind, the
GM decides that the settlement reaches a
Cold climate at the height of summer. but
will be Uninhabitable (Frigid) during the
long winter nights.



W
hen drawing a planetary map for a
world that's tide·locked with
respect to its source of heat and

light. the usual procedures don't work
well. Here's an ullcrnativl; thal takes
account of the drastic diffcrcm:es bt(wct:n
the day ami night fUt:t:s.

Instead of placing the North Pole of
Lhl;: world at lhe top of the planetary map
grid, place the "hot pole" (the sub-stellar
poillt) there. Then tlle lop half of tlje map
grid. "above the equator," will be Ihe
world's day face. The bottom half will be
the world's night face, with the "cold
pote" at the very bottom. The twilight
zone, which is most likely 10 be habitable.
will be near the "equator" of Ihe map grid.

CLIMATE ZONES
Several of the terrain types described below have specific requirements for

local climate. The GM should use the sidebar on p. 76 as a guide when deciding
how to place these terrain types.

Polar Climates
Ocean worlds may have regions of pennanent ice cover near their poles. Ice

cap terrain occurs where the local climate is no wanner than Very eolq year­
round. If such a region ex.ists and is completely composed of land hex.es, then
place Icy/Barren hexes to mark the presence of the ice cap. If a potential ice cap
extends out into water hexes, however, it's possible for wann currents from the
equatorial zone to prevent the formation of permanent ice. The GM should
decide whether this happens on any given world.

Any ocean world with ice caps will also have a zone of tundra. This is open,
marshy terrain where the soil is pennanently frozen. The GM should place
Tundra hexes on land adjacent to the ice caps.

If the world is at all habitable. ignore
the usual rules for placing dililutil; zones.
The average surful,;c Il;:lllpt:ruiurt: gener;l\­
cd in Stcp 17 will hold for hex rows 4-5
on Lhl;: day fllcl;:. Hex rows 6-7 Oil the day
face will average one climate category
warmer, hex rows 8-9 two warmer, hex
rows 10-11 three warmer. and 12-13 four
warmer. Hex rows 2-3 on the day face
will average one climate category cooler,
and hex row 1 on both faces will average
two categories cooler. On the night face,
climate category will fall by one category
for each hex row away from the "equator,"
so lhal Ihe region around the "cold pOle"
will almosl certainly he Uninhabilable
(Frigid). Naturally, there will be no daily or
seasonal climare variations!

Desert Climate

/

Once the landforms and polar zones have been marked
off, desert terrain can be placed. Deserts occur for several
different reasons.

Mid-latitude deserts appear because of large-scale pat­
terns of air circulation. On most Earthlike worlds, a persis­
tent pattern causes warm, moist air to rise above the equa­
torial zone, moving away from the equator and releasing
its moisture as heavy rain. The cooling air masses, now
dry, descend at about 30 degrees nonh and south latitude,
absorhing moisture and causing arid conditions. On Terra,
the Sahara Desel1 is the Illost prominent example of this
phenomenon. A similar pattern occurs closer to the poles,
crcating the extremely dry conditions there.

On the planetary map, the 3D-degree parallels are in
the hex rows where the apparent transition from "contigu­
ous" to "separated" map triangles takes place. If the GM
can fInd a b'TOUP of at least 1D contiguous land hexes any­
when; on or ncar these lines, he should consider placing
mid-latitude dC!:icrt in that region. In this case, the Dcscl1
hexes may even be adjacent to ocean hcxc!:i.

Rail/-shadow deserts occur where moi!:it air CfO!:i!:iC!:i over a mountain chain
on its way from the ocean into land. A!:i the air i!:i deflected upward, it cools. and
the moisture it carries condenses and precipitates out as rain or snow. On the
landward side of the mountains, the air no longer holds moisture. Instcad, it
descends and absorbs moisture from the land, creating desert conditions.

Rain-shadow deserts should be placed adjacent to Mountain hexe!:i, prefer­
ably on the landward side of a moumain chain that is itself on the edge of a con­
tinent. if the GM can find even two or three hexes that fit these requirements, he
should consider placing Desert terrain there. Naturally, rain-shadow desert
should not be placed adjacent to ocean.

COllliflelltal deserts occur when a land mass is so large that moisture-carry­
ing air is simply unable penetrate to the center. Any land hexes that are four or
more hexes away from the ocean are good candidates for cominental desert. The
GM should avoid placing such deserts too close to the polar regions, however.

,
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Jungle
After placing desert lerrain, the GM should see if any part of the planetary

map is a good candidate for jungles. Jungle (or more precisely, "tropical rain
forest") can appear in any region where the local climate is Warm or Tropical at
aU times, and where there is plentiful moisture (i.e., within fOUf hexes of ocean,
but not adjacent to an already-placed desen). Jungle terrain can appear on large
or small islands, if they fall into the right climate zone.

Other Terrain
Any terrain not already assigned a terrain type (i.e., not Mountain,

HillsfRough, Ice Cap, Tundra, Desert or Jungle terrain) is considered "Mixed"
terrain. Mixed terrain is probably some mix of forest and prairie or savanna in
wilderness areas. On an inhabited world, the local population will cultivate
Mixed lerrain, and will build most urban centers there as well.

ANIMAL ENCOUNTERS
Whenever explorers enter a working ecosystem, they will naturally find

themselves dealing with the local flora and fauna. I·Iere we will lay out a system
that can be used to generate varied and interesting animal encounters on any
alien world. GMs who plan to make frequent use of animal encounters should
find GURPS Bestiary a good source for ideas on roleplaying animals.

ENCOUNTER TABLES

Every living thing has its own natural habitat, Lhe environmcntal situation
that it is best adapted to survive in. Whenever an adventure will involve wilder­
ness travel on a new world, the GM should create one or more encounter tables
for the major terrain types the pes are likely to visit. An encounter table defines
a community of living organisms, a set of species which live in the same area
and interact while they go about the business of living.

Elements of Community
Undcrlying each cOIllJllunily is a scl of pruducers, species that do not need

to eat other organisms to live. Producers gather Tlutrients from the nonliving
environment, and gaLher energy from somc naturally occurring source. The most
typical producers on Earthlike worlds arc plan's, which use inorganic maller
from the soil and energy from sunlight Lo produce their food. Producers arc the
keystone of every ecosystem. All other organisms are consumers, living off the
energy that the producers bring into the community.

On Earthlike worlds, producers often fall into two classes, according Lo Lhcir
survival strategy. PoillI producers are large, robust, long-lived organisms. They
compete to grow higher and spread farther than their rivals. Typical Terran point
producers are trees. Area producers, on the other hand, pursue a strategy of scat­
tering many small organisms into every available growth sile. Typical Terran
area producers are grasses and other ground-cover plants. Area producers can be
found almost anywhere, even under very harsh conditions. Point producers, on
the other hand, are most likely to appear where local resources (water and good
soil) are plentiful and the only limiting factor on growlh is sunlight.

The first consumers to consider are primm]' consumers or herbivores, ani­
mals which eat only plant material. MOSl ecosystems include a variety of very
small berbivores (such as wonns or insects). These fonn a critical part of the
community they live in, but are rarely noticed except by biologists. Larger herbi­
vores can be of more interest to casual observers, as potential game animals (or
potential threals, since some herbivorous animals can be very dangerous).

WORLDS

Mapping Tid~Loclie

Worlds
(Continued]

Place any liquid walcr in the zone
where climate is Cold to HOl. Colder hex
rows will have permUllenl ice Clip. while
hOller hex ruws will be penllallent desert.
Any hex Oil the nigh! face which is nOi
icc-capped will be Barren. since lhere is
no lighl!O fosler pLant growth. TIle perma­
nenl hOi :wne will tend to pull air dayward
across any open waler. causing it to rise
and drop ils moisture all the land. Hexes
immediateLy dayward of open WMer m:'ly
be Jungle terrain if they are at least Wann,
otherwise they will be Mixed. Hexe~

which are on the day face. nightward of
any open water hut nOt ice-capped, will be
Tundra or Desert terrain. The GM should
u~e common ,<;en~e or his imagination to
resolve any situations nOi covered here.

. '•.. :'... . .
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Food Strategies

Betow are some of lhe many ways an
organism may SUSlain its life.

Fillers are hetbivores which live
by allowing the environment 10 pass
through lheir bodies. Most filters are aquat­
ic in Mnlre. pulling edible maner out of the
water they live in. They are often unable to
move, and ,<;0 are not dangerous unless an
advenrurer i~ careless enough to enter their
intakc. Tcrrnn exampLe: barnacles.

Grazers arc hcrbivores which cal low­
valuc food such as grass. They tend lu
spend most of their time eating. TIley Illay
be solitlll)', bUlllTe murt: likely to move ill
herds fur deft:nse. Their primary defense
is nigh!, which call cause dangerous stam­
pedt:s if observers get in the way. If they
an:: foreed to fight. they wiLL defend them­
selves fiercely. Terran example: antelope
orhorSe5_

Browsers are herbivores which eat
foods of moderate value. such as !e;lves or
shoots. They spend leM of their lime eat­
ing, and are more likely to be solitary ani­
mals. Their llsual response to a threat is to
hide or "freel.e." Terran example: deer or
elephant.~.

Pouncer.~ are carnivores which attack
prey by stalking it or attacking from
ambush. Since a pouncing attack is diffi­
cult to coordinate, pouneers tend 10 be
solitary animals. They will attack if Ihey
attain surprise Wid the larget is recognized
lIS potential prey, oUlerwise they will tend
to avoid an encounter. Terrao example:
leopards or tigers.

f:ontinued on next puge ...



Another class of consumers are omnivores, animals which can eat both
plants and animals. Omnivores can be solitary or group-living animals, and tend
to be of fairly high intelligence. Camivores occupy the highest level on the
"food pyramid" in any given community, eating only other animals. They also
tend to be of high intelligence, although many carnivores are too strongly spe­
cialized to be good candidates for complete sentience.

Designing Encounter Tables
No matter what the environment, the numerical relationships between pro­

ducers, primary consumers and higher consumers is about the same. Energy is
lost at each stage of consumption, so a given mass of plant matter can only sup­
port a much smaller mass of primary consumers, which can in turn support an
even smaller mass of higher-level consumers. Since carnivores tend to be larger
than herbivores, this implies that meat-eaters are much less common than their
prey. The numbers of each level of consumer are therefore dependent on the
richness of the local population of producers, and almost nothing else.

We represent a local biological community by way of an encounter table.
See the Encounter Table Template below. The "probability of encounter"
depends on the richness of the local community. Each slot on the template
represents an animal species, which can be designed using the rules that follow.

Food Strategies
[Continued]

TrfJppers opemte in similar fashion to
pouncers, but instead of tracking or
ambushing prey they construct traps and
wait for prey to fall in. Any creature
falling into the trap is attacked, but those
which avoid the tmp are usually ignorecl.
Trappers rarely stray far from their pre­
pared position. Terran example: spiders
(there are few examples of large trappers
on Terra).

CIIQUr.t are carnivores which usc
stalking behavior 10 locate prey. but run
the prey down using a burst of superior
speed. Chasers behave somewhat like
pounccrs, 3nacking only if they have tI

clear advantage. Terran example: chee­
tahs.

Herders an: ::;illlilar to chasers, but they
use pack lllclics rather than speed to bring
down their prey. Herders are often willing
to attack much larger animals, or to move
in all a larger group to cut one animal off.
Terran example: wolves.

SC(lI'('lIgers are carnivores in a sense,
but they don't hunt for prey. Instead, they
live by ealing the remains of other ani­
mals. eilher moving in on the kill of
another carnivore, or finding the carca.~~es

of tlnimal~ which die of natural causes.
Scavengers almost never attack other ani­
mals, although some ~cavenger species
operate in groups to intimidatc othcr car­
nivores into abandoning thcir kills, Terran
cxamplc: jackals or vultures.

Gatherers arc omnivorcs which tl;;nu
toward hcrbivorous behavior. They eat
high-level plant malerial such as fruit or
seeds most of the timl;;. but sometimes
calch insects or small galne. They are sim­
ilar to browsers in their behavior. Terran
example: raccoons or chimpanzees.

HUllters are omnivores which tend
toward carnivorous behavior. eating most­
ly small game. Hunters resemble chasers
in their behavior. Terran example: betlrs
or humans.

Enters are true omnivores, which are
willing 10 eat almo~t anything they can
find. They can be rather dangerons, as
they have little fear of any other crcalurc
and may attack without apparent provoca­
tion. Terran example: army ants (if an
entire swarm is considered one animal).

"Look, kid. Life out
here isn't like in the
arcology. Yeah, I
know you know
that. You don't
know it in your
guts, though.
Down deep, you
expect your air to
be free, your meals
on time, your day's
work routine and
your three-vee
program ready to
watch in the
evening. Well, kid,
that's civilization,
and you've been
taking it for grant­
ed all your life.
Now you're going
out where it hasn't
been built yet. "

- Ravi Shah,
Exploration Office

Encounter Table Template
Probability of Encounter on X or less

Roll [3d) Species Type
3 Herbivore
4 Herbivore
5 Herbivore
6 Herbivore
7 Herbivore
8 Herbivore
9 Herbivore
10 Herbivore
11 Omnivore
12 Omnivore
13 Omnivore
14 Carnivore
15 Carnivore
16 Carnivore
17 Carnivore
18 Carnivore

X is the EncDunter Number from
the Biome table on page 81.

Begin setting up an encounter table by refer­
ring to the Biome Table. Each major terrain type
has it" own Encounter Number. A 3d roll is made
every four hours and if the result is equal to or less
than lhe Encounter Number, an animal encounter
occurs. There is also a Type Modifier and a Size
Modifier, both of which are applied when design­
ing specific animals for tbe encounter lable. Once
these items have been recorded, use the rules
below to generate enough aninllli species to fill in
the table.

WORLOS



Biome Table
Terrain Type
Tropical Forest, Jungle
Temperate Forest, Woodland
Polar Forest, Taiga
Scrub Forest, Chaparral
Grassland. Savanna
Polar Plains, Tundra
Wetlands, Swamp
Desert, Dunes
Mountain, Alpine
Glacier, Ice Cap.
River, Slrcam
Shoreline. Coast
Shallows
Deep Ocean
Ocean Bottom

Encounter
15
12
6
9
12
6
9
6
9
6
2
12
15
12
9

Type
-3
-4
-4
-2
+4
+2
+0
+3
+0
+0
+1
+3
+2
-4
-2

Size
+0
-2
-3
-2
+1
-1
+0
-2
-2
-1
-1
+1
+2
+3
+1

Solitary animals spend most of their time
fending for tbemselves, avoiding other
members of their specie." They can be
very territorial, aCling aggressively to
drive intruders OUI of their favored
grounds. Solitary animals nonnally meet
only during a defined mllting lil:uon.
Terran example: bears.

Pair-Bonding animals behave like soli­
tary animals. but they tcnd to Conn m.lled
pairs that cooperate lind lihare territory.
Tcrran example: monugafllOUS birds such
as llCC$C.

Smull Group animals lend to move in
fumily groups. Sometimes the young
remain with their parents for a time even
after becoming adults. In other species.
siblings travel and hunt or forage together
even as adults. Terran example: linns.

Procedure
Roll 2d on the Food Strategy Table, checking under the column for the cur­

rent species' overall type. Modifiers: add the Type Modifier for the local terrain.
The result is the exact survival strategy used by the species.

SURVIVAL STRATEGIES

The level an animal holds in the local "food pyramid" is an important factor
in determining its physiology and behavior. Each category. howevcr, can be fur­
ther divided according to "Oil' the animals get the food they cat. Species also dif­
fer according to how their members behave toward each other.

Food Strategy Table

Lorge GrQflp animals form packs or
troops. in which nul all the members are
directly related. These groups can exhibit
a wide \'Micty of social and communica­
tive behaviors. as they cooperate in (orng·
ing. hunting. or defense. Terran eX:lmple:
wol\'es or humans.

SlIwll Had and Large /Iud ~nimals

Me very social ~nd gregariou.~. If ~ herd
anim:ll is found ~lone il i.~ prnhably physi.
clllly or emotionally ill, and can be vcry
dangerous. Herd animals arc mOSL often
herbivores. which use Iheir group lactics
10 defend against predators. Terran exam­
ple: elcphanlS or horses.

Hil'(! animals are so gregarious that
they ha\'c lillle or no individual bchll\·ior.
all crfon being directed toward the sur­
vh'al of the group as a whoh:. T~rran

example: social insects such as ants or
bees (II few smallmanunals exhibit a sim­
ilar social sllucture).

WORLDS

Carnivores
Trapper
Pouncer
Trapper
Pouncer

Scavenger
Scavenger
Pouncer
Herder
Chaser
Chaser

Scavenger
Herder
Trapper
Chaser

Omnivores
Gatherer
Gatherer

Eater
Gatherer

Eater
Gatherer
Hunter
Hunter
Hunter

Gatherer
Eater

Hunter
Gatherer
Gatherer

Herbivores
Filter
Filter
Filter

Browser
Browser
Browser
Browser
Grazer
Grazer
Grazer
Grazer
Grazer
Grazer
Grazer

Roll [2d)
oor less

1
2
3
4
5
6
7
8
9
10
11
12

13 or more



Then roll 2d on the Social Strategy Table. Modifiers: +4 for grazers, +2 for
browsers, -3 for pouncers, -4 for trappers, -2 for chasers, + I for berders, +2 for
galherers, +1 for hunters, +2 for eaters. The result is the preferred social struc­
ture for the species, along with typical numbers for an encounter. The GM
should use common sense to modify the encounter numbers given. Species will
tend to congregate in larger numbers where food is plentiful, and be more soli­
tary in harsh terrain.

/,.-'l .

Number Encountered
1

Id-3 (minimum I)
Id-I (minimum 1)

ld+2
3d

6d (or more)
Rd (or more)

5 or less
6-8
9-10
11-12

13
14

15 or more

Social Strategy Table
Roll (2d) Structure

Solitary
Pair-Bonding
Small Group
Large Group
Small Herd
Large Herd

Hive

WORLOS

Many wild animal species can he
captured and tamed. Humans
have made pets of a tremendous

variety of animal species. True domestica­
liun goes (kcpcr lhan taming, however. A
dumcslicalcd animal species is selectively
bred ill ciJptivity, fur usc by humans (or
aliclls) who cuntrol its food supply and
reproduction. Domcstil:aleu ulIinmls 1:1.I1l
be raised to serve as pets, bUI will also
serve as supplemental labor or a food
source. It turns out that very few animal
species are suiled for complete domestica­
tion.

A domestic animal will almost certain­
ly be an herbivore, or an omnivore thai
can gel by on a vegetarian diet.
DomeSlic:m:rl carnivores will be small,
and will nOi be lIsed for food except in
very unusual circumSl3nces. Herhivore!>
and vegetarian omnivore~ are much more
efficient than carnivores, requiring le~~

cffon 10 keep fed.
Domestic animals must also be fairly

easy to mise. Mllny llnimllls lICe unwilling
tu breed in ellptivity. Olhers mllY nul
brecd oflcn cnough. or gruw to mjulthoud
quickly enough. to be worth raising.

A domestic animal must also Ila VI: a
relatively calm and unaggressive disposi­
tion. Some animals are simply too danger­
ous to tame. Others bite or strike out at
their handlers. too often to be reliable for
domestic use. Still others are not danger­
ous. but have a tendency to panic at the
slightest sign of danger. fleeing blindly
and even running into obstacles in Their
ha~te 10 escape. An animal wiTh any of
these hahits will he hard to keep ~afely

contlned.
Pinally, domestic animals usually

eome from species which live in troops or
herds in the wild. Social animals are ea~y

to tame because human beings can make
themselves seen as "pan of the herd" or
"leudcrs uf the pur.:k." Also. anirnllis that
Jive in large groups arc less likely to be
aggn:ssive or panicky.

Assume that any animal Oil an
encounter table is a candidate for com­
plete domestication if it is between 100
pounds and 2,000 pounds ill mass. is 110t a
carnivore, and lives in a Large Group or a
Herd. Sucb an animal will be domestica­
ble on a 15 or more on 3d. Other animals
are probably not domesticable in this
sense (although many species can be
tamed, and small species are more likely
to be useful than large ones).

Damesticable
Animals



Procedure
Roll 2d on the Special Features Table. Modifiers: +2 if the planet's diameter

is less than 4,500 miles, +1 if it is between 4,500 and 7,499 miles, -I if it is
8,000 miles or more. -2 if the planet's atmosphere is Very Thin, -I if it is Thin,
+1 if it is Dense, +2 if it is Very Dense.

The table may yield a letter code, indicating whether the animal has any
special features. 1\ means that the animal is an amphibian, spending most of its
time in lhe water but able to emerge onto land. F indicates a flying animal,
which can use wings, a lighter-than-air gas sac. or some other mechanism to
move through the air. S means a swimming animal, which spends all of its time
in lIlc water. T signifies a triphibiall animal, which prefers to live in water but
can also walk all land and fly in the air. Note that if an animal has 110 special
features, it is automatically a land animal.

Thc table may also yield a modifier, which should be added [0 the Size
Modifier for the local terrain type. In general, flying animals are smaller and
swirruning animals larger.

BODY PLAN
Swimming Qf Dying animals arc usually specially adapted to their lifestyle.

Aside from these adaptations. an animal's exact physiology is usually not very
important to the course uf all encounter. Tn other words, "they look like they
look." The GM should feel free 10 decide how many limbs an alien animal has,
what shape its body has, amI so on.

or course, the higher animals on any world are likely to be related (assum­
ing that none of them were "imported" by interstellar visitors). The physiology
of even distantly related species will bear sOlIle similarities. For example, on
Terra almost all the higher animals are members of certain classes of the sub­
phylum Vertebrata. These animals are characterized by an internal hony skele­
ton, a long spinal cord with brain and sensory cluster at thc fronl end, and four
limbs (some of which may be undeveloped or ve:,·/igiaf). If we found a large,
intelligent animal with a significantly different structure - a different arrange­
ment of the nervous system, say. or six working limbs - we would be hard­
pressed to understand its place in local biology. The GM designing animal
encounters for a world may want to consider matching the physiologies for most
of the species, representing such major lines of evolutionary heritage.

j

Woods Dellils

The GM wishes to design an animal for
a woodland environment on the
planet Haven. He is trying to fill a

carnivore's slot on the appropriate
encounter table. and hopes that the animal
will prove a challenge to wilderness
explorers.

The Type Modifier for Ihe woodland
biome is -4. so the GM rolls 2d-4 on The
Food Strategy Table for a S. The animal in
question is a scavenger. He rolls 2d on the
Social Stralegy Table for a S, finding thaI
the animal has solitary hahils. Havcn's
diameTer is 6.3(}n miles aod ils atmosphere
i.~ of Thin density, so the roll on the
Special reatures Table is 2d. The GM
rolls a 9. so the animal has no special fea­
tures (in other words. ii's a land animal).

The lotal Size Mooifier is -2. from lilt:
liiome Table only. The GM rolls a 7. find­
ing lhal the animal's aVl:flIge mass is 150
pounds (roughly humall~sized). He
decides Ihal the animal is a tlille stronger
Ihan its mass would indicate. and records
a ST score of 11. The base number of Hil
Poims is 10. He rolls 2d on the Animal
Build Table for a 10. finding thai the
species has a Very Rohu~t huild. The base
HT score. is 16, and the I1nal number of
Hil PoinTS from the tahles is t2. Since Ihis
laSI is hetween I(} and 20. Ihe OM simply
uses the liT score for hit poinls as well.

The GM then rolls 2d+2 twice on Ihe
Animal Weapons Table. getting a 9 and a
l2. The animal's main allaek modc is a bite
with its fangs. Refcrring Iu p. 8140. the
GM determines that the animal's bite does
Id-2 impaling dllmast:. He rolls 3d+1 to
delermllic if Ille animal has any natural poi­
son or VCllom, and gets a 12. indicating
nOIlt:. Finally. he rolls 2d+1 on the Animal
Annor wble. rolling a 12 (butllot a natural
12. given Ilte modifier). He decides thaI the
animal has Heavy Scales for PD 1. DR 1.

The GM rolls 3d+1 on the Animal IQ
table for a 9. and finds lhatthe animill ha.~

IQ 4, roughly compnrabh:: 10 a hig cal in
intelligence. He rolls 3d+ I on the Animal
DX table for a 10. so the animal has OX
12. He has illre:ldy decided that most dom­
inantlife-fonns on Ilaven are four-limbed.
so the base Speed for the animal is
(16 + 12)/3 or aboUl9. Sinec the animal is
fairly large for ils environment. and sinl:c
scavengers don't need a great ut:al of
speed, Ihe GM decides to redul:e this
value to 8. The animlll's Dodge is there­
fore governed by its DX Sl:Ore and comes
out to 6.

The animlll's data block looks like this:
.ST: II SpdJDodge: 8/6 Size: 1 hex
DX: 12 PDIDR: III Mass: 150 Ibs.
lQ: 4 Damage: Id-2 imp.
BT: 16 Reach: C

F (-6)
F (-5)
F (-4)
F (-2)
F(+O)

OtherOcean
5 (+2)
5 (+2)
S (+2)
A (+2)
A (+0)
5 (+1)
5 (-1)
T (-7)
T (-6)
F (-6)
F (-5)
F (-4)
F (-2)

F (-6)
F (-5)
F (-4)
F (-2)

Shore
5 (+1)
A (+1)
A (+2)

F (-6)
r (-5)
r (-4)
r (-2)

F (-6)
F (-5)
F (-4)
F (-2)

2 or less
3
4
5
6
7
8
9
10
II
12
13

14 or more

Special Features Table
Roll [2d) Wetlands River

5(-6) 5(+1)
A (+1) A (+1)
A (+2)

WORLDS



Evaluation

- Comedian Anton
Wilson Peale

Hit Points
2
3
3
4
5
6
8
10
13
16
20
25
32
40
50
56
62
67
71
75
78

ST Score
1
1
2
2
3
4
6
10
16
25
40
64
100
150
240
320
390
450
510
560
610

oor less
1
2
3
4
5
(,

7
8
9
10
11
12
13
14
15
16
17
18
19

20 or more

Animal Size Table
Roll [2d] Mass

1
3
5
9
18
36
75
150
300
600

1,200
2,400
4,800
9,000
18,000
27,000
36,000
45,000
54,000
63,000
72,000

Procedure
Roll 2d on the Animal Size Table.

Modifiers: add the Size Modifier as given by
the Biome Table and Special Features Table.
Also add +1 for a grazer or filter,
-1 for a gatherer, eater or pouncer. If a natural
12 is rolled, roll again with an additional +6
modifier.

ANIMAL SIZE

An animal's size controls or influences
many of the factors that are important in an
encounter.

WORLDS

The size result gives the mass in pounds for an average adult member of the
species. The GM should feel free to adjust this average value by up to 20% in
either direction, especially at the higher values. Notice that we are referring to
the animal's mass rather than its weight, which can be computed by multiplying
mass by planetary gravity.

The size result also yields a ST score for an average adult member of the
species. The GM should feel free to adjust this as well, to reflect differing body
structures. Flying and swimming animals tend to have lower ST than land ani­
mals of lhe same body mass, for example.

The size result also yields a base Ilumber of hit points. This number is rela­
tively insensitive to differences in body mass, but call vary widely depending all
the body's slrucfure and the animal's general resistance to injury.

Roll 2d on the Animal Build Table. Modifiers: +1 for a grazer, +1 for a
swimming animal, -1 for a flying animal, +1 if the local terrain is Tundra or
Glacier. -I if the local terrain is Desert.

[Continfl8dJ
After thinkirig about it and checking

through the GURPS Bestiary, the OM
decides thai this scavenger is a little like II

hyena. Ii's about the same size, perhaps II

little lougher, but slower and more likely
to run alone. No one likes hyenas, so this
beast is probably not popular either. He
decide-~ Ihal it is called II "wood~ devil" by
the people of Haven. It nonnally avoids
humans, although it has heen known 10
auack sleeping or injured woodsmen. It
has repulsive dietary habits, an unpleasant
appearance, and an uncanny moaning cry.
The people of Haven dislike woods devils
intensely. and only local environmental
law prevents hunters from cXlcnninating
the species whenever ils range impinges
on human tt:mtory.

As (llwup', the "(lp/(lin 11'II/kcd intu Jill:
S/ln'ey celller withullt fanfare. Or oc/mlll;e
/lutice. "Reporl. "

u'ad Sun·t:)vr RubillsUfl managed 10

cOl11aill her irritation, "Compll/cr, system
schcmatic. pril'ate scope. •.

A light·poi//t appeared betweell them,
/llIfo/dillg ill seconds to a view of tile .sys­
tem WIder survey. The primary glowed
ora/lge-yellow, all ordinary K3 star.
Robinso// pai//red to a fleck of light near
rhe central .frar, it.f morion harely visible.
"Nllmber Two i.f Ihe only planez in the
hioztme. UnfnrtunaJely if doesn 'f work at

a candidatt!. Diatnt!ter ahou.t nvenry-jivt!
hundred miles, too small for an atmos­
phere. Albedo about one-Tenth, consistent
with 1JtJkd rock. ..

Continued on nat page . ..

"The people I pity are the
tender crews - they're the
ones who have to deal
with Xboat pilots as part
of their job, whereas the
rest of us can simply
shoot them if they get too
strappy. "
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NATURAL DEFENSES

"That can't be correct," said the cap­
tain. "I've gotle over the Umakaar
group's results myself. Ruins on six piG/l­
ets in this sector, with glyphs or geolllerric
alignments poil/ting toward this star. This
has to be the home system o[the Aion civi­
/iZ(l/inll. "

Rohin.ton .thmgged. "Ynu knnw mnre
xenoarchaeo/ngy than /. WI!"1l study the
planer in derail if you nrdu it, bllt ynu call
have my prn[l!'ssinnal opininn already.
That planet does not sustain life, and
Ilevu could. "

A third crewman joined their discus­
sion. "Something new, Lead, " he said,
glancing nen'Olfsly at the captain.

"Go uhead. Carson." RubiluOTl
prompted.

''It'J' Number Four. Wt' just fi'lislwd a
detailed wurkllf uf its satellite system. ..
He gf'stllred into the schematic, at some
distance frolll the star. "Computer, illcor­
pomle data file Aiplia-three-jive-llint' mId
magnify. "

Suddenly, Plmlet Four was '10 IO'lgern
simple point-glow, but a banded white­
brown sphere tlie sizl!' ofa fist. New sparks
hnvered in IIle air lIearhy. "Fallr i.~ ju.~r

OIl/side IIle biozone," rile .tpedali.u
reminded them. "A largl!' gas giom, emit­
tillg .fig7lijicam radiation of its nIYII, most­
ly in lire for infraud. ..

"Are any of tile moons large enough
for /:111 atmosphere?" Robillson asked
sharply,

The specialist lIodded. "This one," he
said, pointing to the brightest light. "Man
abollt poinl-J·ix. Quite larxe, even L"Q/uid­
erinx its primary'J' J"ize. We have IlU ~'pec:­

fral reudinx yet."
RobinJ'un "clTlsiden'd silently. holdins

the captaill's gaze for a 10llg moment.
TheIl she nodded decisively" "Tide-locked
to the gas giallt, of COllrse. Close ellollgh
to the primary to keep the atmosphere
from freezing nl/t on tire far side. Enough
heat from the gas giam rn keep tile Ilear
side Irabitnble. It's 110/ a commoll situa­
tion, but it's possible."

The caprain smiled slightly, "All right.
Cnnc:entrate nn the ga.f giant and it.~

1/WillLf. I'U nrdl!'ra .dllwapprnach."
As he left, the lead sUrl'l!'yor turnl!'d

back to her~team, fatigue !orgottelL '!'My
had a·lot ofwork to do,. .

Evaluation
[Continued]

Hits Modifier
-20%
-10%
+0%

+10%
+20%

HT Score
13
14
15
16
17

Very Aimsy
Flimsy
Aver~ge

Robust
Very Robust

4 or less
5
6-8

f<j
10 or more

Animal Build Table
Roll [2d) Build

This result measures how sturdy the animal's build is. "Flimsy" animals
have light structural clements and a delicate constitution, while "rohust" animals
arc bulky and healthy. TIle table also yields a figure for the HT score of an aver­
age member of the species. The GM should fccl free to adjust this by a point or
two, to fit his own concept for the species. Carnivores tend 10 have slightly
lower HT for their build, while hcrbivurcl> afC more resistant La disease.

Finally, the table yields an adjustment to the animal's hit points. If a ani­
mal's final number orhit points is between 10 and 20, the GM should ignore the
results of the tables and use the animal's HT score for both its "body HT" and
its available hit points.

Two of the most important features of an alien animal are "How sharp arc its
teeth?" and "How thick is its hide?" Hunting omnivores and carnivores tend to
have more natural weaponry, while herbivores tend to have more armor. Some
animals have no viable attack form at all, yet have such thick defenses [hat few
predators can threaten them.
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Damage
Thrust/impaling or swing/cutting
Thrust+ lIimpaling
Thrust/crushing
Thrust/crushing
ThrustJimpaling
Crushing bite attack (half ST)
None (Slam attacks only)
Cutting bite attack
Thrust/crushing
Impaling bite attack
TIlrust/impaling or swing/cutting
Thrust/crushing
ThruSHlIimpaling

Weapon Type
Big HornsfIUsks
Spear
Smashing Tail
Butting Horns
Horns
Blunt Teeth
None
Sharp Teeth
Small Claws
Fangs
Large Claws
Smashing Tail
Spear

RoII(2d)
oor less
1
2
3
4
5
6-9
10
II
12
13
14
15 or more

Weapon Types
Roll 2d twice on the Animal Weapons Table to see what weapons are avail­

able to the species. Modifiers: ~2 if herbivore, + I if omnivore, +2 if carnivore,
+2 if aquatic, -1 if mass is 600 pounds or more,

Animal Weapons Table
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Each weapon type gives the animal an attack mode, with damage depending
on it<; ST as listed. "Bite attacks" do damage as per the sidebar on p. B140,
again depending on the animal's ST (blmll teeth halve ST when makjng this
computation). Animals that have no effective attack modes can still perform

- .
Gontiluud !!n ne:ct pgge .••

The herd moved slowly over its range,
nibblinG at the joliage. Males ranged
arQ/md Ihe edges ojthe herd, keeping half
all eye 0111 for predators. Females alld
yOllng slayed close to the cemer. That wos
the pallen!. No memher af Ihe herd knew
ally athu way ta live.

A fell' of the males, alwoy.f alerr /tI

chmlges ill tilt! t/ll'irmlllll!lIt, glanced
upward ill time ta .ue a whiu-.lilver dart
drop from Ihe zellith. II fell coldward, ils
palh lel'eli,ll-: off as il approaclted rhe
horizoll. Eventually, it di.fOppeared beltilld
the range of low hills that separated the
herd's rallge from the Rilll-: Oceall.

OUI of ~'ixht, oul of mind. The henl
relumed 10 Ihe businen of livillg.

YUlI/lX Chu.lldru xut lip from hi~' ~'eul us
SOOIl as Ihe Cliller tOllched grolllld. Ht' was
already ill his sllil. Now he pulled lire soft
helmet OI'er his head, glanced allhe ready
light, aud reached 10 tOllch Iht' airlock
call/mI.

"Slow down.''' laughed Eshkuri. "Go
Ihrollgh )'al/r checklisl. "

Chandra shrugged, irrirated or Ihe 1'el­
erml',f call/iall. "W.. kllOw Ih .. air is
almo.fl brealhable. t:Vtll if the seal i.m·'
perfecl, we \\'011'1 be aliI thtre 100rg
enough to rake allY Irann. n

"DOll 'I yOIl walll to live as 10llg as I
have, and have Ihe pleasure of ruinillg
your juniors' fim? What abolll trace ele­
ments Ilral didn't show lip ill the spectro­
graph? Or dusl or seasonal pollens? Or
greeb/es?"

('wllam frowned. "Greeble~'? Whal
(Ire Ihose?"

"/ dUlI't kllow. Bill they'll kill you
SIO/l£' dead ill five milll/lf·S. Go IhrollXh
your dleck/ist. .,

Chandra didll'IUke beillg patronized,
,'veil by someOlre twice his age. He filiI/ed,
bill he a/so weill IhrOllgh the checklist.
Eventually, Ihe OilIer airlock door opened
alld Ihe twa Scouls stepped down OIl/a

Carson's World.
The sun stood higlr tl\' .. rilead i,r a

deep-blue .d,)'. f'rimary'.~ ,nVallp./1 mOH

was I'isihle even or lloon, hanging immo­
bile OVtr Ihe healll'ard Irnrit,OII. A cold
whld .tfrllck l/trough tile fabric oj r/reir
suits for a momell/, ulttil the imemal ther­
mostats compensared, Creell-bfackfoliage
covered the grollnd, blurring the olltfine
of slopes that rOll dOWl1 /0 the dislallt
seashore. Chandra sniffed reflexively, but
smelled nOlhing but deun rel;Jded air.

Eshkuri was doing deep knee be/Ids.
"Feels good to be WIder light gees for a
,·hunge. My lusl unignmenl wus on a
heavy world. ROllgh all the heart. ..

"There's th'e object we spotted from
Ihe a;r," said CIUllldra,.poiltring: "Let's
go see. .. •



[twas all easy walk ill Ihe lighr graviry,
rheir bOOls si/em 0/1 the rhid ma/.f of
ground cover. They climbed I'l {ow /zill alld
stood bejore It: II JrJllr-.tided obelisk of
SOllie bilie-whire .tlflllt. slal/dillg abour
twice aot wll a.t a mall. No markillgs were
I'isib/e, bill then! wert .figus af weatllf:rillR
armwd its edse.r.

"I wflllder what it·s made of?·· mid
F:.thkl/ri, reacllillg out to tOl/ch it RiIlRer[y.
II was very hard.

.. We could ReI rhe densitometer urll
here, .. Challdra J·/lggeJ·led.

"lAler. "

Landing
[Continued]

Slam attacks, although weaponless animals tend to avoid combat if at all possi­
ble. An animal's attack modes also yield its Reach. Most attack modes work
only in close combat (Reach C). Big Horns, Tusks, or a Spear attack will all
work at I hex range. Note that many of the attack modes match Striker types
listed in Compendium 1 (see p. C166).

Some animals are poisonous. Roll 3d. Modifiers: -3 if the animal's average
mass is 9 pounds or less, -1 if it is between 10 and 75 pounds or greater than 600
pounds. -I if the species is herbivorous, +1 if it is carnivorous, +1 if it is an
amphibian or swimmer. +2 if the local terrain is Desert. On a 5 or less, (he
spedes has deJem;ive poison only, delivered by sweat, a 5hort~range spray, or
short spines. Such a poison system is ineffective as a weapon and works by dis­
couraging prco,ltors frolll cating thc animal. On a 14 or more, the animal has
offensive venom which can bc delivered hy fangs, claws, a stinger or a projected
spit. Choose an appropriate venom type from GURPS Bestiary (pp. BE78-79)
or Compendium 11 (pp. CII147-149).

Some animals have more exotic aLlaek types: a sonic hlast,
a flash or darkness defense, an electric shock, even a psionic
attack. The OM should assign these as he feels appropriate,
although very few species should have such weapons.

Armor Types
Roll 2d on the Animal Armor Table. Modifiers: -I if car­

nivore (except scavengers), +1 if scavenger carnivore, +2 if
herbivore. +1 if the animal's average mass is between 1,200
and 8,999 pounds, +2 if it is between 9,D()() and 35,999
pounds, +3 if it is 36,000 pounds or more. -4 if the animal is
an amphibian or swimmer, -2 if il is a flyer or triphibian. On a
natural 12, reroll wilh an <ldditional +6 modifier.

The table yields the annor type (some of which match types described in
GURPS Uplift or Compendium I). For some die-roll ranges there are several
equivalent armor types listed, so the GM should choose one to fit his concept of
the animal. The animal's PO and DR follow. Some armor types require special
treatment, as noted briefly under Special Features (see Compendium J for
details).

Animal Armor Table
Roll (2d) Armor Type PO DR
4 or less Skin with mucous 0 0

Oily featbers 0 0
5-7 Skin 0 0

Very thin fur 0 ()

Downy feathers 0 0
8-11 Fill 0 1

Scales 0 I
Feathers 0 I

12-14 Thick fur I I
Spiny fur (Quills) I I
Heavy scales I I

15-16 Carapace 2 2
17-18 Armor plates 2 3
19 Thick armor plates 3 4
20 or more Annor shell 3 5

Special Features
Water passage aided
Water pa.<lsage aided
Can sunburn

Bcst for cold climates
Close combat damage

The YOlIllger man muved slightly.
sightillg Ihrough Ihe obeliJ·k. "Olle side
faces Primary direClly. "

'·50 it doeJ·. ., 1Il:ling un Ull "usn,re
!lulll:h, EJ·lzkuri pulled ol/e of his glol'es
off. "The uir·s cold. Feels like air.
t!lough. ..

·'Afte,. Ihal lectllre, you·'e jusl soing 10
expose yO/1rsel/ like rhar?" C!lalldra
demanded.

"First leam ro be carp.fid, thell you CGlI
decide whal risks are wl'lrlh /(Ikillg. Now
hush. I"m trying an experlmell/.·' Till!
fllder mall pulled hi.t nvtlll)'-year sen'ice
ring frOI/l Izi.t fillger and reached 10 draw
Ihe .tellillg firmly down one side of (lie
nbtlisk. 11 left a barely visible mark. "As [
Iliollgll1. My rillg·s marked tou. .,

Chandra gaped. ·'Diamulld?"
··Probably the whole marker.·' Eslzkuri

said, looking up al il Ihoughtfully. "YOII
know, it takes a prelty advalKed technolo­
gy to grow an urlificial diamond Ihis siz.e.
[ wonder how IOllg it lakeJ· for this thi"
atnwsphere 10 }\."t!ulher one?"

The two men slood silelllly, letting the
age of Ihe place sillk iI/to Iheir bo"es. 0"
thc heatward horizo" a few herd animals
appcared. silhouetted again.st Primary's
bulk. SloPfing to watch tire straJige i~va­

si(m oJtheir world.

WORLDS
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"Repeat, Blue Three. Didn't co/ell
Ihm," said the grav-car's communicator.

"NiH'er mind," slu growled.
"PrtU:u:ding to cover grid square lhirty­
.fl!Ven by fifteen. "

"Rogu lhill, Blue Thru."
Site tonk a mom/!nI W [Dtlk away from

the instrllmelll.f n.f Ihe gray-car [o/lnwi!d
its all/ommic SUM'e.y pat/tnl. A Imv range
oj MUs passedjil't! hl/lzdudjur bt!low.

lowe myself a break, she thol/ght. .,/
see some/lling. .. she lold the communica­
lor. "Guing ill/ora closer look."

Once Ihe gray-car toltched down,
Gwen pupped Ihe L"U/lQpy and clambered
0111. For It m'Jlnenl, 1/ wa~' ~'heer ullimal
bliss simply 10 ~·I"l:Ich. Two mill/lIe:; {uler
she had siripped down to comprenur
mask and Ill/deD'lIil. cmd wa~' Ull ht:r way
10 the waler.

A quick scal! assured her that /lothing
dongerolls IlIrked in the water. Thel! she
waded alit. slll\'ering at rhe cold. For a
momell/ .~he cOIl.~idereddil';,rg, bur decid­
ed thar would be eXCI',~sil·e. She contented
Iluulj ll'ilh .~Tandil!g wai.~T-deep, spIns/r­
ing hOllr.~ of .m·eat away. Evemlla[[y, she
filmed back 10 the cor - and slfJpped WiTh
a f(asp. She waSTl 't alone.

They were slender. six-hool'ed crea­
lUres wirlr rotlf(h browlJ COalS, the specie,~

rlrat rlre expedirion had ragged "allte­
{ope. " 17lree adults watched her warily as
they belli d01Y1l to drink from the lake.
They had colts witll t/rem. peering alit at
Iler frum behind their {)(Irenl,\'.

ill ~'he moved toward rile ~'lrore, Gwen
stllbbed LJt'r loe UII (//1 IIm"'el! ru"k 'Illd
stwl/bled, raisil/g a splash. TIr,' (ldulls
flinched back frOIll The warer and Illrut,a
to flee. 17rar gal'e her a good view of the
lnrgesf colt.

It sTood on irs rwo back pairs of legs.
irs forepaws off the ground ill a srallce
Thnt irs parents cOlild only motch with
grent difficulty. IT stood its grollnd brave­
ly. eyes lively wilh illTelligellce a.~ it CO/l­

fronted a hairll!u. uprighT, four-limbed
alien. 71ren il bem dowlI. picked lip a peb­
ble, and hurled it at Gwen. 1'00 startled to
dodf(e. she took the blow on her left slrolll­
der.

"Ow,"
Then the allte/ope, adults alld offspring

(Jiike, were gune.
Gwen rubbed at the bruise. She hadn't

been im(Jgining it. The littfe beastie had
hand~·.

As soon as she was in the air, slle
called base camp. At first. the dispatcher
WMud to .rhO/it at herfor al}(J1Idoll;ng her
car, going auf unanned and practicQlly
naked. She had the right words'ro silence
him~though.

FINISHING DETAILS
To round out an animal's description. we need to determine its OX and IQ

scores and determine how quickly it can move.

Determining IQ
Roll 3d on the AnimallQ Table. Modifiers: -4 if the animal's average mass

is 5 pounds or less, -3 if it is between 6 and 18 pounds, -2 if it is between 19 and
36 pounds, -1 if it is between 37 and 75
pounds, +1 if it is 600 pounds or more. +1
if the animal is Solitary, Pair-Bonding, or
lives in a Small or Large Group. -2 if the
animal lives in a Hive.

Animal IQ Table
Roll [3d] Species IQ
5 or less 2
6-8 3
9-12 4
13 or more .5

The result is an average value for the
IQ score of an adult member of the
species. If the species has IQ 5, it may
have higher IQ at the GM's discretion,
limited by the results from Step 17 of the
world-design sequence. Such animals will
not normally have IQ higher than 7, since
beings with higher IQ border on sentience.

Determining OX
Roll 3d on the Animal OX Table.

Modifiers: +2 if the animal's average mass
is 5 pounds or less, +1 if it is between 6
and 18 pounds, -1 if it is between 150 and
299 pounds, -2 if it is between 300 and
599 pounds. -3 if it is between 600 and
1,199 pounds, and -4 if it is 1.200 pounds
or more. -2 if the animal has a Carapace or
Armor Plates, -4 if it has Thick Armor
Plates, -6 if it has an Armor Shell, +1 if
the animal is a hunter omnivore, +2 if it is
a carnivore.

Animal DX Table
Roll [3d) Species OX
30rlcss 8
4 9
5-6 10
7-8 II
9-12 12
13-15 13
16-17 14
18 or more 15

WORLDS



COMPLETING THE CESI13N

Continued 011 next pogt!, ..

Report
CJumJru shifted nenoously tU he wair­

ed. Finally. four senior scouts entered th~

confucnce center and seated th~m.ulvu

silently. Chandra reflexivdy noted the
polurns of deferent body language that
cetrtered on an elderly man in a plain I/SS
uniform.

"Go ahead, .• said on~ of Ihe new
arril'Uls.

"11/Qnk yall, sir. M Chal/dra said. and
couglted. After a moment 10 Ket a mental
grip flIZ himself. he proceeded. "I've been
.fent to describe sel·era/ remarlwble de~·d­

opmenu 011 Carsoll's World. Our expedi­
tion ha,~ recelltly discol'ered fl'iJeflt't' that
the 14.;011 species is /lot eXli/l~·t. /11'11 indeed
,Ilt: 11.;011 civiliza/iun may ve Oil tile I'Crge
ofa resllrgell(;e. ..

A lap ai/he cUlllrds of his /ecum, alld
a holograms of two w:ry simi/or al/ima/s
appeared abol'e the cOl/ferellce 'able.
"YolI're doubt/en aware ofthe acddl!lluzf
discul'ery of what we call beta-farm
Cursu,z allie/ope. The alpllfl.jonn ar arigi­
flal species is n six-legged gra:illg herbi·
j'OfC. fOlmd i" l(lrg~ /lunz~r$ throughout
Ihe temperme :Dlle. IT i.~ fairly imelligent.
probably dfl~ to rh~ need far COOfUratil'e
defense ogairuT prt!dawN. The #Hto.,jonn
animal is ,'ery similar. bl/l the differences
hMe profOllnd implications. Notice that
tlr~ fore-mas, pair of limbs has #Hen freed
by a recanfistlration of the spine. The
Ihru-TfMd hool:esfound on the alphufonn
are noll' three-jinger~d frO/Ids, with fu;r
manllal dex/erit)'. Notice also Ihut th,· ("fO­

IIhllTZ is larger alld bulges slroIlS')' buck­
I,'ard. indicalillS II '·l)fz)'iderable incrcase
ill brai/l mass. "

From tht: lllldh'/Icc: 'The)' look a iiI/It
like Cell/al/n'. All)' dU/TIce IhO/ rllis is a
los/ K'kre~' CUIOII)'?·'

Chundra smiled. Tlris questioll hf!
cUlild uru....u. "No, sir. The resellthlallC~

t:Tlds w;lh Ihe gross lllla/omical .ffrm:rrmt
und diet. The beta·form all/elope were
first sighted as jjj\'enife5-, (iving amflllg
hads of alpha-form animal.f. This
inspired us to perfann a genetic .f/ltd)' of
the sp~des. What we fmmd i,f simpl)'
unprecedenTed. The basic repository of
genetic informarir}/l is a DNA l'Oriant with
110 lmuslUJ( ft!aruru. The genome. ho~
er. is fantQStically long. The Carson OIlle­
lope have over forry timu as many base
pair,f QS do hlUnan beings. Funher. SIU/U­
tical Qf/(Jlysis shows thaJ very Iittl~ of the
g~fl(J~ is ra~n up by unuprns~dDNA.
Almost aU ofit is significant info~tion.

Size: -­
Mass: ---

Speed/Dodge, -1­
PDIDR: -1­
Damage: -------

An animal's Specd score when walking on land is related to its DX and HT
scores, although the rt:lationship is not as exact as with human characters.
Compute a base value for Speed as (OX + HT)13 for animals with four or more
legs, (DX + IfI)/4 for animals with two or three legs, or (OX + 4)18 for animals
with no legs (like snakes or snails). Then choose an actual land-movement
Speed. Reasonable values are usually within 2 points of the base value. Large
and heavily armored animals lend to move slower, while small animals and car­
nivores will move faster. Chaser carnivore-Ii, and herbivores whose main defense
is flight, may move much faster (up 10 about twice the base Speed score).

Animals which swim or fly mosl of the time will have separate Speed scores
for those modes of locomotion. Animals which usc wings to fly might have fly­
ing Speed equal to about 2-3 times their land Speed. Animnls which levitate
using n flotation gas or other means will be much slower. Animals such as
amphibians which use legs to get around on land will usually be very inefficient
swimmers, moving at about \4 their land Speed. Animals which are more opti·
mized for water speed (streamlined body, slimy coat. flippers or flukes rather
than legs) will have swimming Speed comparable 10 the land Speed of a four­
legged animal with the same OX and lIT.

An animal's Dodge score is equal to half of its mosl cOllunon Speed score or
half of its OX, whichever is greater. Some small animals which arc well-suited
for defense may have an extra point or two of Dodge.

AI Ihis point, we have all of the information necessary to fill in a standard
animal data block:

ST, -­
DX,­
IQ' --
HT: -- Reach: --

Collect the results of earlier steps and fil1 in the fields of the block. At this
point, consider what kind of behavior the animal will exhibit. How will it react
to humans or other senlient creatures? Is it a good candidate for domestication,
does it have any value as a ganle animal? Does it have any unusual features that
would make an encounter memorable to players'! One idea is to page through
GURPS Bestiary or a naturillist's lext to see how similar Terran species fit into
their environment.

WORLDS :
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"We hal'e conclllded that the Carson
antelope is an artificially engineered
species, allr speculation is tllUt Ihe
Carson antelope are tile Aion. The alpha
form is f)/lI: th(lI t"(111 .wn'il'e ill a simple
(Il1imal t'.ti~'e/lL·e for n'ry IU/lg I,eriods of
li/llt'. The b£,ta farm are Ih" St'l/tiem Ait:m.
if Ihi.t is so, tht'l/ Iht' t'.\"/r(/-Iollg genome
1II0y ellcode clIllllml illjomratiou, accessi­
bit, to llie semrellt AiQII at an illstillC/ire
lew'l. A killd ofmdal m"mol)'. ..

"Wily do yOrl Sll/WOS" Ih" beta-form
Ulltelope are appearillg jtut now?" a.rkt'd
olle of lire selliors.

Challdra shrugged, "We ,Iml'/ knoll'.
Al/hollglr WI' /rnl"l~ mapped the alllelope
ge/lOml', we dOl/'t IN wlder.f/alld how
mtl.f( of it i.r exprf'.fud. Tlte bt'la fonl/ may
bt' a IUI/llral parr of tltt' reprOdllctil'e
cycle. alrlrollgh this seems IInlikely sil/ce
lI'e 'I'e 0I11y siglrlf'd itl/I'or tile expeditiol/ 's
bll.fe, Herds far from (lur camp ,rllOlI' 110

sif.:11 of the beta fortll, Doctor Nuskuldill,
ol/r sel/ior Relleticist, speclliates tlwt the
pre.n:llce of Ollr expeditioll h(/,~ ~'omeholl'

triggered tire appearallce. "
This prOl'oked (I stir uf mUllt'H'd CQUl­

m('lIt~- WId Jread-s!wkillg, ulltilthe eldest
st"fJIII rui:;ed u !wml jor silellce_
"E'IUllg1l." he said. "Yollng
mUll, are you aWllrt' thm I
am IIl1d,'r pressllre fram
Sf'l't'ral flowelilll illiert'sts
10 d"c/are Carson's World
open for del'elopment?"

Chandra lIodded, swal­
lowing sudden apprel,ell­
sioll.

"Yollr t!:r:peditiml ha.f
/lot 011/)' fOllnd a bi%gical
my.fury. It has a/so fOl/nd
large deposits of platilllllll
alld indl/strial-qllalit)' gem­
.tIOIII',!. WOllld )'011 hal'e me
place these riches off-lim­

. '"I1S,

C/rmldra hesitated for
OIllya //toll/ellt. "Sir, that's
Jour decisiol/ to muke. /lot
mine. TIIllllkfull),. Bill ollr
re('ulllm"mllilioll i~· Ihlll y(}U
sholild forbid df'"t:/(}plrl£'III.
ell /t'ast tt'mpororily. Tli£'re
are plent)' of sources of
preciolls metals and gem­
stolles, If the allielope
really are the Aion, Illell they repre,{/mt a
treasure IIl/iqlle in the Galaxy. At the very
least, we CO/I offord to toke a fell' )'ear.r
and be SIlTe."

Sector Scout Leader An,felill hault­
Roderic peered intently into the yOfmg
scout's eyes for a moment, thell nodded,
"I fina I agree with you, youllg man.
,When ;you return, tell )'our captaill that I
will contact the EmPe..ror at ont:e. "

Example
The GM wishes to design an animal for a woodland environment on the

planet Haven. He is trying to fill a carnivore's slot on the appropriate encounter
table, and hopes that the animal will prove a challenge to wilderness explorers.

The Type Modifier for the woodland biome is -4, so the GM rolls 21.1-4 on
the Food Strategy Table for a 5. The animal in question is a scavenger. He rolls
21.1 on the Social Strategy Table for a 5, finding that the animal has solitary
habits. Haven's diameter is 6,300 miles and its atmosphere is of Thin density, so
the roll on lhe Special Features Table is 21.1. The GM rolls a 9, so the animal has
no special features (in other words, it's a land animal).

The total Size Modifier is -2, from the Biome Table only. The GM rolls a 7,
finding that the animal's average mass is 150 pounds (roughly human-sized). He
decides that the animal is a trifle stronger than its mass would indicate, and
records a 51' score of II. The base number of Hit Points is 10. He rolls 2d on
the Animal Build Table for a 10, finding that the species has a Very Robust
build. The base HT score is 16, and the final number of Hit Points from the
tables is 12. Since this last is between 10 and 20, the GM simply uses the HT
score for hit points as well.

The GM thcn rolls 2d+2 twice on the Animal Weapons Table, getting a 9
and a 12. The animal's main auack mode is a bite with its fangs. Referring to p.
B I 40, the GM dClennines that the animal's bite does I d-2 impaling damage. He
rolls 3d+1 to determine if the animal has any natural poison or venom, and gets
a 12, indicating none. Finally, he rolls 2d+1 on the Animal Armor table, rolling
a 12 (but 1/01 a natural 12, given the modificr), He decides that the animal has
Heavy Scales for PD I, DR I.

The GM rolls 3d+l on the Animal IQ table
for a 9, and finds that the animal has IQ 4,
roughly comparable to a big cat in intelligence,
He rolls 3d+1 on the Animal DX table for a 10,
so the animal has DX 12. He has already decid­
ed that most dominant life-forrrui on Haven arc
four-limbed, so the base Speed for the animal is
(16 + 12)/3 or about 9. Since the animal is fairly
large for its environment, and since scavengers
don't need a great deal of speed, the GM decides
to reduce this value to 8. The animal's Dodge is
therefore governed by its OX score and comes
out to 6.

The animal's data block looks like this:
ST: 11 SpeedJDodge: 8/6 Size: I hex
DX: 12 PDIDR: III Mass: 150 Ibs.
IQ: 4 Damage: Id-2 imp
HT: 16 Reach: C

After thinking about it and checking through
the GURPS Bestiary, the GM decides that this

scavenger is a little like a hyena. It's about the same size. perhaps a little
tougher, bUI slower and more likely to run alone. No one likes hyenas, so this
beast is probably not popular either. He decides that it is called a "woods devil"
by the people of Haven. It normally avoids humans, although it hall heen known
to attack sleeping or injured woodsmen. It has repulsive dietary habits, an
unpleasant appearance, and an uncanny moaning cry, The people of Haven dis­
like woods devils intensely, and only local environmental law prevents hunters
from exterminating the species whenever its range impinges on human territory.
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Expansion From a
Center

O
ne possible theme for non-Imperial
Travef/er campaigns is an "age of
exploration." Such a selling involves

a hOllleworld sending out its first expedi­
lions of inlelOtdlar exploration a.nd colo­
nization, Nearby worlds lIHIY be welJ­
developed. but farther out is the frontier.
and beyund that is uncharted space. To
gem:ratc worlds for such a setting. modify
Step 19 as follows.

When planning the campaign as a
whole. the OM should choose an "average
jump range" This should be the normal
jump capacity for a typical commerciat
starship, the kind that would try 10 make a
living on speculative Trade or cany sup­
plies for a new colony. Jump-2 is reason­
able for mO.~T Traveller senings. Then
decide on the '·radiu.~ of development."
This is expressed in lerms of a number of
average jumps, within which every world
ha~ been thoroughly explored and is being
developed as quickly as possible,

Whcn designing a new slur sysl<.:m,
count the number of "<lvcragc jumps" it
takes to gel from the homeworld to the
IlCW system. The route chosen must hop
from star system to star syslem. so that
none of the "average jumps" ends in deep
space. Use the best route possible (which
may be rather indirect).

Fur every average jump in the route
beyond lhe rudius of development, apply a
-2 modifier to the roll for PR for every
world in the system. If the modified roll
for a given world is -3 or less. then the
world bas yet to be thoroughly explored.
If this is tnJe for every major world in a
stM system. tben tbe systery. as a whole is
uncharted and must be surveyed and
explored fromscrateh during me couii'e of
!!)!;""",,,,8!!'

CULTURES

Procedure
Begin by computing the maximulII sustainable population rari1lg or MSPR.

This represents the number of people the world can sustain without advanced
technological ""UppOI1.

If the planet has no atmosphere, an Exotic or Corrosive atmosphere, or an
atmosphere at Trace or VelY Thin pressure, the MSPR is 0,

Otherwise, the MSPR begins at 9 and is modified if the world is inhos­
pitable for various reasons. Modifiers: -1 for a world of diameter 2,000 - 4,000
mi1l.:s, -2 for a world of less than 2,OnO miles diameter, -I for hydrograpic
coverage of 1% to 30% or over 90%, -2 if there is no hydrographic
coverage, -1 for a Thin or Very Dense atlllosphere, -I for a Polluted
atmosphere, -1 if the world's climate type is Very Hot, Very Cold
or Frozen, -2 if it is Uninhabitable (Torrid or Frigid).

Once the MSPR is known, roll 2d-2 to get the actual PR of
the world. Modifiers: Add the Resource Abundance Modifier, -I
for every point the MSPR is less than 5. The final PR may be
greater than the MSPR,

Traveller Note:The original Traveller world-design system simply
assigned a PR to the mainworld of each star system by rolling 2d-2 with no
modifiers for local conditions. If you prefer, use this system to generale PR for
your mainworlds, but be aware that it will lead to apparently absurd n:sults
(such as unpopulated "garden" planets next door to vacuum worlds with popul<l­
tions in the billions). Of course, the exercise of explaining such odd PR levels
may provide the GM wilh plot hooks. The procedure given in the current rules
should be used for secondary worlds of the system.

STEP 1 S: POPULATION

We will define the population rating or PR of a world as the "order of mag­
nitude" of its sentient population. Increasing a world's PR by 1 increases ils
population by a factor of 10. PR a represents a population less than 10. PR 1
represents a population of 10-99, PR 2 a population of 100-999, and so on. We
assume that no world may have a PR greater than 10.

The rules in the main text for Steps 20-24 assume that the "mainworld" of
the system is being developed. The rules are different for other worlds in the
same system (see sidebar). Before going on to the next steps. the main world of
the system should be designated. This need not require that the entire system be
generated in detail. If one world in the system is clearly more hospitable than
any others, it can be designated the mainworld,

In this section, we will complete the world-design sequence by developing
general infonnation about a world's sentient population.

WORLD DATA



T
he Trapt;ll~r system assumes that
every star system has a primary focus
of population, a single planet, moon

or planetoid belt called the mainworld.
Any olher settlements in the sarm: system
arc lt5suml;;() to be dqx:ndt:nt on !hI; main­
world for economic support lUld politil.:al
control.

Ollce tJll;: population of all worlds has
been determined. the mainworld CUll be
designated. The mainworld is always the
world wilh ule highest PRo If two worlds
have the same PRo the one in the life zone
is the mainworld. If none of the candidates
are in the life zone (or more than onc is)
then choose one at random.

The PR for a secondary world must be
less than MPSR + (2 x (TL - 7»), where
the MPSR is the maximum suslain<lble PR
for the secondilry world and the TL is Iha!
of lht: mainworld. The GM may wish 10
rule out inhabited secondary worlds when
the main world is at TL6 or Icss (since
intcrplanetary travel only becomes possi­
ble at TL7).

The rules in Steps 20-24 arc different
for secondary worlds. Once the muinwurld
of the system has been fully dc"dupt:u.
usc thl;: folluwing prOl.:cdurcs to generate
details for any st:cunuary worlds.

Slep 20 - Siurpurt Fucililies: Port
facilities on secondary worlds are general­
ly called sptKepurls to distinguish them
from the slarpurl on the mainworld. To
determine the level of facility o.v:lil:lble.
roll ld. Modifiers: +2 if the PR is 6 or
more. -2 if the PR is 1 or less. The space­
par1 is Class a on a 2 or less. Class I on a
3. Class n on a 4 or 5. and CI:lss III on:l 6
or more. A secondary world's spacepOr1
filCility may never be beller thiln the main­
world·s.

Step 2{ - Po!iricl11 Type: If tbe main­
world of the system has a Captive
Governmenl. then so do all seeond:lry
worlds. Otherwise, roll Id. Modifiers: +1
if the mainworld is balkanizcd. The sec­
ondary world's political type is Anarchy
on a I. Corporate State on a 2. Athenian
Democracy on a 3. Oligarchy on a 4. or
Captive Government on a 5 or more.

Slep 22 - COlllrul RUling: Roll Id. TIle
secondary world's Control Rating is twO
less than the mainworld's on a I. one less
on a 2. the same on a 3 or 4. one higher on
a 5. and two higher on a 6. As always. the
minimum CR is 0, the maximum is 6.

Step 23 - Bose Tech,wlogkel Level:
The secondary world's 11. is always one
less than the mainworld's.

Step 24 - Unity of Governmenr: For
simplicity's sake. we assume that sec­
on~ worlds are never balkanized.

Example
Haven's MSPR is 8, with the only applicable modifier being for the Thin

atmosphere. The GM rolls 2d-3 (-2, -1 for its Poor resource abundance) and gets
6. Haven has a population in the millions. The GM decides arbitrarily thal the
exact population is 6 million.

STEP 20: STARPORT FACILITIES
We will a<isign starports of Class V-I and 0, as in GURPS Space (see p.

S122).

Procedure
Check for each class of starport in tum, in each case rolling 3d for less than

the target number. Place a starport for the first roll that succeeds.
A Class V starport will appear only on a world of PR 6 or greater. Roll 3d

for less than (PR + 3).
A Class IV starport will appear only on a world of PR 6 or grealer. Roll 3d

for less than (PR + 6).
A Class In starport will appear on any world, on a roll of 3d for less than

(PR + 9).
A Class IT starport will appear on any world, on a roll of 3d for less than

(PR + 8).
A Class I staqJort will appear on any world, on a roll of 3d for less than 15.
If no Class I-V Slarport is presenl on a world, Ihe slarpUI1 will automatic<1lly

be of Class O.
At this poinl, the GM may want 10 decide whether the world has been

declared an Amber or Red Zone. This should be normally be done according to
the campaign situation, bUl if you want a random dClermination, roll 3d.
Modifiers: +4 if the world has a Class 0 starpOI1. On a 13-16 the world is an
Amber Zone, on a 17 or more it is a Red Zone.

Traveller Note: The original Traveller world-design syslem assigned star­
ports without reference to the population of a world. To mimic this pattern, roll
2d on the StarpOrl Class Table if the world being generated is the mainworld of
the star system. Otherwise, folIow the above procedure, except that no sec­
ondary world may have better facilities than the main world. Secondary worlds

will only have port facilities on a random die-roll if
they are populated (the GM is free to deliberately

place a port on an uninhabited world if he has
some reason to do so).

StarpDrt Class Table
Roll (2d) Starport Class

2-4 v
5-6 IV
7-8 ill
9 II

10-11 I
12 0

This procedure will cause some high-population worlds to have primitive
facilities or none at all, while some frontier worlds have Class V starport facili­
ties. Explaining why such combinations occur is up to the GM. Perhaps the high­
population world has deliberately shut itself off from interstellar trade for cultural
reasons, or the frontier world has a major port because of ils strategic location.

CULTURES



Example
The GM decides to usc the main procedure to generate Haven's starport

facilities. The planet has PR 6, so the target numbers are 9.12,15 and 14. The
GM rolls a 12, 13, and to, so Haven has a class ill pori or "local facilities." Bases
STEP 21: POL.ITICAL. TVPE

The political type of a world indicates the kind of social and political struc­
ture that is most prevalent there. It does Ilot necessarily indicate that there is
only one local government (see Step 24). We will generate political types to
match, as closely as possible, the world government types used in Traveller.

Note Ihal the political Lypes generated here arc most appropriate for human
societies. As always, nonhuman aliens may develop very different approaches.

Procedure
Detennine the dominant political type by rolling 2d-7 on the Political Type

Table. Modifiers: add the world's PRo Record the final dice roll result as well,
for use in Step 22.

There may be several different
facilities present on any mainworld,
associated wim the local or Imperial

govemment.
Naval Base: The Imperial Navy will

maintain a base in the system if the main­
world starpon is Class V or rv, on a roll
of 2d for 8 or more. At his discretion, Ihe
GM may designate a naval hase as an
Imperial Naval Depot, a major center of
military shiphuilding and supply. Depot
systems are usually choscn for meir stratc­
gic location. There is nonnally only onc
pcr scctor.

Political Type Table

CULTURES

Several results require explanation, or have slightly different meaning here
than they do in GURPS Space (see pp. SII9~SI22).

True anarchy is fairly rare, and usually represents a society in a state of col­
lapse. Ifan Anarchy is rolled, roll ld: on a 2-6 the society is Clanrrribal instead.

An oligarchy is a "special condition" under the rules in GURPS Space. In
this case, it indicates that no maner what the nominal form of government, real
power is in the hands of a small, self-perpetuating elite. An oligarchy may be
based on a hereditary aristocracy of somc kind. Roll 1d: on a 4-6 the society is
Feudal instead.

A JecJmocracy represents what Traveller calls a "feudal tcchnocracy." This
form of government is common in the Third Impcrium. In il, government is
indeed carried out by technical experts, but these experts arc regarded as an aris­
tocracy and given the titles and privileges of nobility.

A captive government represents a society which is ruled from elsewhere.
This may represent a colony, a military government, or a subjugated society. The
GM should decide which is applicable, based on the situation in his campaign.

If a result of balkanized comes up, then the world is automatically divided
among multiple societies (see Step 24). Re-roll to determine the most common
political type on the world, ignoring further results of "captive government" or
"balkanized."

Scoul Buse: The IISS will maintain a
base in the system if the mainworld star­
port is Class II or belter. Roll 2d for 10 or
more to place a scout base_ Modifiers: +2
if the mainworld starport is Class III. +I if
it is Class IV. Scout bases which fall on
the express-boat routes may actually be
nss Way Stations, with extensive facili­
ties for the repair and maintenance of lISS
ships. Way stations should appear about
one per sub~eetor_ IISS hases are never
e.~(ahli.~hed in Ihe .'lame .~y.~tem a.~ an
Imperial Navy depot.

Military Ha.{i!: A local military hase
may be present in the system if me main­
world starpon is Class m or better. Sueh a
base is associated with a powerful world,
a group of worlds, or a subscctor. It acts
like an Impcrial Navy or IISS basc, sup­
porting h"':al mililary fon:cs. Roll 2d for
10 or more to place a military base.
Modifiers: +J if the mainworld's PR is 8
or more, +2 if the main'world starpon is
eIass m, +1 if it is Class' IV, ~2 if au
·!.n1-perial naval\or scout base is already
~l!t;.iJpnesystem. ."-

,eOfllinuedAIl next poge.,

Political Type
Anarchy
Corporate State
Athenian Democracy
Oligarchy
Representative Democracy
Technocracy
Captive Government
Balkanized
Meritocracy
Bureaucracy
Dictatorship
Oligarchy
Theocracy

Roll [2d-7]
oor less
1
2
3
4
5
6
7
8
9
10-11
12
13 or more



Determining a UWP

Bases
{Continued}

Procedure
Roll 2<..1-7 on the ConLrol Rating

Table. Modifiers: add the modified final
dice roll made for Political Type in Step
21.

Control Rating Table
Roll [2d-7) Control Rating
oor less 0 (effective anarchy)
1-2 I (very free)
3-4 2 (free)
5 3 (moderate)
6-7 4 (controlled)
8 5 (repressive)
9 or more 6 (totalitarian)

Example
A roll of 2d-l (-7, +6 for the world's PR) yields a 7. Haven is balkanized.

The GM rolls 2d-l again, getting a 6 but ignoring the "captive government"
result. A third roll of 2d-1 gives a 3, so the planet's most common political type
is Oligarchy.

STEP 22: CONTROL RATING

The local Control Rating represents the level of legal control that visitors to
the planet are most likely to see. Police
and court mechanisms may work very dif­
ferently away from the startown, or for
natives of the world.

1\ meritocracy or a bureaucracy is also a "special condition" in GURPS
Space. Again, another government type from the table may nominally be in
cbarge, but real power is wielded by a collection of bureaucratic agencies. A
Meritocracy represents what Traveller calls a "civil-service bureaucracy," in
which government agencies hire individuals for their experti~e. A Bureaucracy
represents an "impersonal bureaucracy," in which the governing agencies are no
longer responsive to the people, and in which entry to government service may
110 longer be purely by competence.

CULTURES

Example
Turning to the Control Rating Table,

the GM rolls 2d-4 (-7, +3 for the final dice roll result from the political type
detennination). The result is a 4, so Haven's usual Control Rating is 2.

STEP 23: BASE TECH LEVEL

A world's base tech level is the level of technology that the world's popula­
tion most commonly uses and can produce for itself with local skills and
resources. A more detailed technological description can be generated using
rules later in this chapter.

Procedure
Begin by compuling the minimum TL required by Lhe world's environment

and population. If the world's PR is less than or equal to its MSPR, then the
minimum TL is O. Otherwise, it is equal to 6 plus half the difference
cPR minus MPSR), rounded down.

Classit: Truyeller used an eight-part
code to represent the mainworld of
each system: the Universal World

Profile or UWP_ For those who wish to
use the world-design systems in this book
in their Classic Traveller campaign. we
offer the following guidelines for convert­
ing world descriptions to the UWP.

The first entry in tbe UWP represented
tbe system's starport facility, and fell in
the range A-E! (with X for inlerdicted
worlds). Use the mainworld's 8tarport
class and the StalpOrt Bquivalenls table on
p. GTI23 to get ih}s entii. -

Imperial K~uarclJ Station: A research
slation can be placed on almost any world.
Roll 3d for 17 or more to place a research
stalion, or the OM may arbitrarily place
thl.:ffi (about one in every olher subscclur).
Research stations arc mlmeu on a sector
busis. using Greek letters (i.c., the first
statioll in a sector is Research Station
Alpha. the second Beta. and so on). When
a station is closed permanently its letter
becomes available ag<lin.
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Example
Haven's PR is less than its MSPR, so there is no minimum TL. The GM

rolls Id+2 (+2 for the Class III starport) and gets a 4. Haven has a base TL of 5,
roughly equivalent to Eanh's early industrial period. The GM decides that the
inhabitants are member/> or 1l "back-Io-nature" movement, who hllve />ellied lhe
planet to enjoy a low-technological lifestyle. The planet name that he chose at
random earlier is now beginning to seem appropriate ...

Determining a UWP
[Continued]

The second entry represented the size
of the mainworld. If the mainworld is a
planetoid belt or a world whose diameter
is less than 500 miles. then this entry is O.
Otherwise. round the mainworld's diame­
ter to the nearest thousand miles, then
divide hy 1,000 to get the ~econd entry.

The third emry represemed the planet's
atmosphere type. If the mainworld has no
atmosphere, this code is O. If it has a
Trace atmosphere. the code is I. If the
almosphere is Exotic, the eoue is A. If the
atmosphcre is Corrosive, thc ernic is B (or
C for vcry clllreme cases). Otherwise. if
the atmospheric pressure is less lhun 0.43
stunUurd. thl;: cadI;: is 3 (if Huspilubll;:) or 2
(if Pol1utl;:d). If prl;:ssure is uetween 0.43
and 0.7 standllrd. til<: eodl;: is 5 (if
Hospitable) or 4 (if Polluted). If pressure
is between 0.71 and 1.49 standard. the
crnie is (j (if Hospitable) or 7 (if Polluted).
If pressure is 1.5 standard or higher. the
code is 8 (if Hospitable) or 9 (if Polluted).

The founh emry represented the main­
world's hydrographic coverage. Round
the hydrographic coverage to the nearest
10%. then divide by 10% to get the enTry.

The fifTh emry repre~emed the main­
world'~ population_ It i.~ exactly equal to
the I'R as generated in the main rules here.

The sixth entry represented the govern­
ment type of the mainworld. If thc main­
world is balkanil.cd, this code is 7.
Otherwise usc the Political Type generat~

cd here. refer tu the Guvernmenl
Equivulents luble un p. OT123. und
dTUOSt: II Trul'ellu guvenllm:nl lype lhat
fit~.

The seventh entry represented lhe
"Law Level" of the rnainworld. It was
effectively equal to the 2d roll on the
Conlrol Rating Table in these rules.
Ailernatively. take lhe mainworld's
Control Rating. refer to the Law Level
Equivalents table on p_ GT123. and
choose a Traveller law level that fits.

The eighth entry represented the ''Tech
l.evel" of the mainworld. [t was essential­
ly equal 10 Ihe modified ld roll on the
Tech Level Table in these rules.
Alternatively, take the mainworld'.~

CURl'.S· Tech Level, refer to the .~idebar

on p. GTI07, and choose a 1"'aveller Tech
Level that fils.

.r:
:::L.
~

r
..II
V

Tech Level Table
Roll [1 d) Tech Level
oor less 0
1 Roll on Low TL Table
2 4
3-4 5
5-6 6
7 7
8 8
9-11 9
12-13 10
14 11
15 12
16 or more 13+

Roll Id on the Tech Level Table to detennine the actual TL. Modifiers: +6 if
a Class V starport is present, +4 for a Class IV starpon, +2 for a Class III star­
port, -4 for a Class 0 starpon, +1 if the planet is less than 4,000 miles in diame­
ter, +1 if there is no atmosphere, +1 if the atmosphere is Exotic or Corrosive, + I
if the atmosphere is Hospitable or Polluted but has Trace or Very Thin density,
+1 if the hydrographic coverage is 85% to 94%, +2 if the hydrographic coverage
is 95% or higher, +1 for PR of 1-5, +2 for PR 9, +4 for PR 10, +1 for a political
type of Anarchy or Technocracy, -2 for a political type of Theocracy.

Some results require a second roll of 1d on the Low Tech Level Table. The
actual TL is the result from the tables or the minimum TL computed above,
whichever is greater.

Low Tech Level Table
Roll [1 d] Tech Level

1-2 1
3-4 2
5-6 3

In the Third Imperium setting only a very few societies have TL higher than
12, and those societies have very limited scope. Results of TLI3 or higher
should normally be re-rolled. The GM may deliberalely choose to have an ultnl­
tech world present in his campaign, of course. Other settings may have different
maximum TL, as defined by the GM.

Traveller Note: The procedure above follows the original Traveller rules
closely. Under that system, however, there was no consideration of minimum TL
as such (although inhospitable worlds tended to get higher TL via the die-roll
modifiers). If you want to mimic the original system exactly, simply ignore the
minimum-TL computation. This may give rise to situations where a world's
population can't sustain itself using local technology. This may indicate that the
world is dependent on offworld trade or imported technology to sustain its popu­
lation. Or (if the Area Tech Levels rules below are used) perhaps the local soci·
ety is lIlorc advanced in environmenlallechnology thall in other sector/>.



STEP 24: UNITY OF GOVERNMENT
A world's political type doesn't always represent a single government over

the entire population. Many worlds, especially at low levels of technology, are
balkanized or divided among a number of governments. In this case, the overall
political situation may fall into several categories.

In a diffuse situation, there arc dozens or even hundreds of petty tribes,
clans, nations or h'TOUps. The slarport, if it exists, rests in the midst of a number
of local governments which may change over time. In this case, the political
type generated will be the most common one in force in the area of the starpol1.
The average PR of anyone polilical unit is equal to thc world's PR, minus 2.

In a Jactionalized situation, there arc perhaps a doz.en major governments
(roll 3d) which divide control of the world between them. These governments
are probably in constant competition, engaging in political scheming and open
warfare. The planet's main starport w.i1l probably be in the territory of one major
govemmen[, whose political system will be represented by lhe generated politi­
cal type. Other governments may vary widely. The average size of a political
unit is equal to the world's PR, minus 1.

A coali/ioll system resembles a factionalized situation, but in this case a few
of the world's most powerful societies (roll Id to see how many) dominate
affairs and tend to present a united front to outsiders. Competition is kept within
limits that are more-or-Iess clearly defined, so that no outside force or minor
nation can upset the balance of power, The starpOI1 may again be within the ter­
ritory of one powerful society, or it may be in a neutral area with security guar­
anteed by the entire coalition. In this case, the political type generated is the one
most common for members of the coalition. The average size of a political unit
is equal to the world's PR, minus 1 (in some cases, the largest political units
may have PR equal to that of the world).

Traveller Note: The original world-design system for Traveller did not
delcnnine unity of government separmely from political type. In that system, a
result of "balkanized" for pOlitical type was sufficient. The current rule is
designed to add nuances to the concept of balkanization. It also reflects the fact
that low-technology cultures have more difficulty bringing large populations
under a single governmcnt. If the GM wishes, he may simply skip Step 24 and
allow Step 21 10 dcteITnine whether a world is halkanized or not.

8 or more

5 or less
6
7

Procedure
Roll 2d on the World Government Table.

Modifiers: subtract the planet's PR and add
its base TL. If the results of Step 21 require
that the world be balkanized, then the maxi­
mum result of the dice roll is 7.

World Government Table
Roll (2d) Political Situation

Diffuse
Factionalized
Coalition
World government exists
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Resources

The he~l book on the design of cultures
for science fiction is A!fl!n~ and Alien
Societies, by Stanley Schmidt.

Good undcrgrlldulIlc-]cvc] ll;;xls in
anthropology and political scicnl:c will be
hdpful when working on the design of
local cultures. One antluopulogist who has
written cxtcilsively for the popular market
is Marvin Harris. We recommend his
book Or,r Kind as a good layman's intro­
duction to the subject. Be aware that some
anthropologists disagree with Harris'
philosophical biases. and some of his
views are controversial.

Cenain specialized branche.~ of knowl­
edge will be panicularly useful. For exam­
ple, elf11lography i.~ a branch of amhropol­
ogy which deals with the direct observa­
tion of a wciety and its cultural systems.
Ethnographic studies are priceless to us as
world-builders, because they provide
de!ailed information on societies which
arc completely human and yet an: very
different from uur own.

Sociobiology is 1I rellllively new field
of study. which tries 10 explain the social
behavior uf humans and other animals in
terms ur evolutionary biology. It will be
useful to worldbuilders who wan! to
deduce the culmral behavior of oliell sen­
tient species from their biology. The mosl
important book 011 the subject is E. O.
Wilson's Sociobiology: The New
Sylllhl'sis. Wilson's more recent booh Oil
Humoll Nature and COllsi/iellce are also of
inteces!. Another writer who i.~ more
accessible 10 lhe layman i!\ Desmond
Morris, whose mmt popular books arc
The Naked Ape and TlTe Human Animal.

Meanwhile, many Traveller GMs will
Wllnl 10 develop intere!\ling local customs
without delving into Ihe arcana of the
!\ocial seieoees. For them, a supt:ro
resource is widely available: trl.lvd
guides! These often indudt: considerable
information abuut what is considered
pulitt: (und whal isn't) in various cultures.
am: guud t:J\ample is the CIIS/OIIIS (/Ild

MUIIIlers series, by Nancy Braganti and
Elizabeth Devine. Naturally. the cultures
covered lend 10 be those of the more
developed Terran nations of the late 20,h
century, bUI the GM can easily use them
as inspiration for cultures of the Third
Imperium ...

Example
The GM rolls 2d+1 (-6 for the PR, +5 for the TL) and gets a 7 (which is the

maximum allowable result anyway, since the political type roll forced a balka­
nized result). Haven is ruled by a coalition of several major states.

CULTURES



POPULATION CENTERS
In our di.scussion of population centers, we will often refer to the PR of a

city. This means the same thing for cities as it does worlds - it indicates the
"order of magnitude" for the city's population.

Mapping Cities
On most worlds, the largest cities will have PR equal to two less than the

world's PR or the maximum PR for that Tech Level, whichever ir; less, There
will normally be about Id+3 of such cities, with the rest of the population living
in smaller urban centers and in the countryside. On an Earthlike world, ther;e
major cities will almOSl always appellr in Mixed tcrrain, along important rivers
or coastlines.

One variation on this pattern appears when 11 world is economically undevel­
oped, or when it has just been colonized. In such cases. there is usually a single
dominant or "primate" city, which incorporates almost all cOllllllercial and
industrial activity. Any other urban centers will be quite small. The GM should
consider applying this pattern on any world that he considers to be still in the
process of economic development.

From published material, we know that
Rhyhwor has a PR of 9 and an actual
population of about g.3 billion.

Checking the planet's MSPR. we fmd that
(due 10 its Very Thin atmosphere) the
maximum sustainable PR is O. This isn't II
paradox - it simply means that Rhylanor's
populalion is dependent on some kind of
high technology 10 survive. Pre.~umahly

the planet's billions live in domed or
underground citie.~.

We already know that Rhylanor has a
Class V starport and plays host to Imperial
naval and scout hases. We also know thal
its political type is Oligarchy, ami Behind
the Claw states lhal the guvl:rnml:ot is by
a hereditary aristOl:rucy. Pt::rhaps Rhylauor
is uot:: of those worlds where the lmperial
nobility pluys an important or even domi­
uant part in 1000al government. The lisled
COlltrol Raliug for the planet is 3.

Given Rhylanor's MSPR and PR, we
ean set the minimum TL for the planet at
10. The published n. for the planet is 12.
so we can be cenain thlll the local popUla­
tion is able to maintain il.~ environment
using local expertise and re.~ources.

Published infonnation ahnut Rhylanor
doesn't indicate that the world has divided
government. This is reasonable, sinee the
roll on Ihc World Government Table
would be 2d+3 (.9 for PRo +12 for TL).
Even if wc were to detcnnine Rhylanur's
unity of government randumly, odds aft:: it
would be unified.

This complt::lt::s the development of a
delailt:d world deseriplion for Rhylanor.
This should demonstrate how the applica­
tion of world-building techniques can add
considerable new color to existing
Trareller material.

We always knew Rhylanor as the
homeworld of Olav hault-Plankwell. fir.~t

of the Emperors of the Flag. Now we have
some insight into the har.~h world he grew
up on. The looming reddish sun make.~ it~

way through the sky very slowly, baking
lhe ~urtace during the long days; lengthy
nights free7.e the surface. The temperature
extremes and thin atmosphere arc likely to
kill anyone caught without life-suppurt
gear on the surface. A few hardy native
life-forms exist. analogous Lu lichl:n or
bacterial mals, clinging 10 the naked rock
or swimming in lhe shallow seas. The
uppl:r c1as:st:s live in domed cities, while
!ht:: bulk of the population buddies in vast
undl:rground warrens. The world is a pros­
perous bub of trade and higb-tech indus­
try, although it has few uousual oanua!
resources of its own. Millions of visitors
come each year to me city once dominated
by the Plankwell family, where t9day a
monument to the clan's mOSI famous
member stands in the dim noon Iig~t _..

Examples
Jericho, Uruk, Eridu
Memphis, Babylon, Nineveh
Alexandrill, Antioch, Rome, Baghdad
London, New York, Tokyo
Bostbo-Washington, Mcxico City, Shanghai
(ArCology cities)
(Grav cities)

City Size Table
Tech Level Max PR
oOate) 3
I 4
2-4 5
5-6 6
7-8 7
9-10 8
lIar higher 9

A Brief History of Cities
An urban center requires some amount of agricultural hinterland to keep

itself fed. The size of cities. therefore, depends on the available technology.
Improved agriculture can lead to greater food yields per acre, improved trans­
portation can make it easier to bring food into the city, improved social institu­
tiOOl:! can lead to morc effective administration of masses of people.

Cities based on a primarily agricultural economy can grow to about PR 5.
The occasional city at low-end PR 6 is possible wilhout industry, but it requires
massive imports of food from outlying regionr;, Such cities are almost always
the capitals of large stales,

Cities of PR 6-7 normally require the mechanized agriculture and improved
transportation that come with an industrial economy. The indur;trial city reaches
its height as some individual cities grow to PR 7. Another PR 7 city type is the
megalopolis, which happens when several smaller cities sprawl far enough to
meet each other along highway or rail lines.

Larger urban populations arc possible. An arcology is a nearly self-con­
tained city housed in a single huge building. Theoretically. arcologies can use
fusion power and recycling technology to allow unprecedented population den­
sities, reaching PR 8. Finally, the ultimate in city development comes when
gravitic technology allows buildings to ignore the drag of gravity. The soaring
spires and floating buildings of gravitic architecture allow individual cities of PR
9, although such incredible crowding is almost never necessary.

Assuming an economic base that is typical for human civilizations. the max·
imum PR for cities should follow the City Size Table.

CULTURES



Local Customs

M
ost people who briefly visit a cul­
lure other thun their own m:VI;:T

n:ach a deep underslUndill,!il of all
of that culture's customs and rituals.
Similarly. Traveller players will rarely
need much detailed information about
local customs. 111e GM can usually devel­
op a few distinctive customs for any given
world to be visited, bringing them into
play 10 give his players some "flavor" for
the alien society. Of course. developing a
few distinctive customs may also give the
GM lOols to challenge his players_
Adventurers who run afoul of cultural
"I:lnd mine.~" will soon learn to inquire
abom local customs ahead of lime!

One way to proceed is to consider a
few culflfralwlil'u.fal.r. Anthropologists
have long recognir-ed that every human
culture develops some response to each of
a number of universal concerns. The
details differ from society to society. bUI
el'e1)' culture addresses these issues. Tht:
OM can ehuose a few of these and use his
imaginatiun to llt:vdop unique local eus­
loms that his players will long remember.
Specific cultural universals are discussed
in sidebars throughout this chapter.

When designing customs for a strange
human society. consider investigating
known cultures frOlll Earth's history. us
different from YQllr QW" as possible.
You'll find plenty of inspiration for your
own alien CllllUres. all the more useful
since you will know Ih:ll real pe<lple lived
under similar custnm.~.

Naturally, the cultural universals are
probably ooly "universal" in IUII/UlIl eul­
lUres. Even so. Ihe OM developing cultur­
al traits for a nonhuman civilization can
slill usc these universals as a point of
departure for his own thinking. Suppose
the aliens have a different reproductive
patlem than humans do'? Thcy will slill
structure their repruductive activity
through cuhul1ll values ulld customs. What
does the difference in biology imply for
sexual taboos. family patterns, rules of
inheritance'? Even if an alien species sim­
ply doesn't have one of the human cultur­
al universals. that fact will suggest some-­
thing about the aliens' mindset that the
GM can use. Besides, perhaps the aliens
have cultural universals, rooted in their
different biology, which bumans don't
have and can't easily understand ...

On highwpopulation Earthlike worlds, the OM may wish to mark some
"urban terrain" on the planetary map. This represent" regions of the planet that
are heavily built-up, with many small urban centers and a population of at least
1,000 pcopk: per square mile. Urban terrain should almost always replace Mixed
terrain near water, as for the planet's largest individual cities. Assume thatlhcre
are about Itl-2 Urban hexes (minimum 0) per billion people living on the planet.
The world's major cities should be placed in Urban terrain.

One more feature that should appear on almost any planetary map is the
world's main starport. This should be placed in Mixed terrain, preferably ncar
the equator and as close to the world's major cities as possible.

SOCIAL PARAMETERS
Societies of intelligent beings are the most complex systems in the known uni­

verse. This book will present no single set of rules for detailing a society. Instead,
there are a number of tools that can optionally be used to flesh out alien cultures.

We can describe societies in terms of a eight "social parameters." These rep­
resent general tendencies in a society's worldview. Such a description will natu­
rally simplify the true situation drastically, but it should allow OM and players
to grasp a culture's general navor.

Procedure
For each of the eight parameters, roll 3d on the Social Parameters Table.

Apply any listed modifiers.
The modifiers wilJ sometime,s refer to conditions on a given world. If the

society inhabits and controls a single world, use that world's characteristics (its
population, assigned political type, Control Rating, and so on). If the society
shares the world with others, use the characteristics specifically associated with
the society rather lhan of the entire world. If the society covers multiple worlds,
use the characteristics of its homeworld or most important world. The GM
should use his discretion when detennining paramelers for societies that don't
seem to fit any of these patterns.

Further, each parameter is lied lO one of the sets of "personality traits" that
can be used in designing alien raeiallemplales (see GURPS Uplift or p. CIISO).
The eight parameters can thus be used to generale cultural profiles for non­
human societies.
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Record the re.~ulting parameter level. Extremes of each parameter will have
descriptive adjectives attached, which can be used to portray the society in intu­
itive tenus. Each parameter level will also have an associated SkilllReaction
Modifier. If the GM wishes, he may apply this modifier to certain die rolls when
adventurers arc interacting with the culture in question.

Social Parameters Table
Roll [3d) Level Skill/Reaction Modifier
5 or less Low -3
&-7 Low -2
8-9 Moderate -I
10-11 Moderate +0
l2-13 Moderate +1
14-15 High +2
16 and up High +3

"The old Imperial strategy of a "crust defense" has proven
unworkable. Instead, the bulk of the Imperial Navy now
operates as a strategic reserve, relying on colonial forces to
delay the first blow of any attacker. Such a strategy requires
advance warning and quick response. IISS intelligence and
covert operations have therefore expanded considerably in the
last fifty years. ..

- J. Edward Zowdrani, Intelligence Office

PLURALISM
Societies are not always unified. Members of a society may differ in ethnic

background, and may have varying notions about moral principles, laws, reli­
gious beliefs, political ideologies, scientific theories, even styles in art or archi­
tecture. The Pluralism parameter describes how divided the society is with
respect to these core ideas.

Modifiers: +2 if the society is in contact with many different other societies
(a~ on a balkanized world). +2 if the society has CR 0, +1 for CR 1, -1 for CR 5,
and -2 for CR 6. +2 if the beings making up the society have Reclusive, +1 if
they have Loner, -1 if they have Chummy, -2 if they have Gregarious.

High Pluralism (Diverse): The society is fragmented along cultural lines.
No set of cultural value.~ can be considered dominant. lntema! conflict may be
common. or the society may have developed ways of mitigating the clash of cul­
turd! values.

Moderate Pluralism: One "majority" subculture may be considered domi­
nant, possibly for historical reasons. Even gO, a number of distinct worldviews
are present within thc socicty. There is dissension on many issues.

Low Pluralism (Monolithic): The socicty is dominated by one set of cultural
values. Cultural minorities may ex.ist, but they arc always under pressure to con­
form to majority expectations. [ndividuaJ members of society may be punished
if they deviate publicly.

Applications: Apply the Plurctlism modifier whenever characters need to deal
with dissension and diversity within local society. For example, the GM can add
the modifier [0 any Reaction roll when an adventurer publicly challenges the
core values of a local culture. Or the modifier can be added to the effective skill
level when PCs are working to locate, contact or even creale a dissident group.

CULTURES

Contact
o,,~ dtry, the Aion came dn'd'tlfram the

hill.f.
ThI!Y werlm·r lfn~XJUcted. Small bands

of Aifm had bten approeu:hing for some
limt, finding good I·antage poims from
which to obsrrvt human activity. When
these Aion crossrd tht security perimeter
and showed no sign of stapping.
Administrator Rat Challdru ...us reaJy to
m~~t Ih~m.

Chandra remembered 1I1f: duy lit' h(l(/
beel/ (lne uf the fir!;t two men to 5101ld 0/1

CUrJ"(IIl'J· World. Iwlf a life/ime ago. His
'·'In·a had laken !lim to a dOZCl1 worlds,
bUI/1f: had leaped atlhe chance for (l/lotll­
c:r pOStil18 to the Aion homeworid. llow
better 10 find Ollt how thc story would
Md?

The Aio" cantered dirl!r.tly toward the
administration building, which might hal'e
becn coincidtnct bur might also hal'e
r~\'~aled somtthing aIMut their grasp of
human nature. Chandra and his staff
intercepted them. unarmed and empty·
handed. One ofthe Aion carried a \(.-ooden
sraff, Others had wide-bladed iron Mives,
but none made a threatening movernenl.
Human and Aion watchtd each ulher
calmly, waiting.

The firSI Aion finally stepped forward.
speaking briefly in a deep and gravd­
filled voiet. For a momenl. Chandra
caught nunc of the mcal/illg. bur then his
/raining reuJ'J·c:rled itself "What kind are
yOII?" the Aion had asked.

"We are hilma/I, " Chandra rcpli~d,

stumbli,lg only slightly over till! plUlIlmlt,T
ofAion language.

"Human,'· Ill'. Aion lIluud, "We do
IlOt remember YOll. Till': .uream.flf·.uan
mllSI 1141'1': changl':d much while we .fltpt, .•

Chandra made rlit hand-ge,flure that
cn"eJpondl!d tn a nod.

"How wide is your understanding?·'
the Aion asked. ··Do }'OU know how long it
has bun, how long we slept. how long wt"

dreamed in animal innocence?"
··Not precisely. " Chandra replied.

··Your ancestors deared away siglls of
Iheir presence with greal cure. /1 may
Juzve been us long us a million years. H

The Aion all mude the nod-gesture,
unsurprised.

"/f J may inquire." said Chandra,
NK/hy did your people enter the period Of
animal existence?"

Continued on lied pagc . ..

- -



[Continue'tJ]

"/t is not forbidd~n knowledge." said
th~ {~ading Aion. It gestured with its staff
at til~ sky. tile Slln, the round limb of
Primary. "When fir.u we II/()ved among
rh~ star.t. rhere ",a.t fW (file ~I.te. There
W~rt ollly animal.t who had nm yer
leamed ,h~ an.t (If .tpuch, offire. (If .trar­
silips. IY~ ar~ not bl'ings \l'ho ClUJ lang rol­
",ate being alonl'. Aftl'r II liml'. II"~ chou
ro r~/Ilm to th~ lif~ of orlr dis/ant ances·
IOrs. waiting for Ihe lime when someone
would come to find 1I.f. Noll' JOU have. "

Chandra Ilodded gravely. "Now we
have. lind YOIl arc vcry welcome mlloll.1iI
IU."

TOLERATION

Societies vary in the degree of tolerance they display toward foreigners and
foreign ideas. Some societies prefer to close themselves off from outside influ­
ence. Others may welcome eXQ[ic ideas. Naturally, a tolerant society is more
likely to welcome visitors or inunigrants.

Modifiers: +2 if the society is Diverse, -2 if it is Monolithic. +2 if Ihe soci­
ety's main world has a class V srarport and is not interdicted, +1 if class IV and
not interdicted, -I if e1ass I or 0 and not interdicted, -2 if the world is interdicted.
+2 if the beings making up the society have Strong Xenophilia, +I if they have
Xenophilia, -1 if they have Racial Intolcrance. or -2 if they have Xenophobia.

High ToLeration (Cordial): Foreigners and foreign ideas are actively wel­
comed. Members of the society tend to be curious. willing to hear what foreign­
ers have to say even if they don't ab'Tt::.e. In extreme cases, foreigners may find
themselves idolized.

Moderate Toleralioll: Foreigners are accepted to some extent, although they
are expected 10 obey local laws and respect local customs. Members of the soci­
ety tend to regard their own society as superior to others. Foreign ideas are
accepted or rejected on their merits, as long as they are not disruptive.

Low Toleration (Xenophobic): The society fears and distrusts foreigners.
Foreign ideas are rejected out of hand as foolish and dangerous. If foreigners
visit the society, lheir movements may be restricted for their own protection.

Applications: The Toleration modifier comes into play whenever a character
is clearly foreign to the local culture. Add the modifier to any Reaction roll
when a character's foreign origins or customs are obvious. Or add it to effective
skill level when a foreigner tries to explain his own culture or motivations to
locals.

SOLIOARITY

This parameter measures the relationship that the society expects between
the individual ami the group. Some cultures put great emphasis on private action
and responsibility, while others submerge the individual into his social al1e­
glances.

Modifiers: +2 if the society has over 1 billion members, +1 if it has between
100 million and 1 billion members, -1 if it has between 1 million and 10 million
members, -2 if it has less than I million members. +2 if the beings making up
the society have Ilive Mentality, +1 if they have Selfless, -I if they have Selfish,
-2 if they have Self-Centered.

High Solidarity (Collectivistic): Altruism is a strong cultural value.
Members of the society routinely try to help others. even at cost to themselves.
Social leaders can easily mobilize large numbers of people to work toward col­
lective goals. Economic competition is kept under strict control, either by gov­
ernment action or by social pressure.

Moderate Solidarity: Members of the society exhibit altruistic behavior at

specific times (for example, when conditions are difficult). They tend 10 look out
for themselves otberwise. Leaders find it difficult to muster support unless (here
is a clear need. Economic competition is common and only lightly restricted.

Loll' Solidarity (Egoislic): Members of the society rarely sacrifice them­
selves for others_ Altruism may be regarded as a foolish or weak attitude.
Collective action is very difficult to bring about unless force is applied.
Economic competition is very common and can be cut-throat in nature. Lower
social classes may be ruthlessly exploited.
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Applicarions: The Solidarity mudifi~r call be added to Reaction rolls involv­
ing "requests for help." It can also be added to effective skill when using
Leadership or other social skills to call for collective crfort.

TRACTABILITY

This parameter measures how easily the society is governed, how much
cffort the society's political leaders must exert to maintain order and control.

Modifiers: +2 if the society is Collectivistic, -2 if it is Egoistic. +2 if the
local govcmmcllt type is Caste, Dictatorship, Feudal or Theocracy, +2 if it is
Corporate State or Oligarchy, -I if it is Athenian Democracy, or -2 if it is
Anarchy or Clanffribal.

High Tractability (Submi~'sive): Thc society is easily governed. The people
obey the laws without Illuch complaint, and work within established channels if
they must press for change. The society is very stable.

Moderate Tractability: Thc society's leaders must sometimes use persuasion
or force to keep its members in order, but open rebellion is rare. Complaints
about the law reach the level of civil disobedience or personal rebellion.

Low Tractability (Rebellious): MembcI"l) of the society resent authority, and
are likely to rebel as soon as they disagree with established laws or policies. In
aggressive societies, anned revolt is always a possibility. The society is unstable.

Applications: Use the Tractability modifier whenever dealing wilh rebellion
against authority. The modifier could be added to Reaction or social skill rolls
when appealing to people to "work through channels," or sublrClctcd when trying
to encourage defiance of authority figures.

AGGRESSION

This parameter measures the attitude of the society's members toward vio­
lence. It Clbo uffers insight into how cultural norms are enforced within the soci~

ety.
Modifiers: +2 if the society is Rebellious, -2 if it is Submissive. +2 if the

local CR is 0, +1 ifeR 1,-1 ifeR 5, -2ifCR 6. +2 if the beings making up the
society have Solipsist, +1 if Ihey have Callous or Oblivious, -I if they have
Sensitive. -2 if they have Charitable.

High Aggression (Violent): Violence is a conUllOll method for resolving dis­
putes in the society. In extreme cases, violence may be the prcfcrred response to
any problem. Social norms are likely to be imposcd by naked force, whether or
not they also have the weight of custom.

Moderate Aggression: Social and cultural forces exist 10 restrain violence.
When resolving disputes, members of the society will tend to try diplomatic
methods first The use of force may be reserved to certain institutions or social
classes. Social norms are enforced through the rule of custom or law, baeh:d by
the threat of violence.

Low Aggression (Pacific): Violence is regarded as an aberration, to be used
in the last resort if at all. Members of the society may prefer to leave a dispute
unresolved, or accept an unsatisfactory result, rather than use force. Social
norms are enforced through the force of custom, possibly with an elaborate code
of shame, so !.hat violent force is seldom needed.

Applications: The Aggression modifier can be subtracted from any Reaction
roll in a "potential combat situation." It can also be subtracted from die rolls for
morale checks. On the other hand, the modifier can be added to Leadership skill
when in a combat situation, or to social skills when trying to whip people into a
violent response.
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Every human societY develops irs o~
rules of kinship, recognizing what
relationships exist between people

based on marriage or descenT. Some indi­
vidualistic societies make very little of
such relationships, so that people not in
the .~ame immediate family will behave
almo.~t like stranger!!. Olher culrures, how­
ever, place considerable importance on
kinship. Such societies form de:rcenr
grollp.I, whose mcmix:rs share resources
and suppon one another out in the SOCIl:ty
at large.

Humans have evolved a wide rang..: of
rules for deciding wllu is relul<:d to whom.
Some cullun:s tra<:c d~t:nl only through
Ihl: lIlUIe line, a system called putr-ilineul
descellt. For example. most Americans
and Europeans use patrilineal reckoning
with their "family name." This name is
inherited from the father, while wives fake
their husband's family name. The comple­
mentary system is called mar,.ilineal
de$Cenl, and indicates that descent is
traced only ttuough the female line. The
third major system is called cognatic
descellt, indicating that kinship can be
reckoned through a combination of male
or female link~, depending on the situa­
tion. Some cognatic societies usc patrilin­
eal kinship for some social purposes and
matrilineal kinship for others. In other
cognatir.: socir.:lir.:s, gruup mt:mbership may
depend un which sci uf rdatives aile lives
with, or simply all Ult: choir.:e uf tIle indi­
vidual.

Another important coucept which
affects kinship is the question of resi­
dence. When a marriage takes place, who
do the newlyweds live with? In [JOtrilocaf
societies, the wife moves in with her hus­
band's family. while in mntrilocal culrnres
the husband moves to live among his
wife's kin. Most other societie~ allow
newlyweds to live where they want to,
choosing which set of rela[ive~ to live
among or ~etling up a new hnu~ehold else­
where. A very few cu!rnre~ use nnto[ocni
residence, in which husbands and wives
remain in their birtb households and sim­
ply visit one another.

"What amazes me is how
the same problem is
solved in the same way
by so many different
cultures... "

- Ravi Shah,
Exploration Office

PRAGMATISM
This parameter describes tbe methods normally used by members of the

society to gain greater understanding of their environment. It indicates whether
the society is likely to take an experimental, scientific approach to knowledge,
or is more likely to seek understanding through revelation.

Modifiers: +2 if the society's most common Tech Level is 6-8, +I if it is 5 or
9, -I if it is 2-3, -2 if it is 0-1. +2 if the beings making up the society have
Hidebound, + I if they have Dull, -1 if they have Imaginative or Versatile, or -2 if
they have Dreamer.

High Pragmatism (Empirical): The society puts the most emphasis on
observation. experimental evidence and methodical inquiry. Intuition and revela­
tion are nol valued as sources of understanding. There may be a rigid framework
of knowledge that cannot be easily expanded to include new facts.

Moderate Pragmatism: The society uses empirical methods. but many of it,;
members accepl mysticism as a valid approach. The socicty may be capable of
rapid leaps of scientific proh'Tess. using imagination to uncover new avenues for
empirical research.

Low Pragmatism (Mystical): The society docs not value empirical inquiry,
preferring to use intuition and revelation to understand the universe. Members of
the society may cling to wildly abstract theories, ignoring any empirical evi­
dence [Q the contrary.

Applications: Add the modifier to Reaction rolls when trying to convince a
member of the society to change his views based on logical argument aDd
empirical evidence. Subtract the modifier when appealing to abstract motiva­
tions (moral values or religious precepts).

INNOVATION
This parameter measures how easily local society develops new ideas. and

bow willing it is to accept social or economic change.
Modifiers: +2 if the society is Empirical, -2 if it is Mystical. +1 if the society

is Cordial, ~ I if it is Xenophobic. +2 if the beings making up the society have
Extremely Curious, +1 if they have Curious, -I if they have Incurious, -2 if they
have Staid.

High Innovation (Progressive): The society embraces change. Its membt:rs
may be experimenting with new technologies, new political or culturdl values,
even new artistic conventions. The society may also be interested in territorial or
political expansion.

Moderate Innovation: The society tolerates change. There may be a conser­
vative faction which tries to evaluate possible innovations and keep them under
control. Tbe society tries to assimilate one set of changes completely before
movmgon.

Low Innovation (Reactionary): The society is very stable, even stagnant.
Little or no cultural change takes place. Members of the society tend to distrust
any new idea. The society keeps within its established borders and refuses obvi­
ous opportunities to expand.

Applications: Use the Innovation modifier whenever a member of the soci­
ety is trying to generate or spread a new idea. The modifier can be added to a
Reaction roll when seeking financial or political support for new ventures.

PROVIOENCE
This parameter measures the society's relationship to time. It reflects

whether people are aware of their cultural history, how well they plan for the
future, and how wisely they husband resources.
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Modifiers: +2 if the society is Reactionary, -2 if it is Progressive. +1 if the
society is Collectivistic. -I if il is Egoistic. +2 if the beings making up the
society have Single·Minded, +1 if they have Attentive, -I if they have
Distractible, -2 if they have Short Attention Span.

High Providence (Prudent): The society takes a very long view. Members of
the society are fully aware of events that occurred decades or centuries ago, and
are used to planning for the needs of future generations. The society may
encourage a strong sense of connection with one's ancestors and descendants.
Resources are carefully hoarded and used as efficiently as possible.

Moderate Providence: The society operates on a time·span of years or
decades. The events of a few years or decade!> ago are still fresh in people's
minds. Members and institutions of the society may plan up to a decade or two
inlo the future.

Low Providence (Reckless): The society is capricious, and has linle or no
institutional sense of time. Events of more than a fcw months ago are forgotten,
events more than a few months away are nol yet important. Members of the
society rarely bother with long-term planning, and may lend 10 squander
resources. Adaptability is a primary cultural value.

Applications: Use Ihe Providence modifier whenever long-term planning is
a faclor. Add it to the Reaction roll when trying 10 convince a member of the
society regarding the merils of a long-range strategy. Or subtract the modifier
from effective skill when trying to convince someone to change plans on short
nOlice.
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Gender Roles

Almost 1111 known human societies are.
to some extent. male-domin:l.led. The
rCIlSUIlS for this are not well-known

(and are controversial anyway). bill the
ethno,gfuphie study of many societies pm­
vidl;s n few clues_ Men h,we somewhat
mun;: physical strength. and they "Iso UgU­
ally monopolize the use of weapons. Thus
if the local economy is heavily dependent
on human muscle power, or if warfare
between groups is common, then men will
probably be in charge and women will
have a deeply subordinate role. Where
women c.m nuke a more equal contribu­
tion to economic or mililary efforts. lhey
will tend to have a higher place. reaching
complete social equality whl;lI conditions
render the physical differences between
the sexes irrelevant. Sodeties dominated
by women, in whie-h 1Il(:1l are denigrated
and del/alued, art: almost completely
unknown UTIlUllg human beings.

A fcw ulller factors Illay tend 10 affect
lhl; rdalive status of the sexes. M:urilineal
cultures will tend to gil/e women higher
status, although many such cultures are
still male-dominated. Matrilocal cultures
are even more likely to be egalitarian. In a
matrilocal soc:iery. the women of a group
will probably be closely related and will
have lived logether all their lives. They
can therefore work logether to rcstrain the
men who many in.

Nawrally, the factor most likely to
bring about social equality between men
<\lid women is uchnololl)'. In most soci­
etieg, by about TLg there is no difference
between the ability of men and women to
perfonn any economic lIe-tiv;ty of signifi­
cance. Military technology becomes gen­
der-neutral al the same level. Beyond this
point. Alcndl;r inequilies will only exist
through shter social inenia. Many of !he
high-population. high-technology worlds
of the Imperium (the main drivers of
Imperial culture) practice complele gender
equality.

NOle that gender eqllality doesn't
imply gender identity. Many socielies
which allow men and women equal social
status do not assign them identical social
roles. Perhaps certain occupalions arc
more likely to he undenaken by men, oth­
ers by women. Hoth men and women may
attain positioll.'l of social power, but lhe
positic\lIg may be different in nalure. For
eXllmplc, men may dominate the military
leadership, while women eootrol alt

~ imponant religious posts.



As an example of the culture-design
rules. we'll use the planet Rhylanor.
as if a OM were detailing lhe world

for his own Spinward Marches campaign.
The details developed for Rhylanor in ear­
lier sidebars can be used withom modifi­
cation a.~ me basis for these social parame­
ters, since the society being developed is
equal 10 the popUlation of one whole
world.

The roll for Pluralism is unmodified.
The GM rolls 3d for a 15, and fmds that
Rhylanor has a divuJe culture. This
makes sense, since although tht: plum:l is
under a single govcmml:nt it is a center of
cummen:e am! Imperial administration.
Pt:ople from dozens of worlds have
brought their own cultural values to
RhylallOr. TIle Pluralism modifier is +2.

POLITICAL INSTITUTIONS
Interstellar travelers will often find themselves dealing with local govern­

ments (even if only in the course of overthrowing them). Knowing who to deal
with, who ean make decisions, is often of critical importance.

DIVISION OF POWER
In describing political institutions, we will use the common model which

divides governmental authority into executive, legislative, and judicial sectors.
The legislative power is concerned with making law. Legislators write new

laws and revise or repeal old ones. Many governments allow the legislative
power to sel budgets for other institutions and oversee their operation.

The executive power is concerned with enforcing the law. The executive is
in charge of national administration, normally including the police, the military,
and any regulatory bureaucracy. Another role nonnally held by an executive
institution is that of "head of state," eovcring ceremonial and diplomatic func­
tions whcrc individuals must stand in for the society as a whole.

The Toleration roll is 3d+4 (+2 for the
Diverse culture, +2 for the planet's Class
V starporl). The GM rolls a 15, ~o

Rhylanor's culture is Cordi:ll ann the
Tolerarion modifier is +2. Again, Ihis
makes sense for a major world of the
Imperium.

The Solidarity roll is 3d+2 (+2 for the
planelary I'R of 9). The GM rolls an II
and gets moderale Solidarity, with nu
modifier. The people of Rhylanur un:: nul
remarkable for their degree of cooperation
or eompctitivelless.

Continued on /Iext page . ..

The judicial power is concerned with imerpreritlg the law. Members of the
judiciary make sure that other branches of government follow existing laws, and
that the whole structure of law is consistent. When citizens are accused of break­
ing the law, the judiciary is responsible for managing the resulting court cases.

More than one of these powers can be combined in a single institution. A
dictator ruling by decree may hoth make and enforce the laws, for example.
Power can also be subdivided, so that a given function is shared among several
different institutions.

During a planetary survey, the nss normally assigns a "political type" to a
world or region, as set in Step 21 of the world design process. If the political
type isn't obvious, the survey tcam looks closely at the institution which seems
to dominate the local political process. A government deliberately designed
under a "separation of powers" philosophy, where the different branches are set
up with roughly equal levels of authority, can be very diffieult to unravel. In this
case, the lISS tries to see which branch !)ccms to gather the most public
attention. Unfortunately, some political system!) simply don't fit thl: standard
model all that well, in which case the IISS surveyors do Ihc best they ean and
move on ...

CULTURES



The Tractability roll is 3d+l, since the
world is governed by an Oligarchy. The
GM rolls a 13 and gets moderate
Tractability, with a modifier of +I. The
people of Rhylanor are fairly eonlent with
their government, but are not rdlexively
obedient.

The Aggression roll i~ 3d, and the GM
gets a 10. The populace has moderatc
Aggression, with no modifier. They havc
no extreme attitudes lOward the usc uf
force.

The roll for Pragmatism is an unmudi­
fied 3d. Thc GM gcts a 12, n:t:ording
moderate Pragmatism with a +1 modifier.
The peuple uf Rhylanor are somewhat
methodical in approudl, but IIO! to an
extremt:.

The Innovation roll is 3d+ I. since the
stx:iety is Curdial. The GM rolls an 11 aud
n:cords moderate Innovation with no
fIludifier. Rhylanor is 1I0t stagnant, but
neither is it the scene of rapid innovation
in any field.

The GM rolls 3d unmoclified for
Providence. The result is a 12. so the ~oci­

ely has moderate Providence and a +1
modifier. Member.~ of the society tend to
be slightly more prudem than the norm.
The GM decide.~ mat thi~ attitudc is influ­
enced by the need to maintain the com­
plex environmental systems that sustain
me world'~ high population.

Rhylanor's planctary culture is Divt;:rse
and Cordial, but hali no other rellHukable
features. This is probably typical uf many
of the high-pupulation, high-technology
worlds whit:h partit:ipate fully in Imperial
t:ivilizatioll.

RhylanDr {VI]
[Continued]

GENERATING INSTITUTIONS

CULTURES

To describe a political institution, the GM needs to detennine three basic
facts about it: its leadership structure, ito;; principle of succession, and its sphere
ofauthority.

Leadership Structure
The leadership stmcturc defines who is ultimately responsible for making

decisions on behalf of the institution.
A single individual may make all important decisions. This is a very com­

mon leadership structure among human beings, who seem to need a strong
leader at the lOp of every social hierarchy. Single-individua1lcadcrship is typical
of monarchic or dictatorial systems of government, although many democratic
!>ocictics place a great deal of power in the hands of a single leader (a President
or Prime Minisll:r).

A common variation on this form includes an advisory council, whose
members help lhe leader make decisions. A president's cabinet is one example
of such a council. In some political forms, the advisory council must approve
the decisions made by the leader. One example would be that of a young
monarch who has a Regency Council.

A small council is a group of 2-7 people who share aUlhority over the insti­
tution. The members of the council may act 10 check each other's authority,
requiring that all agree before anything significant can be done. Alternatively,
!.he members of Ihe council may each manage different aspects of their common
authority. One member of ,m executive council might run the military, another
the internal police, anolher !.he lreasury, and so on.

A large council is a body of 8 or more people who must all participate in
any decisions. Such a large body is often clumsy when it tries to act quickly. A
large council may therefore appoint a single leader or a small council from
among its own members. The important fact here is that the large council
remains in command and can remove or override its appointees at any time. The
British House of Commons is an example of such a large council, wielding both
legislative and executive authority. TIle House as a whole makes law, but certain
members of the I-louse are named as senior executive officials to manage the
government's routine operations.

Multiple councils often appear in govemrnenls that arc specifically designed
to divide authority. In this fonn. at least two separate councils of variable size
exist, and must interact to make decisions. An legislative example of this fonn is
lhe U.S. Congress, which is composed of two distinct large councils with differ­
ent struclures and roles.

Beyond the multiple-councils structure are those fonns which rely on direct
participation from lhe cilizens. Limited direct participation implies that deci­
sions are made by a limited subset of lhe whole citi7.enry. Pal1ieipation may be
limited to members of a specific gender, age group, elhnic group, economic
class, religion, political party or some other class. An example of this form was
the Assemhly of classical Athens, which included all male adult citizens but
excluded children, women, resident foreigners and slaves.

Full direct participation means that most or even all citizens may influence
decisions made by the institution. Such "direct democracy" is very rare in
human history, limited moslly lo very small political units. High-tech societies
may rely on advanced computer technology to help Ihe citizenry stay informed
and make decisions.



Imperial Nobility

The niles in the m:'lin h~.~1 aTC fine for
selling lip pOlitic:I! in~lilU1ions for
pl:.ncraf)' or local government. But if

the world i.\ <1 member of the Imperium.
how does the Imperial nobility fil into the
s}'slcm'!

The answer. of course. is "it depends."
Every world has a slighlly different situa­
lion. The typical world hns :\ complelm;::nt
of Imperial nobles who hold fiefs tht:fC.
I:md or business holdings that give them
an interest in local cn:nls. Smull. unim­
ponanl worlds may have only a single
baronial family in rcsidclK'C. while high­
POPUlillioll worlds may host hundreds of
members of the peerage. These nobles
don't necessarily have any formal role in
local government. Naturally, their wealth.
prestige and offworld connections will
give them considerable indirect influence.

Of course. nobles who form:llly repre­
sent a given world will have some rela­
tionship with local administralion. If they
spend mOSI of their time in residence. the
local go\·emml:nt will p3.nially fund their
perm3.nenl office and staff. 3.nd they will
OCC3.sionally he consulted before impor­
tant decisions are made. Such nobles often
f:lll into Ihe mle of "Imperial ambnssador"
'0 their world, even while they represenl
th:1l world's interests in the Moot.

Resident nobility may sometimes hold
office in one or more of the Io<:al institu­
tions. They may share cllccutivc power.
act as head of Slate. hold guaranteed seats
in the legislatun:. or serve 011 the highest
courts. Nonnally. only the most radically
dClllo<:ratic worlds will refuse to allow (Illy

rorllml role for their resident liability. Of
course. there are the so-called "Imperi:tl"
worlds which are directly owned or nlled
by the nobility. On these worlds. the
nobles draw up thl: local constitution 10
suit themselves.

Another complicating f:lelor: the
Imperium has a habit of ennobling local
politic:ll le:lders. if Ihey demonstrate great
ability :lnd loyally lO Imperial interests.
Even a democratically elected statesman
may suddenly receive a "Ieller patenl" and
find himself holding a hUl!ditary knight­
hood or barooy. This often means that the
local leadership is salted with Imperial
nobles, even if the formal constitution
allows the nobility little rote,

Principle of Succession
Government institutions must be Legitimate if they are to function well. In

this context, "legitimacy" means that the citizens agree that their government
has the authority to rule them. Without thai agreement, (he government can only
maintain itself in power by force. Legitimacy usually requires a clear method for
choosing government officials, so that the citizens will cOntinue to agree to be
ruled by each ncw office-holder in turn. Each institution therefore has a princi­
ple of succession, a rule that defines who is chosen to fill eaeh office when it
becomes vacant.

Situations where there is I/O rule of successioll usually mean that the institu­
tion has no legitimacy. The citizens may regard the Cllrrellt office-holder as a
worthy leader, but that feeling will not necessarily earry over 10 anyone who
replaces him. Or the citizenry may "agree" to be ruled only because of the threat
of force.

Hereditary succession is orten used in monarchic or feudal systems of gov­
ernment. In this case. authority is usually held for the life of the oflice-holder.
When he retires or dies, his power is handed on to one of his heirs according to
local inheritance customs.

Adoptive succession is rather like hereditary succession. Each office-holder
appoints his successor, who mayor may not be ,I family heir according to local
custom. Sometimes the office-holder formally adopts his successor into his fam­
ily (some of the Roman emperors used this system), Another example is the cor­
porate executive who names his own successor upon retirement.

Appoimive successioll is the next step away from pure hereditary succes­
sion. Here, each official is appointed by some other official in the government,
possibly from a different institution. Office~holdcrs may retain their positions
for life, or for a fixed term, For example, members of the US Supreme Court are
appointcd by the President as vacancies appear, subject to the approval of
Congress.

Limited electioll means tha[ officials are elected by a limited subset of the
whole citizenry. The franchise or right to vote can be limited by a variety of
methods. just as the right to direct participation can be limiled. Opell ele(:tioll,
on the other hand, means thai officials are elected by most or all of the citizenry.
Election procedures vary widely, with most societies designing the election sys­
tem to fit local ideas about fairness and the balance of power, Whether elections
are limited or open, candidates may he required to mcet ccrtain criteria before
running for office, and they must usually face re-election after a fixed tenn in
office. The United States has demonstrated both kinds of election system. Early
in its history, only white male adult property-owners could vote for certain
offices (limited election), but today almost all adults can vote for all offices
(open election).

Random seLection means that officials are selected from among the citizens
llsing some kind of random procedure. The pool of candidates for a given office
may still be required to meet certain qualifications and serve for fixed ternlS.
Random-selection systems are nonnally designed so that almost every qualified
adult can count on serving in the government sometime in his life. They are fair­
ly rare, usually appearing only in "Athenian" democracies where a great deal of
public participation in government is nonnaL In fact, classical Athens used this
system for many of its executive and judicial offices.

Direct participation implies that there is no rule for legitimate succession,
because there is no individual holding the office. Decisions are made by the citi­
zens themselves.

CULTURES



Procedure

For each institution, choose an appropriate leadership structure or roll 3d on
the Leadership Structure Table. Modifiers: -6 for an institution with only execu­
tive powers. Add the modifier from the Institution Structure Modifiers Table for
the planet's political type.

T
he GM proceeds to develop a govern­
mental structure for Rhylanor.
Behind the Claw claims that the plan­

etary government is based on a hereditary
aristocracy, so the GM keeps thai in mind.

The GM begins hy rolling on the
Division of Power.~ Tahle. lie gets a 1.
which indicales that the dominant institu­
tion has execmive powers. There will be
secondary instilUtions with Icgislative and
judicial powers as well. Hc thcn rolls 3d-8
00 Ihe Leadership Structure Table (-4 fur
Oligarchy, -4 for an executive-unly insti­
tution). The rcsult is a I. indicaling that
exceutivc power is held by a single indi­
vidual with his advisory council. A roll of
3d-8 on the Principle of Succession Table
a1su yields a I, indicating hereditary suc­
cessiun.

The GM decides that Rhylanor is ruled
by a planelary king. who is the supreme
executive authority as well as head of
state. The king can't be an absolute
monarch, since (he planet's political type
isn't Dictatorship. He operates within
stricl constitutional guidelines and must
consul! with his Privy Council, whose
members are drawn from the planet's
higher nObility.

Proceeding to [he legislative authority,
the GM gets an lion thc Leadership
StrucNre Table and a 1 on the Principle uf
Succession Table. The legislative authori­
ty on Rhylanor is a large council whose
members hold offiec by right of hereditary
succession. The GM decides I1Hlll1lt~ plan­
et's enlire peerage gathers in 11 phllletary
Moot to make law.

For the judicial aul1lOrity. the GM rolls
a 5 fur Leadership Structure and a 3 for
Principle of Succession. The planet's
highest court is a small council whose
members inherit (heir posts. The GM
decides that Rhylanor's Supreme Court
consists of seven of the highest planetary
nobles. These seven Law Lords rule on
the most important cases, :md also appoint
and oversee all lower courtS for lhe planet.

At this point. the GM rea1i7.e.~ thai he
needs 10 further develop the relationship
between Rhylanor's planetary nobility and
the Imperial peerage. It would be strange
for there to be no conncction, since
Rhylanor is one of the Imperium's more
important worlds, The GM decides thaI
some of the planet's noble families also
hold Imperial baronial titles. Such "dual
pecrs" arc callcd by bulb !heir planetary
and Imperial titles when at home, but by
only lbeir Imperial title when off-world.
The planeUiry king of Rhylanor also holds
!hI; Imperial title of Marquis of Rhylanor.
Meanwhile, there is also a Duke of
Rhylanor, the senior Imperial noble in the
.subseetor. He resides on Rhylanor and
holds a large fief there. but be is not a
member of the planetary peerage and
plays no direct role in planetary govern­
ment.

Secondary Institutions
Executive and Legislative
Executive and Judicial
Legislative and Judicial
Judicial
Legislative
Executive
None needed13 or more

4 or less
5-6
7-g

9-10
11
12

To design a political system for a society or world, begin by deciding how
many major institutions there arc. If the local political type is Anarchy, then
there will be no institutions (and no government). Few governments will have
more than three major institutjons. The U.S. federal government, for example, is
headed by three major institutions: the Presidency, the Congress, and the
Supreme Court. The government of the United Kingdom also has three major
institutions: the monarchy, the House of Commons, and the House of Lords.
Repressive governments and dictatorships tend to concentrate power in fewer
major institutions.

While choosing the number of major institutions, decide what functions
each institution will carry, and which institution has the most power. Allocate
executive, legislative, and judicial functions. ]f two or more institutions share a
given function, decide what role each has, The dominant institution will usually
carry executive or legislative powers, or both, Finally, assign lhe head-of-state
function to one institution, usually one with executive powers. If you want to
determine the character of the dominam institution randomly, roll 3d on the
Division of Powers Table.

Division of Powers Table
Roll [3d) Dominant Institution

Judicial only
Legislative only
Executive only
Executive-Legislative
Executive-Judicial
Legislative-Judicial
Undivided authority

CULTURES ...



Institution Structure Modifiers Table

TECHNOLOGICAL PROFILE

Now choose a succession principle. If the leadership structure involves lim­
ited or full direct participation, the succession principle is also "direct participa­
tion." Otherwise a different rule of succession must be chosen. To choose a prin­
ciple at random, roll 3d on the Principle of Succession Table. Modifiers: add the
modifier from the Institution Strucrure Modifiers Table.

Succession
(No mil)

-8
+0
+8
-8
+4
+0
-4
-2
-6
-8
-4

Structure
(No roll)

-8
-4
+8
-4
-Hl
+0
-4
+2
+2
-8
-8

Political Type
Anarchy
Clanffribal
Corporate State
Athenian Democracy
Oligarchy or Feudal
Representative Democracy
Technocracy
Captive Government
Meritocracy
Bureaucracy
Dictatorship
Theocracy

21 or more

oor less
1 - 4
5-8
9 - 12
13 - 16
17 - 20

oor less
1-4
5-8
9-12
13-16
17-20
21 or more

Leadership Structure Table
Roll [3d) Leadership Structure

Single individual
Single individual with advisory council
Small council
Large council
Multiple councils
Limited direct participation
Full direct participation

Principle of Succession Table
Roll [3d) Principle of Succession

No rule of succession
Hereditary succession
Adoptive succession
Appointive succession
Limited election
Open election
Random selection

The I1SS assigns a Technology Level to each world, matching the TL gener­
ated in Chapter 5, This TL characterizes the level of technology that is common­
ly available on the world, However, few cultures follow the exact pattern of
technical achievement implied by the standard TL system, The GM may wish to
develop a more detailed Technology Profile for any world,

We divide the profile into a number of Area Tech Levels (ATL'i), divided
into two groups, Each group is headed by an ATL which indicates a level of
achievement in theoretical science. This level can easily be different from base
TL for the world, A higher level indicates that the local culture has assimilated
more theoretical knowledge than it is willing or able to implement in practical

A
society's dominant political institu­

tions, those which appear in the off!­
l;lu!l;omtitulioll. an: only part of the

story. Thcre arc always secondary institu­
tions which have no official role. but
which aCI to ilJj1l1ell(;e the govcnllnenl to
support their own interests. The official
institutions may be the mechanism by
which law is made. but these interest
groups often decide what laws are made
using that mechanism.

The details of interest groups are prob­
ably important only if a given world is
going to be very impon:mt to your cam­
paign (or if fhe campaign involves a 101 of
pOlitiC31 intrigue). In thai case. the GM
should al least consider Wh:ll kind of inu:r­
est groups h<lve the mOSI influente on
local government.

Club.f, aHnr:iarion.r, and ucrt/ .fOei­
t/its will have considerable imponancc in
any rcasonably open form of govcrnmcnt.
It's natural for people to discuss politics
and discuvcr common political upinions
during social gathcrings. From mere it"s a
shon step to deciding to act as a group to
pressure the govennllcnt. Aside from the
normal process of voicing opinions. club
memberships are all easy source of "shock
troops" for political demonstrations.
Members of widespread secret societies
may help each other to attain political
office.

Religiolls groups are almost always of
impon:mce. even in nontheocratic states.
Mosl religions include a well-defined ethi­
cal code. which rlcvOUl people will nam­
rail}' wan! wrillen into the laws of Ihe
.~Iale. Where one religious sect i.~ domi­
nant. the government oflen finds itself
unable to act without at least the tacit sup­
pon of thc church. Religious diversity. on
the othcr hand. can lead 10 a "sccular"
statc (and possibly a great dcal of rcligion­
inspired political conflict),

Families oftcn playa tole in political
affairs. This is eSpl:cially truc in dan/trib­
al. monarchic. or feudal societies, but
prominent political families can appear
evell in Opell democracies. When parents
have held public office, it's natural for
their children to grow up interested in pol­
itics as well, leading 10 a "dynasty" whose
members are all elected to office, Family
ties can also playa role in any sociely
where il is acceplable 10 use public office
to promme one's own relatives.

Continued on next page, , .

Interest Groups
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technology. A lower level probably indicates a cultural "block" which prevents
progress in that area of science.

Each group also includes several ATLs indicating different aspects of the
technology available to local industril:s. Where these are lower than the world's
base TL, it indicates that development has been retarded in thai area. This may
because of a failure of local research and development. Or the population may
simply prefer offworld products in that sector, so that there is no market for
local production. [f an ATL is higher than the base TL for the world, it indicates
that there have been recent breakthroughs. Goods using the new technology arc
locally available, but they are likely to be expensive or unreliable.

Note thai the sequences described here indicate the TL at which various
developments are likely to be discovered, assuming a society must learn each
technique from scratch. While this fit" the usual concept of "technology levels,"
it isn't entirely realistic. [f a society knows that certain techniques are possible,
it may be able to develop Ihem (or discover workable substitutes) at a much
lower TL than indicated here.

The technological areas are as follows:
Physical Sciellce: Theoretical understanding regarding the physical uni­

verse.
Malerials: Technology involving material production and processing. This

area underlies many others, and directly governs the materials available for
armor and hull materials.

Energy: Technology involving energy production and storage. This area
governs power systems for vehicles and equipment.

Infonnatioll: Technology involving communications and information pro­
cessing. This area governs equipment such as communicators and computers.

Transporr: Technology involving methods for moving goods and people.
This area governs general designs for vehicles and nonvehicular transport sys­
tems.

WeapnflS: Military technology, governing both personal and heavy weapons
as well as defensive systems.

Biological Science: Theoretical understanding regarding tbe workings of life
forms.

Medicine: Technology involving t.hc care and healing of living things. This
area governs the effectiveness of available medical and surgical methods.

EnvirOllmenr: Technology involving the mainlenance of ecosystems. This
area governs the ability of civilizations to avoid damaging the environment, to
reconstruct a damaged ecosystem, or to terraform an uninhabitable planet.

Procedure
Begin by detennining the Imports TL. This is the highest available TL for

the interstellar society the world belongs to. In the [mperium, for example, the
Imports TL would be 12, while in the Zhodani Consulate it would be II. An
interdicted world, or any other world with no interstellar contact, has an Imports
TL of O. The GM should use common sense to resolve situations for worlds
which have only sporadic outside contact, or which might have substantial
imports from an interstellar state of which it is not itself a member.

Each ATL is based on either the world's base TL or another ATL. It is modi­
fied based on the local situation, and Ihen the result of a 3d roll on the Tech
Level Modifier Table is added. Refer to the descriptions of each area below to
determine exactly how to proceed. The minimum for any ATL is 0, the maxi­
mum is 12 (unless the GM wishes to deliberately introduce a society to his game
with higher than Imperial-maximum technology).

CULTURES
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PQliricaf pa"i~5 are large-scale organi­
zations deliherately designed to innucncc
the government. usually (nOi always) in a
democratic state. Parry members do many
nf the same things that members of non­
political clubs do: pay dues, attend mcet­
ing~, and support party activities. Political
parties play an important role in choosing
who may serve in government office.
They choose certain members to run as
candidates. and deliver votes by encourag·
ing their members to follow the party's
Icad ill the ballot box. Powerful political
parties can drastically filllit the choices
available to the electorate. by preventing
nonparty candidates from h.wing the
opportunity to run for office. On the posi­
tive side. large political panies can make
democratic governmenls more siable by
"aggregating interests," galhering many
smaller interesl groups IOgether and forg­
ing compromises herween them.

NOle thai political parties do not
appear in all dcmocracies. Sometimes a
democracy is characterizcd by shon-lived
a1liances Ihat gather around individual
statesmen. If a givcn pOlitician loses his
influence. his allies go elsewhere. This
kind of political culture is common in rel­
atively small dcmucracies. slIch as low­
tech city-states. Political parties tend to
appear when the electorate is so large that
political alliances can no longer be per·
sunal in nature.

Political parties are not limited 10
democnltic states. Many dictatorships :lnd
other totalitarian regimes begin when one
political party re:lches a dominant posi­
tion. takes total control of the SIMe. and
then outlaws 311 ils political opponents.
Such a "One-pllrty Slllle·· can be a democ­
racy in n:lme. yel be very repre~sive in
practice.

Admcacy grllllp.f are similar to politi­
cal parties. but smaller in scale. An advo­
cacy group may serve a social function.
hut ils primary role is to pressure the gov­
ernment on a single issues. Thcy will
often work to support a turge-Sl;ale politi­
cal party. in return for a commitment to
pass the "right" legislatiun unce tIlt: party
IS m powcr.

Media organt"zaliom· such as newspa­
pers, broadcast stations, and information­
net "content providers" play an important
role in the political process. They bring
information on law and politics to the citi­
zenry. often with subtle (or not-so-subtle)
biases toward certain policies.

Continued on next pQge . ..



18 or more

5 or less
6
7
8
9-16
17

PHYSICAL
TECHNOLOGIES

Physical Science
The base TL for this theoretical area is

the base TL for lhe world, If the Imports
TL is higher than the local base TL, add
half the difference (rounded down). Add a
result from the Tech Level Modifier Table.

TW: Animistic explanations for physi­
cal processes,

TU: Engineering and architecture by
rule-of-thumb techniques, Astrology
appears due to the need to time seasonal activities (planting and harvest. for
example).

TL2: Geocentric theory of celestial motions. First empirical rules of
mechanics.

TL3: Observational astronomy matures, with very precise naked-eye obser­
vations of planetary and stellar motions.

TIA: The telescope leads to a revolution in astronomical observation. Old
theories of mechanics and celestial motions are rejected, usually in favor of a
heliocentric theory.

TL5: The first synthesis of celestial and local laws of motion, usually along
the lines of Newtonian mechanics, Engineering begins to rely on rigorous math­
ematics and empirical investigation of materials,

TL6: Flaws in the Newtonian synthesis become obvious, New theories
involve elemenl<; of quantum mechanics and Einsteinian relativity. First approx.i­
mate measurements of galactic distances.

TL7: High-energy physics elaborates on the basic structure of quantum and
relativistic theory. First full classification of elementary particles and forces.
Cosmology appears as a viable science.

TL8: Quantum physics and relativity theory are reconciled in some form of
unified field theory. One consequence of the new theory is gravity-manipulation
technology. A few cultures discover jump space al about this point.

TL9: Empirical observations allow full access to jump space. The exact
relationship of jump space to nonnal space remains a mystery. Gravitic manipu­
lation continues to advance.

TUO: Continued elaboration on unified field theory leads to practical meth­
ods for manipulating the strong and weak nuclear forces.

TU}: Advanced control of gravity, incllllling the creation of arlificial
gravitic fields at a distance,

TLJ2: Tentative theory unifying the known physics of normal space and the
observed physics ofjump space,

Tech Level Modifier Table
Roll [3d] Modifier

-4
-3
-2
-I
+0
+1
+2

Lo.rs~ blLrill~S.ft,f are naturnl secondary
institutions, since money can lead 10
power in almost every form of govern­
ment. Busim:sses have a nalural inlerest in
influencing economic law so as to give
themselves an advanlage o\'cr tlll:ir com­
pclilors. Small businesses will lIOt have
the sam.: abilily 10 influence government
on their own. but they may band together
to have the same effect.

Guilds u"d trad!' IIllions represent
workers. but they have many of the same
politiclll gOllls liS large businesses: legal
protection and competitive advantage for
their members. They are often populist in
nature. representing ordinary citizens
against the actions of large businesses or
established political instilutions.

Legal Structure

Continued on next page • .•

.. :.~':'.'
. ~-":

.. ...

Law is the tool by which governments
act. While ethics and morality are
defined by local cultural values, law is

set through an e;>;plicil politic,,1 process.
While Jaw often reflects local moral val­
ues. the match is usually imperfect.

Governments implement law by using
force. Those who break the law are cap­
tured. confined, and punished by designat­
ed government agents (police). Indeed,
some political theories define governmenl
as the sole social instilUtion which may
legitimately use force to pursue its aims.

GURPS Travelll!r measures law using
Control Rlltings, indicating how local
polilieal institutions approach the task of
governing the populace, At [ow Control
Ratings. there are few laws and they cover
only matters of great imponanec. Citizens
may be required to enforce the laws them­
selves, and the punishments ror lawbreak­
ers arc light. At moderate Control Rutings,
there arc more laws covering a wider vari­
ety or subjects. Government will employ
orficial police 10 .:nforce the law. At high
Control Ratings. there will be many laws
covering all aspects or lire. PoLice wil1 be
common and inuusive. responding even 10
trivial violations with force.

The Conlro! Rating generated in
Chapter 5 is a good overall indicator of
the intrusiveness of local government. The
GM may wish to expand the CR intO more
detail. Political philosophies differ in what
aspects of life require the most regulation.

CULTURES



Materials
The base TL for this applied area is the base TL for lhe world or the ATL for

Physical Science, whichever is less. Add a result from the Tech Level Modifier
Table.

TLO: Use of "found" materials in construction (wood, stone, bone and
hides).

TU: Bronze working, hard woods, quarried stone.
TL2: Iron working, fine carving of quarried stone, cement and concrete.
TL3: Improved iron working, soft steels. Reinforced concrete becomes pos-

sible, although it is more likely to appear once hard steels are available (at
TLA-5).

TIA: Hard stecb, advanced masonry techniques.
TL5: Large-scale production of hard sleels, allowing their use as structural

members.
TL6: Versatile metal alloys. plastics and other synthetic materials.
TL7: Light composite materials, advanced ceramics.
TL8: Composite laminate materials. Earliest experiments with nano­

technology.
TL9: Crystalline iron and other stlper-strong allotropes of industrial metals.
TLlO: Gravitic manipulation allows the creation of superdense materials.

Nanotechnology finally becomes practical for industrial applications, although
these are very limited. Long-standing predictions of a "nanotech revolution" fail
to materialize.

TLl J: Techniques for reinforcing the electron bonds in superdense materiaL
increasing its strength further. Industrial nanotechnology spreads into new appli­
cations, reducing production costs for many items and producing new materials.

TLJ 2: Incremental improvements in structural materials and nano­
technology.

Energy
The base TL for this applied area is the base TL for the world. the ATL for

Physical Science, or the ATL for Materials, whichever is least. Add a result from
the Tech Level Modifier Table.

TLO: All work is driven by muscle power, including thc cnergy of domesti­
cated animals and slave labor.

TLl: Early water wheels used for irrigation.
TL2: Advanced water wheels, including complex mechanisms to drive mills

or other equipment.
IL3: Windmills.
T1A: Mechanical means for energy storage (clockwork).
TL5: Steam engines, followed by the exploitation of wood and coal for fuel.

Electrical energy appears late in the period, transmitted through local power
grids and stored using simple chemical batteries.

TL6: Internal combustion engine appears and causes large-scale exploitation
of oil and natural gas takes place. Electric power grids cover large urban areas
and begin to reach the countryside.

TL7: Fission power plants and radiothennal generators. Electric power grids
reach continental scale. Energy storage includes advanced chemical batteries
and fuel cells.

TL8: Advanced radiothermal generators (NPUs). Solar power becomes
practical, especially in space. Microwave beamed power. Superconducting mate­
rials make power transmission much more efficient and lead to the development
of advanced power cells.

CULTURES

Legal Structure
[Continued}

Public Safety: Mosl governments regu­
late the possession or u.~ of item.~ which
can cause injury or death. Perhaps people
must prove th:u they are competent drivcrs
before they may he licen~ed to operatc a
vehicle. Weapons can also be rcgulaled
for similar rea~ons. The higher the Cootrol
Rating, the more restrictions arc placed on
weapon ownership and usc.

/;.cOIwm;c Actil'iry: Most governments
also regulate cconomic ul.:tivity by lhe citi­
zens. At tow CR, the government mOlY
simply enforce l.:onlrJ.cts or prevent fraud
or deception in business affairs. At higher
CR. the stale may regulate how businesses
operate. requiring licenses or permits or
even prohibiting certain kinds of trode. At
very high CR. the state may effectively
run all businesses. deciding for each citi­
zen what work he must do and what pay
he can expect for it.

Ta,xation also comes under the heading
of economic law. A low CR here mean~

that taxes are light and fair. A.~ CR
increi\ses. the ~tate demands more and
more revenne. and may use the tax laws to
reward or punish ccnain kinds of econom­
ic activity. At very high CR, taxes arc
crushingly hcavy, to the point where the
state is the primary bcncfieiary of cvery
economic transaction.

Perso/lal Freedom: Every l:itizen
makes choices that don't obviously llffccl
thl: physical safety of olhers and don't
have a l:kar el:OllOlllic aspect. Laws
regarding personal freedom affect these
choices: what opiniolls to hold and
express, what materials to read. what reli­
gion to practice, who to associate with.
where to travel, what leisure activities to
enjoy.

At low CR. the state doesn't regulate
these activities. and may instead enforce
laws that guarantee Ihe citilen consider­
able personal privacy. At higher CR, the
state takes greater and greater interest in
personal libl'.nie~, pos~ihly Iracking the
activilie~ of the citizcnry. possibly restrict­
ing some of them. At very high CR, the
citizen has no rights of privacy against the
stale, and any kind of activity can be con­
sidered criminal.

Civil Law: Most states recugni.:e a
wide variety of al:tions which are not
criminal, but which constitute a violation
of oue citilCu's rights by another. Oue of
the government's roles is as an arbiter ill
such disputes. Civitlaw details the ground
rules under which such conflicts are
resolved.

fullinued on next page ..



At low CR., there may be little- concept
of civil law at aU. The govemment will
only interest itself in eriminaJ actions, and
allow citizens to resolve their own dis­
putes in whatever noncriminal manDcr
they wish. As CR rises. the government
involves itself more in civil disputcs, sct­
ting up a code by whieh those whu harm
others must make restitution. At some
poin!. the com:cpt of Mpunitive damages"
ariscs. This allows the plaintiff to demand
more tban simple n:stitution would
require, so as to punish the defendant for
his actions. At high CR, punitive damages
can vastly outweigh restitution, and tbe
slate may collect part of each settlement
for its own purposes_

We assume that the CR generated in
ChDpter S always matches the level of
control for Public Safety. The rules for
determining what weapons are legal for
any given CR are estahlished elsewhere
(see p. S54). To gener.ue varying CR for
the ()(her three categories, mil 3d for each
on the Law Variation Table. Add the
re.~ulting modifier to the base CR for the
society (minimum 0, ma..timum 6).

Law Vanation Table
Roll (3d) Modifier
3 -4
4 -3
5-6 -2
7·8 -I
9-12 +0
13-14 +1
15-16 +2
17 +3
18 +4

"How many Scouts does ie
tska eo find a lighe bulb?"

-Anonymous

Progress

T
he main text includes rules for deter­
mining tbc auTent slate of a world's
technulugical accomplishment. The

TrtJI'eIler univene isn't slatic, however.
Worlds are always making technological
advances, while others lose the technical
knowledge they have. What determines
the rate at which prog:re¥l takes place?

Conrillued Off nextpjJ8~ . ..

TL9: First fu~ion power plants. Energy grids have become global in scope.
TL/O.- Advanced fusion power plants have become the backbone of the

planetary energy economy.
TLll.- Incremental improvements in fusion power technology.
TL12: First large~scale production of antimatter. The new material has

indusLrial uses, but is very expensive and strictly controlled. Antimauer·based
power is not yCI practical.

Information
The ba.~e TL for this applied area is the base TL for the world, or the ATL

for Materials, whichever is less. Add a result from the Tech Level Modifier
Table.

TUJ: Communication by runner, with memorized messages and oral tradi~

tion. Whole-number mathematics.
TL1: Writing is used almost exclusively by social elites for record-keeping.

Rational-number arithmetic.
TL2: True literacy appears, as writing is used for many purposes other ilian

simple record-keeping. Incremental improvements in mathematics, often includ­
ing a systematic study of geometry and fonnal logic.

T13: Block printing, too cumbersome 10 have broad impact. Algebra and
uigonometry.

TIA: MOV"dble-type printing, making printed material cheap and common­
place. Long·distance communication supplemented by organized semaphore
networks. Development of calculus.

TL5: Mechanized printing devices make prinled material Ubiquitous.
Personal printing devices (typewriters). Mechanical calculating devices_ Long­
distance communications via electric signals (telegraph and voice telephone).

Tl..6: Radio telegraph and voice tnmsmission. Massive electrical calculating
devices for specialized applications.

TL7: Programmable electronic computers, rapidly becoming small and
cheap enough to allow personal use on the desktop. Advanced radio communi­
cations include radio telephony, image transmission ("television"), satellile
relays, and digital signaling.

TL8: Almost every device has a small, speciali:l.txl computer in it ("ubiqui­
tous computing"). Computers can be programmed in high-level languages that
approach the ease of natural language. Meanwhile, computers can be used (not
programmed) in natural language via smooili voice recognition and rcal·liOle
linguistic transcription. Fiber-optic networks and digital sil"TJlals arc applied 10 a
global information network. Personal image Iransmission (videophone, nat­
screen TV).

TL9: Linguistic interfaces improve, allowing computers to be prograrrullcd
exclusively in natural language. Computers are capable of reasonable linguistic
inlerpretation. Holographic (''three-V'') telephones and media.

TUO: Artificial intelligence makes computers capable of some of the samc
scU·programming capability and flexibility as biological intelligence (self­
awarcness is not yet possible).

TLll.- Real-time linguistic analysis and translation. Small computer brdins
of roughly human intelligence, allowing the construction of convincing
humanoid robolS. Experimenlal meson communications.

TL12: "Pscudo·rcalily" computers allow the perfect simulation of physical
reality and living personalities. First experiments with true machine conscious­
ness. Common meson communications.

CULTURES



Vehicles
The base TL for this applied area is the base TL for the world, the ATL for

Materials, or the ATL for Energy. whichever is least Add a result from the Tech
Level Modifier Table.

TLO: All1and travel is on foot, possibly with the help of draft animals.
Water travel is by raft or canoe.

TLJ: The wheel allows draft animals to pull carts or chariots. Small rowed
ships and single-masted sailing ships can cross shOtt stretches of open water.

TL2: Road networks and bridges. L(:\rgc. specialized rowed ships (lriremes,
galleys) and double-masted sailing ships.

TL3: Incremental improvements in land transport (improved animal harness,
animal shoeing, and so on). Sailing vessels now strike oul across open ocean,
although navigational methods are slill rudimentary. Some cultures begin experi­
menting with rockets and kites.

TL4: fast long-distance travel by coach. Sailing vessels use complex square­
rigging techniques. Dead-reckoning navigation leads to long-distance voyages
of discovery. first theoretical designs for simple aircraft.

1'L5: Steam power revolutionizes transport. Railroad lines arc supplemented
by fast stagecoach service in frontier areas. Steam-powered ships replace sailing
vessels for short-distance applications. Precise navigation makes planet-wide sea
transport routine. Hot-air balloons and experimental propeller aircraft.

TL6: Fast railways and electric trains. Personal automobiles. Tracked vehi­
cles, usually restricted to military applications. Massive steam-powered sea ves­
sels, supplemented by the first practical submersibles. Advanced balloons and
dirigibles become practical for slow, long-range applications. Advanced pro­
peller-driven aircraft, supplemented late in the period by jet aircraft. First subor­
bital rockeL<;.

TL7: Advanced automobiles. Ocean-going vessels and submersibles use
nuclear power. Hovercraft and hydrofoils for specialized purposes. Jet aircraft
dominate air transport. with some models attaining supersonic speeds. Manned
orbital rockets allow exploration of near-planetary space. Some cultures experi­
ment with nuclear-powered spacecraft (the "Orion" concept).

TL8: Electric automobiles. Incremental improvements in water-transport
technology. including "triphibian" vehicles. Hypersonic and semi-ballistic air­
craft. Lighlsails and practical fission and ion drives allow manned interplanetary
missions. Some cultures refine the Orion drive to reach the planets quickly. New
advances in physical science lead to experimental "contragrav" vehicles and
reactionless thrusters.

TL9: Ultra-fast rail lines, comparable in speed to hypersonic aircraft but
restricted to unde.q,'Tound tunnels. Personal grav cars. Fusion rockets become
practical, although the new reactionlcss drives are much faster and more effi­
cient. Cultures using the Orion concept begin 10 abandon it at Ihis point. If
jump-space has been discovered, starships will now be possible with the devel­
opment of the jump-l and jump-2 drives.

TUO: Grav vehicles become the basis for all forms of transportation (land.
sea. air and space). Personal grav belts. Jump-capable cultures develop jump·3
drive. Others will attain their first interstellar capability using slowcr-than·Ught
fusion drives.

TLI J: Antimatter rockets appear but are almost never used, being more inef­
ficient (and more dangerous) than reactionless drives. Jump-capable cultures
develop jump-4 and jump-5 drives.

TLJ2: Incremental improvements in maneuver drive technology.
Appearance of jump-6 drive.

On Terra, Ihe Solomani had auained
TLl circa -7500. at the beginning of Ihe
Bronze Age. It look ahout 2000 years for
Ihe first Solomani societies to reach TL2.
aOOm 1500 years after that to attain TL3.
and ahoUl 1000 years again 10 achievc
TlA. This kind of progression is typical
for pre-industrial societies. in whieh inno­
vation is a very slow and unl:ertain
process. Whole civilizations t.:an rise and
fall without making mort: thall superficial
changes to the same g<:nerul s<:t of tech­
nologies.

After reaching TL4. the Solomani
<:ntercd a period of rapid technical
progress that is nearly without precedent in
human history. TItis progress centered on
the civilization of Western Europe. whieh
had several unusual fe:nures. Europe was
divided among many competing nations,
each of which had its own language and
(to some extenl) iL~ own culture, incompat­
ible with the other.\. The.\e national divi­
sions were large enough to develop s!Tong
loc31 cullUres. but too small for anyone of
them to dominatc the othcrs. This division
forced thc Europeans to conslanlly look
for advantage ovcr each othcr. preferably
an "cdge" thaI even 5mall natiuns could
exploit againsl larg<: olles. Such advan­
tages were oflcn t<:l:hnologit.:al in nature.
Furthcrmor<:. the fact Ihat Europe was
divided cnsured that if progress was stifled
by on<: short-sighted government. it would
I:ontinu<: unabated elsewhere. Division
also brought about diversity in ideas and
viewpoints. Finally. European civilization
had recently given rise to the so-called
"Enlightenment." a philosophical move­
ment which emphasized rational inquiry
and the colleclion of knowledge. All these
factors combined to produce (he a~toni~h­

ing Solom3ni flowering.
Earth went from TL4 to TL9 in thc

space of only 600 years. wilh most of that
progre~~ taking placc in the last 200. At
that point. the Solomani encountercd thc
First Imperium. Thc stres5 of thc
Interstellar Wars pushed Ihe Solomani
into auaining a slight advantagl: ov<:r the
Vilani, reaching TLIO ufl!.:r about 100
ycurs at TL9. Further technical progress
slowed draslically once the Interstellar
War5 w!.:re over. Terra and its nearest
I:olonit::> had come under a unified govern­
ment during tJle wars. and once the ques­
tion of immediate survival was over the
governing elite lost interest in rapid tech­
nological change. Meanwhile. tbe
Solomani who sellled the fonner Imperial
worlds had too much to do just exploring
and administering their new realm. The
Rule of Man remained al TLlO until its
end.

GOnrinuLd on n~XIpag~ • ..
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Progress
[Continued]

In comparison. lhc Vila"i riD! reached
TL9 about -9300. Vilani ascendancy in
the gala.'ty lasted for O\'Cf S('I'tn thuusand
}'~Qrs, during which tilll~ they never
advanced beyond late TL9. Admincdly.
the Vilani arc unusually conservative, but
even so such a long period without signifi­
cant progress demlll\ds explanation.
Certainly the Vilan; enjoyed none of the
factors that drove Solom:mi innovation.
Tbey were culturally unified from a very
early period. and thdr civiliz:lIion pm a
much higher value on consct'\'ing knowl·
edge tMn on extending il. Some historians
speculate that every society has a narum
limit to its technical or cultural progress,
which will only be exceeded in very
unusual circumstances. Jr this theory is
Irue, then rerhaps the pre-contact
Solonuni civili1.atiOfl simply tud a broad­
er n;l{ur31 limit th3n did Old Vilani
culture.

Technologies beyond TLiO appear to
be difficult to reach. At the end or the
Long Night, the Third Imperium had
regained access to TLJO technology. It
allaincd TLI I artcr the Civil War period.
and TLl2 about 1000. Most scientists pre­
dict that TLl3 will not be available ror
centuries. barring unexpected break­
throughs in severnl key nrc3s (or contact
with a presently unknown civilization
with higher technology). In some respects.
the Third Imperium is not:l terribly innov­
ative civiliz3tion. The Vilani innuenee is
doubtless imponanr in keeping change
under cOntrol. Pun her. it's dirfieult for
scientists to exchange results when sepa­
r:ued by many parsecs - especially when
so many of the hest are in Imperial or
megacorporate employment. unabk to
share their wnrk freely.

There is one example or rapid human
technical progress that puts cwn carly
Solomani civili;t.lltiun in the Sh3dc. The
dominant eivilil.atiOIl on Darrian had
reached early TI.5 by about-1500. At that
point. a ~mall group of Solom::mi arrived.
neting the chaos that followed the col­
lapse of the Rule of M:ln. 11le Solomani
blended into Darri:lJl sociely quickly. shar­
ing their advanced technology. As a result,
the Darrians zoomed from TLS 10 TLJ3 in
less than 600 years. Bad the Maghiz. nOI
occurred. Ihey would probably have
advanced even funher.

Conlinued QfI next page . .•

"Courier Service members. . . tend to cultivate an image as
rakish adventurers, daring any peril to deliver the vital data or
packages entrusted to them. In reality. their job is only
occasionally dangerous, and is sometimes almost as dull as
that of an Xboat pilot. "

- Colonel Robert L. Wyssarban, Security Branch

Weapons
The base TL for this applied area is the base TL for me world, me ATL for

Materials, or me ATL for Energy, whichevcr is leasl. Add a result from me Tech
Level Modifier Table.

TW: Stone knives, stone-pointcd spears and arrows.
TLl: Bronze stabbing swords and spear points. The composite bow becomes

the primary battlefield weapon, possibly wieldcd by chariotry. Spring-powered
stone-and bolt-throwers.

TL2: Iron replaces bronze, leading to a revolution in military styles as more
people can afford weapons. Mass tactics (phalanx and legion) evolve. Torsion­
powered catapults.

TL3: Steel weapons. Counterweight-powered engines (lrebuchets). A few
crude gunpowder cannon (bombards) appear late in me period.

TL4: Black-powder weapons (matchlocks and Ointlocks). Mass tactics
involve techniques for managing volley fire). Cannons are now standard heavy
artillery.

TL5: Percussion-cap wenpons, far more accurate and reliable (revolvers,
rifles, repeating rifles). Machine guns and heavy cannon. Abandonment of the
old volley-fire techniques of mass combat, forcing a more open order and
greater reliance on mobility.

TL6: Powerful smokeless-powder weapons, along with full-automatic
weapons for small-unit support. Advanced indirect-fire techniques. Self-pro­
pelled guns (tanks). Large air-dropped explosives, including (late in the period)
fission bombs.

TL7: Small-arms technology continues to advance. Advanced AFVs domi­
nate the battlefield, with air and infantry support. Fusion and enhanced-radiation
bombs.

TL8: Caseless ammunition. Energy weapons appear in the heavy-support
role (laser and particle cannon). Experimental laser small-arms are produced late
in the period.

TL9: The "firearm" attains its full maturity with advanced caseless-ammuni­
tion weapons (the ACR). Laser weapons become more common on me small­
unit scale. Exoskeletons producc "powered infantry" units. Plasma cannon.

TLJO: Laser and gauss rines become the standard infantry weapon, while
plasma rines (PGMP) enter use for squad support. Advanced (X-ray) lasers.
Full-coverage powered armor. Heavy artillery includes fusion guns. Nuclear
weapons suddenly go into decline wim the appearance of the battlefield nuclear
damper.

TL/ J: Fusion guns (FGMP) appear in the squad·support Tolc. Powered
armor continues to improve. Antimatter warheads replace the ncar-obsoletc fis­
sion or fusion bombs.

TL/2: Incremental improvement in all weapons systems. Experimental
neural weapons and stunners, not generally used in military applications. Black­
globe: technology is sometimes applied in deep-space combat.
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BIOLOGICAL TECHNOLOGIES

Biological Science
The base TL for Ihis theoretical area is the base TL for the world. if the

lmpons TL is higher than the local base TL, add half the difference (rounded
down). Add a result from the Tech Level Modifier Table.

TW: Useful animals and plants are domesticated. Basic principles of animal
husbandry andlor agriculrure.

TLJ: Selective breeding of domesticated species for desired characteristics,
probably with uncontrolled side effects.

1U: Basic understanding of anatomy, possibly more detailed for animal
than for sentient species. First formal description of the art of medical diagnosis.

TL3: incremental improvements in anatomy and physiology. Crude sciences
of chemistry (alchemy) and pharmacology.

TLA: Further incremental advances in biological untlerstanding. Discovery
of microorganisms, and of the cellular structure of living tissue.

TL5: Theories of heredity and evolution put biology on a rigoruu:) fooling.
Early cell biology. Genu theory of infectious disease.

TL6: Biochemistry. Discovery of viroses. Growing awareness of the nature
of ecosystems.

TL7: Discovery of DNA (or the local equivalent), allowing crude genome
mapping. Experimental genetic engineering.

1/..8: Genome mapping extends even to complex organisms. Complex genet·
ic therapies. experimental genn-line engineering. Systems ecology (detailed
understanding of specific ecosystems).

TL9: Full theory of genetic morphology allows radical modification of
species. First integration of mechanical implants with peripheral or sensory
nerves. Experimental nanosurgery.

TLlO: PmeLical nanosurgery. First brain implants. Partial theory of aging.
TLl J: Theory of memory. Full understanding of the brain's mechanisms.
TLl2: FuJI understanding of the body's immune systems and aging process.

CULTURES
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[Continued]

The Danian case is of cxtreme interest
10 historians, who point out that many of
Ihc cultural factol"5 present in Western
Europe II few ceoturies earlier were also
pre~nt on Darrian. Daman cullure was
inho::n:lllly rationaL interested in extending
the boundaries of knowledge. The arrival
of tJlC Solomani. with all of their diverse
cultural background, broughl a flood of
new ideas and inspiration. Finally. {he
Darrians were intensely compelitive in
{heir inte(lcc{ual pursuits. Indeed, Ihe fact
that 'hey normally avoided de~truetivc

warfare meant {hal Ihi~ competition may
have been even more effective in promot­
ing {echnical innovation. Aftcr all, Damun
~cienli~ls and enginccrs didn't have 10
worry about flceing from a wur or Ull oUI­
break of lotalitarian govcrnment.

Economic Customs

E
vcry human socicty engages in eco­
nomic activity of some kind. using
Ihe avuilublt: mllural resources to pro

vide basic m:c:us and luxuries. Cuslom5
exist to hdp members of the society to
(;l)operate on work projects. Other cus­
toms deal with the division of labor - men
may do one kind of work, women llnother,
children or the elderly may have other
roles. and 50 on. How goods are ilis{rih­
uted also comes under local cusTom. Most
socielies have some concepl of propeny
rights, defining who own~ (or who con­
trols) whal Ihings_ Re.sidence rule.s lay OUI
who may live where, and how elaborate a
dwelling they may have.

Exchange of goods or services
involves ill! own system of customs, defer­
mining what things may be traded alld
whal may not, as wcll as bow ncgotiations
arc carried ouL Most cultwtS also have a
set of gift-<:xchange cooventions. Customs
involving lIle exchange of resources are
uRen highly charged, since they tie in 10
quc:stions of survival. In any culture. il ca.n
be very easy to insult someone by imply­
ing that they don't follow local nolions of
generosity or fairness.

Conrim~dOllllext page . ..



[Continued]

Kinship customs often control how
property is handled wilhin II family or
descent group. In some cultures. property
is nol held by individuals. The currenl
leader of II des(;cnt group may coolrol
property. but it is own.:d by the group as a
whole. In other societies. property can be
inherited along lines of descent. When this
happens. the question ;nises of how 10
di\'ide an inheritance. Some socielies
di"idc prOpt'ny ~u3l1y between all possi.
ble hein. possibly by contributing
resources to the children as they marry
:lod form their own households. Olhers
apply a principle of prillwgt'lIitllrt, in
which the first-born heir alw:J)'$ rcccl'"CS
the best share of family propcrt)'. ADmhcr
inhuilancc system is ,h:1I of IIltimogt'ni­
1/1,... in .....hich t~ .'"(1/lIlgt'st heir rcccl,"\,.'S
the b;:SI sh3fe. This s)'su:m is nfll;n li~ lu
3 nmion Ih31 the youngesl child should be
lho: one 10 Slay in Ihc household ::Iud care
for 3gcd parents. rccdyiny the corc of lhe
inhcril::lncc in cxch3nge.

AAed~alTechnoIDgy

The base TL for this applied area is the base TL for the world or the ATL for
Biological Science, whichever is less. Add a result from the Tech Level Modifier
Table.

TLO: Shamanistic medicine. herbal ism.
TLI: Advanced herbalism. crude surgery.
TL2: First formal description of medical diagnosis. Medical knowledge is

recorded and expanded through empirical observation.
TL3: Incremental improvements in medical diagnosis and treatment.
TL4: Further incremental advances in medicine.
TL5: Experimental vnccination techniques. Reliable anesthetics and antisep­

tics make radical surgery pmctical for the first time.
TL6: Mass vaccination techniques. Development of antibiotics lead to the

first reliable cures for disease. Rapid development of surgical techniques.
Workable prosthetic limbs.

TL7: Advanced antibiotics. Eradication of specific infectious diseases
through universal vaccination. Invasive surgery reaches its highest level of
development. Major organ transplants, surgical reattachment of limbs.
Experimental genetic ther.apies.

TL8: Lasers and microprobes make surgery minimally invasive. allowing
greater efficiency and very rapid recovery. full genetic screening and complex
genetic therapies. Previously unknown infectious diseases can be analyzt.:d and
cured quicldy.

TL9: Experimental nanosurgical techniques. Mechanical implants can be
integr<1ted with peripheral or sensory nerves. allowing a variety of bionic
replacement organs. Clone transplants arc aVilihtblc.

TUO: Practical nanosurgcry (still too expensive for widespread usc). Partial
panimmunity. Neural impl<JIlts can interface directly with the brain, treating cer­
tain kinds of mental dysfunction. Cheap. reliable clone transplants.

TU J: Brain implants can llugment natural brain functions or modify an
existing pcrsonality. Mcmories can be erased. implanted or modified. Crude
antiagathic treatments.

TL/2: Total panimmunity. reliable antiagathic trealments.

Environment
The base TL for this applied area is the base TL for the world, the ATL for

Biological Science, or the ATL for Materials. whichever is least. Add a result
from the Tech Level Modifier Table.

TLO: Hunting cultures may overhunt certain game animals to extinction.
Primitivc agriculture. Villages and towns (pR 3).

TLJ: Cities (PR 4) and large-scale irrigation projects.
TL2: Large cities (PR 5), aqueducts and canals. De1ibcnltc deforestation and

swamp drainage to increase agricultural land.
TL3: Advanced agricultural techniques (crop rotation. crude fertilization).
TL4: Incremental impro\'ements in agriculture and city planning.
TL5: Improvcd sanitation allows very large cities (PR 6).
TL6: Skyscrapers. Crude wcather prediction. Conservationist ethic.
TLl: Megalopolitan areas appc:lr. as mass transit allows rapid expansion of

suburbs. First space stations. Advancec.l weather prediction. Environmentalism.
TL8: Arcologies. Large orbital settlements. with ncar-complete recycling

efficiency. Crude weather control. long-term climate prediction. Experiments in
reconstructing damaged ecosystems.

CULTURES



TL9.- Orbital and deep-space settlements with complete recycling eflicicncy
(microworlds). Similar techniques make arcologies common in crowded plane­
tary urban centers. Practical weather control. Terraforming can cause gradual
change in planetary environments.

TUO: Gravitic support of large buildings. Grav technology allows stationary
"floating cities" late in the period. Advanced weather control. Incremental
advances in terraforming techniques. advanced ecosystem reconstruction.

TLJ 1.- Advances in grav technology allow mobile "floating cities." Further
incremental advances in terraforming. Whole ecosystems can now be created
from scratch ("ecopoiesis").

TLJ2: Terraforming can produce radical and (relatively) fast change in plan­
etary environments.

WORLO HISTORY
Any world which is going to be of importance to the campaign is likely to

need a ';back story," explaining how the planet was settled and what events have
taken place during its history. This back story can help the OM to come up with
adventure seeds for the planet, and can help him roleplay natives convincingly.

Naturally, the history of any world depends on the history of the overall
campaign. Here we will give a procedure to sketch out the history of worlds in
the standard setting for GURPS Traveller (i.e., the Third Imperium, about Year
1120). These tables will be most applicable to worlds which were part of the
Vilani Empire and the Rule of Man, as well as the Third Imperium. GMs should
feel frcc to usc this as a guide for developing similar procedures for their own
campaigns, or for other parts of the Third Imperium setting.

Original Settlement
Previous steps will have revealed whether a given world is the homeworld

for a sentient species. If so, then the "original settlement" of the planet was long
before even the First Lmperium. Otherwise, the planet was at some point colo­
nized from elsewhere. Roll 3d on the Settlement Date Table to determine when
this happened. Modifiers: subtract the planet's PR, +2 if the planet is not an
Eden world, +2 if the nearest other world is 2 parsecs away, +6 if the nearest
other world is 3 or more parsecs away.

Hvgienic Customs

Tbe fact that human beings live close
together in sheltered areas forces us to
be careful of our personal grooming

and cleanliness. Most societies have some
concept of personal deanliness. Fuud
taboos arc common. causillg certain foods
to be avoidcd (or others to be required).
lntmdeating substaJlces are often the sub­
ject of elaborate customs. which some­
times forbid their use entirely. or at other
times make use of them during social or
religious rituals.

In many societies. physical cle:l.nliness
extends to a concept of spiritual clennli­
ness or ritual purity. Pol/llliol! occurs
when the individual touches a ritually
impure object or person. Biological func­
tions are usually associated with pollution:
eating. elimination, sex. menstruation.
childbinh. and death. When an individual
is polluted. he must undergo a ritual
cleansing designed to place him bad, in
hi~ proper relationship wim the divine. In
extreme cases. there may be some fonn of
pollution associated with almust every
activity. forcing individuals 10 accompany
eyery actiun with a small ritual.

When health fails. 0.11 cultures practice
sume (unn of formal medicine. All human
cultures have some kind of pharmacology,
and an array of surgical techniques.
Childbirth is especially important to the
continuation of the family and society. so
all cultures develop customs regarding
how childbinh is handled and how a new
mother and child are to be cared for.

All cultures evolve a ~et of rituals
around dealh and the process of dying.
Such customs dictale how dying people
are treated. how the newly dead arc
mourned, and how corpses arc disposed
of. The~e traditions arc often interwoven
w;lh Ihe society's dominant religious
beliefs.

"Why did I take a transfer
to Exploration? We/l, a
Marquis once asked me
why his interests should
take second place to
those of a population of,
quote, savages, unquote.
I told him. It wasn't long
before a field tour
sounded like a good idea. "

- overheard in an
/ISS base commissary

CULTURES



Settlement Date Table
Roll [3d) Time of Settlement
2 or less
3-4
5
6-7
8-9
1<i-ll
12
13 or mon:

First Imperium
Second Imperium
Long Night
Third Imperium (0-299)
Third Imperium (300-599)
Third Imperium (600-899)
Third Imperium (900-1049)
Third Imperium (1050 or later)

CULTURES

-2 or less
-1
o
1
2--3
4-5
6-7
8
9
10
11
12
13 or more

Long Night Events Table
Roll [3d) Events

Significant growth and technological advancement
Moderate growth with most technology retained.
Population and economy remain stable.
Gradual decline in e<>pulation.
External attacks reduce population.
Technological faiJ~ reduc~ PEPuJation.
Social collapse reduces population.
Natural disaster reduces population.
Population evacuated to ~otber world.
Population wiped out by external attacks.
Population wiped out by technological failure.
Pupulation wipcd out during social collapse.
Population wiped out by n~tur~disaster.

The Long Night
If a planct was first settled during the Vilani Empire or the Rule of Man, it

will havc suffered the effects of the Long Night (from Year -1776 to Year 0).
Roll 3d or choose a result from the Long Night Events Table. Modifiers: sub­
tnlct thc planet's PR, +2 if the planet is not an Eden world. If the result indicates
that the planet's population was "wiped Out" or "evacuated:' then the world
must have been rc-colonizcd by the Third Imperium.

Recreational
Customs

Every human culture seems to develop
distinctive ways 10 spend leisure lime.
Athletic sports Me common. although

some societies have no Indition of indi­
vidual athletics (others may have no team
sports). For that maner. some societies
have no comp~/itiv~ ",pons, valuing the
game itself more fhan the viclOry.

All cullures have their own danc<:s.
game.\, and feasting customs. Humor
&Urns 10 be anolhcr universal. althuugh
what one cuhurc considers funny will
orten leave ouuidcrs cold.

Humans enjoy s~nding time in each
olber's company. Every culture has visit­
ing cusloms, setting out limes and places
for people to socialize. Traditions of hos­
pitaJity t1dine how guests must be treated,
and how they must behave while visiting.
Hospit.D.1ity usually involves the sharing of
food or other comforts. or an exchange of
gifts. These exchnnges CM be highly ritu­
alized. and difficult for an outsider to han­
dle without giving insult

Another aspect of l()Cal culture is the
prevailing style in decoration. Humans
seem to need In decnrate their homes and
their possessions, adding hcauty or sym­
bolic impnnance to everyday things.
Human~ also decorate themselves, using
Clothing, hairstyles, jewelry, or physical
mutilalion to pursue a local idcal of per­
sonal attractiveness. Personal decoration
can be a status symbol, as upper-class
individuB.ls wear more elaborate costumes
or groom themselves in such a way as to
demonstrate freedom from manu31 labor.
In more egaliwian societies, upper-class
individuals may avoid elaborate personal
adornment so that they can appear to be
"ordinary." Styles of personal adornment
are amoDg the customs tbat will be
noticed 3lmost immediately by any OUI­
sider, 3.lthougb understonding !hose styles
may take much longer.



The Early Imperium
If a planet was settled (or abandoned and resettled) before about Year 600. it

will have taken part in the coalescence of the Third Imperium. Roll 3d twice or
choose two results from the Early Imperium Evenlll Table.

Early Imperium Events Table
Events
Major center of activity (subsector capital).
Minor cenlcr of activity (scout or naval base).
Imperial integration was smooth and cordial.
World established secondary colonies.
Period of unusual cultural advancement
Period of rapid technological advancement.
Period of unusual economic prosperity.
Roll twice on this table.
World had a legendary leader.
Period of internal warfare and revolution.
Period of conllicl wilh a neighboring world.
World was battle zone during major inlerstellar war.
Original social or political structure collapsed.
Integration after long series of minor conflicts.
Integration after major or devastating conflict.
Devastating natural disaster.

Roll [3d]
3
4
5
6
7
8
9
10
II
12
13
14
15
16
17
18

Recent Events
If a settlement is only a few years old,

it won't have gone through any significant
historical events as yet (the colonislS are
still busy settling into their new world).
The OM may roll 3d on the Recent Events
Table, one or more times depending on
how "exciting" he wants recent history to
have been. The resulting events will have
taken place within the last two generations
(abolll50 years).

Metaphysical
Concerns

E
very human culture develops its own
set of beliefs about the universe
llTound it. Cosmological beliefs

involve the nature of the universe: why it
l::xiSIS, how it is structured, what powers
cause events to happen, and so on.
Eschatological beliefs involve destinies
and "last things." such as the nature of
death or the f<'lte of Ihe world. Meanwhile,
most societies h<'lve beliefs ahout human
n:llure, such as a concept of the soul.

Naturally. every society has beliefs
about how human beings can influence
events. To predict the futur"C. methods of
divination are developed. some of these
leading to omen-interpretation or "luck
supentitions.·'

CULTURES

To actually direct the future. most
SClCieties develop some system of magic.
hnping (0 influence the supernatural
beings or other "powers" lhat arc: bl:licved
to cause events. These systems of ritual
magic can become very elaborate. shading
into systems of religious ritual. Even tech­
nically advanced societies have their own
superstitions and religious beliefs.

GURPS Rrligion includes an eXlen­
sive discussion of various systems of mag­
ical and religious belief. Any GM interest­
ed in developing unique metaphysical
beliefs for his alien cultures should refer
to that book..

Natural disaster.
War with anol.her world or society.
Civil war or insurrection.
Economic depression.
Minor economic depression or recession.
A strong or heroic leader boosts public confidence.
Period of economic prosperity.
Roll nvice on this table.
Period of cultural advancement.
A series of scandals reduces public confidence.
A weak or unwise leader reduces public confidence.
OUlbreak of social protests and political activism.
Outbreak. of terrorism or other civil violence.
Massive riots and civil disorder.
Major new political, social or religious movement.

Recent Events Table
Roll (3d) Event

3
4
5
6
7
8
9
10
11
12
13
14
15
16

17-18
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What's the
Difference?

In the Third Imperium. the popular
image of !he Scout Service is as a band
of intrepid explorers. bm the truth of

the maw:r is thaI the lISS does a great
deal more Ju,...·cy work than actual explo­
ration. The Service m31.:cs :I clear distinc­
lion between the IWO concepts.

E.xploratioll involves the investigation
of genuinely new and unknown terriln!)',
Ex.plorcrs may have a rough map of a star
system. from vel)' old Iibr.ll)' data or from
remote observations. but thai is all. Theil­
job is to gain a working knowledge of the
slar system and its cOOtenlS. from scralch.
Th..:y discun:r system bodies. place navi­
gation beacons where none exist. visit
habitable pia.lIt:ts for the first time. open
contact with the natives. Explorers must
be prepared for anything.

SlIn"'y involves the mapping of territo­
ry that is already (more or less) well­
known. When an IISS survcy ship cnters ~

star system. it already has a map thaI i~

oomlally 00 more than a few decades old.
It expects to find na\'igalion:ll beacons
already in place. The work involves veri­
fying dCl3ils, updaling m:lp!i, and replac­
ing worn-oul heaeons. N:lturally. condi­
tions tlo change between surveys in cvery
St3r system. e.~pecially if it is inhabited.
Such changes lend to be incremental
r:llher Ih:ln radical. Surveyors rardy fal;<;:
(or :Ire prepared for) surprises.

Exptorers will usc all the pnx:edures in
this chapter. Surveyors will oftelL stop
with a surface map of major worlds. gath­
ered from orbit. If surveyors visit an
inhabited world, it is usually as a courtesy
call or for shore leave.

Many of the information-gathering tasks described in this chapter are lIIu..'er­

lain in nature. The character undertaking them can never be completely certain
that he has succeeded or failed. The simplest way to handle such tasks is for the
GM to make skill rolls for the players in secret (see p. B87). On a success, he
will truthfully tell me players part or all of me infonnation they are looking for.
On a failure, he can conceal the truth or even mislead the players.

Bear in mind mat players' tolerance for "scientific roleplaying" will vary.
Some will find the gathering of scientific information interesting, especially if
the GM avoids making it a dry die-rolling exercise. Others will want to skip to
the action. The following should be considered suggested rules for playing out
IISS activities. TIle GM should feel free to abstract or skip as much as he pleas­
es to satisfy his players' taste.

SURVEY OPERATIONS
Survey operations involve a general evaluation and mapping of the worlds in

a target star system. Many of the tasks involved in a system survey require using
Electronics Operation (Sensors) to gather information. and a Scientific skill to
interpret the information. In these cases. make the SenSOrS roll first. On a suc­
cess, the follow-up science skill roll is made unmodificd (with a +3 bonus on a
critical success for Sensors). On a failure, some of the data gamered are incor­
rect. but a correct picture can still be built up with greater difficully. with a
penalty equal to the amount the Sensors roll was missed by. On a critical failure
with Sensors, the follow-up skill roll may not be made until another attcmpt is
made to gather data. Nonnally, any listed modifiers only apply to the science
roll.

SYSTEM DETECTION
Survey operations in a new star system begin long before me scout ship first

jumps into the system. The first step is to get an impression of the contents of
the target star system. This is nonnally done from one or IwO parsecs' distance.

Detecting Planets
Ship-based sensors arc limited in meir ability to detect planets from inter­

stellar distances. A survey ship in night can't use some of the indirect methods
that arc available to planet-based astronomers. The only available method is to
try to capture images of the planels themselves. a difficult task even at high lev­
els of sensor technology. Planets arc small and dim. and they tend to huddle
close to their large, bright primary stars ...

Locating planets will take onc day of observation timc from one set of astro­
nomical instruments (a "survey module" on a starship has four sets, so four
attempts can be made at the same time). To perfonn the actual detection. roll
against Electronics Operation (Sensors). Modifiers: +1 if at I parsec range. -I if
at 2 parsecs. -2 at 3 parsecs. -3 at 4 or 5 parsecs, -4 at 6 parsecs.

SURVEY AND EXPLORATION



If the Sensors roll succeeds, large gas gianLl; (50,000 miles or more in diam·
eter) will be detected. Success by 2 or more will detect small gas giants as well.
A critical success will detect the presence of large terrestrial planets (6,000
miles or more in diameter). The GM should never feel obligated to reveal the
presence of all planets. Some of them may be in positions tbat make them
impossible to detect, behind the primary sLar or presenting an unlighted face to
the observer.

If any planets were detected, roll against Astronomy to produce a rough sys­
tem map. Modifiers: +4 if more than one planet was detected. On a success, the
a<;tronomer can locate the ecliptic plane of the target system (the plane most of
the planets will orbit in). He will also have a rough estimate of the orbit for each
planet sighted.

Detecting Civilizations
Another task that is undertaken al this stage is to "listen" for signs of intelli­

gent life. Detecting a civilization will take one day of observation time from one
set of astronomical instruments. This observation cannot be "piggybacked" with
the work for detecting planets, since the techniques involved are completely dif­
ferent. At interstellar ranges, only civilizations at TL7 and above can be detected
using shipboard instruments.

Roll against Electronics Operation (Sensors) to delect signs of civilization.
Modifiers: +1 if at 1 parsec range,·1 if at 2 parsecs, -2 at 3 parsecs, -3 at 4 or 5
parsecs, -4 at 6 parsecs.

On a success, the scouts will detect any population of at least 10 billion at
TL7, I billion at TL8, 100 milHon at TL9-10, or 30 million at TLl1-l2. If the
Sensors roll is made by a significant margin, smaller populations can be detecl­
cd, down to one·renth the size on a critical success. Also on a critical success,
the process will gather 2d hours of language samples (see PreCOtllaCl
Asse~·~·menl, below). Even if no detectable civilization is present, the GM should
roU for the attempt anyway in case of a critical failure.

SYSTEM MAPPING

When the survey ship jumps into the target system, the crew may have only
a rough idea of what planets are present and where they are. They must immedi­
ately establish their location in the system and pin down the exact positions of
all major bodies. Once that's done, a more detailed study of the system's worlds
can be done.

Establishing Location
This task is nonnally undertaken by the ship's navigator, using a roll against

Astrogation. Modifiers: +4 if the ship has a command bridge, +2 if a rough sys­
tem map is already available (either from library data or from astronomical
observations at interstellar range).

On a success, the ship's position has been established with enough accuracy
to aUow further survey operations to proceed normally. On a failure, the naviga­
tor was inaccurate and all system-mapping skill rolls will be at a -1. On a critical
failure, the inaccuracy is greater (-3 penalty). These penalties will last until the
tirst success in a system-mapping task (the error was noticed and corrected).

Locating Planets
In one sense, mapping a star system from the inside is much harder than

detecting planets from an interstellar distance. From a few parsecs away, it's
easy to know which way to point the telescope. From inside the system, the
entire sky needs to be covered.

SURVEY AND EXPLORATION

The Gory Details

The rules in me main text are a work­
able system for IISS operations.
assuming a scout ship is folluwing

standard procedures usinll the mSlJ"uIl1t:nLS
in ils TLl2 survey module. OMs may
w:,\nt 10 vary the rules under special eir·
cum~lanccs, at other lech leYels, oj' in non­
Imperial campaigns. Hen: an: lhe assump­
tions which can be used to estimate the
difficulty of ellploralion tasks in other
=0>.

To detect or study an 3Slronomical
objl'Ct, sensor contact must be made with
it. This requires a roll against EleclTOnics
Operations (Sensors). The effective skill
used in Ihe roll is modified by [he
Resolution modifier for Ihe sensor suite, a
Size modifier, and a Range modifier. If
the sum of rhese modifiers is -to or less,
the lask cannot be completed no matter
how IUgb the effective skill ;5 (the sensor
just isn't good enough). If Ihe sum of the
modifiers ;~ + I() or more, then sighting uf
the object i~ automatic. a1thuugh the skill
mil should be made anywllY LU dclcnniue
the degree of success.

Rt!:SOIutiUD MocliCier: This modifier is
based un Uti;: Scan factor, as laid out in me
sensor rules from GURPS Vthicla. The
diffcn:nce is mat astronomical instruments
arc uptimized for scientific observation,
aud have a differenl performance profile
UllUI sensors used for weapons targeting.
When the instrumenlS are being used to
affect vehicle action, use the rules from
GURPS Vehicles.

Cuntinu~d onI~ pogt . ..



The Gorv Details
{Continued]

Naked eye: When doing astronomy
using 110 instruments. substitute a Vision
roll for Electronics Operation (Sensors).
The Resolution modifier is +10 (reflecting
the (3et that astronomical objects tend to
be bright against a black background).

Telescopes. Ordinary telescopes :lre
available from TL4 on. They use lenses
and mirrors to gather and focus ligh! for
the human eyc_ Ag3in, substitmc a Vision
roll for Electronics Operation. ]{esolution
modifiers are hased on the magnification
factor of the telescope (actually. several
other properties of the telescope arc
involved as well). A panial table of
Resolution modifiers is below.

If a telescope's magnification is
between two values, use the lower. For
higher magnifications, extend the above
table by adding +6 for every factor of 10
magnification. For example. a telescope
which provides x30 magnification is ten
times better than om: that provides x3. su
its ResolUlion Modifier is 13 + 6 '" +19.

When using a tclt.:seopc to re(lrdJ for
an object thaI ha:>n'tlllrClIdy been sighted.
magnification can be a hindrance (it
reduces the field of view). In this case.
any Resolution bonus due to magnifica.
tion (anything above +10) should be
halved. rounded down. For example. a
telescope which provides x200 magnifica­
tion is being used to search for a specific
planetoid. !Is base Resolution bonus is
+24. The bonus due 10 magnification is
+ 14. which is halved to get +7. For this
search. Ihe Resohllion bonus is only +17.

A(!I'a/u:ed Tld/!.~cOptH: AI TL7 and
above. astronomical inslruments become
far more effective due to electronic light
amplification and digital image enhance­
ment. Assume that the Resolution modifi­
er is the same as for an ordinary telescopl;:
with the slime magnification, but with a
further TL-6 bonus. Double this bonus if
the instrument is Inlined on the same tar­
get for at least one day. The undoubled

~ bonus call be used in search mode.

~ Continued on nut page . ..

To produce a workable system map requires ten days of observations.
Multiple sets of astronomical instruments can be used by a team of astronomers
to reduce this time (two sets require only five days, for example). Roll against
Electronics Operation (Sensors) to locate system objects. Modifiers: +2 if a
rough system map is already available.

The mapping process will automatically detect all of the gas giants. On any­
thing but a critical failure, all of the terrestrial planets will also be detected. On a
success, all large moons in the system will appear. On a critical success, some of
the small moons and larger planetoids will be detected, allowing the placement
of planetoid bells.

The follow-up Astronomy roll is needed to produce a working system map.
On a success, gas giants and terrestrial planets will be immediately identifiable,
and thc GM may revcal the specific type of some terrestrial worlds depending
on thc level of succcss. On a critical succcss, specific world types will be
revcaled. The approx.imate orbital radius will be available for each mapped sys­
tem object, which will yield thc approximate period assuming low orbital ccccn­
tricity. An accurate asscssment of all orbital paramcters for a given object
requires observations over a longer interval, say at least one-Ienth of the orbital
period.

Initial Evaluation
It takes very linle time to establish a planet's general parameters. An hour's

observations with a single set of astronomical instruments will suffice. Roll
against Electronic Operations (Sensors) to use the array properly, then roll
against Planetology (using Ihe appropriate specially) to interpret the results.

Success on this task will yield a great deal of information about the planet:
its exact size; the presence of any small moons; thc planet's rotation period and
axial tilt; ils exact world type; the approximate atmospheric pressure at the sur­
face; the geneml composition of the atTTlosphere (some impurities may be
missed); the approximate hydrographic percentage; the approximate climate
range and weather factor.

IISS expeditions don't always examine every world in a target system close­
ly. Any planet in the babitable zone, however, is likely to gel attention. Standard
procedure is to do an initial evaluation of the planet while still at some distance
(4 or 5 million miles), then move in to close orbit for a detailed survey and map­
pmg sweeps.

PLANETARY SURVEY

Detecting Civilizations
Once in the target system, it's relatively easy to detect native civilizations.

Radio transmissions will he very clear, and spacefaring cultures can also be
detected by visual observation of spacecraft and installations. Even an early
industrial civilization can be detected by spotting the large-scale environmental
changes it causes. Detection again requires one day of observations, using a ded­
icated set of astronomical instruments. Civilizations at TL5 and up can he
detected at Ihis range.

Roll against Eleclronics Operation (Scn::;ors) to dctcct signs of civilization.
On a success, the scouts will detect any population of at Iea::;t 10 billion <it TL5,
I million at TL6, 100,000 at TL7, 10,000 at TL 8, 1.000 at TL9-1O, or 300 at
TLlI-12. Again, if the Sensors roll is made by a significant margin, ::;maller
populations can be detected, down to one-tenth the size on a critical ::;ucces::;. A
critical success will gather 2d hours of language samples. The GM should
always roll, even if no detectable civilization is present or detection is <iutomatic.

Resolution
Modifier

+11
+12
+13
+14
+15
+16

xl.5
x2
xl

x4.5
XI
x10

Magnification

SURVEY AND EXPLORATION
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Size
Modifier

+2'
+35+4,
+44
+46
+50
+52

Object
Small planelOid (10 miles)
Large planeloid (100 miles)
Average moon (1,000 miles)
Small planel (3,000 miles)
Large planct(l.OOO miles)
Small gas giant (30,000 wiles)
Large gas gianl (70.000 miles)

The Gory Details
[Continued]

For c:.\ample. the instrumenls in Ihe
standard USS 5unrey module (see p. 35)
IIrc TLI2 advanced telescopes wilh
;It 10.000 magnificalion. Their hase
Resolution bonus is 10+24+6 '" +40 (+2H
in search mode). If II full day'!> observa­
tions are available. the ResolUlion bonus
rises 10 +46 (still +28 in search mode).

Size Modifier: For most astronomical
objects. the Size modifier is II function of
the linear size of the object, liS in till:
na.fic Set and GURPS Vellicles. Typiclil
Si7.e modifiers for purposes of ustrollollly
are as follows:

Note that most of fhe aslronomicat
wks don', involve searching for stars. U
the situation comes up. stars shoold proba­
bly be given a substanlial bonu& due 10
their inlTinsic brigblness. A &upcrgianl
&IaT, for example. can be &poned by the
naked eye at a dimmcc of Ihou&andll of
parsec..s!

The OM may want to reveal only pan of this infonnation if the Planetology
roll failed or was only barely successful. If the pace of play would nol suITer, he
may have the players make mUltiple Planetology rolls to discover this infonna­
tion in pieces.

SURVEY AND EXPLORATION

Detecting Civilizations
The orbital mapping survey is the last chance the scout team has to detect

native sentient life, short of actually landing on the planet. Unlike the searches
from long range, this can be done using the same data used to create a planetary
map. At this range, sentient species can be detected even at TLO, while civiliza­
tions at TL6 and up are detected aUlomatically. Once the mapping sensor results
are in. make another Cartography roll. Modifiers: +2 for each surveyor who suc­
ceeded in his Sensors roll, after the first.

Success in this roll will detect any population of at least 10 million at TLO, I
milUon at TL1-4 or 100,000 at TL5. Again. if the Sensors roll is made by a sig­
nificant margin, smaller populations can be detected, down to one-tenth the size
on a critical success. Note that some populations may be harder to find even at

Orbital Mapping
To map the surface of a terrestrial world. an llSS ship takes up a close orbit

(about 200 miles above the surface) and begins applying its planetary survey
arrays. There ace four such arrays in each survey module. but they are nonnally
used in concert, each survey expert supporting and verifying the work of others.

The best orbit for mapping is some variation of the "ball-of-yam" orbit. The
seOUL ship orbito;; at a very high inclination to the planet's equator, actually pass­
ing over the north and south poles on each circuit. As the planel rolales, the ship
finds itself always passing over new terrain, eventually scanning every portion of
the planet's surface. If the planet is too small or its rotation is too slow. the ship
lIlay alLer its trajectory slightly on each pass to get the same effect. Taking lip an
effective ball-or-yam orbit requires a Piloting roll. The entire mapping process
lakes a number of hours equal to the diameter of the planet in thousands of
miles, squared (minimum of 2 hours).

Sometimcs the initial survey evaluation needs to be done from a greater dis­
tance. [ISS policy with regard to interdicted worlds forbids casual close-orbit
approach, for example. If the initial survey is done from high orbit (about 2,000
miles) then each Sensors roll is at -6, but the mapping survey takes the same
amount of time.

To gather data for the survey, each surveyor must make an Electronics
Operation (Sensors) roll. If at least one surveyor succeeds, a Cartography roll is
needed to assemble the survey data into a working planetary map. Modifiers: +2
for each surveyor who succeeded in his Sensors roll, after the first.

A complete survey map will give a complete visual and themal map of the
surface, resolving features down to about 100 feet across. If there is no reason to
avoid using active sensors, the survey will also yield II synthetic-aperture radar
map of the planet, including nearly exact elevations. Densitometer scans will
give some idea of what lies under any oceans, giving 11 rough map of the
seafloor. The GM may simply wish Lu share the planetary map with the players
at this point.

Purther. the close-orbit survey will allow the expedition to make precise
measurements of the world's gravity. This will yield the planet's exact mass,
density, and surface gravity, and will allow the precise computation of the orbital
parameters for its moons. Very precise measurements of changes in the world's
gravitational field, combined with densitometer readings, will yield infonnation
about the structure of the planet's interior.



Range Modifier: This modifier is
laken directly from the chart in the Basil:
Sd, extended 10 astronomical distances.
Again, to extend this table add or suboact
+6 for every factor of 10 in runge.

"Baseball. It's a game.
Solomani, pre-starflight. I
don't know if anyone still
plays it. I started studying
it a couple of years ago.
There's a lot of statistics
and record-keeping
involved_ Just the thing to
fill in the time during
Xboat jumps_ It's either
that or stare at the walls_ "

- Ma"", I.upashu,
Communieatiefls (j)ffice

Each of the tasks described in the main
tcxt involvcs a specific set of instruments.
targel object. and standard runge. From
these, Ihe final skill modifier for the tusk
can be detcnnined.

L(lcarillS plallers ar ;,lIerslelltlr c/i,"·
/(lI/ces: Tc\;hni\;ully. this involvcs "search­
ing" for an object not already sighted. but
in this case the astronomer alrcady knows
where to point his telescopes. At a range
of C\'cn one paT5CC. planets will appear so
close to their primary star that they will
appear in the same field even at full mag­
nification. Use the full Resolution bonus
of the instruments.

Blli/dillg a system map: Here. Ihe
astronomer is :11 much closer range (the
main teXl rules simplify by assuming
aboul 2 AU from anything of illleresl).
Howe\·er. he no longer knows where to
find system objeels - when his ship
emerges from jump. the planets can be
anywhere in the sky from his poi III of
view. The telescopes must therefore be
used in search mode. The figure of tl:n
days 10 finish the tusk is tuken from
GURPS Vellicle~·.

Geological Survey
General information about planetary geological formations will be available

due to the orbital mapping pass. More detailed maps of local terrain can be gen­
erated by low-altitude mapping flights. During these, a ship's auxiliary craft or
grav vehicle passes over the terrain at a height of about one mile, using visible­
light cameras, IR sensors, radar, and densitometer readings to build an extremely
detailed map. Assume that one team can cover about 5,000 square miles a day.
The task requires a lot of routine Piloting and Electronics Operation (Sensors)
use, but the GM may not want to bother will skill rolls under nonnal circum­
stances. To assemble the final detailed map of any given area, a Cartography roll
is required.

The detailed terrain map will give some infonnation about subsurface geo­
logical formations and ore deposits, but getting a complete picture requires on­
site inspection. In a given region, a geologist will drill core samples in carefully
chosen locations, and will also use seismometers and a ponable densitometer.
This proccss requires Id days for an area of about 500 square miles. The geolo­
gist must succeed in rolls against Electronics Operation (Sensors) and Geology.
On a success the geologist will understand the broad oUllines of local geological
history, and will know whetber there are any valuable mineral deposits in the
area, Actually locating those deposits will take more time (and may not be a task
for the exploration tcam in any case).

EXPLORATION OPERATIONS

this range (if they routinely live undeq,'Tound, for example). TLO species that are
on the border of sentience will have made very little impact on their environ­
ment, and may be impossible to distinguish at a distance from nonsentient ani­
mals.

If sentient life has been detected now or at any earlier point, then a success­
ful Cartography roll will locate any major population centers. Even a culture
lacking cities will have regions of unusually dense population (hunting ranges or
good agricultural land) and these can be placed on the map.

Biological Survey
Meanwhile, if the world's ecosphere includes at least "simple animals,"

biologisls will fan out 10 gather information about native life forms. Such a bio­
logical survey takes about ld days per region and terrain type covered.

During the biological survey, the scouts will collect samples of plant life and
soil for later analysis. They will also try to study at least three examples of each
major animal category (herbivore, omnivore, carnivore) in each terrain type.
Small animals can be captured for intensive study. Large creatures will be anes­
thetized or k.illed. so that gross anatomic studies can be done and tissue samples
can be taken. The scouts will also try to make holographic records of a<; many
species as possible. exhibiting nonnal behavior in their natural environment.

Assume that a biologist working in the field must make a Botany,
Xenobiology or Zoology roll to complete each task during the survey (evaluate a
set of sailor plant samples, record the physiology of an animal specimen, and so
on). Photography skill may be useful in tak.ing holographs of species. Capturing
or hunting animal specimens should be played out as a set of mini-adventures.
using as much detail as GM and players arc comfortable with.

Once the initial survey of a new world has been completed, the IISS gets
down to business. Real understanding of any new world requires that scouts go
down and get their hands dirty. After all, every new planet is a Ivor/d, the end
product of billions of years of isolated evolution, full of traits unique to itself.

Range
Modifier

-53
-59
-65
-71
-97
-99

-100
-lUI
-102
-103

Range
1 million miles
10 million miles
I AU (100 million milcs)
IOAU
I parsec
2 p:'lrsecs
3 p:'lrsccs
4 p:'lrsccs
5107 p~c.~

8 to 10 parsecs
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Some local life fOffilS are not affected by standard tranq rounds. Tangiers are
often used to restrain large specimens when tranq is not available (see p. UT23).
Another alternative is to formulate a new tranquilizer for the local biochemistry.
TIlis requires that tissue samples or whole specimens be gathered from at least
Id+3 local animal species, at least one of which should be large. A successful
roll against Biochemistry will yield a trang fommla specific to local animal life,
which can be synthcsizcd in the nearest lab facility using Chemistry skill.

Ecological Survey
The biological survey will yield enough infonnation to get a broad view of a

world's natural history. Major animal and plant orders will be understood and
the most prevalent large species will be identified. To get a real understanding of
how local ecosystems work, however, a full ecological survey is necessary.

An ecological survey takes 2d standard years to complete. The surveyors
must painstakingly identify local species down to the smallest animal and plant
forms. Further, the team must observe how all of these species interact over sev­
eral local years, to make sure that any seasonal changes are noticed and under­
stood. The survey will involve many rolls against various biological-science
skills, especially Ecology.

nss doesn't always perform the ecological survey itself. if the world is to
be turned ovcr 10 a colonization effort, then the Service may leave the full

/5 Anyone Home?

The rules for detccting civilizations arc
similar 10 the astronomy rulcs in thc
previous sidcbar. The "Silt" modifier

is calculated using diffcrent w;sumpliuns.
howcvcr. Instead uf Indil;Uling a physical
size. it indicates huw obvious the larget
civililalion is Crum Udistance (the "signa­
ture"). It is the sum of twO modifiers. olle
bw;t;:d 011 lhe TI.. of the target civilization.
and olle based Oil its populotion.

The most important faclor is the base
TL of the target civilization. Cultures at
TL6 and above generate radio emissions
that can be detected from a great distance.
At 11.7 and up. nuclear power and space­
craft drives create ne\llrinos that can
sometimes be detected against the
background neutrino flood from the pri­
mary star. At TL9 and up, reaction less
thrusters and gravitic technology produce
!heir own characteristic radiation. Finally.
high-tcch culturcs tcod to build thinKS:
lighted cities, space stations, tcrraforming
projccls ...

&mrilllud OIlIli!X1 page . ..
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Target TL
o

1-4
5
6
7
8

9-10
11-12

Signature
·2
44
+10
+34
440
446
+52
+55

ecological survey for the colonists to do. If the scouts do perfonn the survey
themselves, possibly in conjunction with long-tenn liaison activity (see below),
then a large team of Exploration Branch scouts will be posted to live on-world
for the duration of the survey.

CONTACT PROCEOURES
Once the scout team has determined that sentient life is present, the question

of contact arises. This section describes typical contact procedures for the IISS.

PRECONTACT ASSESSMENT

Populations numbering in the millions
or billions will be more obvious frolll a
distance. On the other hand. cOtOIlY
worlds with only a few thousand people
present will be hard to detect until Ihe
scouts are in tbe same syslem. no matter
how high the local technology.

Note that these factoNi follow the usual
"+6 for a factor of 10" rule. If you want
more detail. add +1 for a factor of 1.5x.
+2 for 2x. +3 for 3x. +4 for 4.5x. and +5
for 7x.

Add these two factors together to gel
the effeelive Siz.e modifier of a givcn civi­
lization. WIIt:n trying to uelect a civiliza­
tion. always use the full Resolution bonus
for the instruments. Even insystem. once
planets are located it's easy to know
where the best places to search are.

At short ranges, high-powered astro­
nomical telescopes are no longer Ihe most
useful inslrumenlS for finding civiliza­
tions. Inslead. explorers use planetary sur­
vey arrays from orbit around Ihe larget

l
world. Assume thai a standard array
(called a "high-resolution array" in
GURPS V.hicle.~) ha.~ a Re.~olution bonus
of +36 for this purpose.

Target Papulation
100 or less

1,000
10.000

100,000
I million

10 million
100 million

1 billion
10 billion or more

Modifier
-36
-30
-24
-18
-12
-6
+0
+6

+12

Scouts almost never go in to contact a new society ·'cold." If
possible, the scout team will study the natives for weeks or even
months from hiding.

Linguistic Assessment
TIle most important precontact task is a study of the local lan­

guagc. If the nativc society is at a low tech level (TLO-5), samples
of the language must bc gathered via direct monitoring of conversa­
tions. This is normally done using stealth reconnaissance drones
(sce p. 31) placed in inhabited areas. At TL6 and up, it becomes
pussible to gather samples by monitoring radio communications
fTom orbit.

Stealth drones are almost impossible for a low-tech society to detect in
flight, but at higher tech levels the local sensor network begins to have a chance
at detection. In any case, it's more difficult to deploy drones where they will
have a good vantage point and yet will not be discovered accidentally. Use the
appropriate Piloting skill to deliver a stealth drone undetected to tbe observation
zone, at a -1 penalty for each native TL above 6. A failure indicates that the
flight had to be aborted, a critical failure indicates that the probe was lost or shot
down. Once the drone has reached the target area, use Camouflage to find a
good place from which it can eavesdrop. Robotic drones may use their own
skills rather than those of the remote pilot.

Radio monitoring can be done without undue risk of detection. Use
Electronics Operations (Communications) to tap into the local radio net using a
ship's communicators. At higher tech levels the signals themselves may be hard
to interpret. As analog signals give way to digital (in late TL7) the eavesdrop­
pers must first break the "protocols" encoding voice, video, or text data. This
requires several hours' worth of samples and a Cryptanalysis roll, at -2 for each
native TL above 8. The Cryptanalysis skill has a number of modifiers of its own
(see p. B245).

Each flight of a stealth drone can gather Id-2 hours of useful language sam­
ples (minimum 0). Each ship's communicator can gather one hour of useful
samples per two hours of monitoring. The GM should determine how many
hours of samples will be needed before a working knowledge of the language
can he derived. If the language is related to a known language (as for a lost
colony of some kind) then 2d hours of samples may he enough to "break" the
new dialect. If the languagc is completely unknown, thcn at least 100 hours of
samplcs will be needed, possibly more if the languagc uses unusual syntax (if
the languagc skill is MentalfHard. for cxample).

In any case, Linguistics rolls are needed to analyze the samples properly.
and to create a database for the new language. At Ihis point, the database is
incomplete and will not pennit anyone to spend 1II0re than half an experience
point on the new Language skill (lQ-2 level, in most ea:ses).

SURVEY AND EXPLORATION



Sociological Assessment
Once lhe local language has been "broken," the contact team must make an

initial estimate of the local cultural parameters. Again, this is based on informa­
lion gatbered through stealth reconnaissance and radio monitoring. However,
even if the language was trivial to break it will take an extensive collection of
samples to gain insight into the local culture. The rules below assume thai
enough language samples have been gathered to build a working language data­
base, or a minimum of 100 hours of samples. If Jess lhan this is available when
the sociological assessment is made, apply a -1 penalty to each skill roll for
every 10 full hours of deficit. Extra samples give +I bonuses for every 20 full
hours of surplus. Video samples or stealth-drone photography will count double
if they show natives interacting socially.

Technology Level: Probably the easiest parameter to assess from a distance
is the level of technological advancement. The overall Tech Level for the society
should be obvious by the time the language database is complete, without need
for any skill rolls. To determine the precise Tech Levels for individual sectors,
make History rolls. The OM may apply bonuses to some of these if he judges
that a given technology sector is in common, visible use (most will be, as few
societies hide available technology away).

Political Structures: During this phase, the team can probably determine the
basic political structure. The language will include words relating to politics,
and examples of those words in context will give clues to how power is struc­
tured. When applied to intercepted communications, the Traffic Analysis skill
will help the observers to reconstruct panerns of power and authority by seeing
who communicates with whom. Covert observations of political activity will
give clues to who makes decisions, and how. Roll against Anthropology or
Xenology to determine the overall political type and Control Rating.

Specific Political Institutions: The overall political type may be fairly easy
to determine, but the derails are not always obvious. At this point, the team is
most interested in some specifics of local law. After all, any kind of public
behavior that tends to get natives arrested will be important for a landing party
to keep in mind. Roll against Anthropology or Xenology at -4 to determine what
local laws will require special attention.

Cultural Parameters: Each of the eight cultural parameters can be estimated
at this point, based mostly on observed behavior. Roll against Anthropology or
Xenology for each parameter, giving a gencral assessment (high, moderate, or
low) on a success.

Instead of resolving the precontact assessment through simple die rolls, the
GM may wish to game out the process in more detail Tn this case, once the lan­
guage database has been built (or even before), the GM may provide clues to
social parameters by describing the scout team's observations.

For example, rather than rolling dice and telling the players "the society has
high Pluralism," the OM may describe a crowded city square, obscrvcd by a
stealth drone. Dress and appearance are diverse. Some of the natives arc appar­
ently putting on a political demonstration, with signs and chanted slogans, but
although there are angry expressions no one is moving to stop it. Indeed, some
natives in uniform are apparently protecting rather than arresting the dissidents.
Of course, some of the PCs' observations may be misleading ...

This kind of treatment can give the pes more latitude to direct the investiga­
tion, perhaps using other skills to ferret out specific pieces of evidence. Once the
players have drawn and stated their conclusions, the OM can make skill rolls,
granting bonuses if the players have been perceptive, penalties otherwise.

SURVEY AND EXPLORATION

The Fermi ParadDx

I
n the early 20th century, a scientist
named Enrico Fenni remarked on the
strange fact that there WID; no t:vidence

of extraterrcstrial life. He reasoned that
the universe WllS very uld aud vast. and
therc had been plenty of opportunity for
somc sentient species to atlain starnight
and overrun the Galaxy. Yet Terra had
apparently never been visited. and
astronomers had found flO evidence of
other civilizations out among the stars.
Fermi concluded that there wert.' no St;'\r­
faring civilizations. that intelligence ilself
was so rare that humans might well be the
only sentient inhabilanl~ of the Galaxy.

In the Troveller univer~e, of course.
Fermi turned out to be wrong. Yet scien­
tists and philo.~opher.~ of the Third
Imperium have grown aware of a new
"I'ermi paradox" of their own. There are
hundreds of sentient races within known
space, and presumably many mure
throughout the Galaxy. mterstdlar travel
isn't Ihat hard to aecumpli~h. Su why does
it seem that there arc no uther "islands of
civilizatiun" elst:whert:'? A TLl2 civiliza­
tiun with a few billion citizens should be
detectable thousands of parsecs away. to a
dt:terrnined search. Yet beyond the bor­
den uf Charted Space. the Galaxy seems
to be silent and empty_

One possibility is that starfaring
species normally destroy themselves
quickly. Certainly the Ancients seem 10
have done so, and human hiStory has had
its own lapses. Altematively. perhaps after
a period of starfaring, a few thousands or
tens of thousands of years long, species
lend 10 Ilim inward and lose interest.

Another possibility is that advanced
eivili1.ations tend to hide. Instead of pour­
ing radio and other emissions out into the
Galaxy, they try to blend in tu the buck­
ground. using tight-beam cummunications
and avoiding the kind of big engineering
projects that could be delt:ctt:d m·t:r inter­
stellar distances. The major races of
ChlU1t:d Space have never bothered to do
this. but other cultures may have different
priurities.

Of course. some have suggested that
there may be good reasons for a high-tech
culture to keep a [ow profile ...

GURPS Traveller GMs may wish to
surprise their players with such "hidden"
civilizations. Assume that any civilization
above TL6 can reduce its "signature" to
that of a TL6 culture. More advanced
technologies generate more emissions, but
can aJso hide them more effectively. Note
thal civiliz.ations which arc trying to hide
will also restriet their populations, making
them even harder to detect.



When Things
Go Wrong

The fiSS iJO painfully aware of the 57th
Century equivalent of Murphy's Law:
MAnything that goes wrong will do so

III the worst possible time."
A CODtact team, in panicular. m3y find

itself suddenly needing rescue. When that
happens. the gloves come off and Security
Branch goes mtD action.

During coven or fltSl opea contael, iI's
standud procedure for a squad of Security
Branch troopers (called the "watch learn'')
to be on call. While Ihe Alpha or Bcta
Team is armed lightly if 31 all, the watch
learn will be ready 10 apply overwhelming
force. The warch team will most likely be
in Seoul E.lI:pedition Dress (sec Chapter 3)
and will be armed with whatever weapons
would be necessary 10 OVerl;l,IffiO;: nalive
resistance. This may include Dunlethal
weapons, if the local lecMU!ugy is back­
ward eDOugh.

The watch \0::11111 waiLS out of sight of
the conlaCt point. in the wilderness or in
low orbit. as close as tbey possibly can
without being immediately d.isc.overed.
The watch learn stands by 31 all times
throughout ilie contact procedure. If !hi,;
period is likely to be more than a few
hours long. extra Security Branch orera­
tives will relieve the flf'St watch team on a
regular basis so that lhe team on call is
always alert.

U lhe COnlact team yell.\ for help, lhc
watch team re.~pnnds. The emphlLSis is on
rapid mohility and the attainmcnt of sur­
pri.\e. Ideally, the watch tcam reaches tht:
trouhle spot within five minutes of being
called, much lcss if it's Ilble: (0 stond
watch close by. The wlll<:h 1t:ll.llI'sjob is to
apply exactly what fort:t: is necessary to
overwhelm thost: threatening the contact
team and gel all IlSS personnel to safety ­
nolan ounl.'e less. ll1td 1I0t lUl ounce more.

Om;t: Ihe contact team has met wilh
local officials. alld there appears to be no
immediate danger of attack. the watch
team stands down to a lesser stale of
readiness. They will be moved hack to a
position th:lI'S safer from accidental dis­
covery. possibly to the expedition's base
camp or starship. U SED Mlil~ are in use,
the watch learn will wait without wearing
lhem. ready to don them if needed. A pru­
dent expedition leader will keep a watch
team fonnally ready for action any lime:
that a contact team is in the field. lung
after contact has given way to routine
liaison work..

COVERT CONTACT
Once the precontact assessment is fmished, the commander of the scout

team may authorize coven contact. This is not intended to open communications
with the new culrure. Instead, the scouts involved will be sent to gather more
infonnation without revealing themselves to the natives.

Procedures
The «Alpha Team" assembled for a covert·cuntact mission wiD include spe­

cialists in anthropology, xenology, and linguistics. At least one member will be
highly trained in negotiating skills. There will also be at least one security spe­
cialist, armed with concealed weapons.

Members of the Alpha Team will carry translators (see p. 28), but nss poli­
cy demands that all members of the Alpba Team also have some exposure to the
native language and customs, as gathered from the precontaet assessment.
Effectively, this means that every member must have spent a half-point (the
maximum possible at this time) on the native Language skill. Unless the GM is
using Quick-Learning rules (see p. CIl14), this implies 100 hours of study.
Characters with Language Talent or high levels of Linguistics skill will be very
useful in an Alpha Team.

If possible, Alpha Team members are provided with clothing and items of
personal equipment that fit local styles. Money is often a problem, especially if
the local technology can produce elaborate currency that is hard to counterfeit
without a close examjnation. The Alpha Team is provided with compact items
that might be of value in trade. Precious metals are a common choice. l-ligh­
technology equipment may be carried, but only if it can be concealed very easily
(covert-contact experts often have high levels of Holdout skill). The Alpha Team
may carry weapons for self-defen~e, but those weapons must also blend into the
setting.

An inhabited area is chosen for the mission, preferably a frontier or rural
region which allows a landing close to a population center with minimal risk of
detection. Once the Alpha Team lands, they make their way into contact with the
local population. Naturally, the course of rhe rni.,,~ion ~hould be played out as an
adventure!

Goals
The overall goal of a covert contact mission is to smooth the way for further

contac!. The Alpha Team must decide what items or infonnation later teams will
need to beuer interact with locals. They should obtain examples of local curren­
cy, identity documents, clothing, personal equipment, and so on. They ean also
obtain scrolls, books, newspapers, downloads from library computers, any kind
of documentation whieh will improve the expedition's grasp of the local lan­
guage and social situation.

Naturally, all of this will mean interacting with the local population, unless
the Alpha Team resorts to steahh and theft. If a PC must speak to natives, he
should also roll against the local language skill to see how well he makes him­
self understood. Remember that any Alpha Team member lacking high levels of
Language Talent will probably speak with some level of an accent!

lmitating a member of another culture is very difficult, even if the language
is understood and spoken fluently. Each time the team interacl" with natives,
each member should roll against Acting 10 see how well he imitates a native's
carriage, gesrures, and speech patterns. The GM can apply bonuses or penalties
to this roll, depending on the situation. In particular, anyone who speaks with
more than a faint accent should have a penalty of at least -1. Success means that
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1be procedure for interdiction requires
a direct appeal to the Emperor, or (if the
Emperor bas delegated the authority) to
some Olher member of me Imperial fami­
ly. Such an appal is never made lightly
and ill not normally done by any scout
below the rank of Sector Scout Leader. U
the appeal succeeds, a Decree of
Interdiction is issued, aulhori~inK the
service to muster a patrol squadron and
maintain it aD-station in lite interdicted
system. The ScrvilX could legally end the
interdiction on it~ own at any point.
Historicll1ly. however, whenever a world
bu been pllll.-ed uuder intenJ.i.etion status
by lite ass, the understanding is tl\3.t it is
under the direct protection of the Imperial
family. Therefore, the Service traditional­
ly consults the Emperor or his agents
before lifting an interdiction.

The nss is CDC of the two institutions
thai hu lhe authority to invoke and
enforce Imperial intudictiol1 laws.

Generally, the Service uses interdiction 3S

II. prQtI!ctivr tool. It's most often used to
defend worlds whose native culture or
ecology would be endangered by full­
scale Imperial contact. AsgardNilis and
Pseias/Regina are two worlds in the
Spinward Marches which fall inln this cat­
egory. It can also be. used when a world is
so hazardous that only expen explorers
should be allowed to exptl~e l.hemselves to
its dangen. AlginelRegina is an example
of this situation. In contrast, me Imperiut
Navy tends to use interdiction as u plmi.
ti"t tool for enforcing Imperial puli<:y.

thc PC arouses no suspicions. On a failure, the native(s) will notice something
strdngc about the PC. Thiii mayor may not cause Reaction penalties, depending
on bow tolerant the local culture is of nonconformity.

Procedures
Overt contact is handled by a "Beta Team,"

which may include some of the same specialists
as the Alpha Team. Beta Team, however, includes
at least one diplomatic expert. Beta Team proce~

dures are even more stringent than those followed
by Alpha Team. Only a few items of high-tech
equipment may be carried, usually a radio link and a pocket computer for each
person. Most importantly, Beta Team carries no weapons, not even concealed
ones. unless local law and custom permit it.

Follow-up
Once the Alpba Team returns borne, its memben; are cxtensively debriefed

and any materials it recovered are analyzed. A Linguistics roll will improve the
language database so that up to 2 experience points may be spent on the associ­
ated Language skill. Anthropology or Xenology rolls may be applied to gain
more detail on local political institutions and cultural parameten;.

Depending on the success of the first contact mission, the expedition com­
mander may call for more covert reconnaissance. These later forays are sent out
with specific goals in mind, filling in gaps in the team's understanding of the
local culture. Only when the expedition's contact experts are satisfied that t.here
arc no sociological "time bombs" in store will the team leader authorize open
contacl.

With some worlds, the Scout Service never
gets bcyond covert contact. Instead, on the rec~

ommendation of the discovering expedition's
commander, Ihe nearest sector-level IlSS com­
mand will invoke the interdiction laws (see side­
bar).

OVERT CONTACT

The Imperium does nOl have a "noninterfer~

encc" policy as such. Many low-technology
worlds have been openly contacted and brought
inlo Ihc Imperium. Naturally, Contact & Liaison
Bmnch tries to make that process as smooth and
mUluaUy bencficial lL<; po~~ible.

Goals
The goal of first oven contact is to reach the local governing authorities,

make them aware of the existence of interstellar civilization, and reach an agree­
ment with them allowing future Imperial activity on their world. How this is
done is almost entirely up to the contact team leader, since the circumstanccs
can vary widely. A few general guidelines are almost always adhered 10.

Firsl "open" contact is almost always handled with great discretion. The
Beta Team uses coven-contaci procedures until it can reach local officials. The
existence of Imperial civilization is not demonstrated to the population as a
whole until the local government agrees that this can be done. Even then, the
announcement iii nonnaJly made by local officials, with the contact team acting
only in support.

C01Uinue'd on next puge . ..
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Interdiction
[Continued]

While a Slar system is under interdic­
tion, only lhe IISS has (he aUlhorily 10
visit. The syslcm is p:urolled. offcn by
squ3drons formed around (he brgest ships
in IISS service. In some sYSlcms. (he
SCOOIS may allow \"isitQrs 10 rcfuel in lhe
s)'slem. esconing lhem 10 3nd from a des­
ignated gas gianl or icc moon. Visiml'S
should he aware. ho.....ever. thai the scouts
h;'l\'c Ihe authority to shoot on sight.
Me:mwhilc, an interdicted wOfld is often a
focus of c:'Iploralion or covert·contact
:lcli\'iIY·

/ISS Deployment

R
egina subseClor in the Spinward
M3rches is 3 CCOler or scom 3Cti\'il)'.
II c:tn be: consi&:rcd 3 lypic31 fron­

tier region. and a good example of how
lISS acti\'itics are dislributed.

Ef:uc (17OS) is bostlO an IlSS way sta­
lion. and is therefore the subsc:etor's con·
trol center for the Xboat network.

Knorbcs (1807) is in long-h:nn liaison
status. A team of experts from Explorotion
Branch is also on-world. working with the
tmperial MinislI}' of Conservation.

Ruie (1809) is a recem addition to the
Imperium. annexed after the Fifth Frontier
War. Il is in 10ng~lenn liaison status, with
lin unusually large Omega Team working
with Imperial diploll13ts.

Comillut!d 011 1Il!Xl pogt! • •.

The learn should nOI reveal any details of Imperial scientiric or technical
knowledge. High-tech may be demonstrated. as part of the process of proving
the contact team's assertions, but how devices work must be left to later discus­
sions.

The team also may not discuss Imperial polilics or institutions. Beta TC<lm
may admit to being from a star-faring civilization which is interested in continu·
ing contact with the local society. but the details should be left as vague as pos·
sible. The team may promise that more infonnation will be made available once
<l good working relationship seems Likely.

Once local authorities are coping well with the implications of contact, the
Beta Team should conclude an agreement with them, laying out how further
contacts may proceed. This may require consideroble negotiation. The scouts
should gain free aCcess to the local population, enough to complete in-depth lin­

guistic and sociological survcys. This
normally rcquires that the local author­
ities cooperate, and that the scouts'
prcsencc be made known to the gener­
al population. The relationship should
be set up so that the existing social and
political situation is left as intact as
possible. Beta Team should avoid
being uscd in any local power strug­
gles. withdrawing entirely if that
appears necessary.

Follow-up
OverL contact normally continues

until the expedition commander is sat­
isfied thilt the local culture is read)' for
talks with other Imperial institutions.
The "55 prefers to take at least a sIan·
dard year to reach thaI decision. even
in cases where the local culture is tech·
nically advanced, immediately unuer·
stands the Imperium and is eager for
trade. Of course. if the world is that
promising there are usually outside

interests pressing for a faster result. In less favorablc cascs. the Oven Contact
phase has sometimes lasted for over twenty years.

Overt contact can also end with invocation of the interdiction laws. This can
occur because of scrious but subtle cultural problems, which only become
apparent aftcr months or years of interaction. Interdiction after overt contact can
also occur if the local authorities demand that they remain isolated from outside
contact. Finally. the n55 may recommend interdiction if a C01l1ac! disaster hap­
pens. a catastrophic mistake on the part of Beta Team which alienates the local
society.

Note that these results will sometimes havc a negative effect on the careers
of the scouts involved. Contact disasters, in particular. are rare but almost always
end the expedition leader·s career in disgracc. This encourages contact leaders to
be cautious. The Service prefers thaL a world be kept in coven-contact status or
under interdiction until it is clear that the reaction to contact will be at least neu­
tral. Few expedition leaders are willing to "jump the gun" by moving to O\'crt
contact too quickly.

SURVEY AND EXPLORATION



Contact with Balkanized Worlds
Many worlds, especially high-population worlds at low tech levels, are

balkanized. This can complicate contact procedures considcrnbly.
When a potential new-contact world is found to be balkani~. nss policy

is to identify "major" societies and study them each independently. This implies
a precontacl assessment and series of coven-contact missions for each. The defi­
nition of "major" is deliberately left vague. As a general rule of thumb. lhe high­
est-population and highest-technology societies on a world must be studied
fuUy. Any other societies which seem to hold local imponance must also be
examined. These might include widespread trading cultures, or "diasporas"
which have no homeland of their own but retain distinctive language or Irddi­
lions. Naturally, simply identifying what societies exist and detennining lhe
relalionships between them can be a challenge.

When there are several major societies on a given world, a different ovcrt­
contact strategy is used. Quietly appearing before the leaders of several different
socielil.:s makes the probability of mishap or misunderstanding much greater.
Instead, the contact expedition will simply announce itself to as many people as
possible, in every major society at the same time. This may involve radio trans~

missions or blatant spacecraft landings, depending on the situation. Such a
"shock contact" often causes widespread disruption, but it actually reduces the
risk of setting orr conflict belwccn competing local states. The contact can't eas­
ily be seen as a local rival's ruse, and it doe.lin't appear to play favorites. Shock
contact also reduces the risk to individual seouLIi. who are not faced with the
dangers of a standard Beta Team mission.

"For over a thousand years. the IISS has performed with great
efficiency and considerable heroism. It has also maintained a
spirit that is the envy of many a military commander·

- Celeste Vitzor.
Security Branch

LIAISON ACTIVITIES

Once the Overt Contact phase ends, the IISS gives lip primary responsibility
for Imperial interaction with a world. This begins the Liaison phase.

Short Term
Liaison activity is handled by another tcam [rom Contact & Liaison Branch.

This team is officially called the Liaison or Omega Team, but SCOUt.1i generally
caU it the "handover team." Omega Team for a given world will be much larger
than were the Alpha or Beta Team, nonnally consisling of at least 10-60 mem­
bers. Omega Team includes specialists in diplomacy and economics. as well as
the usual linguistic and sociological experts.

Omega Team arrives on-world at the same time as the fustlmpcrial ambas­
sador and his staff. Soon afterward, the planet will be visited by other mcmbcrs
of the Imperial nobility, megacorporate factors. speculative traders. and a variety
of other citizens. The team's job is to support the Imperial embassy, advising the
Ambassador of details of the local social and economic situation. If the
Ambassador directs, the liSS wiU lend similar aid to other visitors as well (par­
ticularly the nobility).

SURVEY AND EXPLORATION
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[Continued}

Boughene (1904) has no [ISS installa·
tion. but its position at the junctiOtI of sev­
eral Xboal routes means thai lUI unusually
large number uf PI/reel/-class lenders are
presenl in-system.

Hefry (1909) is hosl to a scout base
which is the subsrttor headquarters for
Cumacl und Liaison Branch. A learn of
Expluratiun Branch seOUlS is auached 10

II'll: local Colonial Office.
Regina (1910) is host to a seOUl b<lse,

local headquarters for Technical Services
Office and (temporarily) for Expll'lT3tion
Brnnch. Local IISS personnel :ue often
associaled with The Regina Center for
ReseMCh.

Pseias (2106) i~ an interdicted world.
The llSS maintains a patml squadron in­
system, based at lIefry. The devcloping
nalive society is usually lefl alonc. bUI
every few years a coven-contact tcam is
senllo ehecl.: on its progress.

Dentus (2201) has a seuut base and
(before: the Fifth Fruntier War) was a ~n­

tcr of ExplOllltion Branch and Intelligence
Branch activily. The plant't is currenlly
interdicted by Ihe:: Imperial Navy. lbe sil­
uation has given rise to considerable inter­
servk-e tt'nsion. and the IISS has drawn
down local activilies as far as possible.

Shinothy (2306) is a Red Zone syslem
dut' to extreme navigational hazards. but
is not officially interdicled. A learn of
USS experts from Exploration Dranch is
involved in sludy of the unusual system.

Algine (2308) is an interdicled world.
The nss maintains a patrol squadron in­
system. b<lsed at Regina. Covcrt-contnct
teams arc almost always present on thc
planet, ,l;tudying its diverse cultures and
looking for ways 10 tum them away frum
their el'lmmon xenophobia. An S-3 squad
;s officially based at Rcgina, but is actual­
ly stationed here more or less pcrmlUlclIIly
to cover ongoing cuvert-cuntact opera­
tions.

Yur:iI (2309) is in long-term liaison
51atus. An Omt'ga Team is present to
$Iudy Ihe native minor race and help
mediate between it and the Imperium.

Keng (2405) is also in long-Ierm tiai­
SOD Slarus. with a small Omega Team pre­
sent. lbe world is actually well-inlegr.\led
into the lmpc:rium. but DSS maintains ilS:
presence as a guard against inlerference
from the nearby Freeport.

Inthe (24tO) has a scout base, and is
subsector headquanerli for the Imperial
Grand Survey.



Xmail

The express boal system is available 10
individuals and private conl:t:rns.
Only messages may be sent by Xmail.

of course. Packages and small cargOf;:S

must be sent via the Imperial Courier
Service or II private carrier. TIle slandard
ratc for Xmail tTdffic is CrlO per gigabyte
of data per pan;cc. Assume a minimum of
eel for any given message, no matter how
short - every message has II minimum
"handling fee." Messages generally travel
al about 2-3 parsecs per week along the
Xboal network lines.

Standard data storage requiremenl~ for
various items can be found in several
GURPS supplements. Here arc II few
examples of what that lO-credit-per-par­
sec gigabyte can carry: 10 minute.~ of
high-resolution video. an hour of ullra­
fidelity audio, person:!! dossiers for 100
people, Ihe executahle code for a
Complexity 3 computer program. the
complete text of all the books on a 6-foot
shelf, a year's full financial records fur II
medium-sized business, or the schemlltit:S
for a complex dcvicc such as a large vehi­
cle.

In prllctit:t:, tht: vast majority of the
traffic on tht: Xboat nt:twork is between
high-technology, high-population worlds.
Worlds with lIlt:dium or low technology
levels gel a nearly free ride. generating
and receiving so little datil that the cost to
the system is essentially nil. The nat fee
has the effect of causing high-traffic seg­
ments of the network to subsidize low­
traffic segments (where the express bo.al~

don't travel with a full load of data).
Note thaI the Xmail COSt given here is

Irrmdreds o/thol/sands of times lower lhan
thaI publi.~hed in early versions of
Travelfer. Today it seems reasonable to
expect Imperial data storage technology to
be many orders of magnitudc more
advanced Ihan was once imagined. OMs
can assume that thc major worlds which
make the most usc of the Xboat sysh;:m
will generate enough traffic to make up
the difference. The mwn dfect on Pes is
that they will be able Lo send and receive
full-video "letters" rather than terse
telegrams.

~." "' :~- ""!.' .:

".

It's during this period that !:he scouts are often called on to perform "dona­
tion surveys" of the new world. The local government is usually interested in
developing expons to !:he Imperium, but may not be aware of alI local resources
that might be worth exporting. In such a case, the Survey Office will be asked to
do a comprehensive workup on the planet. A megacorporation, contracted to do
a similar survey, would be too tempted to use the information gained for its own
advantage_ If the C&L teams have done !:heir work properly, however, the locals
will trust the nss and regard it as an "honest broker."

Long Term
Contact & Liaison Branch usually maintains an Omega Team in place until

a world is fully integrated into the Imperium, This implies that local technology
has reached a stable level against imports, exports are steady and profitable, and
the local society has adjusted to new situation. Such a situation may take many
years to appear.

Some world" are resistant to integration, either because of isolationism or
because lhere are local cultural traits repugnant to the Imperium. If it appears
that the world will be a valuable addition aside from these obstacles, the
Imperium may openly offer economic inducements for change, combined with a
discreet campaign of cultural adjustment. The Omega Team usually acts in sup­
port of these efforts, although if the situation appears likely to go badly wrong
the IISS is usually ordered to remove itself from involvement in lhe problem.
The Imperium finds itllseful to have at least one major institution which will be
trusted by as many member worlds as possible.

CONTACT WITH ALIENS
Much of lhe above assumes lhat the culture being contacted is human. Since

the foundation of lhe Third Imperium, that has always been !:he best bet for the
SCOllt Service. Although human races are outnumbered by nonhuman species in
Imperial space, the major human races were spread to many more worlds under
the First Imperium and the Rule of Man. As a result, most of the new worlds
contacted by the cxpanding Imperium have been occupied by humans. Naturally.
nonhuman civilizations prcsent the nss with unusual challenges.

Precontact
For example, the precontact assessment becomes much more difficult with

nonhumans. Although human languages are very diverse. they are all subject to
the limits of human physiology and psychology. Even !:he differences between
minor human races are trivial compared to the gaps between species.

A native language doesn't even have to be based on speech, semantic con­
tent encoded as a sequence of sounds. If the natives communicate in some other
way, the usual linguistic procedures will work only wi!:h greater difficulty, if at
all. Stealth probes may be able to see gestures, but they cannot interpret unusual
communication forms such as pheromones or telepathy. Intercepted radio trans­
missions may be milch harder to interpret or analyze if they encode a communi­
cations form other than speech. The GM will have to decide how to handle such
cases. but ar a minimum the lask will require several times as many language
samples. In any case. no matter how much information human scoul" can gather,
it will be difficult for them to produce any non-spoken language themselves.

The difficulty of understanding a nonhuman language is, by itself, a severe
or even insurmountable obstacle. Once that obstacle has been overcome, the
sociological assessment is actually no harder for a nonhuman culture. Once the
language is understood, it yields the basic information needed to evaluate D cul­
ture, and it allows observers to interpret the activity they see.

SURVEY AND EXPLORATION



Contact
Naturally, Imperial scouts (most of whom are human) may not be able to

use extensive covert contact when dealing with a nonhuman civilization.
Surgical alteration and disguise can only go so far in allowing a human being to
imitate an alien of different physiology. The IISS has made a few experiments
with custom-built robots, operated from a distance by Contact & Liaison spe­
cialists, but the results have been uniformly poor.

As a result. the Service's approach to contacting nonhuman species is rather
differenl. Two overall strategies are available. The usual approach is to place the
world under interdiction wilbout even making any attempt at covert contact. The
period of remote observalion and interdiction is intended to last until the native
civilization itself manages to attain spaceflight, at which time they will presum­
ably be ready for contact at 11 distance from their homeworld. More rarely. the
scouts go directly to overt contact, possibly using the "shock contact" strategy.
This approach is used only when the native culture appears unusually ready for
contact with outsiders, or when interdiction is not possible for reasons of
Imperial politics.

Trading Stations

O
n~ of th~ lesSt:r~known activilie.s of
the DSS is lhe maintenance of trad·
ing stations in se.anered regions of

the Imperium. A trading sration is a small
establishmenl intended 10 promote inler­
Slell:u- commerce, u~ually in a backwater
or fronlier region where robust trade
routes do nO( yet exist. Most of them an.:
operated by private companies. eilher on
their own or under contraCI 10 the:
Imperium. Others arc opcrdtcd by branch­
es of the Imperial government, particuillf­
Iy the IlSS.

Trading stations op<:rute:d by the Scout
Service usually hllve: a small staff of no
more than 15-20 scouts. mostly from the
Finance and Contact & Liaison Branches.
Their services include brokerage. mang­
ing warehouse storage. small~scale com­
muditic:s exchange. linguistic and cullural
Lrllnslation. commercial dat3base access,
and so on. These services are free. and
a\'ailable to anyone on a first-come. first­
~,...·cd basis.

1be Imperium's reasons for mainlain­
ins trading slat ions are complex. The
Imperium has always spent a great deal of
effon on promor.ing interstellar U'adc. as a
matter of policy. Wortds that arc bound
togelher by prosperous uade arc more
likely to contentedly suppor! Imperial
power. Also. Imperial trade stations 1IC1 as
a small (but imponant) check againsl lhe
megacorporalions. The control of infor­
mation can be a powerful wellpon for a
large. widcsprl:ad corporation against its
local competitor.>. The presence of a trade
staLion prevents anyone from completely
monopolizing informalion flow. Finnlly.
many nss trade stations are set up in bor­
der regions. and aCI to encourage trade
wiLh potC'ntio.lI)· hostile neighbors.

There Ilfe a number of USS~t\ln tl':lding
stotions in the Spinward Marches. Mosl
notable are the stations in the corew3ro
sections of Regina and Aramis SUbsecIOfS.

posted to encourage lrade wilh the Vargr.
Se"~ra1 of lhese stations "'ere damaged or
dcslroyed during the Firlh Frontier War.
but have relurned to operalional slalus
now that peace has returned. There are
persistenl rumors thai n55 Inlelligence
officers use the uading stations as cover
for lheir own operations in tbe Vargr
EXlents_ This seems unlikdy. although
Inlelligence would ccnainly find the sta­
tions useful for infonnation gathering.
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The IISS has a diverse array of missions. and can be the basis for a wide
variety of campaigns and adventure hooks.

Scouts at Other
Times

There is certainly enough scope for
scoul-based adventures during the
maio sctling for GURPS Travelltr.

On the ulher hand. lhere are other periods
in the Imperial "future hislory" thai would
also be appropriate.

The Interstellar Wars
During the epic connict between Ihe

First Imperium and the upstart Terraus.
both sides explored in search of advan­
tage. Terran seoul.'; sought out worlds
unclaimed by Ihe Imperium, for usc IS
new colonie.~ and military bases. Other
Tem',"s ventured into Imperial territory to
examine the enemy's worlds lind learn
3hom enemy cultures. For their part. the
Vilani did much less exploratiun, but they
did place outposts in SCycnU new systems,
attempting to curtail TClTll.O cxpunsiull Wid

provide forward buses for the ultimate
conquest ufTcITII.

The Rule of Man
Aflt:r the fall of the Vilnni Empire, the

Solomuni actually did liule new explO­
ration, ;:IS the challenge of ruling Ihe

Imperium was too great to allow such
ventures. 011 the other hand, every world
in the former ZinJ Sitka was new to the
Solomani. Small teams of the conquerors
were oflen forced 10 cope with and ru/~

worlds both alien and ancient. Vilani
records and l'Issistance were often useless,
since the old Imperium had not spent
much effort on understanding or Itccom­
modating local cullurcs.

Con,illlU!d 011 Ilat pag~. _.

THE SCOUT CAMPAIGN
A scout-based campaign may be one of the few Traveller campaign ideas

that works well for active-duty characters. After all, Field scouts in particular
work in small teams, aren't closely supervised, and are expected to use initia­
tive. That's exactly the best situation for exciting, free-wheeling roleplaying.

Exploration
Don't be fooled by the Imperium's relatively static borders and conservative

outlook. Tbere is still plenty of exploration going on in Imperial space.
Hundreds of low-population worlds remain only partially explored, especially in
frontier regions such as the Spinward Marches. While many such worlds are the
private preserves of the Imperial nobility or of major corporaLions, Lhe nss
remains involved with many others.

Of course, such ongoing exploration is not exactly a bold venture. Any
Exploration team on such an assignment is on a world that has already been
well-mapped, is probably supported by an DSS base or starship, and is no more
then one or two jumps away from civilization. Otber teams are likely to be
altached to larger USS operations, helping Surveyor ConLact & Liaison
Branches with their work.

If they want a true wide·horizons adventure, ExploraLion Branch scouts will
fight for berths on a long·range expedition, taking a Pytheas-class cruiser or
!lome other large ship into new territory. The Scout Service nonnally has as
many as a dozen such expeditions in the field at any given time, ranging from
just outside Ihc Imperial border to hundreds of parsecs deep in uncharted space.
Some !luch expcdiLions take years LO complete, and would make a good basis for
a full campaign. The GM may do a lot of physical and cultural world-building,
but he shouldn't neglcct the poLenLial for shipboard adventures as well. A large
ship's crew will provide a variety of recurring NPCs (as well as a pool of char­
acters La replace killed-out PCS).

Contact & Liaison
The physical exploration of new worlds is a trivial affair, compared 10 the

intricate dance of contact with new cultures. Contact & Liaison Branch is active
on many world.. in Imperial space. Almost every world that isn't wholly inte-­
grdled into the Imperium has an Omega Team assigned [0 it. Campaigns ceo·
tereel around C&L Branch can involve a great deal of culrnral puzzle·solving,
along with intrigue involving Imperial nobles, diplomats, merchants or tourists.

Meanwhile, covert·contact missions go on frequently on low-tech worlds
under inLerdiction. Such missions are often among the most dangerous undertak·
en by the nss. Scouts under deep cover can't rely on immediate backup, don't
have access to Lhe full array of Imperial technology, are forced to work in a cui·

ADVENTURES



The Civil Wars
TIle Civil War period was a low (X'int

in the history of the nss. as the Service
barel)' mannged to survive officinl neglect
and the conni" between factions. Scout
adventures during lhis period would
involve a grMl deal of eS(lionagc and
"freelance" aclivily, as scallered IISS
detachments try to survive the chaos and
help hold things logether.

Scouts at Other
Times

[Continued)

Foundation Df the Imperium
The IISS and its predecessor, Ihe

S)'lean Federalion SeOUl Service. were
crucial to early Imperial expansion.
During this period, exploration. contact
and liaison activity were all on a grand
scale. Successful scout teams could ph:!), a
role in me ~:unquesl of whole subsec.lors.
CHfTlillg great rewards.

ADVENTURES

ture that is only pal1ially understood, and are surrounded by potentially hostile
primitivcs. Another point to remember is that low-technology cultures tend to be
more diverse and are often more complex. Without mass conununications, local
dialects and customs won't be "smeared out" into a bland common culture. This
implies that covcrt-contact agents will constantly be dealing with surprises.

In cithcr case, Contact & Liaison scouts almost always work in small but
loosely structured teams, ideal for PC parties. C&L campaigns will emphasize
roleplaying and problenHolving rather than action. The GM will be most inter­
ested in gcncrdting a slate of recurring NPCs and fleshing out the target culture
in great detail.

Courier
The Imperial Courier Service does no exploration, but it certainly faces a

varicty of missions. Whether the payload is an imponant Imperial personage, a
small-but-vital cargo, or a packet of highly sensitive and important information,
the Couriers often find themselves at the fulcrum of important events. Even a
marc routine task, carrying mail off the express-boat routes, brings couriers into
contact with many of the Imperium's more unusual worlds.

Probably the best way to structure a Couriers campaign is around a starship,
a Suleimlm-class scout/courier or a KhadJimir-class fast courier. The crew of
such a vessel makes a coherent PC party,
arranged so that players can fall into well­
defined shipboard rolcs. Advcnture ideas for
such a campaign can be rcasonably easy for
the OM to gcncndc. Just devclop an interest­
ing payload, a destination, and possihly an
outside party which would oppose safe
delivery.

Espionage
TI1C role of the JISS in intelligence-gather­

ing is not widely known, but it is important.
Asich; from the "passive" method of debriefing
traveling detached-duty scouls, the Service
also uses a variety of "active" method~. Scout
ships penetratc deep inside foreign territory to
collect signals intelligencc (and 10 drop off or
pick up espionage assets). Scouts also apply
the same deep-cover observation tcchniques to
foreign powers that they do to interdicted cul­
tures. That tramp merchant ship meandering
through "enemy" territory may be exactly
what it seems to be, or it may be crcwcd by
scouts who are compiling political, social and
economic reports on the worlds they visit.

Spies teod to work alone, but many scout.-;
in the intelligence business operate in small
teams, suitable for PC parties. NOle that such
teams are not composed wholly of Security or
Intelligence Branch scouts. Many (even most)
of their members will be from the Exploration
Office or Scout Fleet.



Kwai Ching (Spinward Marcbes 1040)
is an independent world in District
268, far from direci Imperial intlu­

coce and neutr31 in the growing conflict~

elsewhere in the Disuict. It is an unusual
planet, with no atmosphere, very slow
rotarian, and a high axial tilt. Scicniisis
speculate that a massive collision, perhaps
a billion years ago, gave the planet its
unusual rotation. The same collision
apparently stripped away mosl of the plan­
et's atmosphere and left Ult:: rest tu fr«::£c
on the surface. In IIny elISe, the planct's
lIlim:rul wealth (and available ice
deposits) make it a likely candidate for
rapid development in Lbe near future.

Wartime
When war begins, the nss is as involved as any other branch of Imperial

service. A wartime campaign might be the best way 10 integrate scouts into
"mixed" parties (those that include members of the other Imperial services). A
scout specialist could reasonably be attached to any kind of military unit, even a
mercenary unit that has been taken into Imperial service for the duration of the
emergency.

The Base Campaign
Centering a campaign around a scout base seems antithetical to the usual

idea of the scout campaign. After all, scouts are supposed to be voyagers, not
tied to a specific place. Still, an nss base on the fringes of thc Imperium ean be
an interesting centerpiece for a campaign. Exploration and survey activities can
be launched from there, the Xboat and courier services constantly pass through,
Intelligence operations are controlled, members of the other Imperial services
visit for consultations, and so on. A "base campaign" can provide variety and
allow a diverse group of PCs to work from a common background.

Kwai Ching System
NWllbu ofStars: I.
Primary Star Type: K3 V.
Primary Slar Characteristics:

Effective temperature 4800 K. Luminosity
0.26 solar units. Mass 0.71 solar units.
Radius 0.0068 AU (1000 radius 1.37
AU). Stable lifespan 27 billion years. Age
2.5 billion years.

Orbital Zones: Inner limit 0.14 AU,
life zone 0.48 AU to 0.66 AU. snow line
2.5 AU, ouler limit 28 AU. No forbidden
zones.

Planets: Terrestrial planet at 0.21 AU,
terrestrial planet (Kwai Ching) at 0.56
AU, planetoid belt at 0.91 AU, terrestrial
planet at 1.6 AU, planetoid belt at 3.0 AU,
terrestrial planet at 5.!! AU, terrestrial
planet at 11 AU, terrestrial planet at 23
AU,

Contillued 011 next page . ..

Detached Duty
The classic Traveller campaign involves a band of free-roaming trou­

bleshooters, trying to make a living and see the Galaxy after leaving some prior
service. Ex-scouts certainly bring some useful skills to any such band of voy~

agers. What is often overlooked is the kind of ready-made plot hooks that they
provide the OM.

Scouts on detached duty are always subject to being called in for debriefing
or for a few hours' technical work. At the very least, this can give the OM the
chance to hand the players some new information, filling in campaign back­
ground or pointing them to an adventure. Sometimes the detached-duty scout
will he asked (openly or secretly) to perform some long-range task, with which
his companions will also become involved.

ACVENTURE OUTLINES
This chapter includes two full adventure situations, each of which can be

used as the opening adventure for a scout campaign. The sidebars include more
adventure and campaign seeds. There are also two examples of worlds from
published Traveller material, expanded into more detail using the world-design
systems in this book.

; ~" ,u~~f:,{,,.~..
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DIPLOMATIC POUCH
Mail carriers don't really want excitement, but when the mail has to go

through the interstellar backwoods, excitement often drops by unannounced.
Take this adventure, intended for the crew of the IISS fast courier Phidippides.
The adventure works best if the courier ship is at most lightly armed. Shooting
is a bad idea in any case.

Sabotage
The adventure begins near an independent world in the Trojan Reach, just

rimward of District 268 in the Spinward Marches (this world can be drawn up
by the GM or taken from published Traveller material). The world has been the
target of corsair r.:tids and Aslan incursions for several years now, and is interest­
ed in applying for Imperial client state status in exchange for protection. The
Duke of Glisten dispatched a diplomatic mission to the planet to see what could
be arranged. Phidippides was attached to the mission in case the diplomats
needed to consult with the Duke quickly.

Recently the senior diplomat of the mission decided to send a diplomatic
pouch back to the Duke, along with a request for instructions. The couriers an:
to take the pouch as q\lickly as possible, via Kwai Ching-Mertactor-GListen. The
pouch is a data solid, strongly encrypted, inside a very secure (and booby­
trapped) case. The couriers don't have the decryption keys and can't open the
case anyway.

All seems well until the moment that the ship drops out of jump 3t Kwai
Ching. There is 3 crunch from the engineering compartment, and red lights
spread across the navigator's board. If anyone is in the engineering compart­
ment, he will suffer 1d damage due to a small explosion (reduced if in annar).

The ship has been hit by a "jump bomb," a rather vicious sabotage device_
It's designed to be secreted on me hull of the ship, ncar where the drive inter­
locks with the hull grid that forms the jump field around the ship. When the
bomb's instruments detect the transition to or from nonnal space, it detonates,
damaging the jump drive. Why the bomb didn't go ofT when the ship entered
jump space is a mystery, but if it had the result would probably have been a cata­
SlrOphic misjump. As it is, the jump drive is slightly damaged. Repairs are possi­
ble, hut several parts need to be replaced for which there arc 110 spares in ship's
stores. Presumably these parts can be obtained on Kwai Ching.

Cry Republic!
As Phidippides approaches the planet, the crew will see that something very

unusual is going on. A backwater world sueh as this rarely has more than one or
two ships insystem at any given time. At the moment, the sensor officer can
count seven ships in orbit. Five of the seven arc typical human-built TLlO ships,
probably built by some world in the District. The other three ships are of AsIan
design. Tonnages range from 400 tons up to 1,000 tons.

Phidippides will be hailed by local starport authorities, identifying them­
selves a"i representatives of the "Republic of New Liberty." The authorities will
be very polite to the couriers, granting them clearance to land and refuel, hut not
talking about the local situation any more ilian necessary.

When the courier lands, the crew will be met by Willem Heydrich. the "new
Undersecretary of State." Heydrich looks more like a mine worker than like a
diplomat. He will also be polite, however, offering to assist the couriers in any
way be can. On the other hand, he insists that an anned guard will be placed at
lbc entrance to the couriers' landing pad, and that the courielS should not leave
their ship without escort. These measures are for their protection, he claims.

ADVENTURES

KwaiChing
{Continued}

Planet Kwai Ching
Planet Size: Diameter 5,000 miles.

Oensity 5.2 gk~ or 0.94 Eanh Slandard
(Medium-irun world). Mass 0.24 Eanh
masses. Surflk:e graviEy 0.59 G.

Moons: None.
Dynamic Parameters: Orbital eccen­

lricity 0.08, minimum .separation 0.52 AU,
maximum separation 0.60 AU. Orbital
period 0.497 standard ye.1fs (181.7 slan­
dan! days). Tidal force (from primary sw)
1.15. lotal tid.11 effecl t2. Rntalion period
21.5 stand.1rd r1:lYs. Oay length 24.4 stan­
dard days. Axial lilt 43 degrees.

World 7)'pll: CmTected size parameter
0.40 (Standard). Dcsert world (unom­
alous).

AmulJphtric Pres.mrf!: None (unom­
aIOlls).

Hydrographics: No surface water.
Large subsurface icc d(:posib.

Nativf! Ecosphere: None.
Armosphf!ric Compo:si/iun: None.
Overafl Climate: Albedo 0.16.

GrcenhouSt' factor O. Blackbody tempera­
lure 265 K, average surface temperalUre
254 K (_3°f). Very Cold cLimale.

Resource Vullle: Very Rich.
POPuIUI;Q1l: MSPR O. PR 7 (30 million

inhabitants).
SlurpOrl Facilities: Class m.
Political Type: Technocracy.
Control Rating: 5 (RepreAAive).
Base Teclmological Level: 9.
Unity of Governrn.ent: World govern­

menl exists.
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There are still "reactionary terrorists" about, who might he willing to create an
incident by attacking Imperial representatives ...

As the couriers will find out if they investigate, Kwai Ching has just under­
gone a revolution. Soon after the departure of the mercenaries who had been
defending the planet (see sidebar), an armed uprising took place in several city­
domes. The Board of Directors moved immediately to crush the rebellion, but
within three days a small fleet of human amI Asian ships arrived and declared
support for the rebels. Asian marines seized the slarport, while human invaders
attacked Warden strongpoints. Soon the established government found itself run­
ning for its life. Presently there are still a number of loyalist leaders and
Wardens at large, and there is still some fighting, but the "New Liberty
Republic" is apparently in charge of the capital and the starport.

What will1lo! be easy for the couriers to discover is the nature of the human
"mercenaries" who are involved in the coup. They and their ships are from
Trexalon, a nearby independent world with a strongly anti-Imperial stance. They
do not wear Trexalon unifonns, however, and only a few high officials in the
Republican government know for certain who they are.

Getting Repairs
The most obvious problem faced by the

couriers is getting the replacement parts they
need for their jump drive. Considering how polite
the Republic's government has been, the couriers
may be tempted to ask them for assistance. but
this would be a mistake. The Republic and its
Trexalon allies are unwilling to seize or fire on an
Imperial ship, but if they realize that said ship
needs repairs they will be only too happy to put
one obstacle after another in the way. Calls will
not be returned, fanner contacts will be out of the
office, independent suppliers will mysteriously
not have the needed parts.

Meanwhile, even if the Republic doesn't learn about the needed repairs, the
armed escort that accompanies the couriers on every trip will politely but firmly
interfere with everything they attempt. Of course, the guards are rebel militia
rather than Trexalon regulars, and are less than completely competent. The
couriers may be able to evade their escort once or twice before the guard is
replaced by more efficient troops.

There are two other ships in port. The DyaraTlfl Sunrise is a 400-too subsi­
dized merchant owned by McClellan Factors. TIle Republic has refused it per­
mission to offioad or onload cargo, and although the merchant has clearance to
leave her captain is very unwilling to do $0 without a chance to trade. The crew
of the Sunrise will be a good source for information about local conditions,
since they have been here since shortly after the coup. Any attempt to contact
them will be monitored or interfered with, however.

The other ship in port is the la1l MacGregor, a 200-ton far trader with
CoUace registry. She is under security lackdawn in her pad, her cargo impound­
ed and her crew imerned by the Republic. Collace is Trexalon's foremost rival in
the region, and the insurgents regard the lal1 MacGregor as a security threat.

The jump drives on Dyarall11 Sunrise are incompatible with those of the fast
courier, and she has none of the needed spares. However, the la1l MacGregor
has compatible parts, not an exact match to specification for the fast courier, but
probably close enough. Assume a Mechanic (J-Drive) roll at -4 to adapt the
parts, if the couriers can gain access to them in the first place.

The ruling body on Kwai Ching is the
Board of Directors, a council with
seven memhers. The Board holds leg­

islative and jUdicial authority, making all
government policy and reserving the right
to interpret the law as well. Directors
serve for life. after being appointed by
their predecessors with thc approval of tht:
entire Board. Directors arc almost always
sClllar graduatl:s of Ihe University of Kwai
Ching, with dcgrccs in engineering or eco­
nomics. The senior member of the Board
is head of slate.

Executive authority is vested in the
office of the Senior Manager. who is
elected for a single term of fOUT local
years (about two standard yeMs) by a lim­
ited subset of the citizenry. Voters must be
at least 40 years of age and may have no
negative notations on their security record.
The office is acmally quile weak. subject
10 the whims of the Aoard of DireclOrs.

A third in.~litUlion is the Wardens, a
secret police which ostensibly reports 10

the Board of Directors. but which is
almost selF-directed. The Wardens arc lhe
arm of state repression. maintaining secu­
rity dossiers on every citizen and en~uring

that no unapproved eeunumic activity
takes place.

Kwui Ching wu~ sellled about Year
500 by dissident~ frum Collace, who
believed lhat lIlt: Free-markel economics
praelieed all llu:ir homeworld was dehu­
manizing. The Board of Direelors was set
up to govem the planet using strictly ratio­
nal economic and social planning. This
worked surprisingly well for a time. until
(about 800) extensive deposits of induslri­
aI-grade gemstones were discovered on
the plane!. This brought many weallh­
seeking newcomers from Ihe Imperium
and the Sword Worlds. The Board's stag·
nant planning .~tructure was disrupted.
forcing the Board 10 resort to oppressive
tactics 10 keep in power. Kwai Ching has
cycled between social unrest and police­
.~tate repression ever since.

Kwai Ching has been carefully neulral
in the various conflicts growing elsewhere
in the District. In particular. the govcm­
ment has kepI its pUrl opell to ships from
both Coliace and Trcxulull. lind has main­
tained trade links with the Agworld
Combine.

Recently, the Board of Directors has
been under pressure because of a series of
raids against the planet's starport and
major cities. The eorsairs are of unknown
origin. but they have managed 10 success­
fully raid the planet four times in the last
eight years. The Board has hired off-plan­
el mercenaries to beef up local defenses.
There is considerable specUlation about
the narure of, the raiders. No other world
in the vicinity has beell ilie ~et of; such

uenl or persistent aitatks.



Contacting the Underground
The couriers have the option of trying to contact the loyalist underground. If

they don't, or if they run into trouble, the underground may contact litem. The
Directors may be in hiding, bUI their loyalists know Kwai Ching's cities better
than the Trexalon or Asian invaders. and they have contacts sufficient to keep
them from being found and arrested for a while.

The Directors would be willing to help the couriers find the parts they need.
in exchange for a promise to infonn lmperial authorities about the coup. The
Directors are confident that ships from the tOOth Fleet at Mertactor would inter·
vene, if it were known mat Trexalon and Asian ihatei had set up a puppet gov­
ernment here.

Naturally. contacting the Directors is very dangerous. [f the Republic dis­
covers the contact, the gloves will come off. Republican troops will happily try
to "accidentally" kill Imperial officers in the firefight, while trying to arrest the
"terrorists."

Wrap-up
If the couriers manage to repair their ship and leave the planet, this should

be considered a success. If they put the pieces of the political puzzle together
and reali7.e that the Trexalon-Aslan alliance is making a major power play in lhe
Districl, all the beuer. This adventure may be a good lead-in for an IISS cam­
paign set in District 268, during a "hot war" between Collace and Trexalon.

HARD EXTRACTIDN
This advenrure describes one of the most dangerous missions open 10 IlSS

personnel: coven contact on an inlerdicted world. Explordtion Office scouts are
besl suited for ii, possibly with the backing of one or two Security Branch tacti·
cal experts.

Missing Man
The learn is assembled in the office of Scout Commander Musa Traore,

commander of nss activilies in A1!,.>1nc system. He infonns them that a critical
situation has arisen on the planet. lust before sunset local lime, an episode of
violent rioting took place in the city of Picaos, the main seaport and capital of
the Realm of Elaas. There were three deep-cover observers in the city at the
time. Two of them got out and made it to an extraction puint. The third, a local­
culture expert named Eneri Mahdavi, didn'l, His persunal communicator isn't
responding, so there is no way of locating him from a distance. Surveillance
drone overflights have turned up no sign of him.

Traore teUs the pany to prepare for Alpha Team duty in the city of Pintos.
They will be inserted as close to lhe city as possible, just before sunrise local
time. They are to find Mahdavi and bring him to lhe extraction point, if possible
by themselves. There will be an 5-3 squad standing by, ready to intervene if the
party calls for them, but that's to be considered a last resort. If Mahdavi is actu­
ally dead, the party should verify that fact and then return.

There are two complicating factors. First, the scouts who escaped from
Pimos are puzzled about the rioting. There is certainly some social unrest in the
city, but the usual time for disturbances is early in the planet's very long day,
before oppres.lOive heat and torrential rains set in. Rioting is almost unheard~ofso
soon before sunset. Also, the royal musketeers who form the city's security
force seemed surprised by the riot, which came up very suddenly and without
apparent provocation. The local situation should be considered dangerously
unstable.

Adventure Seeds

Msson£Jixon
Pagaton (Spinward Marches 1624) is a

low-tech world divided among many
small nalion-states. Conflict between
th~ nations is oonnally kCplto the level
or harsh language. since reliources are
plenliful and most local cultures are unag­
gressive. The govcnuncnt o( Winsadi has
reccntly contracted with the nss to survey
and mark ils border with lhe neighboring
statc of Jyrel!. The eonlmet calls (or the
border to be surveyed using advanced
technical methods. but it musl be mar/;~d

using techniques that can be mainl3ined
by local workers. The process is 3lso not
to disturb the ICC'll ecology. This means
that Survey teams must traverse the border
on the ground. placing markers along ilS
length. Naturally. the border is disputed
by the Jyrel1ians. and nlns thmugh some
very TOugh country.

The Xbost Advenwre
After 3 long misjump. the pilot o( an

expl'C5S boat finds himselr losl wcll out·
side or Imperial space. Thcre's a habitable
world not too far away. and fortunately
it's home to a spaccCaring culture. The
alicns~ ablc to rescuc the pilot, but thcy
know nothing of the Imperium and have
ncver had any contact with oulsiders. The
pilot becomes a player in local political
connicts, trying to di54;over his location
and find a way to return 10 civilizalion.
This adventure works best (or a single
player. although the GM can use it as the
It:ad-in for a multi-player campaign (with
the other players taking lhe role or
nalives).

Back Door
OMa and ships are TOuted through the

Xboat network by a sophi~licated software
package. designed by Naasirka and
installed on large cl'lmpmers at every USS
way slalion. Now 3n investigation of
3ecounting discrepancies alone way sta­
lion has led to 311 astonishing disco\'cry:
3n unknown permn or group hu sub\'crt­
ed the routing software. As a result. they
ha\'e accas to the nclWOri;. without Pllying
Cor it, and an:: using that IlCCCSS to break
into privatc and lmpcrial computers at
interstellar distaDce:s! A tearn of $COuts is
assembled from the Communications
Office and Security Branch, and assigned
to track down the data pirates. To accom­
plish their mission. they will need 10 visil
many worlds along the Xboat lines. The
more they investigate, the deeper they will
fmd the conspiracy and intrigue to go.

Continued on /locI page . ..
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Adiientur.e SBfIils
[Continued)

Out Df Thin Air
Gemwood is me latest hoI luxury item

on half a dozen wealthy worlds. Quietly,
gemwood carvings and gemwood furnish­
ings have been appearing in executive
boardrooms and private estates. liard as
diamond, brilliant a.~ jade, smooth as silk,
warm a.~ fine oak - gemwood is in fierce
demand. Yet no one knows where il
comes from. Except the 1155, which has
had the gemwood tree's homcworld under
interdiction for cenlUrics. The 1I5S also
knows thai guns have been appearing un
thaI world, leading to bitter tribal wars
over the gem wood groves. A team of
Security ofricl;:rs is SCI1{ to find OUI how
the smuggling is bl:illg done and stop it at
th\: saure!;:. The Dilly problem: the inter­
diction pUlrQl is tighl. How arc the smug­
gkrs reaching the planet? Could scouts
actually be helping them?

Bloom
728-907 (Spinward Marches 1213) is

occupied only by a small team of SCOUI.<:
from Base Branch. who operate an emer­
gency-landing facility. The planet is
known to lack mineral wealth, and so no
one has ever tried to ~ellle it. [n fact, hard­
ly anyone ever vi.<:il<:, except for thc n55
relief Ship thaI swings hy twice a ycar.
Now somerhing is affecting the native life
forms. New animal species are suddenly
appearing in thc area of the outpos!. mov­
ing about in ways that secm almost pur­
poseful. Thc air is rich with strangt: pol­
lens and spores. The scouts manning the
outpost aren't Expluralion Office hot­
shots, bUI tht:y un;: the men on the spot.
With months to go before lhe next relief
ship. no aile else is going to figure out
what's going on. In time. that is.

Casablanca
Faisal (5pinward Marches 0518) is a

dreary low-tech world whose only out­
standing feature is its location. situated in
a frontier region between Imperial,
Zhodani. Danian and independent spheres
of influcnce. There's a small IISS opera­
lion on the world, maintaining the local
environmental technology in exchange for
control of the starpon. The open secret is
that this gives Intelligence Branch a
superb base of operations in a critical
region of space. Now someone is ttying to
upset the IlSS applecart. stiffing up rebel­
lion and anti-Imperial sentiments among
the people of Faisa!. The Intelligence
agents on planet must stop the plot or the
IflY!Crium will lose a valuable piece in the
Great Game.

The second complication: Algine's primary is an occasional flare star, and
the expedition's scientists predict that there will be a major flare sometime in the
next few standard days. The flare should present the team with no imminent
danger, but for a period of 1-2 hours radio communications will be cut off. The
team should work quickly, and be prepared to work without backup if the star
flares.

The team bas discretion to choose its own cover story and equipment. The
best cover slOry would be for the team leader to play the part of a middle-class
merchant, come to Piraos to do some business and visit local religious shrines.
Other team members can play the parts of the merchant's family, aides, or body­
guards. The team will he provided with appropriate clothing and personal items,
along with ahout $1,000 in local currency_ It would be reasonable for them to
carry blade weapons, but not handguns_ The party may also take a few pieces of
easily concealable high-tech equipment, such as a small first-aid kit, a biosniffer,
or similar items, Anything else (such as advanced weapons) will have to he con­
cealed even from other scouts. It's standard procedure for the team to be inspect­
ed before departure, to make sure no out-of-place items are being carried.

Each member of the team will be issued a covert-action communicator (see
Chapter 2). Members of the party may choose to carry spares.

The Search
After being dropped off, the team should have no trouble walking to Piraos,

arriving at the city gales during the slow sunrise.
While the scouts move around in the city, they will sometimes encounter

royal musketeers. These arc uniformed troops, moving in groups of three or
more. They carry sabers, and breech-loading flintlock rifles roughly equivalent
to the Ferguson rifle listed in the Basic Set. They will be unfriendly and menac­
ing, and may harass the scouts withoul provocalion. They can, however, be dis­
creetly bribed by small sums of money,

There are three good places to search for Mahdavi. In his cover identity, his
home and place of business were in the Streel of the Glaziers. He sold glassware
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and fancy beadwork to an upper-middle-class clientele. If the team looks there,
they will find that the street was hard-hit by rioting. Mahdavj'!; house in particu­
lar was gutted, the shop's contents smashed and the whole building set ablaze.
The residents will be suspicious of str.mgen> (-3 to Reaction) and don't know
where Mahdavi is in any case. He was last seen before the rioting.

Another place to search might be at the Citadel of Justice. a massive stone
prison which also serves as headquarters for the royal musketeers. A search of
records from the time of the riots will tum up no evidence that Mahdavi was
arrested.

Finally, the party will know from Mahdavi's reports that he was in contact
with an ethnic-minority community within the city: the Phen;i. The nss doesn't
know much abom the Pbersi, except that they have no nation-state of their own,
living instead in their own isolated neighborhoods in many of the East
Continent's cities. Mahdavi had apparently befriended several residents of the
Phersian Quarter in Piraos.

The Phersian Quarter
If the pany goes to the Quarter, they will frnd it walled ofT from the rest of

the city. There is one gate, guarded by musketeers. If the scouts watch for a
time, they will see that the musketeers allow people out of the Quarter, although
usually with a bit of harassment on the way. They are allowing no one in except
resident,; of the Quarter. Phersi are distinctive in appearance. Their complexion
i!; unusually dark. for a native of Algine, and they wear a distinctive costume,
including a black hood which both men and women are apparently required to
wear when outside the Quarter. They are apparently an oppressed minority,
although their demeanor is quiet and proud.

Under no circumstances will the guards allow the pany to enter the Quarter.
If properly approached, they may send one of the Phersi to summon a leader of
thc community. The man who answers the summons is a dignified man who
introduces himself as Resa Kerman. an elder.

Kennan will appear to be reluctant to talk about Mahdavi, but he will even­
tually admit that he and Mahdavi were friends. He claims that Mahdavi is dead,
caught by accident in street fighting during the recent riots. Kerman believes
that the bodies of those killed in the riots have been collected near the Citadel of
Justice ror disposal. Would the visitors like to see? Kennan is lying throughout,
although he is very smooth (assume he has Acting of 15 or better).

Kl:mlan will leave the Quarter long enough to guide the party to a public
square near thl: Citadel. There, a number of bodies have been unceremoniously
dumped and arc beginning to decay. Two squads of musketeers are standing by
to ensure that no violence breaks out, but there is also a crowd of angry citizens.
Some people arc moving among the bodies, look.ing for loved ones. From time
to time there is a wail of anguish. the crowd muners more angrily, and the mus­
keteers shift more uneasily.

Kennan excuses himself as soon as possible. If the PCs investigate, they will
eventually find a glint of metal next to a partly bumed body. The metal object
turns out to be an nss covert-action communicator. damaged beyond repair by
fire and a heavy blow. The body is not that of Mahdavi, as examination by a
physician or a c_haracter with a biosniffer will reveal. It's a malc human of ahout
the right age and build, but it's definitely a nalive of Alginc, not Mahdavi.

At about this time, the escalating tension between crowd and musketeers
will boil over and the adventurers will find themselves in a flash riOI. The great­
est danger is from the musketeers, who will fire wildly in an attempt to disperse
the crowd. The scouts would be best advised to escape.

A19ine (Spinward Man:hes 2308) is an
interdicted world. its entire star
system under [ISS jurisdiclion.

Coven contact teams are often on Ihe
planet. observing the violently xenophobic
native cullUres.

Algine System
NumbuofStan: I.
Primary Star Typ~: M8 v. Star

exhibits occasional flan: activity.
Primary Star Characteristics:

Effective temperalure 2,600 K. lumi­
nosity O.(XH wlar units. Mass 0.063 solar
units. Radius 0.0014 AU (1000 radius
0.28 AU). Stuble lifespan 630 billion
years. Age 5 billion years.

Orbital Zvm::;; Inner limit 0.013 AU.
life zone 0.03 AU to 0.04 AU, snow line
0.16 AU, outer limit to AU. No forbidden
zones.

Planets: Terrestrial planel (Algine) at
0.033 AU, planeloid belt at 0.33 AU, gas
giant 31 0.63 AU, gas gianl al 1.2 AU, gas
giant at 2.4 AU, planetoid heIr at 4.8 AU.
terrestrial plllm::1 al 9_6 AU.

Planet Algina
Plonl!t Si<'l!: Diameler 6.600 miles.

Density 5.0 glee or 0.91 Eanh standard
(Medium-iron world). Mass 0,52 Earth
masses. Surface gravity 0.75 G.

Moons: None.
Dynamic Parameters: Orbital eccen­

rrieity 0.t5. minimum separation 0.028
AU, maximum separation 0.038 AU.
Orbital pcriud 0.0239 standard years (8.72
standard days). Tidal force (from primary
star) 660. tuta! tidal effect 6.341. Planet is
tide-locked in a 213 reSOll\'tnl p\'ttlern.
Rotation period 5.81 standard days. Day
length 17.44 standard days. Axi:!1 fill 8
degrees.

World Type: Corrected s17.e p\'trameler
0.64 (Slandard). Ocean world.

Atmospheric Pr~SSllrl!: 0.9 lItmos­
pheres (Slandard).

Hydrogrnphics: 58% surface. water.
Norivl! Er:osphu~: Complex animals.

all animals are nonsenrient. Plane I is
Eanhlike.

Atmnspherie Composirion: Oxygen­
nitrogen.

Overall Climate: Albedu 0.24.
Greenhousc factor 0.18. Blackbody tem­
perature 272 K, avenge surface tempenl.­
ture 300 K (8O"F). Ellrth-nomtal climate.

Resource Volue: Poor.
Popl.latirm: MSPR 9. PR 9 (7.4 billion

inhabitants).
$/urport FocilWes: Class O. Inter-

dicted.
Poliric:al Type: Dictatorship.
Control Rating: 4 (ConttoUed).
Base Tec:1uwlogical Level: .5.
Uility ofGovemment: Diffuse.
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Algine:
World History

During tbe Interstellar Wars. the
Terran Confederation often feared
that it would be overwhelmed by the

mighl of the Vii ani Imperium. In an
attempt at ensuring the survival of Terr;m
civilization. the Confederation ~ent Qut
several 'alonia! expeditioM u~ing ~lower­

th:'In-lighl generation .~hip.~. Some of these
were sent In rimward, away from the
Vilani, hUI olher.~ were sent coreward­
spinward to cross the Greal Rift.

One such ship reached Alginc about
-1()(J{) and founded the human sculcmcnt
there. Unfortunately, ethnic and ideologi­
cal divisions split the colony carlyon.
leaving it vulnerable when II serit:s of
VlUgT raids SIC\ll;k tile plane\. The result
wus a collapSl: of imluJ>trial ci viliziltion.
By ubout -750. Aigine's settled areas had
flillen buck to TL2 (TL3 in a few areas).
Ever since. war has been common among
the various tribes. city-stlltes, kingdoms,
and occasional enlpires. Further, the peo­
ple of Algine have developed a deep-seat­
e(! mistrust of anything conting from off­
world. Local myth is full of frigh!l::ning
tales of the Vilani Imperium, ancl of
vicious wolf-demons who attack without
warning from the sky.

The natives of Algine are still rccog­
ni1.ahly Solomani, with languages and cul­
ture.~ descended from those of Old Terra.
A cenain amount of mutation and genctic
drift has occurred. howevcr. Most popula­
tions havc bccome uniformly light­
skinned, having lost thc high level of
melanin production thaI was m::ceSSllry
undcr Tcrra's more energetic sun, III some
populations, the mit: of actual albinism
has reached as high as I in 10 births.
LlXal culLures have developed elaborate
means for predicting the occasional flare
episodes of A1gine's sun. A large flare can
put out enough ultraviolet light 10 give a
pale human or an albino very bad sunburn,
so most natives go indoors for the hour or
two that a flare is dangerous.

Algine was rediscovered by Imperial
scouts in 118. There were several altempl~

at open contact. but these all failed due 10
the aggre.~sive xennphobia of thc world's
population. The world was placed undcr
Imperial protection by the Emperor
Anemsus, and has been in somc form of
interdicled status cver since.

Since about 850, thc !ISS has beeD
aware of social and technological
advancement in several of the natiOll­
statcs of the Elc;t ConlinenL These states
have reached TL5 and are in the process
of building colonial eWp'ires around the
rest of the.planet. nss covert-coniact
activity bas con~ntnlted in this region for
seveRil C1ecades now.

Gone Native
At this point, it should be obvious that Mahdavi is not really dead, and that

he has gained the help of the Phersi in hiding from the nss. The team will have
to decide what to do next, and given their wide variety of options the GM will
need to improvise. In any case, the task will be difficult. Both Mahdavi and his
Phersian friends are very cunning, and Mahdavi has taught his allies about the
potentials of Imperial technology.

TIle truth of the matter is as follows. The Phersi have retained much more
knowledgc of their origins and history than most Alginites. Their insular culture
has enabled them to pass along very old traditions, with almost no loss of infor­
mation from onc generation to the next. They are aware of the existence of inter­
stellar civilizalion, and from Mahdavi they have learned much ahout the
Imperium, Their goal is to break free of Algine and return to the stars, but 011

their own tenns. They rclain Ihe conunotl Alginite xenophobia and are unwilling
to trust the Imperium, They trust Mahdavi because he has immersed himself in
their culture and developed a persunal rcl<ltionship with them. For his part,
Mahdavi believes that IlSS poliey toward AJgine is fundamentally misguided,
and he is willing to give up his career tu help the Phersi reach their goals. The
riots were set off by the Phersi in order to cover Mahdavi's disappearance,

If the party comes too close to Mahdavi, he and his <lilies will respond with
force. He will be unwilling to kill fellow scouts, but he will gladly frighten them
off, or capture them so that 5-3 has to rescue them while he makes his escape.
The GM might use a stellar flare for dramatic effect, cutting the team off from
support at a critical moment. Note that the Phersians do not share the usual
Alginite aversion to flare sunlight - they have a darker complexion and can tol­
erate more ultraviolet light. This may be good (once) for tactical surprise against
the PC team.

Wrap-up
If the tcam simply escapes, having learned about Mahdavi and the Phersi,

this can be regarded as a partial success. Actually extracting Mahdavi is a com­
plete success, especially if the 5-3 team doesn't have to intervene. This adven­
ture would make a good set-up for an exploration-and-contact campaign set on
Algine. The planet has a wide variety of cultures, and many details are unknown
to the IISS even after a long period of study. In fact, if Mahdavi escapes he
might make a good recurring villain, as he mountS his one-man cmsade to bring
Algine back into interstellar civilization.

ADVENTURES



Absolute magnitude, 55.
Active duty, 24.
Administration 5, G.
Administrative Rank

advancage, 24, 26.
Advanlagc.s, 24-25.
Adventures, 134-142.
Albedo, 74.
AJgine,141-142.
Alkalikhoi, Arbellatra, 16.
Animals, 79-90.
Antebellum Period. 15.
Apparent magnitude, 55.
Atmospheric, composition. 72;

co1ltamjna1lts table, 73;
pollutants, 69-71; pressure,
70.

Axial tilt, 66.

Base Branch, 7; campaign,
136; crewman template, 19.

Bases, 93-94.
Rattlcsuit skill, 26.
Biochemistry, 68.
Biosurvey rover, 29.
Black holes, 50.
Branches, 6-9.
Bureaucracy, 5,24.

Calendar, local, 65.
Campaigns, 134-136;

pacification, 15.
Character templates, 19-24.
Chronometer, 27.
Claim to Hospitality

advantage, 24.
Clean V, Emperor, 16.
Climate, 76-79.
Clusters, 48.
Code of Honor disadvantage.

25.
Comets, 58.
Communications Office. 12,

14; emblem, 16.

Contact, coverl, 128-129;
uverl, 129-131; precoflfact
assessmerll, 126-128; pro­
cedures, 126-133; with
aliens, 132.

Contact & Liaison. Branch,
10; campaign, 134.

Control Rating, 94.
Courier, campaign, 135; ser­

vice, 18; templale, 19.
Courtesy Rank advantage.

24,27.
Covert action communicator,

27.
Covert operations, 9.
Cryptanalysis skill, 26.
Customs, economic, 115;

family, 98; hygienic, 117;
local, 98; recreational.
118; sex, 98.

•
Deneb sector, 15, 16.
Descent groups, 102.
Desert world, 69.
Detached Duty, 5, 9, 10;

campaign, 136; Office, 14.
Detecting civilizations, 121,

122.
Diplomatic Corps, 10.
Disadvantages, 25.
Domesticable animals. 82.
DUliosev-c1ass survey scout,

400-tol1, 36; der:k plam',
38-39.

Duty (Reactivation)
disadvantage, 25.

Ecosphere, 71.
Education Branch, 8, 12.
Emergency beacon, 27.
Equipment, personal, 27.
Eshgaani, Adrian, 16.
Espionage, 9; campaign, 135.
Exogamy, 101.
Exploration, 120.

Exploration Branch, 10,29;
campaign, 134; emblem,
16; operations, 124-126;
scom template, 20.

Express boat, 12, 17, 132;
loo-tOl1, 36-37; pilOf
template. 24.

Express Boat Service, 12, 16,
18,24.

External Mapping Branch,
10, 11.

Fermi, Enrico, 127.
Field, 5, 25.
Firs[ Frontier WaI, 16.
First Tmperium, 13, 113, 134.
Food strategies, 79; table, 81.
Forbidden Zones, 53, 54.

Ga... giant, 56, 59; densily
rabie, 58; placemenl table,
56.

hault-Plankwell, Olav, 16.
Headquarters,S.
Herbivores, 79.
Hivers, 18.

Imperial Courier Service, 12,
135.

Imperial Grand Survey, 10,
14, 15; emblem, 16.

IN 0 E X

Imperial nobility, 106.
Incest laboos, 101.
Inner limit, 54.
Intelligence Branch, 9;

officer template, 21.
Tnterdiclion, 10, 129-130.
Internal Mapping Branch, 10.
Interstellar WaIS. 134.

Jacqueline, Empress, 15.

K'Kree, 18.
Khadumir-ela.<;s fast courier,

400-tun, 36; deck pltlllS,
40.

Kinship, 102.
Kuiper belt, 58.
Kwai Ching, 136-138.

Landforms, 77.
Laser communicator, 28.
Law Level, 95.

Leadership structure, 105.
Legal Enforcement Powers

advantage, 24.
Legal sLructure, 110-112.
Life zone, 54.
Locating planets. 120,121.
Long-range probc, 33.
Luminosity class, 46;

lable, 47.

Magnitude of stars, 55.
Maintenance Branch, 7.
Mainworlds, 92.
Mapping, 3-D. 47.
Mass,S!.

143



Maximum Sustainable
Population rating, 91.

Medscanner, 28.
Megalopolis, 97.
Mobile Exploration Base, 33
Modules, communications,

35; logistics, 35; new, 35;
probe, 35; survey, 35.

Moons, 59-61.

•
Operations Office, 7.
Orbital, eccefltricity, 48;

eccefltricity table, 49, 62;
period, 63; separatio1l
table, 49; zones, 53, 55;
zones table, 54.

Outer limit distance, 54.

Pay grades, 24; table, 26;
temporary, 14.

Peer review, 6-7.
Pelagic, rover, 30; survey

vessel, 34.
Personnel, 6; officer

template, 22.
Piloting. 26.
Planetary. 1lebulae, 49;

survey, 122~124.

Planetoid bell~, 56, 60.
Pluralism, 99.
Political institutions, 104-

108.
Political types, 93-94.
Pony Express, 12.
Population Rating, 91.
Porfiria, Empress, 15.
Pragmatism, 102.
Principle of Succession, 106.
Procurement and Finance

Bnmeh,6.
Providence, 102-103.
Purcell-class express boat

tender, 1000-ton, 41;
deck pla1ls, 42-43.

Pytheas-elass exploratory
cruiser, 3000-Lon, 41.

Rank, 24; table, 26;
temporary, 14.

Records Branch, 9, 14.
Reputation advantage, 25.
Research and Development

Branch, 8, 10.
Rhylanor, 56, 61, 63, 64, 75,

105,107.
Ring system, 59.
Robots, 29-31.

144

Rotation period, 64.
Rule of Man, II3, 118, 134.

S-3, 7,22,32; operative
template, 22.

Scout Expedition dress, 32.
Scout Fleet, 8.
Security Branch. 7,14,24;

officer template. 23.
Security clearance

advantage, 25.
Ship Patron advantage, 25.
Skills, 26.
Snow line, 54.
Social parameters, 98-103.
Social Stigma (Robot)

disadvantage, 25, 29.
Social strategies, 81.

Solidarity, 100-101.
Solomani, 13, 18, 113, 114.
Space junk. 58.
Spectral. class. 46; subtype,

53; table. 47.
Stan>. 44~61; clusters, 48;

companion, 48-49;
flare, 52; luminosity da.u·,
46; lumi1losity rabie, 47;
mag1limde. 55; mulriple,
45; neutr01l, 50;prirrulry,
46; see also Stellar,
Spectral, Orbital.

Starpons, 92.
Starships, 35-43; surplus, 9.
Status advanLage, 25.
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Stealth surveillance drone,
31.

Stellar, characteristics,
50-53; remnams, 49-5l.

Subsector mapping, 44.
Suleil1u11I-cla~sscout

courier, 35.
Supernova, 50.
Supervisors, 27.
Surface gravity, 58.
Survey Branch, 10, 29;

scout template, 23.
Survey, biological, 124;

donation, II; ecological,
125-126; geological,
124; Grand, 11,15.18;
Imperial Grand. 10,
14,15,16; module, 35;
plal/erary, 122-124.

Sword Worlds, 15.
Sylea, 13, 15, 16; Federation,

13; Federation
Development Agency, 18;
Federation Scout Service,
14,135; Rangers, 7.

System density, 44; tahie, 44.
System detection and

mapping, 120-122.

Table, atmnspheric
contaminants, 73; biome,
81; early Imperium events,
119; encounter, 79-80;
food strategies, 81; gas
giant density, 58; gas giant

placement, 56; greenhouse
effect, 75; Long Night
events, 118; luminosity
class, 47; multiple stars,
45; orbital eccentricity, 49,
62; orbital separation, 49;
orbital zones, 54; pay
grades, 26; rank, 26;
recent events, 119;
resollrce value, 76;
spectral type, 47; system
density, 44; terrestrial
planet density, 57; world
size, 67; world type, 68.

Tech Levels, 94-95,108-117;
progress within, 112-116.

Technical Service, 5, 8.
Template, Base Branch

crewman, 19; character, 19­
24; cOllrier template, 19;
deep-cover observer, 20;
Explorarion Branch SCOllt,
20; Express boat pilot, 24;
Intelligence Branch
officer, 21; personnel
officer, 22; S-J operative,
22; Security Branch
officer, 23; SlIn1ey Branch
scout, 23.

Terraforming, 67.
Terreslrial planet, 56; demi­

ry table, 57.
Tide-locked worlds, 62-63,

65,78.
Toleration. 100.
Tractability, 101.
Trading stations, 134.
Translator. 27.

Universal World Profile, 94.

Vargr Extents, 17.
Vehicles, 32-35.
Vilani, 13, 15. 113, 114,

118, 134.

Wayward plancl~, 59.
Weapons, 27.
Weather, 72; gaming. 73-74.
White dwarf, 46. 49.
World, history, 117; size

rabie, 67; type table, 68.

Yorian Black Darter. 83.

Zhodani, 15, 17.
Zhunastu, Cleon, 14.
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