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THE HISTORY OF TRAVELLER

This volume is the basic rules set for the Traveller science-fiction game system. It contains the essential rules and background for a
player to understand and participate in Traveller games as well as basic materials that enable a Traveller referee to administer a
variety of adventures. The materials in this volume have a long history in print and in game play:

Classic Traveller

The original Traveller science-fiction game rules were published
in 1977 as three 5.5 by 8.5 inch books in a distinctive black cover
highlighted with a characteristic red stripe. Book 1 detailed the
creation of characters and resolution of personal combat. Book 2
dealt with starships (including interstellar travel, starship design
and construction, and starship combat). Book 3 included a system
for describing worlds and how to adventure on them. This original
edition (now called Classic Traveller) was envisioned as a gener-
ic or universal game system in which any situation or adventure
could be played out. Each individual referee was expected to cre-
ate and administer his or her own adventures. Its innovative rules
introduced the concept of skills for characters and detailed ran-
dom generation tables for characters, animals, and worlds.

The game was an immediate success, filling the then-yet
unfilled need for a science-fiction (and more sophisticated) equiv-
alent to the fantasy-oriented Dungeons & Dragons. For more than
a year, the three black books in a box were the only items in the
game system. But player response during that period demanded
additional game support in the form of additional rules and an
expanded, more specific background. For the rules, Game
Designers' Workshop began a tradition of issuing Books num-
bered in series with the first three: Mercenary (Book 4; by Frank
Chadwick) appeared in 1978 and detailed military characters and
operations. High Guard (Book 5) appeared in 1979 and detailed
naval characters and space combat. Scouts (Book 6) appeared in
1983 and detailed interstellar scout characters, star system and
world generation. Merchant Prince (Book 7) appeared in 1985 to
handle the merchant characters and provide a trade and com-
merce system. Robots (Book 8; by Joe Fugate and Gary
Thomas) appeared in 1986 and dealt with robots and their place
inthe universe.

For a more specific background, Game Designers' Workshop
began a concerted effort to publish materials which defined the
interstellar society of the future. In more than 60 additional vol-
umes, extensive details of the vast Third Imperium were revealed
to followers of the Traveller game system. This milieu of the Late
Imperium became the foundation of the Traveller universe.

At the same time players and referees wanted to publish their
own materials, and a series of licensed materials were authorized.
Judges Guild, Digest Group, and Seeker produced numbers of
materials. FASA, it is interesting to note, began its existence as a
Traveller licensee.

MegaTraveller

In 1987, the Traveller game system was revised to consolidate
the materials of the past ten years and, in the process, became a
more detailed and somewhat complex game system. To its credit,
it introduced a task system capable of resolving a range of situa-
tions.

Megatraveller also paved the way for violent change in the
Traveller universe by introducing the Rebellion Milieu, which
chronicled the assassination of the Emperor who ruled the Third
Imperium and the deterioration of the empire into a number of
competing states embroiled in rebellion and civil war.

Traveller: The New Era

In 1992, Game Designers' Workshop decided that all of its role-
playing game rules systems should be consolidated under a house
rules system, which was essentially the rules set for Twilight:
2000. A thorough re-write of the game system by Dave Nilsen pro-
duced Traveller:The New Era, which again advanced the timeline
one step into the future—the increasingly chaotic aftermath of the
Rebellion called the Virus Era. Although the game won the Origins
Award for best role-playing game and has a devoted following, it
also added another level of complexity to the system.

Traveller

In 1996, after more than 20 years as a major force in the adven-
ture game industry, Game Designers' Workshop fell upon hard
times and was forced to close its doors. As an intellectual proper-
ty, the Traveller science-fiction game system (including Classic
Traveller, MegaTraveller, Traveller: The New Era, and a variety
of unpublished materials) reverted to the original designer, Marc
Miller. As a result, the game system was presented with a golden
opportunity to restate itself in light of twenty years of role-playing
experience. Marc expressed five goals for the new edition (which is
this book):

1. A return to the simpler structure of Classic Traveller while
allowing for multiple levels of complexity depending on the
needs and interests of individual players and referees.

2. The production of a game design that encourages and pro-
motes the fun of playing with an enjoyable, exciting back-
ground.

3. The opening of multiple eras or milieus to facilitate playing the
Traveller science-fiction game system throughout the span of
history, from 300,000 BC to 5,000 years in the future.

4. Remaining consistent with previous editions in regards to his-
torical events and game system results. Previous history as
provided in any edition of Traveller stays largely the same in
this edition, with certain details clarified or re-stated for con-
sistency.

5. Explicitly stating a standard of quality that promotes whole-
some adventure and eliminates sexually-flavored art or con-
tent, unacceptable or vulgar language, and gratuitous, unnec-
essary violence.

The Future

We look forward to exciting times as we expand the Traveller
game system and chronicle the history of the future. Thanks for
joining us.

-Kenneth E. Whitman Jr.



The future of the Imperium rests on the shoulders of capable, trustworthy individuals.
Noble houses rise and fall by the actions of their members. While older nobles oversee
the affairs of significant worlds, their younger counterparts often serve as couriers of crit-
ical information.




THE FOUNDATIONS OF THE TRAVELLER UNIVERSE

Traveller is a comprehensive science-fiction future with origins in the distant past. Fundamental to the Traveller science-fiction game
system are answers to a myriad of questions about life, society, civilization in the universe. Yet everything is part of a cohesive structure
that gradually unveils itself to the participants and observers (whether they be readers, viewers, or players)...

Traveller is firmly grounded in technological and social science, each lends realism to the game's background while enhancing its
adventure potential. The universe itself encompasses a vast future wherein mankind has already reached the stars and conquered thou-
sands of worlds, but still faces the never-ending struggle to control more worlds and uncover more secrets of the universe.

Technological Science
The technological basis for Traveller provides a common ground
from which all extrapolations and story ideas can spring:

A Spectrum of Available Technology: Technology is not
evenly distributed throughout the universe. Instead, world and cul-
tures are classified by their current technology level, ranging from
0 (equivalent to the Stone Age) to 9 (rudimentary interstellar trav-
el) to 15 (forefront of extremely sophisticated scientific progress-
es) to 20 (which to some is practically magic).

The Jump Drive: The secret of interstellar travel is the jump
drive. While in normal space, travel is limited to the speed of light
(and it takes years to go from one star to another), jump drive
leaps around space: a jump covers one parsec (3.26 light years;
the average distance between stars) in about a week. Improved
?hfi]rt)s can reach speeds of more than 1,000 times the speed of
IgNnL.

Communication: The universe is so vast that even the
mega-speeds of jump drive can't work miracles. No one has yet
(or ever) invented a hyper communicator that will send messages
faster than light -speed. Communication is limited to the speed of
transportation. A message to the edge of the empire needs to be
carried there. For an empire 300 parsecs to the border that mes-
sage takes more than a year to deliver, even under the best of cir-
cumstances. News of war, conflict, invasion, disaster, or even
peace takes just as long to get back to the center of government.

Consequently, folks governing "out there" have a lot of inde-
pendence. A war can be over before the news of it reaches the
Capital, or for orders to return, so Dukes, Archdukes, and com-
manders of ships (exploring or warring) have to act on their own.
The characters have to think on their own. If they work for a mer-
chant company, opening new markets, they cannot "phone home"
every time negotiations break down (which can lead to the com-
pany accepting all sorts of wacky contracts and stipulations!)

Gravity Manipulation: The advance of technology has pro-
duced practical methods of gravity manipulation. Gravity manipu-
lation expresses itself in three ways: as artificial gravity, as inertial
dampers, and as thrusters. Artificial gravity is built into the deck
plates of starships, rendering a natural environment most like that
of a planet surface. Inertial dampers eliminate the extremes of
inertia which can pull and push people and equipment as it
maneuvers. Although such dampers are imperfect, they do create
a normal environment on starships, as well as allowing extreme
physical movement on small craft during high-G maneuvers.
Thrusters are the final aspect of gravity manipulation: they move
vehicles forward without the necessity of reaction mass (as
required for rockets). Thrusters work like rockets, but without the
requirements for large amounts of rocket fuel. Thrusters (as an
aspect of gravity manipulation) are more effective close to mass-
es than in deep interstellar space (that is to say, they push against
existing gravity fields in order to create thrust).

Fusion Power: Cheap fusion power means that the inhabi-
tants of this universe are not tied to gas stations or complex fuel
systems. Hydrogen taken from water, ice, even the methane of

gas giants like Jupiter is all that is required to produce abundant
electricity. Once a culture rises to the minimum required Tech
Level, its civilization usually draws upon electricity produced by
efficient, pollution-free fusion power. Starships draw their fuel from
the worlds they visit.

Social Science

By emphasizing the effects on the different societies, social sci-
ence infuses a unique flavor into this universe. Psychology, soci-
ology, anthropology, history, and economics all influence the activ-
iies of the people and the worlds around them.

A Cosmopolitan Universe: Traveller is a diverse, heteroge-
neous universe composed of many different groups, concepts,
races, communities, and individuals. People (and the term is used
to refer to "beings”) come in many different forms, all of whom
interact in one way or another. So naturally, there is conflict, antag-
onism, friction, and strife between various factions, but the uni-
verse itself allows any with talent to rise to the top.

A Human Dominated Universe: Through a combination of
fortuitous accident and strong-willed effort, humanity has reached
a position of dominance in the universe. Three distinct groups of
humans (the Vilani, the Solomani, and the Zhodani) have each
governed empires that span thousands of stars and trillions of cit-
izens. In addition, more than a hundred additional human soci-
eties are scattered among the stars, each is, in its own way, a
commentary on the strengths and the particular weaknesses of
the human condition.

Duty, Honor, and Loyalty: Interstellar society values people
(human or not) it can depend on. Those who are loyal and faith-
fully serve their duty are the ones to shoulder important responsi-
bilities, and a natural nobility arises from those innovative leaders
of society who unwaveringly and honorably follow the orders of
their superiors.

There Is No "Prime Directive:" Interstellar governments
have never felt it their duty to impede development, especially
economic development. As a result, no government has ever pro-
mulgated the "Prime Directive" (that undeveloped cultures and
societies be allowed to develop without interference until they can
enter the community of interstellar civilizations). Instead, econom-
ic forces have driven the development of those worlds rich in nat-
ural or exploitable resources, while retarding the development of
infertile worlds.

Everything Is Driven By Economics: Regardless of the
pronouncements of political, moral, or cultural leaders, every inci-
dent in this universe takes place with the specific intention to gain
economic advantage. Economic advantage generally means
rewards in a monetary sense, but it can also translate to political
or social power. Simply put, the foundation of all actions is eco-
nomics.

Wheels Within Wheels: The quest for meaning is always
fruitful in the Traveller universe. Events, ideas, concepts, and
beliefs are shaped not only by environments, but also by the



thinkers themselves. As those thinkers (be they readers, players,
or viewers) learn and mature, they will have new insights into
their beliefs. For example, the uninformed consider the Zhodani,
a race with extraordinary mental abilities, an evil empire intent on
destroying the Imperium. Only with time is it possible for them to
see these Zhodani as humans with families, goals, and desires
just like other humans. And only with time is it possible to see that
some Zhodani are evil. In the Traveller system, "Wheels within
Wheels" constantly shows new ideas and new facets of old ideas
to the participants.

Adventure!

Above all, this universe is filled with adventure. Individuals can
own starships and travel on their own to distant worlds.
Individuals can undertake literally world-shattering missions
whose results depend on their personal courage and resources.
Individuals are the key to discovery, progress, and the turning
points in history.

The Traveller system addresses adventure through three
specific areas:

Casual Players: Anybody can play Traveller. The concepts
are intuitive: travel, exploration, interaction, negotiation, combat,
and all kinds of actions. Individuals can role-play diverse charac-
ters or they can play themselves. Casual players can be so casu-
al that they know nothing about the game system at all.

Detailed Role-Players: Traveller provides dedicated
gamers the opportunity to role-play complex characters with
strong motivations and intricate backgrounds. The Traveller sys-
tem can be as informal or as rich as the participants want it to be.

Systems Engineers: The Traveller system presents refer-
ees the materials necessary to explore Traveller universe in
detail. Aspects such as starship design, world generation, vehicle
descriptions, trade and commerce, animal generation, and
encounters, are designed to meet two specific goals: as a prod to
the imagination, and for creating custom equipment or informa-
tion.

Characters

The central focus of Traveller is its vast array of characters.
While every person in this universe of the future is a potential
character to be played by a participant, Traveller concentrates
on the exciting potential of explorers, powerful negotiators, mili-
tary leaders, and intelligent academics. Each player assumes the
alter ego of one or more characters and it is through these char-
acters that the adventures of Traveller unfold.

Money: At the elementary level, characters (and their play-
ers) are interested in economic benefits and in the adventures
and means that bring them wealth and fascinating devices.

Power: Once a certain level of economic independence is
reached and money declines in importance as a personal goal,
the individual characters tend to focus on power and the means
of achieving power. Power is expressed in many different ways:
corporate power, political power, social reputation, private con-
quest, etc.

Understanding: When a certain level of power has been
achieved, the individual characters move on to the next step of
personal development: understanding the many aspects of the
universe that surrounds them. Again, Traveller satisfies this goal
with its fertile, varied universe rich in information and the poten-
tial for discovery.

Ultimately, the player behind the character reaches the next
level of achievement within the Traveller universe: he or she
becomes a referee devoted to administering the Traveller uni-
verse for other players.

History of the Universe

The universe as we know it was irrevocably influenced by a meek
pastoral intelligent race (called the Droyne) that evolved some
200 parsecs from Earth some 300,000 years ago. The activities
of these people continues to be felt throughout time and space.

Grandfather (300,000 BC): One of the Droyne was born a
mutation... incredibly intelligent and incredibly talented. In his first
few years, he realized the full import of his talents and used them
to conquer his world and his people (not that they really resisted).
This super-genius Droyne (dubbed Grandfather by modern
anthropologists) then turned his attention to space, inventing
spaceships and then starships with jump drive. He and his peo-
ple ventured out into the universe. He also raised a family of
super-genius children (nearly as smart as he), who scattered to
settle hundreds of worlds and each engaged in one form of sci-
entific research or another. Grandfather numbered in his inven-
tions immortality (for himself only, it seems, although he shared a
less potent version of it with his children), energy sources, world
shattering weapons, mind-boggling transportation systems, and
pocket universes. Much of what he conceived is still unattainable
to modern man.

At some point, he and his children had a dispute that esca-
lated into a full-blown galactic war. It completely destroyed the
Ancients and their thousands of cities on hundreds of worlds. The
modern universe can see the fossil remnants of this feud on
worlds and Ancient sites that still bear the scars of this devastat-
ing super-high-tech war.

But there is another, less obvious, reminder of the Ancients.
At some time in their travels, the Ancients visited Earth and car-
ried away several thousand near-intelligent cavemen.
Grandfather's children must have found them useful in some way
because they took them to hundreds of worlds. At the end of the
Ancient War, the Ancients were dead, but humanity lived on.
Each of those planets became a new world conquered by
humans, creating a unique yet human culture.

The Vilani Era (4700 BC to 2300 AD): The first of these
many human races to reach the stars was the Vilani. About 5,000
BC, they began to establish a star-spanning empire through their
monopoly on the jump drive. Only they had the secret of faster-
than-light travel, and they used it to control trade and dominate
both human and non-human cultures for dozens of light-years
around. Eventually, the Ziru Sirka (as the Vilani Empire was
called) became a rigid, brittle culture dedicated to maintaining the
status quo. Laws, politics, social pressure all emphasized confor-
mity and resistance to change. Innovation and technological
change were prohibited. Their four-thousand year empire was
drawing to an end.

The Terran Confederation (2100 to 2300 AD): Around
2100, humans on earth invented their own jump drive and
reached the stars, only to find them already taken. Fortunately for
tiny Earth, the Vilani Empire ignored the Terran upstarts long
enough for them to gain a foothold among the stars. Over the
course of 200 years, the Vilani and the Terrans fought a dozen
interstellar wars, each one seemingly inconclusive, but edging
the Vilani Empire closer to collapse. In 2299, the Vilani were
defeated so soundly that they surrendered unconditionally.

The Rule of Man (2300 to 2750 AD): Terra, with perhaps a
hundred worlds in its confederation, now faced the immense task
of ruling, as a conquered territory, the now collapsed Ziru Sirka,
with 11,000 worlds. Terra created the Rule of Man—the Second
Imperium, to govern these conquered worlds, often assigning
mere lieutenants as governors of worlds, and naval captains to
rule subsectors of 30-40 worlds. It was a losing battle. Nothing,
not technological innovation, not social change, not new blood,
not threat of outside invasion, was sufficient to raise the former



Vilani worlds from their cultural lethargy. Slowly, over the course of
400 years, the worlds of the Rule of man drifted into a dark age.

The Long Night (2750 AD to 4550 AD): When interstellar
trade shut down, the Rule of Man ceased as an interstellar gov-
ernment. Each world found itself on its own, living or dying on its
own resources. Outpost worlds dependent on food or supplies
shipped in from agricultural worlds simply died. Scattered starship
trade kept other worlds alive, but after a few centuries, even the
starships stopped running. Each world found itself alone in a sea
of space, completely dependent on its own resources. This Long
Night lasted for more than 1700 years.

The Third Imperium (4521 to 5637 AD): One world tenuous-
ly held on to its technology, its resources, and its knowledge to
remain a beacon of hope throughout the Long Night. Ultimately, it
began its own conquest of the worlds belonging to the former
empire under the Starburst Banner of the Third Imperium. From a
base of a dozen worlds, the Third Imperium began a systematic
effortto recontact the 11,000 worlds of the old Ziru Sirka and bring
them under one rule. Some accepted immediately; others resisted,
but none could resist the combined military might and economic
incentives that the Imperium could offer. Over the next 500 years,
the empire reached out to absorb tens of thousands of worlds.

The Asian Border Wars (3400 to 4900 AD): The conflict of
the Asian against the Imperium along their common border.

The Vargr Campaigns (4700 to 4900 AD): The conflict
between the Vargr and the Imperium along their common border.

The Barracks Emperors (5100 to 5140 AD): The defining
power struggle of the military hierarchy and the ruling noble fami-
lies of the Imperium as competing factions fight to be the ones that
rule the interstellar empire.

The Solomani Expansion (5121 AD to 6500 AD): The strug-
gle of the Solomani worlds (both within and outside the Imperium)
as they endeavor to establish a community of worlds.

The Rebellion (5367 AD): The Imperium, now more than a
thousand years old, is split asunder as competing factions fight to
create the next Emperor, or to chart their own path outside the
established Imperium.

There's More!

There is so much more to the Traveller universe than can be
touched on here: The Zhodani expeditions to the core of the
galaxy, the Psionic Suppressions, the Julian War, the llelish Revolt,
the First Survey, the Solomani Rim Wars, the Hiver Interventions,
the Virus Era, the Regency, the Far Far Future, the Expeditions to
the Rim, the Heat Death of the Universe... Each of these milieus
(or eras) is a new opportunity for exciting adventures and insight
into the human condition as characters explore the comprehensive
science-fiction universe that is Traveller.



Many young nobles cultivate friends from the ranks of artists and entertainers. Travelling
from star system to star system in the company of a singer and her band, for example,
provides excellent cover for a covert diplomatic mission.




ROLE-PLAYING IN THE TRAVELLER UNIVERSE 1

The Traveller game portrays a distant future, in which humanity has reached the stars. It presents an opportunity to explore an entire
universe of adventure, where any situation from science-fiction novels, movies, and short stories—or any idea you may have—can be
depicted and played. Anything and everything can happen in Traveller!

But the Traveller universe also spawns its own adventures: it has a unique history all its own. In the many thousands of years
since humanity first reached the stars, vast civilizations have risen and fallen, and strange alien races have been discovered. In places,
humans and aliens together still maintain leagues of worlds, with interstellar travel as their one means of trade and communication.
In others, planetary civilizations have lost the technology for interstellar flight. Some have regressed completely to Stone Age tech-
nology. Others have died out entirely, leaving only ruins as a clue to their origins.

One Possible Milieu. The primary interstellar civilization in the galaxy is now the Imperium. It is a young civilization, built upon
the ashes of far older ones. Launched by Emperor Cleon, the Imperium is setting out to revive the galaxy from the "Long Night," a peri-
od of collapse that has lasted more than a thousand years! Established as an economic powerhouse, the Imperium encourages indi-
vidual adventurers to explore beyond its borders, to make contact with both new worlds and forgotten ones, to sell them goods and
bring back information, to extend the rule of the Imperium across all the galaxy.

Given the vast distances between stars, however, interstellar voyages can take weeks or months (sometimes even years). Still, this
is much faster than the speed of radio communications from star to star. Maintaining an interstellar civilization, then, depends upon com-
munications being carried by ship from world to world. It also depends upon having trustworthy people to govern each individual plan-
et according to the wishes of the capital world, Sylea.

As on Earth in the eighteenth century, then, communication is limited to the speed of travel, and the stage is set for high adven-
ture. While nobles plot and scheme in a grand dance of intricate politics and diplomacy, merchants and pirates sail the depths of
space, and individual heroes decide the fate of entire worlds, scribing their names in bold letters across the pages of history! In the
Traveller game, you can play the part of such a hero, visiting strange worlds, meeting alien civilizations, facing dangerous situations,
and living a life of exciting adventure!

Wh at iS a Role_PIayingl Gam e? But in a role-playing game, there are no specific rules for

"winning" or "losing." The point of the game is to watch your

Most types of games have a limited scope. Designed to be character grow and develop through his adventures. There is no
played in one setting, they have a limited focus, with limited specific end to these adventures, so there can be no specific
rules, and specific conditions for winning or losing. rules for winning. Even if a character dies in the course of the
The Traveller system is different. It is a role-playing game. game, he will be remembered fondly, and a new character can
Role-playing games are like a cross between a regular game be generated to continue play. Winning in a role-playing game is

and a novel or drama. simply having fun.
And the number of different actions that can be attempted
The PIayers is effectively infinite. The only limit is the imagination of the play-

Like a novel author or an actor in a drama, each player in a role- ~ ers. The game rules define the most common situations and
playing game creates a persona, or character, to portray in the  actions, but others may be extrapolated from these rules.
game. (See Chapter 2 to find out how to make character.) With

this character in mind, the player responds to the adventure sit-  1he Referee

uation as it unfolds, deciding what that character would say and  Management of the game is performed by a special player known
do in the situation. The player may describe the character's as the referee. While the other players each concentrate upon
actions, as a novelist would, or actually portray them, as an portraying their specific character, the referee portrays all of the
actor would. In either case, the player's enjoyment comes from places they go and creatures they meet. Like the director of a
identifying with the character and vicariously experiencing the movie, the referee judges what can and cannot be accomplished
situation with that character, just as the reader of a novel and in a particular scene. Like the umpire of a sports event, he
the viewer of a movie identify with the characters in that story.  decides how the game rules apply to the particular situation, and
But role-players have an added advantage in that they are clos- makes rulings based on the spirit of those rules when the action
er to the action, because they aren't just passive observers. They strays outside those boundaries. And like the host of a party, he
don't just watch the character; they choose the character's makes sure that all of the players are involved in the fun and have

actions. a good time. Being a role-playing referee is not an easy thing to
do. Portions of this book give instructions and advice to prospec-
TheRules tive Traveller referees, and many other areas of the book provide

As in a regular game, there are rules by which to conduct the ~ Special tips concerning specific situations.

action. But in a role-playing game, these rules are more of a .

foundation from which to launch the action than a structure o 1he Point of It All

fence it in. Role-playing rules tell players how their characters A role-playing game provides players with the opportunity to

can attempt their actions, but they do not limit what actions a gather together, have some fun, exercise their imaginations, vic-

character may attempt. ariously experience exciting situations, and gain a sense of
In a board game, the rules may limit a player to moving a accomplishment as their characters grow through their continu-

piece around the board and buying property. There are no other  ing adventures and bond together. If everyone has a good time,

rules, because these two actions are the way the game is won. and learns a bit more about his fellow players, then everybody

wins!
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Adventures, Sessions, and Campaigns
Role-playing adventures can usually be thought of as stories.
The referee invents a basic situation and plots its likely course
of events. Then he describes the initial scene to the players, and
their characters respond, becoming involved in the story.
Because the referee cannot always predict just what actions
those characters will take, nor how successful they might be, he
will not know with certainty exactly how the story will proceed
from there. As a consequence, he adapts the story as the char-
acters proceed, changing his planned events according to their
accomplishments. In effect, just as the players respond as indi-
vidual characters to the situation the referee presents, the situ-
ation responds to their actions, and the referee depicts that
response. When the situation is resolved, that story reaches its
end, and that adventure is over.

Each time the referee and players assemble to role-play,
that is a session. A single adventure may last for one session or
many sessions, depending upon its complexity and how quickly
the player characters resolve the situation.

Just because an adventure is completed, that doesn't
mean that the game is over. Far from it! Like a hero depicted in
a whole series of movies or novels, player characters finish one
adventure only to begin a new one. Play continues from adven-
ture to adventure in this way, forming an on-going campaign, for
as long as the group wants to continue.

What's in this Book

This book contains all rules needed to play Traveller, plus
enough introductory background material and scenarios to per-
mit even beginners to start playing as soon as possible. Other
books in the Traveller line expand upon various segments of
the universe, treating certain topics in more detail. But this book
contains all the rules you will need to play. Everything else is
supplementary.

The Character Generation System

Unlike most other role-playing games, Traveller does not sim-
ply dump inexperienced 18-year-olds into the world and let
them fend for themselves. In Traveller it is possible for a char-
acter to gain experience for up to 28 years in one of ten careers
prior to beginning active adventuring. In practical terms, this
means a band of adventurers need not consist entirely of
striplings. Some characters may be inexperienced, but there will
also be others from all levels of experience, and from all walks
of life.

This character generation system also provides each play-
er with a sense of his character's past, rather than just a series
of numbers on a sheet of paper. A character picks up skills (like
computer programming or navigation) during character genera-
tion, more expertise being accumulated the longer the time
served. But there are a number of trade-offs to be made. The
older characters are, the more skills they will begin the game
with, but the more they suffer from the effects of aging, losing
points off their physical attributes in battle against Father Time.

The Task System

Actions in the game involve both innate ability and training. The
Traveller Task system incorporates both attributes and skills
into attempts to accomplish these actions. The actions them-
selves can range in difficulty from things a trained character
accomplishes automatically (such as driving a ground car) to
nearly impossible feats (like breaking into a protected Imperial
computer system).
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The Combat System

Naturally, not everyone (or everything) the player characters meet
will be friendly, and it will occasionally be necessary for them to
resort to violence. The Traveller combat rules allow for fights rang-
ing from simple bare-knuckles fisticuffs to engagements between
starfleets, and everything in between. The rules are designed with
an eye toward high action, but still in keeping with reality. The
basics of the system are simple and straightforward, with optional
sections allowing for more player character heroics.

Equipment and Vehicles
Because the Traveller universe involves worlds ranging in tech-
nology from Stone Age to Jump Drive, the items with which play-
er characters may come in contact range from simple clubs to
interstellar vessels. The equipment and vehicles chapters provide
a broad, sufficient range of items for any adventure setting.
Starship construction rules are also provided, so that referees
and players can design and build their own spacecraft, ranging in
size from one-passenger fighter craft to giant starships, both mili-
tary and civilian. The design and construction sequence is a game
in itself. (The struggle to fit every component desirable into the
smallest possible hull seems never-ending.)

Psionics

A common theme of science-fiction adventure is the use of psion-
ic abilities by humans or aliens. For players who feel that no game
is complete without a sixth (or seventh) sense, a full chapter detail-
ing psionics is included. Clairvoyance, telekinesis, telepathy, and
other abilities are defined, regulated, and smoothly integrated into
the game rules.

The Referee Section

Several chapters of the book are devoted to preparing the referee
to design and run Traveller adventures. Besides providing instruc-
tions about the moment-to-moment task of refereeing, this book
also includes a detailed economic system for carrying on trade
from world to world, as well as full chapters on world design and
encounters—human, animal, and alien.

Economics: A detailed but simple system allows the intrica-
cies of interplanetary and interstellar trade to be represented,
without dominating the referee's attention. Trade and commerce
can be accomplished with a few rolls of the dice, and the system
is simple enough to allow players to handle most of it if the refer-
ee desires. Players can attempt to establish mighty trading corpo-
rations, spanning many star systems, or simply ply the space-
lanes with a single decrepit free trader, desperately trying to keep
one step ahead of their creditors while dreaming of that deal to
end all deals.

Encounters: The referee is provided with ample details of
generating encounters, and several sample alien races are pro-
vided. The rules for animal encounters are especially noteworthy.
The various animal lifeforms which players are likely to encounter
on their voyages are described not in terms of terran analog
(lionoid, bear-like, pseudowolf, etc) but in terms of their size,
behavior, and the ecological niche which they fill on their particu-
lar world. Physical descriptions are also possible, but this ecolog-
ical system is a universal approach that deals with relatively con-
stant essentials of animal life. Referees will note that the resultant
creatures seem truly alien.

Flexibility

The basic rules of Traveller contained in this book are flexible
enough to recreate nearly any science-fiction theme. The basic
rules deal only with the major aspects of the way the universe



works, allowing the referee to fashion details to suit individual
preferences. The technological levels of the various cultures play-
ers will contact in the course of play can be set at any level
desired from the primal past through present day Earth to the
barely conceivable wonders of the distant future.

Referees can adjust the complexities of their universes to
their own and their players' abilities, gradually moving upward in
complexity as more expertise with the various systems is gained.
Playing Traveller can be a challenge to all ages, all intellects, and
all levels of role-playing experience.

Required Materials

This book contains all the rules necessary to begin playing
Traveller. The rules provide for many types of solitaire and unsu-
pervised play (starship design, trade and commerce, and combat
encounters, for instance), but the highest form of the game, the
one that is most fun, requires that someone act as referee.
Traditionally, this person is the one most familiar with the rules.

Traveller is a conversational game, and as such has no
board or playing surface, but it does require certain materials in
order to play.

« The Traveller main book (This book in your hands.)
* A number of six-sided dice

« Writing instruments (Pencils, pens and etc.)
 Paper

Scattered throughout several chapters are various prepared
forms. One is used to record the specifics of a character, for
instance, Another records data about a starship. The forms pro-
vided are intended for use by the referee and the players as they
generate information during the game. They have been printed on
the page for maximum ease of photocopying. Once two copies
have been made, they can be positioned side by side on the pho-
tocopier and multiple copies can be run off.

The most important requirement, however, is imagination.
With imagination, Traveller can be a vehicle to carry you beyond
the limits of the universe.

DefinitionofTerms

The Traveller game uses certain words and abbreviations in a
unique manner, and in order to be able to properly understand
the rules, players and referees should acquire some familiarity
with these terms.

Character: In the Traveller game, a character is a fictional
role. Player characters (PCs) are portrayed by the players; non-
player characters (NPCs) are portrayed by the referee.

Die or Dice: The Traveller game uses standard six-sided
dice as random number generators to resolve uncertain events.
Dice rolls may be called for to determine a result from a table, to
resolve the use of some skill, to generate a number of wounds,
and so forth. Sometimes players may be instructed to roll one die
(abbreviated 1D); at others they may roll two or more (2D, 3D,
etc.). On occasion, they may be instructed to roll a "half" die, usu-
ally in combination with one or more normal dice (1.5D, 2.5D,
etc.). A half die is represented by rolling a normal die of a differ-
ent color than the others, and dividing the result in half, rounding
up. In other words, a roll of 1 or 2 is treated as a result of 1, a roll

of 3 or 4 is treated as a result of 2, and a roll of 5 or 6 is treated
as a result of 3.

When dice are rolled, the results are added together for a
total. A 2D roll, for instance, might result in a 3 on one die and a
5 on the other, for a total of 8.

DM (Difficulty Modifier or Dice Modifier or Die Modifier):
Game rules often call for die rolls for the resolution of situations,
and often call for modifications to those die rolls. The abbreviation
DM refers to any of the following: Difficulty Modifier, Die Modifier,
or Dice Moadifier, as determined by the situation.

It is an easy matter to recognize which is which in any situa-
tion:

« Whenever a dice roll is made against a specific target num-
ber (see Chapter 4: Task Resolution)) DM means Difficulty
Modifier, and it adjusts the target number. (For example, a target
number of 7, with a DM +3, would become a target number of 10.)

« Whenever a die or dice roll is made without a specific tar-
get number (rolling for results on a table, for instance), DM means
Dice Moadifier, and it adjusts the rolled result. (For example, a 2D
roll result of 4, with a DM -1, would become a result of 3.)

In general, positive DMs (DM +1, DM +2, etc.) are beneficial
and negative DMs (DM -1, DM -2, etc.) are detrimental.

Encounter: The meeting of player characters with one or
more persons, things, or events. Encounters may or may not
result in significant interaction with player characters. An
encounter with a clerk in a store is not likely to be of great impor-
tance, and it may not even be mentioned to the players. On the
other hand, an encounter with a band of cut-throats late at night,
or a pack of wild animals, could permanently affect the charac-
ters, and is dealt with in detail. A large part of a referee's job is
the administration of encounters.

Patron: A non-player character used by the referee to create
an encounter for player characters. Patrons are usually used to
motivate players to move in a particular direction, or to provide
income or diversion for player characters.

Player: A person participating in the game through the role
of one particular character.

Referee: The individual who plays the role of the game uni-
verse, adjudicating the game rules, and conducting the action of
each game session.

Skill: An ability to perform a set action, such as navigating a
starship, firing a rifle, or programming a computer. Skills are
attained in levels (Navigation-1, Computer-2, etc). The higher the
level of a skill, the more expertise a character has in that area.
Many different individual skills are available to characters.

Throw: Another term for a die or dice roll.

Universe: The totality of existence for player characters, the
mythos, the background created by a referee. In Traveller, the
term universe refers to game "reality” in which the player charac-
ters interact with various characters and forces controlled by the
referee.

World: Any inhabited body. A world could be a planet like
Earth, a satellite of a planet, an airless planet with domed or
underground cities, a hollowed-out planetoid, an artificial con-
struct such as a space station or L-5 type colony, or a more com-
plex artifact such as a rosette (see Chapter 12).
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With the Imperial thrust to reclaim the worlds of the galaxy, the starport of Sylea—the
Imperial homeworld—sees constant traffic, at both its surface and orbital facilities.

Starships dock just long enough to off-load their cargoes and take on new goods before
leaving to jump to new destinations.




CHARACTER (GENERATION 2

Characters are the central focus of the Traveller game. All activity centers on them. They are the players' alter egos and, in the case of
non-player characters, the referee's minions. Each character is a person within the game universe, and has characteristics and skills that
affect his or her actions and reactions.

A player character (abbreviated PC) is a persona portrayed by a player. A non-player character (NPC) is a persona portrayed by the
referee to provide interaction between the PCs and the game universe.

Once a PC is generated, that character continues to live an exciting life of adventure in the Traveller universe. This life ends only
with death, disability, or retirement. NPCs appear, disappear, and reappear as the referee needs them.

Player characters are assumed to be humans of the far future. (Aliens will be covered in other books in the Traveller game system.)
PCs may be of any gender or race.

Characteristics: Characters are essentially described by six primary characteristics indicating their physical, mental, and social abil-
ities. These characteristics are Strength (Str), Dexterity (Dex), Endurance (End), Intelligence (Int), Education (Edu), and Social Standing
(Soc). Each characteristic initially ranges from 2 to 12 (7 being average), which is the result of the throw of two six-sided dice.

Skills: Characters have skills to indicate their level of competence in various activities. Skill level is used in the resolution of tasks
as the character adventures. The list of all possible skills is provided on page 38 of Chapter 3.

Careers: Ten basic careers are available to player characters. They include military pursuits (Army, Navy, and Marines), exploration
(Scouts), business activities (Merchants), academics (Scholars), and several others (Entertainers, Agents, Nobles, and Rogues).

Character Generation: In order to determine the life experience of a character prior to the time he begins adventuring, a detailed
character generation process is used. This process determines what the individual has done in life prior to beginning adventuring, and it
establishes a store of skills and abilities for the individual. All characters begin the character generation process inexperienced, untrained,
and roughly 18 years of age.The initial characteristics are determined, a career path is selected, and various details of that career are

resolved. Character generation ends when the character is ready for play in an adventure.

Step 1:
Initial Character Generation

The six primary characteristics of each character can be gener-
ated in one of three ways:

* In Order. Roll two dice for each characteristic in order. The first
roll becomes the character's Strength rating, the second his
Dexterity, and so on. This method is the fastest of the three sys-
tems. It is especially good for beginning players who are unsure
of what type of character to play. It also serves well for extreme-
ly experienced players who want the challenge of playing a
character different from their usual choice.)

Best Order. Roll two dice six times, assigning each roll to the
characteristic you desire. If you wish to play a very intelligent
character and roll a 7, 8, 7, 10, 12, and 5, you would want to
assign the 12 to Intelligence and the 10 to Education, before
assigning the other rolls to the remaining characteristics. This
method is relatively fast while allowing the player to channel the
character in a desired direction.

Best Rolls. Roll one die twelve times, then pair the rolls up to
create six scores and assign them to the characteristics in any
order you desire. Let's say you want a character who is quick
and strong, but has little schooling and a very low social class,
andyourolla6,6,5,5,5,4,4,1,1,1,1,and 1. You could pair
two of the 1s for an Education of 2, another two 1s for a Social

PRIMARY CHARACTERISTICS
Strength measures a character's physical power.
Dexterity includes both overall body and hand
coordination.
Endurance indicates personal determination and
physical stamina.
Intelligence represents natural mental ability.
Education measures amount of schooling.
Social Standing notes social class and level of society
from which the character comes.

Standing of 2, a 5 and a 6 for an Dexterity of 1 1, and another
5 and 6 for a Strength of 1 1 , leaving a 5, two 4s, and a 1 to be
divided among the remaining characteristics. This is the slow-
est method, but it allows the most freedom in creating a char-
acter.

Whatever system you choose, once primary characteristics
have been generated, record them on the character sheet.

While the values for all primary characteristics range initially
from 2 to 12, various modifications may occur during later stages
of the generation process. As a result, final characteristic values
may range from 1 to 15. For PCs, the values of these character-
istics may never exceed 15, nor can they drop below 1 except
from injury or aging.

Don't be dismayed if one or more starting characteristics
seems hopelessly low. Further steps of character generation can
enhance a character's abilities. Keep in mind as well that, as in
any other type of fiction, the most entertaining characters are
those with a mix of strengths and weaknesses.

The Universal Personality Profile: The Universal
Personality Profile (UPP) is a way to quickly and easily show the
essential characteristics of a character. The UPP lists the prima-
ry characteristics in a specific sequence, using hexadecimal
(base 16) numbers to avoid any confusion of two-digit numbers.
In hexadecimal notation, the numbers 0 through 9 are represent-
ed by the common Arabic numerals, but the numbers 10 through
15 are denoted by the letters A through F. The highest single-digit
number in base 16 notation is 15 (F). In the UPP, primary char-
acteristics are listed as a string of six digits, in the order original-
ly generated: Strength, Dexterity, Endurance, Intelligence,
Education, and Social Standing.

For example, a character who is totally average in all
respects would have a UPP of 777777. If, instead, the individual
were highly intelligent, his UPP might be 777B77 (the B in the
fourth position indicates an Intelligence of 11).

The UPP allows the referee and players to tell at a glance the
characteristics of persons in the game. Because the hexadecimal
notation uses single digits or letters for each of the six character-
istics, numbers that are normally two digits cannot be confused.



Naming: Every character needs a name, and there are sev-
eral schools of thought on choosing a name for a character.

One holds that the character should carry the player's name,
so that the referee can then refer to John or Marsha, and every-
one knows exactly who's who. While convenient, this method
doesn't always mesh well with the flavor of the campaign.

A second school of thought calls for the use of fanciful
names or pseudonyms such as Alexander Lascelles Jamison, or
Timothy Fairweather, to extremes like Seeker or Starkiller.

Some people choose a name before generating anything
else about the character, then create a character to match.
Others wait until basic characteristics have been determined. Still
others choose a name last, after all other steps of character cre-
ation have been completed.

Whatever the manner in which you choose, make sure that it
fits well with the rest of your gaming group and is fun for every-
one.

Titles: The Social Standing characteristic shows a charac-
ter's relative position within society. Characters with a Social
Standing of B+ (11 or greater) are considered to be of noble birth,
and may bear their family's hereditary title. For example, a knight
(Social Standing B) is entitled to use sir (or dame) before his (or
her) name. Social Standing C grants the individual the title of
baron or baroness. In lieu of this title, characters may use the pre-
fix von or haut or hault (denoting baronial nobility) with their sur-
name.

Noble titles are commonly used in day-to-day interactions,
even if the individual is not involved in local government. At the
discretion of the referee, the character may have some ancestral
lands or fiefs on his homeworld.

The Noble Ranks Table shows the range of noble titles by
corresponding social levels.

Age: Many people find it difficult to identify with a character
whose age varies by decades from their own. For this reason,
most players prefer to generate a character within a particular
age range. Before proceeding with the next steps of character
generation, then, choose a target age for your character, some-
thing you will feel comfortable playing. After training, the charac-
ter's actual age may vary slightly from this, but it gives a mark to
aim for.

As an alternative, you may choose to follow the character
generation system without deciding upon a target age before-
hand. You can let the Pursuing a Career stage (Step 4) determine
his age at the start of play. To do this, simply follow the normal
stages of character generation, but allow the character only one
career. Once an injury or continuance roll is failed in that career,
the character ends the career at that age and begins adventur-
ing.

Other Characteristics And Skills

In the course of character generation, characters acquire rank,
money, skills, and possessions, all of which are recorded on the
character's sheet. As a result of career training, some primary
characteristics may be raised, and aging may cause some pri-
mary characteristics to decrease. The mechanics for these vari-
ous gains and losses are described later in this chapter, where
appropriate.

Acquiring Skills: Characters gain skills as they progress
through the character generation process. Some are a result of a
character's background. Others are acquired during advanced
education and career training.

The first time a skill is acquired, simply list it on the charac-
ter sheet. A skill can be obtained more than once; list a"1" beside
a skill the first time it is acquired, a "2" the second time, and so
on. (Examples: Computer-1, Vac Suit-2.)

NOBLE RANKS

Social
Standing Rank

Knight(Sir, Dame)

Baron/Baroness (von, haut, hault)
Count/Countess
Marquis/Marquese
Duke/Duchess
Archduke/Archduchess

Emperor/Empress

ITIOTMMUOUOwW
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Some skills appear in bold on the various tables in this chap-
ter, indicating that they are headings for a group of skills. The
player may choose for his character any single skill from that
group. The individual skills within each group are listed on the full
skill list on page 38.

Step 2: Homeworld
And Background Skills

Place of origin has a profound effect on a person's abilities, atti-
tudes, and opportunities. Knowing the homeworld for a character
makes developing the character's background and motivation
both quicker and easier. Therefore, it is important to determine
the type of world where each PC grew up.

The player must determine the details of the character's
homeworld. It may be selected by the player, assigned or created
by the referee, generated randomly using the Homeworld
Generation Table, or the character may come from Sylea, a stan-
dard star-faring world that is also the capital of the Third Imperium
in the Traveller universe.

Even a teenager has substantial life experience. To represent
that knowledge, roll for (or choose) four skills from the
Background Skills Table, and note them on the character sheet.

Common Skills: Certain skills are learned as a matter of
course by characters from a particular type of homeworld. The
average person growing up in an asteroid community, for
instance, knows how to use a vacuum suit. To take this into
account, consult the Common Skills Table to determine those
skills automatically received based on the character's homeworld.
The character gains each skill for which he qualifies. For exam-
ple, a PC from a homeworld of tech level 5 would gain both
Ground Craft and Computer skills.

Step 3: Advanced Education

On many worlds, it is common for a person to obtain an advanced
education before entering a career. After all, the technological
wonders of a star-faring culture can be maintained only by well-
trained individuals. A broad education also prepares a person for
dealing with the wide range of cultures that make up the many
worlds of the Imperium, and of its neighboring realms.

Prior to launching a career, then, a Traveller character may
attempt to pursue advanced schooling, whether that be college,
a military academy, or some more specialized learning institution.
There are eight options of higher eduction for the characters:
College, Graduate School, Military Academy, Commando School,
Naval Academy, Flight School, Merchant Academy, and Medical
School.

Prerequisite: Each school has listed prerequisite a charac-
ter must meet before he can attempt enroliment.

Admission: After meeting the prerequisite, successfully
rolling the listed admission number or lower on two dice enters










BREATHING LIFE INTO YOUR CHARACTER

Role-playing is all about imagining a character — your alter ego — in his current situation, and then deciding his reaction to that sit-
uation. The Traveller character generation process provides a wonderful place to start that imagination. As you work the charac-
ter through this process, let the die rolls speak to you about the character's life events, and let your creative side suggest his result-
ing attitudes and personality.

Imagine, for example, that during Step 1, you roll up a character with moderate Strength and Endurance, high Intelligence and
Dexterity, and low Education and Social Standing. During Step 2, homeworld generation and background skill, you find that he is
from a high-tech world with a highly advanced starport but only millions of inhabitants. You also learn that his background skills are
Brawling, Computer, Grav Craft, Pistol (Gun Combat), Short Blade (Blade Combat), and Ground Craft.

Letting your mind play with these factors, you might decide that your character begins life as a troubled inner-city youth — as
suggested by his low Education on a high-tech world, despite a high Intelligence. His Strength and Dexterity, and several close-
combat skills, could indicate that he is something of a street tough. The relatively low population of the world suggests that there
aren't many big cities, so you decide to make him native to the capital, which holds the starport. Contrasted with the high-tech, high-
gloss imagery of the nearby starport, the character's street tough image becomes all the more poignant.

With this in mind, you decide that he wouldn't even consider an advanced education in Step Four, but instead goes directly to
Step 4, beginning a career as a Rogue. With his low Social Standing and high Intelligence, he has no trouble joining that career.
Two years into his adult life, however, you roll an injury for him, which ends his criminal career. You decide to submit the character
to the draft, imagining that an Imperial court has offered him a choice: join the military or go to jail.

As you can see, the character is quickly becoming a personality in your mind, not merely a set of statistics. Your imagination
is working hand in hand with the die rolls to generate a unique individual, someone who will be interesting and fun to play.

the character into that program. Each admission roll has difficulty Honors: Any character who finishes the full term of school-
modifications for characters who have one or more characters of  ing may roll for honors (representing a high level of achievement
a certain level or higher. These DMs are cumulative, if a charac- in the education process). Apply the listed DMs to the 2D honor

ter has more than one qualifying characteristics. roll. If this roll is successful, the character receives the designa-
Example: The admission roll for college is 5 -, DM of +1 for  tion Honor Graduate. A honor graduate receives +1 Edu.
Intelligence 8+, +1 for Social Standing 9+, and +2 for Education Graduation: Graduation confers upon a graduate the listed

9+.Toman Darrow, UPP 67977A (Intelligence 7, Education 7, and  penefit: an academic degree, automatic enlistment in a career, or

Social Standing 10), attempts to enroll in college. He is allowed a  poth. The graduate also add +1 to his Edu per year for the full

DM of +1 (for his Social Standing). A character normally needsto  term, and ages by the same amount of years. For example, a col-

roll 5 -, but Darrow's DM +1 makes it 6 -. However, the player rolls lege graduate adds +4 to his Edu and ages four years.

a9, so college has turned down Toman for enrollment. For academic degree, the character's major should be the
Failed Admission: A failed admission roll normally carries  highest level attained in a Science or Performance skill. For

no age penalty unless specifically stated otherwise. So, the char-  enlistment, the character immediately joins.

acter remains at age 18 (or current age) and may either try to

enroll in another institute of higher learning or proceed to pursue Colleg e

a career. Characters from a service academy, or from a college  For most people, attending college is the pathway to greater suc-

OTCI/NOTC program, must proceed to their respective service.  cess in life. It is the most common choice for advanced education.
Preferential Enrollment: Any character with two or more OTC and NOTC: while in college, a student may elect to

qualifying characteristics at two points or more above the nUM-  attend reserve military officer training: OTC (Officer Training

ber necessary for the enrollment DMs gains automatic admis- Corps) or NOTC (Naval Officer Training Corps).

sion to that school without having to roll. (This favors players who A student successfully joining OTC is automatically enlisted

choose to assign specific dice to specific characteristics in Step iy the Army upon graduation and receives Rank 1. If the student

One, to build characters specifically suited for a particular type of joins NOTC, then he is automatically enlisted in the Navy upon

training.) graduation and receives Rank 01. A NOTC Honor Graduate may
For example, Toman's wealthy cousin Alberto, UPP 657A9B, apply for Flight School.
exceeds the minimum DMs for Intelligence and Social Standing by Honors: A honors graduate gains one point in Education
two points. He gains automatic admission into college. and may apply for Medical School.
Perseverance: If the admission roll is successful, the char- Graduate: The character receives a BS (Bachelor of

acter must then make a perseverance roll on 2D to determine if  Science) for a science major, BFA (Bachelor of Fine Arts) for a

he remains for the full term of study or "washes out." Again, apply  performance major, or BA (Bachelor of Arts) for a Liberal Arts
any DMs allowed, and these DMs are cumulative if the character  major (if the character is equally versed in both areas).

has more than one qualifying characteristic.

Failing a perseverance roll means the character quits before  Graduate School
completing the full course. Roll one die and divide the result by
two, rounding down (1D3). This is the number of years the char-
acter remained in study before leaving. For each year spent, add
one to the character's Education, roll once the institution's

Some individuals like the academic environment and continue to
pursue their education beyond the end of their college term.

A character may attend graduate school once or twice, each
- - time requiring a separate admission roll to enter the program.
Academic Skill Table, and age the character by one year. He can  gach term of Graduate School lasts two years. A character com-
now attempt enlistment in a career (Step Four) or begin adven-  pjeting his first term at Graduate School receives an MS (Master
turing (Step Five). - _ o of Science), MA (Master of Arts), or MFA (Master of Fine Arts)

Academic Skills: For each year in an insfitute, roll once 4nq adds two years to the age. A character completing his sec-
(unless stated otherwise) on the Academic Skills Table for the char- ond Graduate School term receives a Ph. D, is accorded the title

acter. Doctor or Professor, and adds two years to the age.
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The Military Academy

In military services, the distinction between officer and enlisted
personnel is as dramatic as it is age-old. While some few enlist-
ed persons receive a commission for exemplary performance
during service, most officers are commissioned directly out of
school.

Perseverance: A character washing out of the Military
Academy is automatically enlisted in the Army and begins the
Army career as an enlistee.

Graduation: A graduate of the Military Academy is automat-
ically enlisted in the Army and receives Rank 01, and may apply
for Graduate School after service.

Honors: Honors may be achieved at the Academy, as at col-
lege, for scholastic and martial achievement. Characters with
honors gain one point in Education and may seek to enroll in
Medical School or Commando School.

Commando School
A Military Academy honors graduate who chooses to attend
Commando School does so during his first year of active service.
Perseverance: Roll only once on the Academic Skills Table,
and age the character by one year. Roll for the remaining three
years on Army Tables immediately.
Academic Skills: Rather than rolling for a skill from the
Army Tables during the first year, roll for two skills on the
Academic Skills Table.

The Naval Academy
The interstellar Navy recruits and trains its finest officers at the
Naval Academy.

Perseverance: A character washing out of the Naval
Academy is automatically enlisted in the Navy and begins a Navy
career as an enlistee.

Graduation: A graduate of the Navy Academy is automati-
cally enlisted in the Navy and receives Rank 01, and may apply
for Graduate School after service.

Honors: An Honors Graduate may apply for Medical School
or Flight School, or both.

Flight School

One of the most prestigious occupations in the galaxy is that of
the pilot. Humans have a seemingly universal fascination with
speed, and nothing travels faster than an interstellar vessel.
There is a considerable competition for admission to Flight
School, and only the very best of individuals are accepted.

Admission: Automatic admission for Honors graduates of
the Naval Academy. All other qualified applicants must roll for
admission.

Perseverance: A character washing out of the Flight School
gets only one Academic Skill, and ages one year. He then finish-
es the next three years as a Navy officer, rolling for injury, pro-
motion, skills, and reenlistment as usual (see Step Four).

Academic Skills: A character gets two skills from the
Academic Skills Table. He then finishes the next three years as a
Navy officer as normal (see Step Four).

The Merchant Academy

The Merchant Service fulfills an essential role in the workings of
the Imperium, and because of that, it is underwritten and over-
seen by offices of the Imperial government. While merchant com-
panies range from single-owner free traders to mega-corporate
lines serving the entire Imperium, all are important. But for char-
acters who wish to rise to the highest ranks in the Merchant
Service, training at the Merchant Academy is virtually essential.
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Merchant Academy lasts for four years. A character passing
perseverance roll continues in the academy for four years, adds
four years to his Education. Roll four times on the Academic Skills
Table.

Prerequisite: Attendance at a Merchant Academy is possible
only for characters from a homeworld with a starport of class C or
better.

Perseverance: A character washing out of the Merchant
Academy is automatically enlisted in the Merchant Service as an
enlistee and begins a Merchant career.

Graduation: The character becomes an officer of the
Merchant Service and automatically begins a new term of duty in
Merchant career, working for a mega-corporate or sector-wide line,
with a commission at Rank 1.

Honors: An Honors Graduate of the Merchant Academy may
apply for Medical School.

Medical School

Most services maintain a medical staff for the care of their per-
sonnel. Depending upon whether a character comes to medical
school from college or an academy, he may end up as an Army
doctor, a Navy doctor, a Merchant doctor, or a civilian doctor. The
Marines use Navy doctors, rather than maintaining a medical
corps of their own. In Traveller terms, a civilian doctor is a type of
Scholar. Regardless of their service, medical experts have much
reason to travel among the stars, and they are typically well-
respected wherever they go.

Medical School lasts for four years. A character passing the
perseverance roll continues in the school for four years, adding
four years to his age, and adds +2 to his Education. Roll four times
on the Academic Skills Table.

Prerequisite: Any character who graduates with honors from
college or a service academy may apply for admission to medical
school.

Graduation: A graduate of Medical School receives a
Medical Doctor (MD) degree.The character may take a direct
commission, at Rank 03, in the Navy, Army, or Merchants (in
accordance to the character's attending academy prior to Medical
School) automatically, or he may enlist in the Scholar career auto-
matically, indicating that he is a civilian doctor.

Honors: If the character succeeds at the honors roll, he grad-
uates medical school with special recognition of his academic
achievement. The character gains an additional level of Computer
and Medicine skills, as well as one extra point of Education.

Step 4: Pursuing A Career

A character may attempt to enroll in the player's choice of careers:
Agent, Army, Entertainer, Marine, Merchant, Navy, Noble, Rogue,
Scholar, and Scout. These are fields that provide a character with
both a reason for and means of traveling among the stars.

Characters with an advanced education (Step 3) may, by
virtue of their choice of schooling, be obligated to a particular ser-
vice. Characters without such a commitment are open to any
career.

Some of the careers listed cover a wide range of possible job
titles. For example, an "Agent" might be an Imperial Marshal or
intelligence operative just as easily as a bounty hunter, a private
detective, an investigative journalist, or even a claims adjuster
for a mega-corporation. Use your imagination in deciding the
exact occupation represented by your character's career.

(If desired, the referee can extrapolate other careers from
those listed—to create planet-bound NPCs, for instance. With
the referee's approval, players can do the same for their charac-
ters.)



Enlistment: The careers tables show the enlistment roll
necessary and any other requirements for signing on in each of
the careers. Successfully rolling that number or lower on two
dice allow the character to enroll in that service. For many
careers—such as Army, Marines, and Navy, for instance—this
2D6 roll indicates a literal enlistment in that service. For some
few, it represents an opportunity to become involved in the
career, whether that be through recruitment by a local business,
acceptance to a technical or trade school, or simply—in the case
of Noble—being born into the right family.

Most enlistment rolls allow difficulty modifications if the
character has one or two characteristics of a certain level or
higher. If both characteristics are of the appropriate level, the
modification is cumulative.

Example: The enlistment roll for the Navy is 6 -. with a DM
+1 is for Intelligence 8+, and DM +2 for Education of 9+. If a
character named Hylan Vincent, with UPP of 8946A8
(Intelligence of 6 and Education of 10), attempts to enlist in the
Navy, he adds DM +2 for his Education. The normal 6- enlist-
ment roll is now 8 - for Hylan. The player rolls 2D6 and gets a
10, so it still isn't good enough. The Navy rejects Hylan's enlist-
ment.

Preferential Enlistment: Any character with two qualifying
characteristics at least two points above the number necessary
for the enlistment difficulty modifier may automatically enlist in
that career, without making a roll. (In this way, a player who
chooses to assign specific dice to specific characteristics in Step
1 may build specifically for a career.)

Example: Eneri Johansen, with a UPP of 836BC4
(Intelligence of 1 1 and Education of 12), wants to be a Scholar.
Because Eneri's Intelligence and Education are both at least two
points higher than the listed DMs of Int 9+ and Edu 10+, he
would be accepted automatically without an enlistment roll.

Rejection: Should an individual fail to make the enlistment
roll in his chosen career, note the rejection on his character
sheet. The character must then choose another career and
attempt to enlist in it. If this enlistment fails as well, note it,
choose another career, and try again. Continue this process until
the character is either accepted into a career, has been rejected
by them all, or rolls exactly 12 on an enlistment roll. In either of
the last two events, the character has been selected by the draft.

The Draft: A character becomes subject to the draft if 1) If
he fails to pass every enlistment roll, 2) if his enlistment roll is
ever a 12 exactly, 3) he volunteers for the draft.

Each military career has a draft number on the Draft Table.
The draftee rolls one die and enters the service corresponding
to that number. (It is even possible for characters to be drafted
into a service that had previously rejected their enlistment.)

Unlike enlistees, draftees are not eligible for commission as
an officer during their first term of service. They do become eli-
gible during their second and subsequent terms if they re-eniist.

Terms of Service: Upon enlistment (or upon being drafted),
a character embarks on a term of service lasting for four years.
This adds four years to the character's age. Each time a char-
acter re-enlists, it is for an additional four-year term of service
(the length of a standard military term, and a convenient length
for any civilian contract).

Injury: The life of an interstellar traveller can be hazardous,
especially for those in the military. During each term of service,
a character must successfully roll his career's injury number or
less to avoid being injured in the line of duty. Each service also
has DMs that may apply.

Failure to successfully pass the injury roll results in an hon-
orable discharge. Roll one die and divided it by two, rounding up.
This reveals the number of years the character completed in the
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current four-year term. The character leaves the service (recov-
ered from the injury) having served less than the full term. This
short term is not counted for the mustering out benefits
explained on page 22.

Enlisted Ranks: Characters who enter a career as enlist-
ed persons join that career at rank 1, with the title listed on the
career's table of ranks. At the end of one year's service, they
rise to rank 2 automatically, and at the end of the next year, they
rise to rank 3. From that point forward, they rise in rank by one
step at the beginning of each new term. Consequently, after two
years of service, an enlisted character's rank can always be
determined by adding two to his current term of service. A char-
acter in his second term is rank 4, for instance, while a charac-
ter in his fifth term of that career is rank 7. Enlisted ranks never
rise above 9.

Commissions: Each military service has a commission
number. In order for an enlistee to become commissioned as an
officer, the character must roll the stated number or below. DMs
may apply to the roll. If the commission is achieved, the char-
acter receives Rank 01 in the service. A character may attempt
to acquire a commission once per term of service until suc-
cessful (but a draftee may not attempt to acquire a commission
in the first term of service).

Promotions: Each service has a promotion number and
DMs affecting that promotion roll. If a promotion is achieved, the
character advances to the next higher rank in the service. A
character is eligible for one promotion per term of service. A
character may attempt to be promoted in the same term of ser-
vice that a commission is received and in each subsequent term
of service.

Commissions and promotions are not available in the Scout
service, but Scout characters do receive additional skills.

Skills and Training: During each term of service, a char-
acter has the opportunity to acquire personal skills and exper-
tise. Allowances are made for the acquisition of new skills based
on service, duty, commission, and promotion.

Skills are acquired by rolling on the acquired skills tables,
once for each skill allowed, using one die. There are six tables
for each career, each containing different general types of skills.
Players may determine skills on these tables in one of four
ways:

* Roll one die for the table number, then one die for the spe-
cific skill.

* Roll one die for the table number, then select the skill from
the designated table.

« Select one table, then roll one die for the specific skill.

* Select one table, then select one skill from that table.

During each year of his service in a career, a character
becomes eligible for one skill. Upon receiving a commission, he
becomes eligible for an additional skill. Upon being promoted,
the character also becomes eligible for an additional skill. Thus,
a character who joins the Navy, receives a commission, and
then receives a promotion during the initial term of service
becomes eligible for six skills (one for each of four years, one
for commission, and one for promotion). The same character, in
the next term, is eligible for four skill (one for each year) if he
does not receive another promotion.

A character acquires certain skills automatically (without
using eligibility) by virtue of rank or service. These automatic
skills are listed on the Rank and Service Skills Table. At the
point when the character achieves the indicated rank or service,
he gets the indicated skill.

The Scout service is an exception to the normal eligibilities.
Because the service has no rank or promotion, scout characters



do not become eligible for extra skills during their careers.
Instead, however, scouts receive one additional skill roll for
each two years of service (a total of six skills for each full term of
service).

Continuance: Generally, at the end of a full term of service,
a character is free to leave the service or to remain for another
term, depending on the individual's goals and desires. As always,
the possibilities of war, peace, and other considerations loom
ever-present over the character's life, and may force other per-
sons to decide the course of the career. Each service has a con-
tinuance number; in order to undertake a subsequent term of ser-
vice, a character must roll that number or less (with no DMs). If
the roll is not successful, the character's request to continue has
been denied, and he must leave the service. If the roll is 2 (exact-
ly), the needs of the service require that the character serve
another term, regardless of his personal desires. The continu-
ance roll is required at the end of each term of service.

Changing Careers: Sometimes, at one point in life or anoth-
er, a person may change his chosen occupation. For most people
this is not an easy thing to accomplish. Often, it is not so much a
result of choice as of necessity: a mandatory retirement due to
injury, or a failure to continue. Still, some people simply choose to
quit their current career in order to attempt a new one.

During character generation, when a Traveller character
leaves a career for any reason, he may choose to pursue a dif-
ferent one, going through the enlistment process all over again.
There is a penalty for doing this, however. The enlistment roll for
a second career is subject to a DM of - 2, for a third career it is a
DM of - 3, and so on. All other DMs, qualifications, and prefer-
ences still apply.

A character with a commission in a previous career auto-
matically receives a commission in the new career at one rank
less than the highest rank obtained previously. Commissioned
characters who voluntarily leave a service and return to that
same service also retain their commission, but lose one level of
rank. The minimum rank in either case is still 1: a commissioned
character is not reduced to enlisted rank.

Retirement: A character may serve up to seven terms of
service voluntarily, and may leave service after any term (provid-
ed mandatory continuance due to a continuance roll of exactly 2
does not occur). A person who remains in any one career for five
full terms may draw retirement pay from that service. Retirement
pay is an annual income (in addition to any mustering out bene-
fits); rates of retirement pay are shown in the Retirement Pay
table.

Service beyond the seventh term is normally impossible, and
retirement is mandatory for an individual who has completed a
seventh term of service. However, even persons completing a sev-
enth term must serve another if they roll mandatory re-enlistment.
Given the possibility of mandatory re-enlistment, it is theoretically
possible for an individual to be required to serve a ninth term, or
even a tenth term, and beyond.

Aging: Because each term of service is four years in length,
a character can potentially age twenty years or more before ven-
turing into the adventure portion of the game. This aging may even
have a detrimental effect on a character's Strength, Dexterity,
Endurance, and even Intelligence.

When a character reaches 35 years of age, aging begins to
take its toll. At that age, and at each five-year interval thereafter, a
check must be made for each of the listed attributes (Strength,
Dexterity, Endurance, and Intelligence), to determine if it is reduced
due to aging. Roll 2D versus a target number equal to the tens digit
of the character's age. If the roll is less than or equal to that target
number, reduce the attribute by one point.

For example, imagine that a character with Strength 7,
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Dexterity 9, Endurance 5, and Intelligence 1 1 just turned 50 years
old. The player begins checking for attribute deterioration due to
aging. The tens digit of the character's age is 5, so this becomes
the target number for the checks. The player begins making 2D
rolls, once for each listed attribute. For Strength, he rolls an 8, so
there is no reduction to that attribute—the character remains
Strength 7. For Dexterity, he rolls a 5, so that attribute is reduced
from Dexterity 9 to Dexterity 8. For Endurance, he rolls a 10, so that
attribute is safe. Checking for Intelligence, he rolls a 6, so it suffers
no reduction.

In some situations, the use of drugs (to speed up or slow down
the body chemistry) or low passage (suspended animation for low-
cost travel) will make the character age faster or slower than a strict
game calendar would indicate. It is therefore quite important that
each player maintain careful records on his character's apparent
physical age versus chronological age.

Aging Crisis: If, as a result of aging, any characteristic is
reduced to zero, the character is considered to have had an aging
crisis and become quite ill. An Endurance roll against Difficult task
level (modified by the medical expertise of any attendant) is need-
ed to avoid death. If the character survives, recovery is made
immediately (under slow drug, which speeds up the body chem-
istry). The character ages immediately (one die equals the number
of months in added apparent age under slow drug), but also
returns to play without delay. The characteristic that was reduced to
zero automatically becomes 1. This process occurs each time a
characteristic is reduced to zero (and for each characteristic so
reduced). In the event that slow drug is not available, the individual
is incapacitated for the number of months indicated if the roll is suc-
cessful.

Step 5. Mustering Out

A character may end the character generation process in one of
three ways:

* If the player chose the single-career option, the character ends
the process as soon as he fails an injury or continuance roll.
He begins the adventure portion of that game at his current
age, checking to determine what money and equipment he
gains upon leaving that service, as explained below.

If the player chose a target age at the beginning of the process,
the character may end the process at exactly this age. If this
falls in the middle of an educational or career term, he begins
the adventure portion of the game still attending that school or
involved in that occupation. A character at the end of a term
must roll for the possibility of mandatory continuance (as
explained under Continuance). If the character does not con-
tinue, he begins the adventure portion of the game unem-
ployed. Otherwise, he begins it still assigned to that career.
Instead, a player who chose a target age may choose to end
character generation at the end of the term just prior to or just
after that age. As above, the player must still roll for the possi-
bility of mandatory continuance, which determines whether the
character begins the adventure portion unemployed or still a
member of that career.

Mustering Out Benefits

When a character leaves a service after completing at least one
term, he is eligible for mustering out benefits. The two Mustering
Out Tables for each career indicate the nature of these benefits.
One provides travel, education, and material benefits, while the
other provides cash severance pay. Each table is matrixed by ser-
vice and a single die roll. When mustering out of a service, a char-
acter is allowed to consult these tables based on total complete
terms of service and on final rank.



Even the best kept secrets are sometimes leaked, and what may have seemed a simple
courier assignment can turn into a nightmare. To prevent delivery of a package, a hostile
party may choose to strike during the last hours of an interstellar voyage, before the ship
reaches the safety of its destination world.




One benefit roll is allowed for each full term served (if a char-
acter serves only a partial term, that term is not counted toward
mustering out). Additionally, a character who has received rank 1
or2 in the service receives one extra roll. A character who has
received rank 3 or 4 receives two extra rolls. A character who has
rank 5 or 6 receives three extra rolls, and in addition may apply a
DM of +1 to die rolls on the Benefits Table. Any character who has
the skill Gambling may add +1 to the die roll on the Cash Table.

A character is free to choose between the Benefits Table and
the Cash Table, but no one may consult the Cash Table more than
three times during the mustering-out process.

Example: An un-commissioned character who has served four
terms of service is eligible for four mustering out benefits. She may
roll a total of four times, distributing the rolls as she desires
between the two tables, provided only that she may roll no more
than three times on the cash table. The player must designate the
table being used before rolling the die.

Benefit Descriptions: In addition to the skills acquired while
actually in service, the following skills and substantial rewards can
be acquired through the mustering out procedures.

Retirement Pay: Any character who leaves the service at the
end of the fifth or later term of service is considered to have retired,
and receives retirement pay. This pension is paid at the beginning
of each year, effective upon leaving the service, and may be col-
lected at any class A or B starport. The table indicates the rate of
pay, which is dependent on the character's total terms of service.
Service beyond the eighth term adds Cr2000 per additional term.
Retirement pay is not available to characters who have served in
the Scout or another service.

Travel Allowances: The mustering out procedure makes ben-
efits available generally called travel allowances. Such allowances
take three basic forms: money, passages, and Travellers' Aid.

Money: The Cash Table indicates specific amounts of money
that become available. Some portion of the money should be con-
sidered severance pay or life's savings.

Passages: The Benefits Table includes passages, or tickets,
for travel. They are acquired in blank, and represent one passage,
or trip, between one world and the next world visited by the star-
ship. They are available in three forms: high passage, middle pas-
sage, and low passage. Passages may be retained and used as
needed, or they may be cashed in at 90% of their face value.

High Passage includes first-class accommodations and excel-
lent cuisine, and allows up to one ton of baggage. High passage
costs Cr10,000 when purchased.

Middle Passage includes second-class accommodations
(although still of reasonably good quality) and passable food and
drink, and allows up to 100 kilograms of baggage. The passenger
is expected to tend to his or her own affairs (maid service, laundry,
cleaning, etc.) during the voyage. Middle passage costs Cr8000
when purchased, and is subject to stand-by conditions; the ticket
holder may be bumped if a high passenger appears.

Low Passage involves travel in cryogenic capsules (cold sleep,
or suspended animation), and the traveller is unconscious for the
course of the journey. A character does not age while in cold sleep.
Because of the intrinsic dangers of this method of travel, a basic
roll of 9- is required when the journey is over and the low passen-
ger is revived. Failure of the roll results in death. Allow a DM of +1
if there is an attending medic-2 or better, DM -1 if the low passen-
ger has Endurance of 6 or less. Low passage costs Cr1000 if pur-
chased, and includes a baggage allowance of 10 kilograms.

Travellers'Aid: The Travellers' Aid Society is a private organi-
zation which maintains hotels and services at all class A and B
starports in human space.
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Travellers' Aid Society membership may be acquired upon
mustering out on the Benefits Table. Only one membership per
character. The receipt of membership upon mustering out may be
construed as a reward for heroism or extraordinary service to the
Society, rather than an official benefit of the service.

Membership in the Society may also be purchased, involving
first avoiding a "blackball" (roll 10-), then an initiation fee of
Cr1,000,000. Only one application per person is allowed.
Membership is for the life of a character, and is not transferable.
The Travellers' Aid Society invests its membership fees and other
income, then it uses its capital and return to provide benefits to its
members. Every two months, it pays dividends in the form of one
high passage to each member. This passage may be used,
retained, or sold.

Weapons: If the Benefits Table indicates as results blade or
gun, a character may choose any weapon that qualifies within the
category. If, while mustering out, the same benefit is received
again, the character has the option of taking another example of
the same weapon, selecting a different weapon, or taking the ben-
efit as +1 in skill in the weapon previously received. For example,
the benefit "Blade" entitles the character to select any blade
weapon, and he chooses a broadsword. On the next benefit roll, he
again receives "Blade" as a benefit. At this point, he could select a
different blade (perhaps a dagger), choose broadsword again (giv-
ing him two broadswords), or elect to take expertise in the weapon
he has already received (giving an expertise of Blade Combat-1).

Starships: Two types of starships are available as mustering
out benefits: type S scout/couriers and type A free traders. Each is
more fully explained in Starship Design and Construction.

The type A free trader is a 200-ton cargo vessel equipped to
handle both freight and passengers. Receipt of this ship as a ben-
efit confers possession of the ship, but also liability for monthly pay-
ments of about Cr150,000 for the next forty years. Fuel, crew, and
other expenses must also be handled by the character. If the ship
benefit is received more than once, each additional receipt is con-
sidered to represent actual possession of the ship for a ten-year
period. The ship is thus ten years older, and the total payment term
is reduced by ten years. It is possible for a character to own a ship,
free and clear, by successively rolling the ship benefit five times
(once to obtain it, and four times to pay off the four 10-year
sequences of payment). The ship is also forty years old.

The type S scout/courier is a 100-ton dispatch vessel of a type
very common within human space. It is the policy of the scout ser-
vice to make available such surplus scout ships to selected indi-
viduals on a reserve basis. The vessels are (hopefully) put to good
use while they are not required in service, and both the ship and its
pilot are available for recall to duty when needed. Only one scout
ship may be acquired by a character; further receipt of this benefit
has no effect. Possession of the scout ship is at the pleasure of the
scout service, and it cannot be sold or mortgaged by the charac-
ter. The ship may be used for travel, limited commerce, or plea-
sure. Fuel is free at scout bases. Maintenance is free at the scout
bases at class B starports. The character is responsible for all
other costs (berthing, upkeep, and etc..) as the ship is used.

Characteristic Alterations: Finally, the skills and benefits
tables makes provision for some characteristic alterations. These
tend to be increases in Education or Intelligence, and are applied
to the character immediately.



MERCHANT CAPTAIN ALEXANDER L. JAMISON

The following example is given to illustrate the process of character generation. Actual die throws are shown in brackets, as are com-

ments on the application of game rules.

Alexander Lascelles Jamison

After taking stock of himself and his personal qualities [gener-
ate all six personal characteristics, rolling, consecutively, 6, 8, 8,
12, 8, 9 for UPP of 688C89], Jamison decides he has a good
chance of winning his fortune in the universe. He did not come
from a particularly big world [planetary size roll of 8] or
immensely populated one [population roll of 4], and its technol-
ogy is behind that of most other worlds [tech level 6, which gives
him only Ground Craft as his common skill]. As a youth, he man-
aged to learn to ride the family horse, bandage himself after
being thrown from horseback, and program a laptop computer,
and he always had a knack for noticing details [background skill
rolls of 5 and 6 = Equestrian, 3 and 6 = First Aid, 5 and 2 =
Computer, 4 and 4 = Perception].

Jamison's high Intelligence makes college seemingly a nat-
ural choice. However, he neglects to study and fails the
entrance exam miserably [basic admission roll required is 5-,
add a DM of +1 for his Intelligence; he rolls 12]. He then tries
the Merchant Academy but is turned away there as well [admis-
sion roll of 5-, or 6- with a DM of +1 for Int; he rolls 8].
Somewhat frustrated, he heads straight to the nearest starport
and is just barely able to persuade a merchant captain to sign
him on [required roll of 7- to enlist, with a DM of +2 allowed for
Int of greater than 6, making it a 9- roll; he rolls 9 exactly].

First Term: During his first term of service [injury roll
required is 9-, or 11 - with a DM of +2 allowed for Int; he rolls 3]
he faces no great dangers, merely the humdrum of day-to-day
events. His application for a commission [required roll of 10-,
DM of +1 allowed for Int; he rolls 7] is a mere formality. As an
ensign, he proves hard-working and efficient [promotion roll
required is 4-, or 5- with a DM of +1 for Int; he rolls 4-], and is
quickly promoted one rank. Sublieutenant Jamison clearly feels
that he has found his place in life, and decides he would like to
continue in service [continuance roll of 10- required, no DMs;
he rolls 7], and he does. He has become eligible for six skills
during this term of service [four for the four-year term, one for
obtaining a commission, and one for being promoted]. The work
as Fourth officer is, at times, strenuous [Table 1 (Physical
Development), roll 2 = +1 Str], and must deal with volumes of
paperwork on the job [Table 4 (Social Development), roll 5 =
Administration]. Routine operations [Table 2 (Mental
Development), roll 2 = Vac Suit] require that he learn to use a
vacuum suit. Serving his apprenticeship [Table 3 (Educational
Development), roll 2 = Trader (Business)], he begins to pick up
the finer points of commercial trading. However, he is also
taught some of the shady practices in the business as well
[Table 5 (Career Training), roll 4 = Clandestine, from which he
chooses Forgery skilll. Finally, in his spare time [Table 6
(Background Development), roll 6 = Brawling], Jamison tends to
get into quite a few fisticuffs at the bar.

Second Term: During this term, the rapidly maturing
Jamison endures the dangers of the merchant service (possibly
a pirate raid). His continued efficiency gains him his desired pro-
motion to Lieutenant. He signs on for a third term of service and
is accepted. He is eligible for five skills this term [one for each
year of service and one for his promotion, gaining +1 End, Pistol
(Gun Combat), Carousing (twice), and Pilot skills.]
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Third Term: Jamison's third term goes by rather uneventful-
ly. He does receive a promotion to Lt. Commander, and he is eli-
gible for five skills, plus another level in Pilot (because of reach-
ing rank 04). [He rolls and gets Electronics, +1 Str,
Administration, Brawling, and Trader.]

Fourth Term: Jamison passes his promotion exam, and suc-
cessfully re-eniists for a fifth term as a Commander. He is eligible
for five skills [which turn out to be Long Blade, Pistol,
Administration again, Law, +1 Soc]. Finally, this being the end of
his fourth term, Jamison is (for the first time) susceptible to aging
[rolling saving rolls for Str (6-), Dex (7-), and End (6-); he rolls 2,
7, and 5, resulting in no changes] .

Fifth Term: Jamison celebrates his fifth term by becoming a
Captain. Unfortunately, the service falls on hard times, and noti-
fies him that it will no longer require his services after the current
term [failing continuance roll]. He is eligible to retire with a pen-
sion of Cr4000 per year. [His rolls for the final five skills in the ser-
vice give him Piloting, Electronics, Broker, Forger, and Acting.
Age also takes its toll, in the form of reduced physical coordina-
tion (-1 Dexterity).]

Mustering Out: Having completed twenty years of active
duty in the merchant service, Captain Jamison is eligible for five
rolls on the tables for terms served, plus three by virtue of his
rank. In addition, he is allowed +1 on all rolls on the Benefits
Table. He rolls and receives a severance bonus of Cr20000, +1
Edu, a travel allowance (middle-passage), a merchant ship, plus
a windfall of credits in the merchant ship acquisition program,
(rolling merchant ship three more times).

Alexander Lascelles Jamison is now 38 years old, a retired
merchant captain, with a pension of Cr4000 per year, and a
healthy cash balance. Considering that the merchants forced him
out of the service at the peak of his career, he has some slight
resentment against the merchant service.

Merchant Captain. Alexander Jamison

UPP 879C9A Age 38
5terms Cr31,200

Acting-1, Administration-3,
Brawling-2, Broker-1,
Carousing-2, Computer-1,
Electronics-2, Equestrian-1,
First Aid-1, Forgery-2,
Ground Craft-1, Law-1,

Long Blade-1, Perception-1,
Pilot-3, Pistol-2,
Trader-2, Vac Suit-1.

Type A Free Trader (ten years of payments remaining).



PRIMARY CHARACTERISTICS

NOBLE RANKS
Strength measures a character's physical power. Social
Dexterity includes both overall body and hand Standing Rank
coordination. B Knight (Sir, Dame)
Endurance indicates personal determination and C Baron/Baroness (von, haut, hault)
physical stamina. D Count/Countess
Intelligence represents natural mental ability. E Marquis/Marquese
Education measures amount of schooling. F Duke/Duchess
Social Standing notes social class and level of society G Archduke/Archduchess
from which the character comes. H Emperor/Empress
RETIREMENT PAY TABLE DRAFT TABLE
5 terms Cr4,000 ID Roll Service
6 terms Cr6,000 1. Army
7 terms Cr8,000 2. Army
8 terms CM10,000 3. Navy
per additional term Cr2,000 4, Marines
5. Merchants
6. Scouts
HOMEWORLD COMMON SKILLS _ _ .
Cow Tech SKkifts HighT Tech SKilfs
World Type Common Skil ID Roll*  Skills ID Roll*  Skills
Tech Level 1-6 Ground Craft 1. Survival 1. Mechanics
Tech Level 5+ Computer 2. Recon 2. Computer
Tech Level 7+ Grav Craft 3. Bow Combat 3. Business
Vacuum World Vac Suit 4. Throwing 4. Ground Craft
5. Brawling 5. Language
6. Athletics 6. Equestrian
Background Skills Mid Tech Skills
1DRoll*  Subtable ID Roll* Skills *DMs (min. roll 1, max. 6):
1. Low tech Skills 1. Camouflage -1 if Social Standing 1 -5
2. Low Tech Skills 2. Melee Combat +1 if Social Standing 8+
3. Mid Tech Skills 3. Clandestine -1 if homeworld TL 1-5
4, Mid Tech Skills 4, Perception +1 if homeworld TL 8+
5. High Tech Skills 5. Gun Combat -1 if homeworld law level 1-5
6. High Tech Skills 6. First Aid +1 if homeworld law level 8+

HOMEWORLD GENERATION

(See World Generation chapter for more details on the various headings below.)

2D
Roll

Star-
port Size
Asteroid
Small
Small
Small
Small
Medium
Medium
Medium
Large
Large
Large

©COoNO,wWN

10.
11.
12.
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Atmosphere* Hydrographics* Population Law Levelx Tech Levelz
Vacuum Desert world 10+ 0 0-3
Vacuum Desert world 100+ 1 4-5
Thin Dry world 1,000+ 2 6-7
Thin Dry world 10,000+ 3 8
Standard Wet world 100,000+ 4 9
Standard Wet world 1,000,000+ 5 A
Standard Wet world 10,000,000+ 6 B
Dense Wet world 100,000,000+ 7 C
Dense Wet world Billions 8 D
Exotic Wet world Tens of billions 9 E
Exotic Water world Tens of billions A F

*DMs for size: Small -2; large +2. (Asteroid is automatically vacuum.)

1DMs for population: Hundreds or less = -1; ten million or more = +1

2Various DMs: Starport A +3, B +2, C +1; asteroid or water world +1;
population hundreds or less +1; population ten million or more +2

aRoll 1D:1-3=D,4-5=E, 6 =X
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COLLEGE (4 YEARS)

Prerequisite: Education 4+
Admission: 5-; DM+1 if Int8+; DM+1 if Soc 9+
DM+2 if Edu 9+
No age penalty
7-, DM+1 if End 8+; DM+2 if Int 8+
Spent 1 D3 years

Failed Admission:
Perseverance:
Flunked Out:

Roll once per year on Academic Skills.

Academic Skills;  (roll one per year)
1.Jack-of-All-Trades
2. Technical

3. Criminology

4. Performance

5. Science

6. Academic

6-; DM+1 if Soc 8+

Benefit: Bureaucracy, Tactics. Upon

graduation receive automatic enlist-

ment in Army and Rank 01 .

5-; DM+1 if Soc A+

Benefit: Bureaucracy, Tactics. Upon

graduation receive automatic enlist-

ment in Navy and Rank 01 .

Graduation: Academic degree of BS, BFA, or BA.
Honors: 7-

Benefit +1 Education. Can apply for

Medical School. If NOTC, can apply

for Flight School.

OTC Admission:

NOTC Admission:

GRADUATE SCHOOL (2 YEARS)

Prerequisite:

Admission:

Failed Admission:
Perseverance:
Flunked Out:

Graduate Skills:

Graduation:

Honors:

College Graduate or Naval Academy
Graduate or Miltary Academy
Graduate
7-; DM+1 if Int 9+; DM+1 if Edu A+
No age penalty
8-; DM+1 if End 8+; DM+2 if Int 8+
Spent 1 year
Roll once per year on Graduate Skills.

(roll one per year)

. Jack-of-All-Trades
Technical
Science or Performance
Science or Performance
Science or Performance
Academic

SUPONE

Academic degree of MS, MFA, or
MA upon first completion.
Academic degree of Ph.D upon
second completion.

8-
Benefit:+'\ Education

MILITARY ACADEMY (4 YEARS)

Prerequisite:  Social Standing 6+
Age 20 or less
Admission: 4-,DM+1 if Edu 9+; DM+2 if Soc A+
Failed Admission: No age penalty
Perseverance: 5-; DM+1 if End 9+, DM+2 if Int 9+
Flunked Out: Spent 1 D3 years

Roll once per year on Academic Skills.
Enlisted in Army as enlistee.

Academic Skills: (roll one per year)

Tactics

Bureaucracy

Bureaucracy

Heavy Weapons

Forward Observer

. Computer

Automatic enlistment in Army at

Rank01

Honors: 5-DM+1 if Int9+; DM+1 if End 1 1+
Benefit: +1 Education. Can apply for
Medical School. Automatic accep-
tance in Commando School if
desired.

oo wWNE

Graduation:

COMMANDO SCHOOL (1 YEAR)

Prerequisite:
Perseverance:
Flunked Out:

Academic SKills:

Honors Graduate of Military Academy
5-; DM+1 if End 9+; DM+1 if Int 9+

Spent 1 year

Roll once on Academic Skills.

(roll one per year)

Gun Combat
Environment Combat
Heavy Weapons
Demolitions

Recon

Survival

SO wWDdN PR
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NAVAL ACADEMY
Prerequisite:
Admission:
Failed Admission:

Perseverance:
Flunked Out:

Academic Skills:

Graduation:

Honors:

(4 YEARS)

Social Standing 6+
Age 20 or less
4-; DM+1 if Edu 9+; DM+2 if Soc A+
No age penalty
5-; DM+1 if End 9+; DM+2 if Int 9+
Spent 1 D3 years
Roll once per year on Academic Skills.
Enlistment in Nay as enlistee.

(roll one per year)

. Tactics

. Bureaucracy

. Bureaucracy

. Heavy Weapons
. Forward Observer
. Computer

OAPWN R

Automatic enlistment in Navy at
Rank 01

7-,DM+1 if Int 9+; DM+1 if End B+
Benefit: +1 Education. Can apply for
Medical School. Automatic accep-
tance in Flight School in first term of
of military service.

FLIGHT SCHOOL (1 YEAR)

Prerequisite:

Admission:
Perseverance:
Flunked Out:

Academic Skills:

Benefit:

Commissioned

(NOTC) College
Honors Graduate

Graduate of Naval Academy
Automatic admission for
Graduate of Naval Academy
5-; DM+1 if Dex 9-

7-, DM+1 if End 9+, DM+2 if Int 9+
Spent 1 year

Roll once per year on Academic Skills.

Honors

(roll one per year)
. Astrogation

. Astrogation

. Pilot

. Pilot

. Ship's Boat

. Ship's Boat

OO WNDN R

Minimum Pilot-1 skill.

MERCHANT ACADEMY (4 YEARS)

Prerequisite:
Admission:
Failed Admission:

Perseverance:
Flunked Out:

Academic Skills:

Graduation:

Honors:

Homeworld Starport A, B, C

Age 18-
5-; DM+1 if Int A+; DM+2 if Edu A+
No age penalty

7-, DM+1 if End 8+; DM+2 if Int 8+
Spent 1 D3 years

Roll once per year on Academic Skills.

(roll one per year)
1.Jack-of-All-Trades
2. Charisma

3. Technical

4. Bureaucracy

5. Business

. Business

o

Automatic enlistment in Merchant
career at Rank 01

5-.DM+1 if Int 9+; DM+1 if End A+
Benefit: +1 Education. Can apply for
Medical School.
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MEDICAL SCHOOL (4 YEARS)

Prerequisite:

Admission:

Failed Admission:
Perseverance:
Flunked Out:

Academic SKills:

Benefit:
Graduation:

Honors:

College Honors or

Military Honors or

Naval Academy Honors or

Merchant Academy Honors
5-; DM+1 if Int 8+; DM+2 if Soc A+
DM+2 if Edu A+

No age penalty

4-; DM+1 if End 9+, DM+2 if Edu 8+
Spent 1 D3 years

Roll once per year on Academic Skills.

(roll one per year)
. Research

. Administration
. Medical

. Medical

. Research

. Administration

OO WN R

Minimum Medical-3 skill.

Automatic enlistment in Army, Navy,
or Merchant at Rank 03, or automatic
enlistment in Scholar career.

4-;.DM+1 if Int B+; DM+1 if End B+
Benefit: +1 level to Medical and
Computer skills.




ARMY

Members of the planetary armed fighting forces. Army soldiers
deal with planetary surface actions, battles, and campaigns.
Ground combat is their forte, and they are given charge of
destructive weapons (artillery and heavy weapons such as
autocannons) designed to quickly disable the enemy line.
Army forces are often organized by branches representing
each unit's specialty or specific mission, thus it is possible for a
character in a support or administrative unit never to see com-
bat action.
Ex-army soldiers tend to hire themselves out as mercenaries.
Routine Tasks: Physical drills, weapons checks, target
practice, simulation exercises.

MARINE

Members of the armed fighting forces carried aboard starships,
marines deal with piracy and boarding actions in space, defend
the starports and bases belonging to the navy, and supplement
other ground forces.

Marine characters will accumulate skills related to their
roles in ship-to-ship and surface combat and fighting in hostile
or unusual terrains and environments, as well as a smattering
of more technical skills such as Mechanics and Computer.

Marines are the hardened fighting machines in Traveller.
Their combat expertise make them dangerous foes indeed.

Routine Tasks: Obstacle courses, combat drills, recon
tactics, battle armor maneuvers.

Enlistment: 9-; DM +1 if Dex 6+; DM +2 if End 5+
Injury: 9-; DM +2 if Edu 6+
Commission: 9-; DM +1 if End 7+
Promotion: 8-; DM +1 if Edu 7+

Continuance: 7-

Enlistment: 5-; DM +1 if Int 6+; DM +2 if Str 8+
Injury: 8-; DM +2 if Edu 8+
Commission: 5-; DM +1 if End 7+
Promotion: 5-; DM +1 if Soc 8+

Continuance: 8-

1.Physical 4. Social

1. +1Str 1. Carousing

2. +1 Dex 2. Gambling

3. +1 End 3. Streetwise
4. Melee Combat 4. Instruction
5. Throwing 5. Bureaucracy
6. Brawling 6. Business

2. Mental 5. Career

1. Aircraft 1. Camouflage
2. Camouflage 2. Ground Craft
3. Grav Craft 3. Gun Combat
4. Exploration 4. Gun Combat
5. Performance 5. Heavy Weapons
6. Science 6. Field Artillery
3.Educational 6. Background
1. Heavy Weapons 1. Equestrian
2. Forward Observer 2. Battle Dress
3. Ground Craft 3. First Aid

4. Grav Craft 4. Language

5. Tactics 5. Blade Combat
6. Technical 6. Clandestine
Table of Ranks Skill Eligibility

Non-Commissioned
Rank E1 Private

Rank E2 Lance Corporal
Rank E3 Corporal

Rank E4 Sergeant

Rank E5 Staff Sergeant

1 skill per year
1 skill per term for
Commission

1 skill per term for Promotion.

Mustering Out Tables

Rank E6 Sergeant 1gt Class Die Roll Cash Table (credits)
Rank E7 Master Sergeant 1. 2000
Rank E8 First Sergeant 2. 5000
Rank E9 Sergeant Major 3. 10000
Commissioned 4. 10000
Rank 01 2nd Lieutenant 5. 10000
Rank 02 Lieutenant 6. 20000
Rank 03 Captain 7. 30000
Rank 04 Major Max 3 rolls
Rank05 Lt. Colonel Die Roll Benefits Table
Rank 06 Colonel 1. LowPassage
Rank 07 Brigadier General 2. +1 Int
Rank08 Major General 3, 41 Edu
Rank 09 Lt. General 4. Qun
Rank 10 General 5. M dPassage
6. Hi gh Passage
Rank and Service Skills 7. +1 Social
All Rifle-1
Rank 01+ SMG-1
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1. Physical 4. Social

1. +1 Str 1. -1 Soc

2. +1 Dex 2. Leadership
3. +1 End 3. Gambling

4. Gun Combat 4. Intimidation
5. Melee Combat 5. Interrogation
6. Brawling 6. Bureaucracy
2. Mental 5. Career

1. Exploration 1. Battle Dress
2. First Aid 2. Gun Combat
3. Tactics 3. Gun Combat
4. Demolitions 4. Throwing

5. Camouflage 5. Environment Combat
6. Computer 6. Blade Combat
3.Educational 6. Background
1. Tactics 1. Stealth

2. Battle Dress 2. Ground Craft
3. Camouflage 3. Brawling

4. Recon 4. Athletics

5. Environment Combat 5. Streetwise
6. Technical 6. Grav Craft
Table of Ranks Skill Eligibility

Non-Commissioned
Rank E1 Private

Rank E2 Lance Corporal
Rank E3 Corporal

Rank E4 Sergeant
Rank E5 Staff Sergeant

1 skill per year
1 skill per term for
Commission

1 skill per term for Promotion.

Mustering Out Tables

Rank E6 Sergeant 1gt Class Die Roll Cash Table (credits)

Rank E7 Master Sergeant 1. 2000

Rank E8 First Sergeant 2. 5000

Rank E9 Sergeant Major 3. 5000

Commissioned 4. 10000

Rank 01 2nd Lieutenant 5. 20000

Rank 02 Lieutenant 6. 30000

Rank 03 Captain 7. 40000

Rank 04 Major Max 3 rolls

Rank 05 Lt. Colonel Die Roll Benefits Table

Rank 06 Colonel 1. Low Passage

Rank 07 Brigadier General 2. +1 Int

Rank 08 Major General 3. +1 Edu

Rank 09 Lt. General 4. Blade

Rank 10 General 5. Travellers' Aid Society
6. High Passage

Rank and Service Skills 7. +2 Social

All Long Blade-1

Rank 01+ Pistol-1




Misdirection is an important tool of covert operations. Having travelled to one world by
interstellar liner, a courier's party can always hire another, smaller vessel—perhaps a
yacht—to double back to the actual target world.




MERCHANT

Members of the commercial enterprises, merchants may crew
he ships of the large trading corporations, or they may work for
he independent free traders that carry chance cargos and pas-
sengers between worlds.

Merchants can accumulate skills relating to space flight,
such as Pilot and Astrogation, to trade, such as Administration,
and to less technical but equally important aspects of life, such
as Brawling, Gambling, and Forgery.

Routine Tasks: Accounting, log-keeping, monitoring com-
modities and markets, processing business transactions, nego-
tiating with traders and starport officials.

NAVY

Members of the interstellar space navy that patrol the space
between the stars. The navy has responsibility for the protec-
tion of society from lawless elements in the interstellar trade
channels and from foreign powers.

Naval characters will tend to be familiar with the technical
aspects of space flight, such as Astrogation, with assortment of
skills, such as Electronics and Engineering, necessary to oper-
ate their giant starships, as well as the less complex aspects of
space such as Vac Suits.

Routine Tasks: Monitoring star sectors, peacekeeping/
enforcing law of the Imperium, interstellar communicating, ship
maintaining and operating, vessel developing.

Enlistment: 7-; DM +1 if Str 7+; DM +2 if Int 6+
Injury: 9-; DM +2 if Int 7+
Commission: 10-; DM +1 if Int 6+
Promotion: 4-; DM +1 if Int 9+
Continuance: 10-

Enlistment: 6-; DM +1 if Int 8+; DM +2 if Edu 9+
Injury: 9-; DM +2 if Int 7+
Commission: 4-; DM +1 if Soc 9+
Promotion: 6-; DM +1 if Edu 8+
Continuance: 8-

1. Physical 4. Social

1. -1 Dex 1. Charisma

2. +1 Str 2. Charisma

3. +1 End 3. Administration
4. +1 End 4. Streetwise

5. Melee Combat 5. Gambling

6. Gun Combat 6. +1 Soc

2. Mental 5. Career

1. Grav Craft 1. Bureaucracy
2. Forgery 2. Language

3. Vac Suit 3. Spacecraft
4. Science 4. Clandestine
5. Exploration 5. Business

6. Technical 6. Jack-of-all-Trades
3-Educational 6. Background
1. Business 1. Equestrian

2. Business - 2. Blade Combat
3. Spacecraft 3. First Aid

4. Astrogation 4. Craftsman

5. Sensors 5. Performance
6. Law 6. Brawling

Table of Ranks

Non-Commissioned

Rank E1 Space Hand
Apprentice.

Rank E2 Space hand

Rank E3 Able Space hand

Rank E4 Petty Off. 3rd Class

Rank E5 Petty Off. 2nd Class

Skill Eligibility:
1 skill per year
1 skill per term for
Commission

1 skill per term for Promotion.

Mustering Out Tables

Die Roll Cash Table (credits)

Rank E6 Petty Off. 1st Class 11000
Rank E7 Chief Petty Officer 2. 000
Rank E8 Senior Chief 3. 10000
Rank E9 Master Chief 4. 20000
Commissioned 5. 20000
Rank 01  4th Officer 6. 40000
Rank 02 3rd Officer 7. 40000
Max 3 rolls

Rank 03 2nd Officer

Rank 04 1st Officer

Rank 05 Captain

Rank 06 Senior Captain
Rank 07 Line Commodore

Rank and Service Skills
Rank 04+ Spacecraft-1

Die Roll Benefits Table
Low Passage

+1 Int

+1 Edu

Gun

Blade

Low Passage

Free Trader

Nk wWNE

31

1.Physical 4. Social

1. +1 Str 1. Bureaucracy
2. +1 Dex 2. Diplomacy
3. +1 End 3. Language
4. Blade Combat 4. Carousing
5. Gunnery 5. Gambling
6. Gun Combat 6. +1 Soc

2. Mental 5. Career

1. Camouflage 1. Environment Combat
2. Language 2. Forward Observer
3. Academic 3. Astrogation
4. Exploration 4. Spacecraft
5. Sensors 5. Technical
6. Science 6. Gunnery

3. Educational 6. Background
1. Astrogation 1. Watercraft
2. Spacecraft 2. First Aid

3. Vac Suit 3. Law

4. Environment Combat 4. Exploration
5. Sensors 5. Charisma
6. Technical 6. Performance

Table of Ranks

Non-Commissioned

Rank E1 Space Hand
Apprentice.

Rank E2 Space hand

Rank E3 Able Space hand

Rank E4 Petty Off. 3rd Class

Rank E5 Petty Off. 2nd Class

Skill Eligibility:
1 skill per year
1 skill per term for
Commission
1 skill per term for Promotion.

Mustering Out Tables
Die Roll Cash Table (credits)

Rank E6 Petty Off. 1st Class 1. 1000
Rank E7 Chief Petty Officer 2. 2000
Rank E8 Senior Chief 3. =000
Rank E9 Master Chief 4. 10000
Commissioned 5. 20000
Rank 01 Ensign 6. 50000
Rank 02 Sublieutenant 7. 50000
Rank 03 Lieutenant Max 3 rolls
Rank 04 Lt. Commander Die Roll Benefits Table
Rank 05 Commander 1. Low Passage
Rank 06 Captain 2. +1 Int
Rank 07 Commodore 3. +1 Edu
Rank 08 Fleet Admiral 4. Blade
Rank 09 Sector Admiral 5. Travellers' Aid Society
Rank 10 Grand Admiral 6. High Passage
7. +2 Soc

Rank and Service Skills
Rank 05+ +1 Soc



SCouT

Members of the exploratory service, scouts explore new areas,
map and survey known or newly discovered areas, and main-
tain the communications of ships that carry information and
messages between the worlds of the galaxy.

Since they are often expected to operate on their own,
scout characters receive skills related to all aspects of space
flight, from Pilot to Engineering and Mechanics.

The mental attitude needed to operate alone in space is
what separates scouts from the other careers. The "Us-
Against-the-World" mind set has brought many in this service
together in a tight-knit brotherhood.

Routine Tasks: Calisthenics, astrogation, terrain naviga-
tion, sensors operation, planetary survival.

AGENT

Agents are most often members of law enforcement branches of
a world's government. As operatives, they typically have good
investigative skill and a familiarity with the unsavory aspects of
society. Agents must come from a world with a tech level of 5+.

"Agent" encompasses a plethora of career opportunities,
from relatively peaceful news reporting to on-the-edge bounty
hunting. Because they must deal with unpredictable situations on
a frequent basis, the credo for this career is often "Fast thinking,
faster shooting."

Routine Tasks: File reports, operate within organizational
guidelines and directives, support fellow agents, apprehend sus-
pects, debrief.

Enlistment: 7-; DM +1 if Int 6+; DM +2 if Str 8+
Injury:  7-; DM +2 if End 9+
Commission: None
Promotion: None

Continuance: 11-

Enlistment: 8-; DM +1 if Int 7+; DM +2 if Dex 10+
Injury: 8-; DM +2 if Int 7+
Commission: 8-; DM +1 if Edu 7+
Promotion: 6-; DM +1 if Edu 8+

Continuance: 8-

1. Physical 4. Social

1. +1 Str 1. Language

2. +1 Dex 2. Performance
3. +1 End 3. Bureaucracy
4. Melee Combat 4. Business

5. Throwing 5. Clandestine
6. Gun Combat 6. Charisma
2. Mental 5. Career

1. Vac Suit 1. Aircraft

2. Vac Suit 2. Ground Craft
3. Perception 3. Grav Craft

4. Research 4. Gunnery

5. First Aid 5. Spacecraft
6. Science 6. Spacecraft
3. Educational 6. Background
1. Astrogation 1. Athletics

2. Astrogation 2. Blade Combat
3. Exploration 3. Bow Combat
4. Exploration 4. Equestrian
5. Technical 5. Stealth

6. Technical 6. Jack-of-all-Trades

Rank and Service Skills Skill Eligibility:

All Exploration-1; 1 skill per year
Jack-/-Trades-1,; +1 skill per two years
Pilot-1

Mustering Out Tables
Die Roll Cash Table (credits)

50000
Max 3 rolls

Die Roll Benefits Table
Low Passage

+2 Int

+2 Edu

Blade

Gun

Scout Ship

NooMWNE
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1. Physical 4. Social

1. +1 Str 1. Administration
2. +1 Dex 2. Performance
3. +1 End 3. Bureaucracy
4. +1 End 4. Clandestine
5. Brawling 5. Charisma

6. Gun Combat 6. Jack-of-all-Trades
2. Mental 5. Career

1. Perception 1. Melee Combat
2. Perception 2. Gun Combat
3. Camouflage 3. Bureaucracy
4. Technical 4. Criminology
5. Exploration 5. Charisma

6. +1 Int 6. Clandestine
3. Educational 6. Background
1. FirstAid 1. Science

2. Research 2. Watercraft

3. Law 3. Equestrian

4. Psychology 4. Ground Craft
5. Criminology 5. Grav Craft
6. Criminology 6. Vac Suit
Table of Ranks Skill Eligibility:

Non-Commissioned

Rank E1 Agent 3rd Class
Rank E2 Agent 2nd Class
Rank E3 Agent 1st Class
Rank E4 Sergeant

Rank E5 Leading Sergeant

1 skill per year

1 skill per term for
Commission

1 skill per term for Promotion.

Mustering Out Tables

Rank E6 First Sergeant Die Roll Cash Table (credits)
Rank E7 Sergeant Major 1. 1000
Rank E8 — 2. 200
Rank E9 — 3. 500
Commissioned 4. 7300
Rank 01 2nd Lieutenant 5. 10000
Rank 02 Lieutenant 6. 25000
Rank 03 Captain 7. 50000
Rank 04 Major Max 3 rolls
Rank 05 Lt. Colonel Die Roll Benefits Table
Rank 06 Colonel 1. Low Passage
Rank 07 Brigadier General 2. +1 Int
Rank 08 Major General 3. Forensics Kit
Rank 09 Lt. General 4. Weapon
Rank 10 General 5. High Passage
6. +1 Soc
Rank and Service Skills 7. Travellers' Aid Society
All Carousing-1
or Streetwise-1
Rank 06+ Diplomacy-1



ENTERTAINER

An entertainer is trained to amuse audiences. This career
spans a wide area of trades, from the obvious choices of actors
and musicians to aspiring artists, writers, and storytellers. They
take their acts to the stars, travelling from one planet to anoth-
er in hope of attracting interstellar fame. Entertainment tends to
be a highly competitive field; for every performer who com-
mands top dollar, a hundred others live hand-to-mouth.

Most entertainers hire managers or representatives to
handle business negotiations, public relations, and promotions.
But like it has always been, the entertainment industry is a cut-
throat one, and agents will go with the fattest cash cow.

Routine Tasks: Brainstorm sessions, rehearsals, contract
negotiations, contact networking, performance.

NOBLE

A noble can be described as an individual who is a member of
the upper class in society. Nobles, for the most part, perform
few consistent functions throughout their lives. Nobles most
often have large amounts of ready money to spend, and they
may possess useful influence in high places.

The biggest danger a noble faces is sword duels. Thus,
nobles spend a good amount of time honing their fencing skill.

(Not every character of noble Social Standing follows this
career. Regardless of their career, however, they still hold their
noble rank.)

Routine Tasks: Elite social events and diplomatic func-
tions, equestrian training, fencing practice, political maneuver-
ing, blade duels, proper education, fortunes.

Enlistment: 6-; DM +1 if End 7+; DM +2 if Int 6+ Enlistment. Soc A+ required; enlistment is automatic
Injury: 9-; DM +2 if End 9+ Injury: 10-
Commission: None Commission: 9-; DM +1 if Edu 9+
Promotion: None Promotion: 2-; DM +1 if Int A+
Continuance: 9- Continuance: 10-
1. Physical 4. Social 1.Physical 4. Social
1. +1 Str 1. Administration 1. -1 Str 1. Administration
2. +1 Dex 2. Carousing 2. +1 Sr 2. Carousing
3. +1 End 3. Streetwise 3. +1 Dex 3. Diplomacy
4. Athletics 4. FastTalk 4, +1 End 4. Business
5. Throwing 5. Charisma 5. Fencing 5. Charisma
6. Gun Combat 6. +1 Soc 6. Equestrian 6. +1 Soc
2. Mental 5.Career 2. Mental 5. Career
1. Vac Suit 1. Acting 1. Tactics 1. Bow Combat
2. Survival 2. Disguise 2. Instruction 2. Equestrian
3. Trader 3. Athletics 3. Law 3. Equestrian
4. Law 4. Clandestine 4. language 4. Fencing
5. Academic 5. Performance 5. Clandestine 5. Fencing
6. +1 Int 6. Performance 6. Performance 6. Performance
3.Educational 6. Background 3. Educational 6. Background
1. Communications 1. Ground Craft 1. Law 1. Gambling
2. Language 2. Equestrian 2. Performance 2. Va Suit
3. Performance 3. First Aid 3. Science 3. Interrogation
4. Performance 4. Camouflage 4. Bureaucracy 4. Computer
5. Philosophy 5. Brawling 5. Charisma 5. Blade Combat
6. Jack-of-all-Trades 6. Technical 6. +1 Edu 6. Leadership
Rank and Service Skills Sill Eligibility: Table of Ranks Skill Eligibility:
All Carousing-1; 1 per year Soc B Knight/ Lady 1 skill per year

Performance-1

Mustering Out Tables
Die Roll Cash Table (credits)
1000

2000
5000
10000
30000
70000
150000
MaSMB

Die Roll Benefits Table

. Low Passage

Blade or Pistal;

High Passage

+1 Soc

Travellers' Aid Society
Yacht

NOUTRWNE

N AWN

Soc C  Baron/ Baroness
Soc D  Count/ Countess
Soc E  Marquis/ Marquese
Soc F Duke/ Duchess

Rank and Service Skills
All Charisma-1;
Fencing-1

1 skill per term for
Commission
1 skill per term for Promotion.

Mustering Out Tables

Die Roll Cash Table (credits)
1. 10000

2. 10000
3. 50000
4. 50000
5. 100000
6. 100000
7. 200000
Max 3 rolls

Die Roll Benefits Table

. Low Passage
High Passage
Weapon
Weapon
Travellers' Aid Society
Yacht

NOoOUTAWNE




ROGUE

A member of the criminal element who is, as a matter of
course, familiar with the rougher and more illegal methods of
accomplishing tasks. Rogues tend to be good at circumventing
the law, which, unfortunately, also makes them somewhat like-
ly to be wanted criminals on one or more worlds.

Rogues come in many types: thug, con-man, system
hacker, art forger... all the way up to criminal syndicate boss
and cartel director. Rogues won't win any popularity contest, as
they are generally regarded as parasites of the society.

Routine Tasks: Thievery, covert illicit activities, street sur-
vival, underworld networking, criminal organization, recruit-
ment of new members, backstab, double-cross.

Enlistment: 8-; DM +1 if Soc 8-; DM +2 if End 7+
Injury:  7-; DM +2 if Int 9+
Commission: None
Promotion: None

Continuance: 9-

SCHOLAR

Trained in the technological or research sciences, scholars study
and conduct scientific experiments into materials, situations and
phenomena. Scholar must come from a world with a tech level of
6+.

Contrary to the popular image, a scholar in Traveller is not
confined to a laboratory of tubes and cages. He will actively pur-
sue evidence for theories old and new, even if it means travers-
ing unknown sectors replete with unpleasant aliens.

Routine Tasks: Collect samples, recruit subjects, research,
experiment, analyze results, resolve scientific problems, report
findings, file recommendations and proposals for government
grants.

Enlistment: 8-; DM +1 if Int 9+; DM +2 if Edu 10+
Injury:  9-; DM +2 if Edu 9+
Commission: None
Promotion: None

Continuance: 9-

1.Physical 4. Social
1. +1 Str 1. -1 Soc
2. +1 Dex 2. Streetwise
3. +1 End 3. Fast Talk
4. Melee Combat 4. Bureaucracy
5. Throwing 5. Business
6. Brawling 6. Charisma
2. Mental 5. Career
1. Language 1. Short Blade
2. Ground Craft 2. Gun Combat
3. First Aid 3. Brawling
4. Performance 4. Camouflage
5. Technical 5. Clandestine
6. +1 Int 6. Clandestine
3.Educational 6. Background
1. Law 1. Bow Combat
2. Camouflage 2. Perception
3. Survival 3. Melee Combat
4. Survival 4. Spacecraft
5. Bribery 5. Blade Combat
6. Clandestine 6. Jack-of-all-Trades

Rank and Service Skills
All Clandestine-1;
ShortBlade-1

Skill Eligibility:
1 skill per year

Mustering Out Tables
Die Roll Cash Table (credits)

1 _
2 J—
3 10000
4 10000
5 50000
6 100000
7 100000

Max 3 rolls

Die Roll Benefits Table

Low Passage

+1 Soc

Weapon

Weapon

High Passage
Travellers' Aid Society
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1.Physical 4. Social
1. -1 Str 1. Carousing
2. -1 Dex 2. Instruction
3. +1 Dex 3. Philosophy
4. +1 End 4. Diplomacy
5. Gun Combat 5. Bureaucracy
6. Short Blade 6. +1 Soc
2. Mental 5. Career
1. Language 1. Language
2. Research 2. Law
3. Writing 3. Forensics
4. Perception 4. Academic
5. Technical 5. Technical
6. +1 Int 6. Science
3.Educational 6. Background
1. Performance 1. Forgery
2. Academic 2. Vac Suit
3. Technical 3. Grav Craft
4. Science 4. Ground Craft
5. Science 5. Exploration
6. +1 Edu 6. Jack-of-all-Trades

Rank and Service Skills Skill Eligibility:
All Academic-1; 1 skill per year
Science-1

Mustering Out Tables
Die Roll Cash Table (credits)
1 1000
2 5000
3 5000
4 10000
5
6

or Technical-1

20000
40000
100000
Max 3 rolls

Die Roll Benefits Table

Low Passage

M d Passage

H gh Passage

+1 Soc

Science Instrument
Lab Ship

Weapon

~

A Scholar may always apply to
College or Graduate School
(if he has not already attend-
ed), instead of serving a term
in this career. The admission
is automatic if a character
chooses this option after
serving 3+ terms as a
Scholar.
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SKILLS 3

Characters in fiction are defined by their characteristics and actions. From the description of their appearance, we learn much about their
general abilities. Their actions then teach us what other capabilities they have that are not immediately observable. Consider the follow-
ing description, for example:

A tall and stocky man, Count Davoral bore the marks of middle age—a grayness of beard and temple, lines of care upon his face, the
beginnings of a soft paunch. Still, he crossed the ballroom with the easy grace of a seasoned warrior, the saber at his hip seeming a very
part of him. His eyes revealed a restless interest in his surroundings, glittering with amusement as he bowed to Ambassador Karrick's

daughter, then growing cold as they fell upon Jonas Azrath, chairman of Marindella Corporation. As the count stared at Azrath, his right
hand curled into a white-knuckled fist, the scars of old duels standing out starkly. His left hand tightened unconsciously upon his saber
hilt.

From this relatively short description, we know the age, social standing, and build of the character. We also have some hint of his
personality—at least that he is alert, is comfortable in a large group of people, and has something of a temper. From his actions, we can
guess that he has some skillfulness at interpersonal relations, and that fencing and brawling are among his abilities.

Traveller characters are similarly defined, but with specific terms and number ratings. In Traveller terminology, Count Davoral
has a UPP of 89878E, and skill levels of Diplomacy-3, Carousing-2, Fencing-4, and Brawling-3, among others.

The reasons for giving Traveller characters number ratings are simple. In a fiction, the author decides whether a character
succeeds or fails at an action based upon that character's abilities, the current situation, and the dramatic needs of the story. But
in a role-playing session, each player is a separate "author" with his own hero, and the referee is in charge of the situation, scene
by scene. The players and referee are both creating a story and at the same time playing a game. Number ratings accurately rank
characters by ability for story purposes. They also provide a way of using die rolls to randomly determine a character's success or
failure, thereby infusing an element of chance into the game. The referee then translates these rankings and die rolls into story,

taking into account suggestions from the players and the dramatic needs of the moment.

Skill Types

Characters use skills as the primary means to accomplish actions
in a Traveller game. Obviously, the higher a skill rating, the more
expert the character is with that skill. But some characters have
more abilities for a particular skill than do other characters, as
measured by their primary characteristics. With sufficient train-
ing, however, any character can eventually become proficient at
any skill in the game.

The Skills List on page 38 lists skills used in the Traveller
game. Each skill is described later in this chapter.

Just as player character careers in Chapter 2 reflect occupa-
tions appropriate to Traveller campaigns, the skills available to
those characters are abilities appropriate to Traveller adventur-
ers. Of course, players are free to invent more mundane skills
(Cooking, Farming, etc.) for characters who might wish them,
assuming referee approval. For most characters, however, the
skills described here will be more than sufficient.

Skills listed alone on the Skills List are single skills. Others
are listed in groups, indented under headings called "cluster
skills." Some skills have an asterisk to tag them as cascade skills.
Lastly, some skills are listed in italics to denote those that can be
used with no training by a PC or NPC, at skill level-O.

Single Skills: Skills listed alone on the table—rather than
indented in a group—are individual proficiencies not directly relat-
ed to any others. (Examples are Battle Dress, Equestrian, and
Perception.) When one of these skills is acquired, it is simply
added to the character sheet, with its appropriate level noted.

Skill Clusters: Some skills are indented under a collective
heading on the Skills List. For example, the Medical skill is
grouped with Archaeology, Chemistry, Psychology, and others
under the Science heading. These collective headings are skill
clusters, grouping skills within a related subject for ease creating
characters, and reference during play.

Expertise in a skill within a cluster does not give a character
any ability in any other skills under that same heading.
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Cascade Skills: Skills listed as cascade skills on the skills
table, like skill clusters, encompass different specific skills. When
a cascade skill is obtained, one of its subskills must be chosen as
a specialty. But unlike a skill cluster, that expertise in this special-
ty can be used in place of any other subskill in the cascade skill,
at one lower level of expertise.

For example, a character obtains the cascade skill of Gun
Combat, which includes subskills of Pistol, Rifle, Shotgun, or
Submachinegun. If the character chooses Pistol as his specialty,
he would list the skill as "Pistol-1." But since this is a cascade sub-
skill, he can also use it in place of the any other three subskills
(Rifle, Shotgun, and Submachinegun) in the Gun Combat cas-
cade skill at level-0. If the character raises his specialty to "Pistol-
2," he can use it for Rifle, Shotgun, and Submachinegun each at
level-1.

Should a character picks up another subskill within the same
cascade skill, his first point in that new skill is level-1, his second
point level-2, and so on, as normal.

Default (Level-0) Skills: Some jobs simply cannot be
attempted by a character who has had no training in them.
Imagine a person attempting to disarm a nuclear warhead, for
instance, with absolutely no knowledge of demolitions or radioac-
tive materials. Assuming he didn't accidentally trigger the explo-
sion early, he would still be certain to suffer radiation poisoning.
His chances of actually disarming the thing safely would be nil.

Other skills are inherently simple enough for a character to
attempt them with no training whatsoever. Most people have
some chance of safely riding a horse without instruction, though
they would likely mount from the wrong side, make the animal
nervous, and be at a loss if it began to gallop.

In Traveller, attempting an action without training in a skill is
called "level-0" skill use, possible only with skills listed in italics on
the Skills List. (The heading for each of those skills is italicized in
the individual skill descriptions as well.) Chapter 4 explains how
to resolve actions using skills in both normal and level-O fashion.



SKILLS LIST
Skill Name Base Cha.

Academic Cluster
Acting Int or Soc
Administration Soc or Edu
Aircraft Cascade
Archaeology Edu
Armory Int or Edu
Art Int or Soc
Artillery Int or Edu
Astrogation Edu or Int
Athletics Dex,End, Str
Battle Dress Dex
Biology Edu or Int
Blade Combat Cascade
Bow Combat Dex
Brawling Dex or Str
Bribery Int or Soc
Broker Int or Edu
Bureaucracy Cluster
Business Cluster
Camouflage Int
Carousing Soc
Charisma Cluster
Chemistry Edu or Int
Clandestine Cluster
Communications Edu
Computer Edu or Int
Craftsman Dex or Edu
Criminology Cluster
Dance Dex or Soc
Demolitions Edu or Int
Diplomacy Soc
Disguise Int
Electronics Edu or Int
Engineering Edu or Int
Environment Combat
Dex or Int
Equestrian Dex or Soc
Exploration Cluster
Fast Talk Int or Edu
Fencing Dex or Soc
First Aid Int or Edu
Forensics Edu or Int
Forgery Int or Dex
Forward Observer Edu or Int
Gambling Int or Soc
Geology Edu or Int
Grav Craft Dex
Gravities Edu or Int
Ground Craft Dex or End
Gun Combat Cascade
Gunnery Int
Heavy Weapons  Dex or Str
Helicopter (Aircraft) Dex or Int
History Edu
Instruction Int or Edu
Interrogation End or Int
Intimidation Str or End
Intrusion Dex or Int
Investigation Int
Jack-Of-All-Trades Varies

Jet Plane (Aircraft) Dex or Int
Language Edu or Int

Law Edu
Leadership Soc or End
Linguistics Edu or Int
Long Blade (Blade Combat)

Dex or Str
Mechanics Edu or Int
Medical Edu or Int
Melee Combat Dex or Str
Music Int or Dex
Navigation Edu or Int
Perception Int or Edu
Performance Cluster
Philosophy Edu or Int
Physics Edu or Int
Pilot Dex
Pistol (Gun Combat) Dex
Prop Plane (Aircraft)

Dex or Int
Psionicology Edu
Psychology Int or Edu
Recon End or Int
Research Edu
Rifle (Gun Combat) Dex
Robotics Edu
Sciences Cluster
Sensors Int
Ship's Boat Dex
Short Blade (Blade Combat)

Dex

Shotgun (Gun Combat) Dex
Spacecraft Cluster
Stealth Dex
Streetwise End or Int
Submachinegun,

SMG (Gun Combat) Dex
Survey Edu
Survival End
Tactics Int or Edu
Technical Cluster
Throwing Dex or Str
Trader Int or Soc
Vac Suit Dex
Watercraft Dex or End
Writing Int or Edu
CASCADE SKILLS LIST
Aircraft

Helicopter
Jet Plane
Prop Plane
Blade Combat
Long Blade
Short Blade
Gun Combat
Pistol
Rifle
Shotgun
Submachinegun (SMG)
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SKILLS CLUSTERS LIST
Academic
Instruction
Research
Bureaucracy
Administration
Leadership
Business
Broker
Trader
Charisma
Bribery
Carousing
Diplomacy
Fast Talk
Clandestine
Disguise
Forgery
Gambling
Intimidation
Intrusion
Stealth
Streetwise
Criminology
Forensics
Interrogation
Investigation
Law
Exploration
Navigation
Recon
Survey
Survival
Performance
Art
Acting
Dance
Music
Writing
Sciences
Archaeology
Biology
Chemistry
Geology
History
Linguistics
Medical
Philosophy
Physics
Psionicology
Psychology
Spacecraft
Pilot
Ship's Boat
Technical
Armory
Astrogation
Communications
Computer
Craftsman
Electronics
Engineering
Gravities
Mechanics
Robotics
Sensors

DEFAULT SKILLS LIST
Skill Name___ Related Cha.
Acting Int or Soc
Art Int or Soc
Athletics Dex,End, Str
Blade Combat Cascade
Bow Combat Dex
Brawling Dex or Str
Bribery Int or Soc
Broker Int or Edu
Camouflage Int
Carousing Soc
Communications Edu
Computer Edu or Int
Craftsman Dex or Edu
Dance Dex or Soc
Diplomacy Soc
Disguise Int
Environment Combat

Dex or Int
Equestrian Dex or Soc
Fast Talk Int or Edu
First Aid Int or Edu
Forgery Int or Dex
Gambling Int or Soc
Grav Craft Dex
Ground Craft Dex or End
Gun Combat Cascade
Heavy Weapons  Dex or Str
Instruction Int or Edu
Interrogation End or Int
Intimidation Str or End
Intrusion Dex or Int
Investigation Int
Leadership Soc or End
Long Blade (Blade Combat)

Dex or Str
Melee Combat Dex or Str
Music Int or Dex
Navigation Edu or Int
Perception Int or Edu
Philosophy Edu or Int
Pistol (Gun Combat) Dex
Psychology Int or Edu
Recon End or Int
Research Edu
Rifle (Gun Combat) Dex

Short Blade (Blade Combat)
Dex

Shotgun (Gun Combat) Dex

Submachinegun,

SMG (Gun Combat) Dex

Stealth Dex
Streetwise End or Int
Survival End
Tactics Int or Edu
Throwing Dex or Str
Trader Int or Soc
Vac Suit Dex
Watercraft Dex or End
Writing Int or Edu

*Denotes a cascade skill.



Skill Descriptions

Skills are listed in this section by alphabetical order, not by skill
clusters. Also listed with each skill are the usual characteristics
related to each skill (see Chapter 4 for explanation of base char-
acteristics).

As in the Skills List, those skills that can be used at level 0
as a default are noted, as are cascade skills. Each cascade skill
also includes in its description a list of specialties to choose from.

Academic
Academic is a skill cluster that includes Instruction and Research.

Acting (Performance Cluster, Default) Int or Soc
The ability to conceal true motives while manipulating an audi-
ence into believing whatever persona or emotion the character
portrays. A character may also mimic mannerisms, speech pat-
terns, and voices with a successful Acting roll. This skill can be a
powerful persuasive tool, as evident in any poker game.

A high Intelligence score helps memorizing lines and recog-
nizing successful strategies of acting. Persons of relatively high
Social Standing often benefit from having to maintain appear-
ances for one's peers, and from the respect their origins com-
mand in audiences.

Administration (Bureaucracy Cluster, Default) Soc or

Edu
The ability to deal with various bureaucratic agencies, talk to the
right people, negotiate mazes of "red tape," and take shortcuts
around mountains of paperwork.

When serving in a bureaucratic organization, Administration
expertise makes the character look competent in the eyes of his
superiors. It should also affect the quality of work and potential for
success of any organization that the character is managing or
controlling.

Characters of high Social Standing are typically good with
this skill, having learned to manage bureaucratic systems from an
early age. Well-educated persons also tend to have experience
with such systems.

Aircraft (Cascade) Dex or Int
The ability to operate an aircraft safely. At level 1, the character
knows how to take off or land an aircraft under normal conditions.
Level 3 allows some advanced maneuvering without problem. At
level 6, the character is qualified to train squadrons of flyers him-
self.

Aircraft is a cascade skill, divided into the following subskills:
 Helicopter
« Jet plane
¢ Prop plane (propeller-driven)

Dexterity is the usual characteristic used for Aircraft task roll.
Intelligence is important in dealing with the instrumentation and
protocol of flying.

Archaeology (Science Cluster) Edu
The study of ancient civilization that entails excavating preserved
sites, locating and identifying antiques or artifacts, and compre-
hending ancient cultures by piecing together vestiges of the past.
This skill is crucial in understanding alien cultures from the arti-
facts left behind.

Education is the usual characteristic used for Archaeology
skill.

Armory (Technical Cluster) Int or Edu
The research, design, construction, and repair of weapons and
armor, at the tech level of the character's homeworld. If the char-
acter gains knowledge of a higher tech level during play, he may
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use this skill at the new tech level. (Note the tech level next to
this skill on the character's sheet.)

Armory skill is based on Intelligence or Education, although
Dexterity is sometimes used for construction or repair.

Art (Performance Cluster, Default) Int or Soc
The familiarity with various art style and instruments, as well as
inherent ability to depict objects or persons with both beauty and
accuracy.

Persons of high Social Standing are often steeped in knowl-
edge of art. Intelligence is of value in perceiving artistic arrange-
ments and in using artistic techniques.

Artillery Int or Edu
The ability to maintain and fire artillery (from catapults and bal-
listae to laser cannon) appropriate to the character's tech level.
The tech level with which he is familiar should be noted on the
character sheet alongside the skill. Chapter 5 provides full rules
for using this skill during conflicts.

Normally, Int is associated with this skill, but Edu can be sig-
nificant in reflecting the mathematical knowledge needed to plot
trajectories.

Astrogation (Technical Cluster) Edu or Int
The ability to compute, adjust, and plot accurate courses for
interplanetary and interstellar travel, using computer programs
and long-range data provided by the ship's detection system.

Education is very important here due to the incredible
amount of complex mathematics. Intelligence is used to pick out
essential data from the wide range of information an astrogator
faces.

Athletics (Default) Dex, End, or Str
Reflects engagement in regular vigorous exercises or sport
activities, such as rock climbing, swimming, long distance run-
ning, etc. This skill is good for foot chases, scaling walls, leaping
chasms, and other such endeavors during adventures.

Battle Dress Dex
The ability to operate specially armored vacuum suits designed
specifically for combat, including all of the sensors and weapon-
ry built into such a suit.

This skill is based on Dex, since a highly dexterous charac-
ter is best able to maneuver the suit and ready its weaponry to
bear during combat.

Biology (Science Cluster) Edu or Int
This study of living organisms covers biological aspects of a ter-
restrial organism, from physiological composition to evolution,
habitat, dietary habits, reproduction, defense mechanisms, etc.
This skill helps to determine where to look for life on a new world,
how to sustain captive creatures, and how to safely introduce a
life form into a new environment.

Edu is the primary characteristic, given the immense knowl-
edge required. Intelligence is important for making logical con-
nections among the facts a biologist collects.

Blade Combat (Default) Cascade
The ability to fight with a blade weapon, divided into two sub-
skills:
¢ Long Blade
* Short Blade

Characters fighting with broadswords will use Long Blade
skill. It is based on either Dex or Str. A dexterous character will
be proficient in parries and thrusts, while a strong character rely
more upon the length of the blade to keep opponents at bay and
the force of his swing to hit.



Characters fighting with dagger will use Short Blade skil,
typically relying on Dex alone.

Fencing is a separate skill. A character with Long Blade skill
can battle a fencer, but the fencer will certainly be the more ele-
gant of the two in a duel. So even if the non-fencer wins the duel,
he may find himself the object of scorn by observers of higher
social status.

Bow Combat (Default) Dex
The ability to hit targets consistently and accurately with a bow,
both in combat situations and sporting competitions.

Some pirates promote the practice of Bow Combat skill,
allowing them to use ranged weapons in fights aboard ships with-
out the danger of breaching a hull with a firearm.

Bow Combat is commonly based on Dex.

Brawling (Default) Dex or Str
The general skill for unarmed hand-to-hand combat and battling
with improvised weapons such as chairs, bottles, logs, etc.

Typically, Dex is used for punches and strikes. For grappling
and wrestling attacks, Str is more likely the base.

Bribery (Charisma Cluster, Default) Int or Soc
The ability to get things done in a less-than-honest manner by
knowing what to offer to whom, how, and when, in exchange for
immediate favors, usually entailing the circumvention of regula-
tions or laws. Even when a bribe is rebuffed, Bribery skill can
often smooth things over, minimizing any chance of retaliation or
other negative effects.

Difficulty level of any Bribery task should reflect the legal
implications of the request, the law level of the world, and the tar-
get's own corruptness. Petty officials can often be bribed to find
loopholes in regulations, or simply to ignore those regulations. A
success does not necessarily mean that the bribe is accepted.
The referee should also have in mind some minimum bribe for the
NPC being approached, and if the offer is too low, a successful
task roll means that the bribing character now knows exactly how
much of a bribe is required.

Bribery often uses Int, while characters with high Soc tend to
be in position to offer a "favor for a favor."

Broker (Business Cluster, Default) Int or Edu
The know-how to find lower prices when purchasing goods, then
quickly locate buyers for the items at higher prices, as explained
in the trade and commerce rules.

High Int aids greatly in locating good deals. Edu is also help-
ful in subjects of finance and marketing.

Bureaucracy Cluster
This is a skill cluster that includes Administration and Leadership.

Business Cluster
Business is a skill cluster that includes Broker and Trader.

Camouflage (Default) Int
The art of concealment—hiding objects or the character himself
to avoid detection, and finding items other have hidden. The char-
acter can also find the best possible cover when under fire on a
successful task roll. Camouflage does not allow a wide range of
movement; to move silently requires Stealth skill.

Carousing (Charisma Cluster, Default) Soc
The ability to mingle comfortably with strangers, even in unfamil-
iar social surroundings, and especially useful for making a good
first impression in encounters with potential hirelings or patrons.

A character with this skill also understands the proper behav-
iors for moving within higher social circles. He has the knowledge

40

(etiquette, connoisseur, social graces, etc.) necessary to act cor-
rectly in upper-class social functions. Carousing is extremely
important in establishing influential contacts (“friends in high
places.")

(The "etiquette" of dealing with lower-class situations falls
under Streetwise skill.)

Soc is used primarily with this skill.

Charisma Cluster
This is a skill cluster that includes Bribery, Carousing, Diplomacy,
and Fast Talk.

Chemistry (Science Cluster) Edu or Int
The knowledge of the science of both organic and inorganic com-
pounds, as well as the ability to analyze the composition, struc-
ture, properties, and reactions of elements and compounds.
While Chemistry often concerns organic compounds, it does not
give a character the skill of Biology.

Edu is typically the base for this skill, although Int can come
into play when a character is testing the limits of a chemical cre-
ation.

Clandestine Cluster
Clandestine is a skill cluster that includes Disguise, Forgery,
Gambling, Intimidation, Intrusion, Stealth, and Streetwise.

Communications (Technical Cluster, Default) Edu
The science of operating, repairing, and maintaining communica-
tions devices. This skill is necessary to understand the protocols
of communication devices and their limitations, and to quickly
identify why a communication device is not working properly.

Communications skill also denotes a character's ability to
jam airwaves or evade jamming.

Edu usually serves as the base characteristic for this skill.

Computer (Technical Cluster, Default) Edu or Int
A popular ability involving not only the working of computers, but
also knowledge of the programming and repair of such equip-
ment. Characters with high levels of computer expertise are in
demand for employment by business organizations, starship cap-
tains, and various other employers.

This skill most often has Edu as the base, for routine com-
puter functions and diagnostic procedures. Int is applicable for
intuitive insights into programming and for identifying abnormal
malfunctions.

Craftsman (Technical Cluster, Default) Dex or Edu
The ability to create artifacts and duplicate valuable objects and
works of art—legally or illegally. When used illegally, Craftsman is
similar to Forgery skill, but applies to items or works of art instead
of to documents.

Dex is often the base for this skill because of the manual
coordination needed. Edu is also valuable in accurately duplicat-
ing an original work.

Criminology
This is a skill cluster that includes Forensics, Interrogation,
Investigation, and Law.

Dance (Performance Cluster, Default) Dex or Soc
The expertise to perform dances appropriate to the character's
background, as well as to learn new steps and routines quickly.
Dance is a common repertoire of the entertainers, whether as a
primary performance (ballet) or as an element of some other type
of act (pop-music concert). Also featured among elevated social
circles, formal dancing is an ages-old element of social gather-
ings.



In the space lanes linking the Imperial core worlds, Imperial Navy vessels patrol con-
stantly, protecting trade and commerce. But outside that region, a ship's safety is its own
responsibility. Outnumbered and outgunned by pirate vessels, a lone vessel's only real
defense is to evade fire long enough to escape to jump space.




Dex is the usual characteristic related to the Dance skill, but
apply Soc for ballroom dancing and the like.

Demolitions Edu or Int
The training in the proper handling, placement, and detonation of
explosives, in addition to defusing explosive devices set by oth-
ers, and identifying clues as to their manufacture.

The skill is normally based on Edu, although Int is applied for
unfamiliar explosive devices.

Diplomacy (Charisma Cluster, Default) Soc
The skill of getting one's point across to others, keeping a cool
head in frustrating situations, and settling disputes or reaching
mutually acceptable agreements without threatening or alienating
one's audience. A character with high Diplomacy levels is very
tactful, able to attain a compromise position in short time, and
probably well-respected for his stabilizing presence at the nego-
tiation table.

(Using Fast Talk skill in the same situation is more likely to
produce only a short-term solution, requiring in-depth negotiation
at a later date.)

Diplomacy skill is based almost solely on Soc. A high social
status lends a character both experience and credit to his words.

Disguise (Clandestine Cluster, Default) Int
The ability to mask or alter an individual's appearance with make-
up and costume, also used for short-term impersonation, partic-
ularly from a distance and when little personal interaction is
involved. Acting skill is needed for prolonged interaction while
assuming another persona.

Task level is determined by the discrepancy between char-
acter's actual and intended appearance, modified by preparation
time, quality of makeup, and the Int of audience to be fooled.
Small audiences with great familiarity of the person being imper-
sonated are much more difficult to deceive than large audiences
with less intimate knowledge of that person.

This skill is usually coupled with Int.

Electronics (Technical Cluster) Edu or Int
The expertise in operating and repairing electronic equipment,
allows a character to understand, manipulate, assemble, and fix
complex or even alien electronic devices. Certain rolls will be hard-
er than others, and may be impossible without sufficient tools.

Edu is normally associated with this skill, but Int may be
more appropriate when dealing with alien devices or malfunctions
of an unusual nature.

Engineering (Technical Cluster) Edu or Int
Enables a character to properly operate, adjust, and maintain
starship maneuver drives, jump drives, and power plants. Greater
levels of expertise permit the individual to handle problems of
greater complexity and jobs with higher levels of responsibility.

Edu is normally used in conjunction with this skill, reflecting
the extensive training required. Intelligence is also used frequent-
ly to represent the intuitive spark of a truly great engineer.

Environment Combat (Default) Dex or Int
The training to fight in unusual environments ranging from zero to
high gravity, and from vacuum to undersea. Without this skill, it is
difficult to maintain position and orientation, and to wield
weapons to best effect. In low gravity, for instance, an unskilled
character may fail to brace against the recoil of firearm, and con-
sequently spin out of control. In high gravity, he might injure him-
self by failing to place his weight correctly when moving. In vacu-
um, he might pierce his own vac suit with his weapon, or be ham-
pered by the fear of piercing his suit. In liquid environments, he
wont know how best to deliver blows in close combat.
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This skill improves a combatant's ability to compensate for
any such disorientation. During combat in these or other unusual
environments, the referee may ask players to make an
Environment Combat skill roll to see how well their characters
adapt to the situation. Or he may require them to use the skill in
place of some other combat skill.

Dex is often the base characteristic for this skill, especially
when quick reactions are important. If a character has time to
plan before making an attack or maneuver, Int may be used
instead. Occasionally, End can be used with this skill to combat
exhaustion from fighting in unusual environments.

Equestrian (Default) Soc or Dex
The ability to control and ride draft animals (usually horses) as
personal transport, whether through necessity or as a sport,
assuming sufficient skill and a properly trained animal.

Equestrian-1 is enough to ride most trained animals at safe
speed. Equestrian-2 allows guidance of the animal and some
fancy maneuvering while running or in chases. Equestrian-4
allows attempts at breaking and training the animals. Equestrian-
6 indicates that the character is an extremely effective trainer.

Dex is important when riding animals, but among persons of
high Soc, the skill is common as a sport and a mark of "good
breeding.”

Exploration Cluster
The exploration skill cluster includes Navigation, Recon, Survey,
and Survival.

Fast Talk (Charisma Cluster, Default) Int or Edu
The ability to quickly talk into, out of, and around situations with
simply a glib tongue and a straight face, persuading others to do
things (often through lies) against their own better judgment.

The task level is determined largely by the believability of the
story the fast-talker is trying to sell. The audience's personal
knowledge of the subject can provide difficulty modifiers.

Int is normally used with this skill, but characters with high
Education can be convincing by the sheer amount of information
they can cite as evidence for their spiel.

Fencing Dex or Soc
The expertise in attacking and defending with fencing weapons
(foil, saber, and epee). Fencing is as much a matter of honor as
a sport to the nobility, and a fencing duel is often as colorful as it
is deadly, mixing clever repartee with elegant thrusts, parries, and
ripostes of the blades. It is commonly said that the best way to
gain a noble's respect is with a rapier.

Chapter 5 provides the special rules for fencing in combat.

This skill is normally based on Dex, although Soc is often a
substitute, especially in duels designed more for show than for
blood.

First Aid (Default) Int or Edu
The knowledge to quickly stabilize injured persons during an
emergency, also to treat cuts and wounds, stop or control bleed-
ing, administer artificial resuscitation, operate emergency med-
ical equipment, patch up non-lethal injuries and, in short, keep
the mortally wounded alive until they can receive appropriate
medical aid.

Int is commonly used with this skill. Education can also play
a big part when the paramedic has to draws upon his medical
training to handle an emergency

Forensics (Criminology Cluster) Edu or Int
The ability to gather evidence at the scene of a crime or accident,
then analyzing that evidence using scientific equipment. A suc-
cessful task roll yields facts or educated assumptions as to the



time and means of death, ballistics involved, "big picture" recon-
struction of the crime, and so forth. (The Perception skill is anoth-
er useful skill in crime situations, though it reflects a more innate
ability to notice things, rather than specific training in criminology.

Crude forensic instruments are available at a tech code of
Industrial; equipment from higher tech codes is more reliable and
gives more detailed information.

Edu is normally used with this skill, reflecting knowledge of
common techniques in the collection and organization of evi-
dence. But Intelligence can be just as important a factor when it
comes to a solution to the puzzle presented by the evidence.

Forgery (Clandestine Cluster, Default) Int or Dex
The skill for faking documents, papers, and signatures with the
intention of deceiving other persons. Documents necessary for
cargo transfers, bank transactions, personal identification, and
many other such official function are often closely inspected by
the police, customs agents, or clerks during adventures. Such
encounters occur when the referee rolls the law level or less of a
world (generally rolled once or twice per day). The complexity of
the document being forged is a guide for setting a task level for
forgery attempts.

Int is normally associated with the Forgery skill, reflecting the
eye needed to recognize essential elements of a document. Dex
may be used in determining whether a physical production (such
as a signature) passes inspection.

Forward Observer Edu or Int
The ability to communicate adjustments to artillery fire (projectile,
missile, and laser) from distant batteries and from ships in orbit,
assuming communications equipment is available. The exact
mechanics for delivery of artillery fire and its adjustments by a
forward observer are given in Chapter 5.

Edu is normally used with this skill, though Int is often
applied as well.

Gambling (Clandestine Cluster, Default) Int or Soc
A character with this skill is versed in games of chance, and is
wise in their play, sometimes to rigging the odds in his favor.

Gambling die rolls can be handled in one of two ways. If the
referee wants to concentrate upon the gambling scene, each
hand of cards or round of bets should be based upon the roll of
an "uncertain task." The player should have his character bet his
credits based upon the player's comfort with that roll. If, with the
referee's portion of the roll, the task is succeeded, then the char-
acter wins that round. If not, the character loses.

A faster way of handling the Gambling skill ("Okay, you spent
the night gambling”) is to simply have the player declare how
many total credits his character is willing to lose over the course
of the scene, then call for one Gambling roll normally. If the roll
succeeds, the character has a net win; if it fails, he has a net loss.
The referee decides how much is won or lost depending on the
amount risked and the outcome of the roll.

Gambling skill is normally related to Int, reflecting an under-
standing of odds, memory of cards, and observation of other bet-
tors' tendencies. Characters with high Soc often have consider-
able background with Gambling too, and tend to be less con-
cerned about any losses they may incur. (To them, gambling is
more a sport than anything else.)

Geology (Science Cluster) Edu or Int
The study of a planet's origin, evolution, and structure as record-
ed in rocks, crust, interior, and fossils. A character with this skill
can analyze a planet's composition for valuable natural resources
(oil, minerals, metal ores, etc.) and evaluate the surface stability
of the planet.
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Edu is used when applying geological facts and theories to a
situation. Int is the base when attempting to locate the likely pock-
ets of resources or to predict earthquakes and volcano eruptions.

Grav Craft (Default) Dex
The ability to operate all types of antigravity-driven vehicles, such
as grav sled, floater, grav belt, flier, etc. Grav vehicles are the
major transportation form on most worlds with a tech level of 7 or
greater. Most people on such worlds are aware of the basic oper-
ation of these conveyances.

Grav vehicles can be dangerous to operate in high-speed sit-
uations or in bad weather.

Dex is normally used in operation of grav vehicles.

Gravities (Technical Cluster) Edu or Int
The ability to repair and utilize anti-gravity devices, including the
motive drivers of lift modules, grav belts, grav sleds, grav tanks,
the repulsor drives and grav plates used in spacecraft, and the
inertial dampers used in high-speed vehicles.

Due to the vast knowledge involved, Edu is commonly the
base for this skill. Int comes into play in actually understanding
gravitic theory.

Ground Craft (Default) Dex or End
The ability to operate ground vehicles of all types—whether
wheeled, tracked, or air cushioned (hovercraft). Because they
remain in contact with the ground, these are among the easiest
of vehicles to operate. A malfunction is dangerous only when the
vehicle is of great mass or is travelling at high speed.

Most attempts using this skill will call for Dex. End may be
appropriate when a ground vehicle must be "wrestled" across a
hazardous stretch of ground or around a corner at high speed.

Gun Combat (Default) Cascade
Familiarity with any of these cascade skills gives a character
knowledge in the use of hand-held guns, whether firearms or
energy weapons. The character knows how to load, aim, fire, and
care for such weapons. Subskills of this cascade are
» Pistol
= Rifle
« Shotgun
= Submachinegun

Dexterity is typically the base for these skills.

Gunnery Int
The expertise to manipulate naval ship/spacecraft-mounted
weapons, which include beam and pulse lasers, sandcasters,
and missile launchers.

Gunnery skill is generally associated with Intelligence,
reflecting the technological aptitude necessary for manning a
gunnery station, with its advanced electronics and computer sys-
tems.

Heavy Weapons (Default) Dex or Str
The training in the operation of man-portable heavy weaponry
such as autocannons, grenade launchers, machine-guns, VRF
Gauss guns, and other such items.

Dex is usually applied with Heavy Weapons skill, but Str is
just as vital for man-handling such heavy equipment, especially
in tight quarters.

Helicopter (Aircraft Cascade) Dex or Int
The training in the operation of rotary-wing aircraft. Helicopters
are of great use in locations where landing space is at a premi-
um, and where gravitic technology is not yet available.

Dex or Int are the primary characteristics for this skill.



History (Science Cluster) Edu
The study of recorded past events and their causes. Also, the
knowledge of the various techniques used in correlating infor-
mation relating to historical figures, places, and affairs. The skill
is pivotal in understanding the origins of a race of people, which
in turn derived their current circumstances, social structures,
and relationships with outsiders.
Edu is the primary base for this skill.

Instruction (Academic Cluster, Default) Int or Edu
The ability to effectively impart knowledge or expertise of skills
they possess to others, also includes giving explicit, precise
instructions (written or oral) so as to avoid miscommunication.

Instruction skill allows one character to perform a task at
another's instruction. (For example, an untrained person could
attempt to land an aircraft under instruction by radio.) In such
cases, the target number for the task is based upon the charac-
teristic of the attempting character, plus the instructor's skill or
his Instruction skill, whichever is lower. All other modifiers apply
as normal.

A character can convey to other characters any skill he
knows with Instruction The referee determines an amount of
time required to accomplish this according to the subject's com-
plexity. The target number for the task is the lower characteristic
between the teacher and student, adding to the teacher's
Instruction skill or skill being taught, again whichever is lower.
The task level is Difficult (2 1/2D). Under poor conditions, or if the
task is attempted in a shorter time than that set, the referee may
impose negative modifiers. If conditions are excellent, with
appropriate training materials and sufficient time, he may impose
positive modifiers. Success means that the student gains the
skill at level-1. Failure means that the student is confused and
frustrated by the subject and time has been lost. The referee may
decide to allow another attempt, but only if the condition
improves first (additional time and materials).

Interrogation (Criminology Cluster, Default) End or Int
The ability to extract more information from a subject than would
normally be forthcoming. Interrogation is asking the right ques-
tions and correctly interpreting the responses through not only
words, but also attitude, body language, and other minute
details. The interrogator has a high ability to detect lying and to
piece together hints of the truth from a large number of interro-
gations.

This skill is normally based on End to reflect the concentra-
tion and will power necessary to wring information out of an
unwilling individual. If the target is not hostile, the referee may
apply Int instead.

Intimidation (Clandestine Cluster, Default) Str or End
The knack to look especially imposing to other individuals, know-
ing how to "amplify" personal presence and use it to gain tem-
porary obedience from others.

Intimidation relies mostly upon the Str through displays of
brute force, though it may also relate to End to reflect a charac-
ter's force of will.

Intrusion (Clandestine Cluster, Default) Dex or Int
This skill encompasses activities such as lockpicking, safecrack-
ing, pick-pocketing, burglary, and other thievery practices. Special
tools can provide positive difficulty modifiers; in some cases they
may even be absolutely necessary.

When the skill is used for picking pockets and the like, Dex
should be the base. Int may be called upon for safe-cracking and
similar actions.
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Investigation (Criminology Cluster, Default) Int
The familiarity with various investigation techniques, as well as
knowing where to look, who to talk to, and how to go about
searching for clues through either experience or intuition. Unlike
the Research skill, which concerns finding facts within databas-
es, the Investigation skill entails recognizing leads, identifying key
elements, and deducing what other skills will be useful (even nec-
essary) in solving the problem being investigated.

This skill should not replace players thinking, though it can
be used as a means of providing leads for players when they are
absolutely stumped. Int is commonly used with this skill.

Jack of All Trades Varies
This is a general ability that may be applied to nearly any endeav-
or, at the discretion of the referee. A character with the Jack-of-
All-Trades skill can attempt to use it in place of any other skill that
is normally not possible to people completely untrained. To do so,
just apply Jack-of-All-Trades level in place of the other skill, and
use the characteristic associated with the skill being substituted,
but at half value, rounded up, as ifitis a 0-level skill.

Equipment availability and other circumstances may modify
the roll.

Jet Plane (Aircraft Cascade) Dex or Int
The training in the operation of fixed-wing, jet-driven aircraft. Jets
are common on worlds where high speed travel is important and
the local technology can support their use, but is not yet capable
of producing grav vehicles and inertial dampers.

Dex or Int are the primary attributes for this skill.

Language Edu or Int
This is a special sort of cluster skill in that there is no specific
skills listed to choose from. Receipt of the Language skill allows
the character to read, write, speak a particular language, such as
French, German, or even Vilani. Communicating in a language
not native to the character usually requires a roll at the appropri-
ate task level to reflect the message's complexity.

All characters are assumed to already automatically have a
skill level-5 in their native language (usually Anglic).

The characteristic used for language tasks is normally
Education, though Intelligence may be called upon (particular in
tasks involving a character's native language).

Law (Criminology Cluster, Default) Edu
Enables a character to handle legal matters such as drafts of law-
binding documents (fine prints included), local jurisprudence,
court cases, legal advice, etc. The task level for winning a lawsuit
corresponds to the validity of claim. Difficulty modifiers may apply
according to the opponent's legal ability and other considerations.
The skill can also be used to find legal loopholes, if there are any,
in a contract or regulation, and utilize them to the character's
greatest advantage.
Law typically relies upon the Edu.

Leadership (Bureaucracy Cluster, Default) Soc or End
This skill is essential for directing a group of people effectively
and efficiently. Leadership is the amalgam of knowledge, person-
ality, and self-confidence to convince others to follow your orders,
especially in dangerous or stressful situations.

Leadership is normally required to control six or more NPCs
at one time. Such a group will tend to obey the general com-
mands of the character with the highest Leadership rating.

Characters of high Soc tend to have an advantage in com-
manding groups of other people. High End can be instrumental in
driving others to obey one's orders.



Linguistics (Science Cluster) Edu or Int
This study of languages enables a character to correctly identify
a language, its origins, its similarities to other languages, and any
peculiarities of it. A character with the Linguistics skill gains the
equivalent of level-0 in all languages with which he has any famil-
iarity.

Linguistics normally relates to Edu. In cases where intuitive
insights become more pivotal than training, Int may apply.

Long Blade (Blade Combat Cascade, Cluster) Dex or Str
The skill in the combat use of swords, machetes, and the like.
Some long blades are light, designed for quick thrusting and cut-
ting strikes; others are heavy, designed for hacking attacks.

The type of blade and attack used determines the attribute
referenced during combat. Quick attacks with a light blade
depend upon Dex; more powerful strikes with a heavy blade
depend upon Str.

Mechanics (Technical Cluster) Int or Edu
This skill improves the chance to properly operate, build, and
repair mechanical devices ranging from air lock hatches to main-
drive bearings. Any situation requiring a knowledge of mechani-
cal aspects of equipment can be affected by the Mechanics skill.
The proper tools may apply difficulty modifiers to a Mechanics
task; lack of them may prohibit it altogether.

Int is normally the base for this skill, though Edu helps when
dealing with devices of common manufacture.

Medical (Science Cluster) Edu or Int
This field of science is not only the study of medicines, but also
the training to heal patients and maintain health of individuals.
Medical skill levels represent steps in increasingly better ability to
treat diseases and injuries.

Medical-1 is sufficient to qualify a character for the position
of medic on a starship crew. Medical-3 allows a character to
assume a license to practice medicine, including writing prescrip-
tions, handling most ailments, and communicating with other doc-
tors on a professional level.

Medical skill levels can be used in place of First Aid, though
not vice versa.

Edu is primarily in reference to Medical skill, though Int may
be used when dealing with new or unfamiliar conditions. Surgery
typically defers to the Dex.

Melee Combat Dex or Str
Combat training in hand-held weapons other than blades.
Examples include clubs, polearms, spears, etc. (in short, hand-
to-hand weapons not covered by other combat skills.)

Dexterity is the characteristic normally used as a base for
this skill. Strength may apply in some situations (hitting an object
over a long distance, for instance).

Music (Performance Cluster) Int or Dex
This represents the aptitude for musical expression. The charac-
ter has a musical background or training that enables him to be
proficient with one or more musical instruments, in addition to the
ability to create musical compositions.

Int is normally used for the understanding of music. Dex is
applied for actually performing with an instrument.

Navigation (Exploration Cluster) Edu or Int
Navigation involves plotting efficient passage between two points
on a planetary surface, whether from one side of a city to the
other, or across a sea to another continent. It allows a character
to determine his current location, often via star constellations and
other navigation techniques, and determine the direction of his
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intended goal. Navigation is to surface exploration what
Astrogation is to space orientation; they are identical in term of
assisting a character in finding ways to a destination.

Education is normally applied for Navigation tasks, espe-
cially those of travels over great distances. Int may also be used,
particularly for shorter distances where direct observation
becomes more important.

Perception (Default) Int or Edu
The ability to detect details that might escape other people. On
a successful Perception roll, a character can sense abnormali-
ties in an otherwise ordinary situation (noting, for example, the
security camera behind the mirror above the third door, or that
the starship cargo has been slightly tampered with, or that the
wine is tasting a bit bitter).

Int is the usual base for Perception tasks, though Edu may
apply in situations for which the character has been specifically
trained to remain alert.

Performance Cluster
This is a skill cluster that includes Art, Acting, Dance, Music, and
Writing.

Philosophy (Science Cluster) Edu or Int
This "soft science" is the study of beliefs and teachings regard-
ing gods, existence, proper conduct, and of sentient beings' rela-
tionship with the universe. A student of philosophy does not nec-
essarily abide by the principles he is studying; this skill simply
indicates the character's knowledge concerning different schools
of thought.

The characteristic normally associating with this skill is Edu,
though Int is applied in philosophical debates.

Physics (Science Cluster) Edu or Int
The study of properties and interaction of matter and energy,
allowing a character to analyze or predict the motion, state,
force, and general behaviors of a body or object.

Edu is commonly the base for this skill. Int is used in evalu-
ating objects behaving to strange, alien principles not yet known
to man.

Pilot (Spacecraft Cluster) Dex
Represents the training and experience in the control of star-
ships and large interplanetary vessels. This skill encompasses
both the interplanetary and interstellar aspects of large ship
operation.

Pilot skill qualifies a character for the job of pilot on a star-
ship over 100 tons. Small interplanetary craft (under 100 tons)
handle somewhat differently and require the Ship's Boat skill.
Although the two skills are not part of a cascade group, charac-
ters with the Pilot skill may use that skill when piloting vessels
under 100 tons, at a difficulty modifier of -1. The reverse is not
true, however; character's trained only in the use of Ship's Boat
skill cannot pilot larger craft.

Dex is typically linked with the Piloting skill, regardless of
vessel size.

Pistol (Gun Combat, Default) Dex
The training in the use and care of handguns. While less accu-
rate than rifles and other such firearms, pistols make up for that
fact in their easy portability and concealability.

Dex is the primary attributes for this skill.

Prop Plane (Aircraft Cascade) Dex or Int

The training in the operation of fixed-wing aircraft powered by
propeller rather than jet. Primitive prop planes are available at



tech level 5, and more advanced designs remain in use through
tech level 8 or 9. One advantage of prop planes is their ability to
glide even when motive power has been lost.

Dex or Int are the primary attributes for this skill.

Psionicology (Science Cluster) Edu
The study of psionic phenomenon, providing a character with
knowledge to recognize psionic powers. This skill of itself does
not grant any such powers, but in alerting its possessor to psion-
ic use, it may help to protect him from psionic manipulation. After
all, knowledge is a power of its own.

Chapter 9 describes the mental powers of psionic individu-
als. A character with Psionicology skill will have some familiarity
with the information of that chapter, the relative amount being
determined by his skill rating.

The typical characteristic used for Psionicology tasks is Edu
because the subject is not always intuitively sensible, and accu-
mulated knowledge is normally the only way of gaining an under-
standing of it. End is sometimes applicable with the skill, particu-
larly when resisting psionic attacks.

Psychology (Science Cluster, Default) Int or Edu
With this skill a character can judge the motives and evaluate
deep-seated emotions of another individual. It can be used, for
example, to predict the behavior of others in a given situation, or
to determine the likely truth or falsehood of statements another
character makes.

The Psychology skill uses Int as its base when dealing with
a specific individuals. Edu may apply in understanding the actions
and attitudes of large groups.

Recon (Exploration Cluster, Default) End or Int
The ability to scout a location and move about in the wilderness
without being detected. Characters with Recon skill are able to
determine the number of individuals that recently passed through
an area by inspecting tracks, trampled vegetation, or other signs
and clues, with higher levels of expertise yielding increasingly
more accurate information. This skill also applies in tracking a
specific creature or person.

In encounter situations, the referee will set the task level for
each side to spot the other. Characters with Recon skills have a
higher chance of spotting the enemy in advance, but they also
have a correspondingly lower chance of being seen in turn. To
represent this, the highest Recon level on each side in the
encounter acts as a negative difficulty modifier to the other side's
task attempt.

Because of the concentration involved, End is normally ref-
erenced for Recon. Int may be called upon if tracks are especial-
ly puzzling.

Research (Academic Cluster, Default) Edu
The familiarity with different library and catalog systems, equip-
ment, and various techniques used in gathering from files data
about people, places, subjects, and events. Often, this skill is
used to assist in preparation for a scientific or technical experi-
ment, or to gain new information to assist an experiment in
progress.

Because the skill involves searching through stored informa-
tion, typically a library, Edu is most often the base.

Rifle (Gun Combat Cascade, Default) Dex
The training in the use and care of rifles. These weapons are fair-
ly easy to operate, and can hit targets at impressive ranges, in the
hands of a skillful firer.

Dex is the primary attribute for this skill.
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Robotics (Technical Cluster) Edu
This skill deals with designing, operating, building, and repairing
robots (limited to the character's own tech level and culture).

Robotics skill may be used as the next lower level of
Computer, Mechanics, Electronics, or Gravitics skill, when specif-
ically concerning robots. (Thus, Robotics-2 equals Computer-1,
Mechanics-1, etc.)

Sciences Cluster
This skill cluster includes Archaeology, Biology, Chemistry,
Geology, History, Linguistics, Medical, Philosophy, Physics,
Psionicology, and Psychology.

Sensors (Technical Cluster) Int
The skill to operate all type of sensors, in particular those aboard
starships. On a successful task roll, sensor operators can detect
all objects within range, and correctly interpret those signals.

Already significant during interplanetary travel, accurate sen-
sor work is even more important in ship combat. Chapter 5 con-
tains complete rules for sensor applications during battle.

Int is typically referenced for this skill.

Ship's Boat (Spacecraft Cluster) Dex
The expertise with the operation and function of small interplan-
etary craft, collectively known as ship's boats. These craft range
in size from 5to 100 tons, and include shuttles, lifeboats, launch-
es, and fighters.

The small interplanetary craft carried as auxiliaries or boats
on larger ships, or serving the needs of bases and stations, are
distinctly different from the large vessels that traverse the space
lanes. Ship's Boat skill reflects a unique experience and training
in the control of these craft. (Although the Pilot skill can be used
in place of Ship's Boat skill at one level lower, Ship's Boat cannot
substitute for Pilot skill.)

Dex is commonly applied to the Ship's Boat skill.

Short Blade (Blade Combat Cascade, Default) Dex
The training in the use of knives, bayonets, and the like. Short
blades are portable, concealable, and legal for self defense on a
wide variety of worlds.

Dex is the primary attribute for this skill.

Shotgun (Gun Combat Cascade, Default) Dex
The training in the use and care of shotguns. For close combat,
shotguns are popular firearms, able to do considerable damage,
and requiring less precision in aiming than weapons that fire sin-
gle projectiles.

Dex is the primary attribute for this skill.

Spacecraft Cluster
This is a cluster including the two separate skills of Pilot and
Ship's Boat.

Dex is the primary attribute for this skill.

Stealth (Clandestine Cluster, Default) Dex
The art of covert movement and the ability to remain unobserved
by moving quietly while taking maximum advantage of available
cover. Unfortunately, stealth will not work against automated elec-
tronic surveillance devices or robots.

This skill usually refers to Dex as its base.

Streetwise (Clandestine Cluster, Default) End or Int
Streetwise permits contact with different criminal elements for the
purposes of obtaining information (rumors and gossip included),
hiring persons, buying or selling contraband or stolen goods, and
other shady activities.



End is associated with Streetwise skill because of the rough-
and-tumble nature of the criminal element of any society. On
occasion, Int may apply when cunning and intuition become
imperative.

Submachinegun, SMG (Gun Combat Cascade, Default) Dex
The training in the use and care of small autofire weapons.
Dex is the primary attribute for this skill.

Survey (Exploration Cluster) Edu
The science of mapping and charting star systems, this skill con-
fers expertise in the various aspects of producing accurate maps
and directories of Imperial territory and its frontiers. This skill
allows an individual to determine the precise characteristics of an
unknown or unclassified world, and to compile its UPP, as well as
correctly map and gather information about the star system.
Obviously, Survey skill is most useful when a person encounters
unknownworlds.
Edu is the choice for most tasks involving Survey skill.

Survival (Exploration Cluster, Default) End
Survival skill lends a character both the theory and practice of liv-
ing off the land, of staying alive in situations where most people
would have trouble finding food, water, or shelter.

Characters with Survival expertise are adept at locating food
and water, constructing natural weapons and shelter, setting sim-
ple wildlife traps, and travelling across country, in a wilderness or
hostile environment.

Survival skill is usually based on End.

Tactics (Default) Int or Edu
The character has training and experience in small unit tactics
(up to units of 1000 troops or spaceships). This skill is not to be
confused with strategy, which deals with the reasons for the
encounter and the intended result; strategy is the realm of the
players, rather than of the characters.

When small units encounter hostile forces (in battle or while
adventuring), tactical skill provides an advantage toward winning,
or at least reducing the disaster of defeat. Because tactical skill is
an intangible, the exact results in battle are left to the referee to
implement as necessary or prudent. It might influence the type
and amount of information available to the character in the minia-
ture figure resolution of a battle using hidden movement, or can
modify task levels in crucial situations.

Tactical skill should be considered by the referee when a
character is seeking military-type employment.

Edu is sometimes linked to Tactics skill, reflecting a broad
knowledge of elements involved in a battle engagement. Int is
the normal base for this skill.

Technical

This is a cluster skill that includes Armory, Astrogation,
Communications,  Computer,  Craftsman, Electronics,
Engineering, Gravitics, Mechanics, Robotics, Sensors.
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Throwing (Default) Dex or Str
The ability to accurately throw objects or weapons, from rocks, to
darts, to spears, to grenades.

For objects that do damage primarily by impact, Str is refer-
enced by this skill. Grenade throwing relies more upon accuracy,
as do sporting competitions with darts, so Dex is applied, instead.

Trader (Business Cluster, Default) Int or Soc
The ability to identify the best cargos to carry from one world to
another. The Trader skill is an advantage in commercial trading,
as it improves one's ability to estimate the resale value of items
in the trade and commerce rules. (See Chapter 16 for details.)

The Trader skill normally references Int due to the cleverness
necessary for recognizing highly-marketable cargos, while a rea-
sonably high Soc enables the character to make useful connec-
tions with buyers and sellers.

Vac Suit (Default) Dex
The training and experience in the use of the standard vacuum
suit (space suit), including special suits for use on various plane-
tary surfaces in the presence of exotic, corrosive, or insidious
atmospheres. With this skill, a character can adequately gauge
the amount of air and power remaining to a suit, don it, check its
seals, and maneuver about in it without causing a tear in the fab-
ric.

Non-breathable atmospheres or hostile environments can be
easily overcome with protective equipment, but the danger of
minor mishaps becoming fatal remains great. A roll may be need-
ed to avoid danger when attempting any unusual maneuver while
wearing a vac suit (including running, jumping, hiding, leaping
untethered from one ship to another, etc.).

Dex is the primary base for Vac Suit skill.

Water Craft (Default) Dex or End
The ability to manually operate water-borne vessels, including
submersibles.

This skill is normally based on Dexterity. In hazardous cir-
cumstances when the craft must be manhandled, End may be
more appropriate.

Writing (Performance Cluster, Default) Int or Edu
Enables a character to present insightful, entertaining reading
materials, factual or fictitious.

Int is the usual base for this skill, indicating an individual's
understanding of both the subject matter being conveyed and the
target reader being addressed. In cases of a learned readership
that expects certain conventions of style and usage, Edu may
come into play.



Message delivered, the courier's assignment is concluded at last. All that remains is to
relax, enjoy his companion's performance, and cultivate an image of devil-may-care,
high-society traveller. Nobility has its perquisites as well as its responsibilities.




TASKS

A

Every activity that characters undertake in the Traveller game system is a task. Many of these tasks are ordinary or routine—such
as walking to the door, picking up a letter, or simply chatting with someone—and it is not necessary to resolve their outcome. It is only
when the referee perceives uncertainty in an action's outcome that a task attempt should be made.

Task attempts involve four separate elements:

* A target number—typically a skill matched with a primary attribute.

= A dice code appropriate to the innate difficulty of the task.

* The possibility of one or more difficulty modifiers, reflecting factors influencing the event, such as bonuses for helpful equipment

or penalties for troublesome conditions.

« Finally the result, whether a success or failure, and the possible spectacular result.

The Target Number

Most tasks are attempts to use a specific skill. For example, rec-
ognizing a particular chemical compound would require
Chemistry skill.

Each skill is associated with one or more primary character-
istics. Chemistry is related to Education or Intelligence, for exam-
ple. When using a skill, the referee decides what characteristic to
use in conjunction with the skill, based upon the situation.
Identifying a brand new chemical compound would rely upon
Intelligence, for instance, while recognizing a common substance
would require Education.

When there are two or more characteristics appropriate to
the situation, use the lowest characteristic. For example, climbing
a difficult rock face calls for an Athletics roll, but that Dexterity,
Strength, and Endurance are equally important to the task, so the
character will use the lowest of these characteristics.

Similarly, when more than one skill is relevant to the task,
use the lowest rated skills. Breaking into a password-protected
computer file, for instance, calls upon both Computer and
Intrusion skills, so the character must use the lower rated of the
two skills.

The referee may also opt to base a skill on a completely dif-
ferent characteristic than those recommended. For example, rec-
ognizing a poisonous chemical by smell could justify the pairing
of Chemistry skill and Endurance.

The target number for a task is the sum of the skill level and
the associated characteristic. For a character to succeed at the
task, the player must roll a number equal to or below this target
number. Rolling above the target number indicates a failure.

Example: For a character with UPP of 468AB7 and a skill of
Chemistry-3, the target number for recognizing a chemical com-
pound is either 13 or 14, depending upon which base character-
istic, Edu or Int, is used.

When no skill seems appropriate, the referee will set a pri-
mary characteristic alone as the target number. For example, pry-
ing open a rusted door might call for a roll against Str without any
related skill.

It is always the referee's decision as to which characteristic
is relevant to a particular task.

Level-0 Skill Use: If a character attempts a task that
requires a skill, but does not possess that skill, he may try a level-
0 skill task roll if the necessary skill is italicized on the
Consolidated Skills List.

The target number for level-0 skills is half the relevant char-
acteristic, rounded up.

The Dice Code

Tasks are rated by difficulty, which equates to a dice code. The
more arduous the task, the more dice to be rolled. The Task
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Difficulties Table shows the number of dice for various difficulty rat-
ings. Whenever a half die is indicated on this table, roll one die and
divide by two, rounding up.

The referee will decide the difficulty rating for a task attempt.
Many sections in this game have recommended difficulty ratings,
but the referee is always the final word.

Easy Tasks: Tasks rated as "easy" typically require some skill
to accomplish, but don't warrant rolling dice. If the character has the
skill, he succeeds; if he does not have it, he fails. (Level-0 skill use
is the exception, calling for a roll of 1.5D, as shown on the Task
Difficulties Table.)

Reading a newspaper article in a foreign language, for
instance, is usually easy for anyone who knows that language. But
a person who has no knowledge of that tongue would have no idea
as to what the article had to say.

Average Tasks: This level reflects tasks that have some risk
of failure even to the skilled character, but not much. Considering
that the perfectly average character typically has a task target num-
ber of 9 or 10 (characteristics of 7 and skill of roughly 2 or 3), and
that the average roll on 2D is 7, there is little likelihood of failure.

Driving a car on a clear but rain-slicked road would normally
be an average task.

Difficult Tasks: One stage tougher, Difficult tasks still usual-
ly give the average character little trouble. A typical Difficult roll
being 8 or 9, a character will succeed more than fifty percent of the
time, especially if the task is in one of that character's areas of
expertise.

An example of a Difficult task would be clambering over a wall
two meters tall.

Formidable Tasks: Tasks at this level of difficulty are trouble-
some for all but the most skilled of characters. They are the
sorts of things that only an expert can accomplish with any regu-
larity.

An example of a Formidable task could be piloting a grav car
at high speed through a narrow canyon, while being fired upon by
ground troops.

Staggering Tasks: Staggering tasks should be attempted
only by experts, preferably with the best of preparations. Often,
one of the elements lending difficulty to these tasks is the danger
involved. The severe consequences of failure add an element of
tension that only a practiced and prepared character can readily
overcome.

Leaping from the roof of a speeding maglev train as it pass-
es over a bridge, and landing safely on the deck of sailboat pass-
ing ten meters below, would be an example of a staggering task.

Impossible Tasks: Impossible tasks are attempted only by
the truly desperate, or the truly heroic. Even the fittest, best trained
characters in the galaxy have trouble accomplishing deeds of this
level. As with staggering tasks, the danger of failure is an impor-
tant element in the difficulty of Impossible tasks.



An example of an impossible rated task might be riding the
ejection seat of a fighter jet through the open hatch of a passing
passenger plane.

Difficulty Modifiers

Many special considerations can modify a character's chance to
accomplish a task. A scope on a rifle can help with a difficult shot,
for instance, while darkness would normally hinder the shooter. In
the Traveller game, such things are represented by difficulty
modifiers (DMs).

Difficulty modifiers are listed as pluses or minuses (e.g. +1,
-3). These modifiers adjust the target number of the task. Positive
modifiers raise the target number, making success more likely,
while negative modifiers lower the target number, reducing the
chance of success.

All difficulty modifiers are cumulative, so a character using a
rifle with a scope in darkness would add the scope's bonus to the
initial target number, then subtract the darkness penalty for a final
target number for the task.

Equipment listings in this book include difficulty modifiers for
particular types of tasks, and many sections of the rules suggest
difficulty modifiers for particular situations. But, as always, the ref-
eree is the final arbiter on the use of these modifiers.

Cooperative Tasks

On occasion, more than one character may be cooperating on
the same task. A pair of characters may be working together to lift
a fallen girder off of a companion, for instance. In these cases, the
referee may allow the characters to add their skill levels together,
using as a base the attribute of the character leading the attempt
(normally the character with the highest skill level). In cases
involving just characteristics without skill ratings added, the refer-
ee may allow the characters to add their attributes together for the
attempt. (Lifting the girder might involve their combined
Strengths, for instance.)

Opposed Tasks

When characters are attempting an action in direct opposition,
such as an arm-wrestling contest, it may not always be appropri-
ate to have each character make a task roll until one fails. A faster
way to handle such situations is to have each roll a die and add
it to his appropriate skill and/or attribute, high total winning.

Uncertain Tasks

In some cases, success at a task isn't immediately evident to a
character. When gambling at cards, for instance, a character may
know that he has an exceptionally good hand, but he cannot
know what cards his opponents hold until after he has bet. In
such cases, the referee can simulate this mix of knowledge and
uncertainty by rolling part of the dice in the task attempt secretly
himself, and having the player roll the remainder. The player can
judge somewhat his character's chances of success by the num-
ber he rolls, while remaining uncertain as to what the referee has
rolled.

When rolling for uncertain tasks, the referee should never roll
more than half of the dice called for by the task level.
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TASK DIFFICULTIES

Rating Dice Code
Easy Auto
Average 2D
Difficult 2.5D
Formidable 3D
Staggering 3.5D
Impossible 4D

*Use 1.5D for level-0 skills.

Example: Suppose that a character is attempting to use
Intimidation to convince an NPC to give him information, and the
referee decides that the character should remain uncertain as to
the accuracy of that information. If the task is set at Difficult (3D),
the referee might choose to roll 1D secretly and have the player roll
2D. If the character's target number is 1 1 and the player rolls 7, he knows
that his character has failed only if the referee rolled a 5 or 6 on his die. Fairly
confident that his character has succeeded, then, the player decides to act
upon the information given by the NPC informant.

If the referee rolled a 1, 2, 3, or 4, he should give the player
accurate information. But if he rolled a 5 or 6, he should give the
player false information, presenting it as the truth

Spectacular Results

Occasionally the outcome of a task can be spectacular in
either a positive or negative way.

Spectacular Success: Sometimes when a person tries
something, things just fall perfectly into place, and the result is so
amazing that it seems almost like magic. In game terms, when-
ever a player rolls the minimum possible result for a task (a 2 on
2D, a 3 on 2.5D or 3D, or a 4 on 3.5D or 4D), that attempt suc-
ceeds spectacularly. The referee will decide the exact effects of
this success (but the player can certainly make suggestion). A
spectacular successes might be a computer search that stumbles
across the master password for the entire system, being dealt
four aces and a king of spades in a game of stud poker (but
everyone bets high, believing you are bluffing), a punch that
knocks the target out cold, or a breathtaking performance that
leaves the audience stunned or causes a rousing ovation.

Spectacular Failure. On the other hand, no matter how hard
a person tries, no matter how well prepared he is, sometimes the
universe just seems set against him, and his action fails dramat-
ically, against all odds. In game terms, whenever a player rolls two
sixes on a task roll, the attempt fails in some particularly awful
way. (Note that a roll of 6 on a half die does not count for this rule.
Also note that the task fails even if the total would normally be a
success: A 3D roll of 6, 6, and 1 is a spectacular failure even if
the target number is 13 or higher, for example.) The referee will
decide the exact extent of the spectacular failure (although,
again, the player may make suggestions). A spectacular failures
might be a rope that snaps as the character is swinging across a
chasm, a gun that jams just as the character is quick-drawing,
slipping on a wet spot during a public athletic competition, or acci-
dentally erasing a computer file when trying to copy it instead.




GROUND COMBAT 5

As adventurers journey through the cities and wilds of the worlds they visit, they will encounter beings of many kinds, some feral, some
intelligent—many deadly. At times, force is the only recourse for dealing with such encounters. Unlike other sorts of skill application, com-
bat involves enough details (and is dramatically important enough) to require its own chapter of specialized rules.

This chapter covers all varieties of ground combat, from an unarmed brawl between two individuals to full-scale battle between mil-
itary squadrons. The system is designed to cover any situation in which violence erupts between the player characters and other
creatures on a world. Such combats can involve single creatures, ground craft, watercraft, and even flying vehicles. Because the
system covers creatures afoot, it is also used for battles between individuals aboard large vessels, whether on water or in space.
In effect, the vessel simply serves as a "building" wherein the combat occurs. (Battles of spacecraft versus spacecraft are covered
in Chapter 10.) Rules for recuperating from wounds are also detailed in this chapter.

The actual circumstances of each combat encounter are governed by the referee, in accordance with the rules in Chapter 13. Among
other things, those rules provide for the likelihood of encounters in general and the basic reaction of the other party. The combat system
is important for both what it reveals and what it allows. That is to say, combat is a dangerous undertaking, and knowledge of the system
gives an individual insight into the probabilities of surviving any specific type of combat encounter. After becoming familiar with these sys-

tems, players will be in a position to make reasonable decisions about when to stand and fight, and when to prudently flee.

Basic Concept

Ground combat is based on successive attacks by each character
involved, whether unarmed strikes, strikes with hand-to-hand
weapons, or shots with ranged weapons.

The target number to hit is determined by the specific skill rel-
evant to the action (identical to using a skill, in Chapter 3). Dice
codes for the various attack types are given in this chapter, and dif-
ficulty modifiers may apply for such considerations as cover
between the two parties, the types of weapons used, surprise, and
other factors.

If a target is hit, wounds are inflicted based on the type of
weapon used in the attack, as detailed in the weapons list on page
82. Armor can reduce the amount of damage suffered.

Each combat round lasts roughly six seconds. Combat contin-
ues until one side is vanquished, flees, dies, or surrenders.

Once an encounter occurs, and it appears to necessitate vio-
lence, the combat sequence outlined in the Ground Combat
Procedure Table is followed to resolve that combat. As the table
shows, surprise, encounter range, and avoidance are figured and
executed only once per encounter. The rest of the combat round is
performed cyclically until the combat is concluded.

Surprise: Surprise is possible for either party, and the element
of surprise gives an advantage both in attacking and in avoiding the
enemy. Roll one die for each party: if one party has a die roll at least
three greater than that of the other party, the higher rolling party
has achieved surprise. DMs apply to each party based upon exper-
tise and situation, as shown in the Surprise DMs Table.

Only one party can achieve surprise, and it is possible that nei-
ther will. If no surprise is attained, both parties are considered to be
aware of each other at the starting range of the encounter.

A party with the element of surprise may elect to avoid contact
with the other party, or attack with surprise strikes and shots until
surprise is lost. The endurance section of this chapter contains the
definition of surprise strikes.

Surprise is lost when a member of the surprised party man-
ages to alarm others in some manner. Any unsilenced shot will
alert the enemy to an attack; laser weapons, silenced pistols,
and all guns in vacuum do not make any noise when fired. Any
target who is hit but not immediately rendered unconscious will
typically make sufficient noise (usually a startled or pained out-
cry) to alert others. If no alarm is raised, there is still a chance
each time an attack is made that an unattacked comrade of the
victim will see him fall and will give out warnings—oll 5 - on 2D
for this to occur.
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Surprise continues automatically until it is lost, and may thus
continue indefinitely. Once surprise is lost, normal combat begins.

Range: Encounters initially occur at any one of five ranges:
close, short, medium, long, or very long. The specific starting range
of an encounter is dependent on the referee's decision, or it can be
randomized with a 2D roll using the Encounter Range Table. Rolls
on the range table are subject to modifiers from the Terrain
Difficulty Modifier Table; add the listed number to the roll. In
essence, these modifiers take into account the altered probabilities
of specific encounter ranges in differing terrain types. (An
encounter at close range is much less likely on a prairie than in a
city, for example.)

The result of this 2D roll, with any appropriate modifiers, indi-
cates the range at which the two parties encounter each other. The
distance equivalents of the ranges used in combat are given in the
Combat Range Table.

Avoidance: Parties may attempt to avoid contact in an
encounter. A party that has achieved surprise may always avoid an
encounter by simply stating that intent. If two parties encounter
without surprise, either may attempt to avoid contact before com-
bat occurs. Roll 3+Range Number (from Combat Range Table) or
less on 2D to avoid. An NPC party will attempt to avoid at the option
of the referee, based on the situation. Animals operate under dif-
ferent rules, as explained in Chapter 13.

Once contact or combat begins, a party may leave the field of
battle only through movement.

The Combat Round

Combat is resolved in rounds, each representing approximately six
seconds of real time. Within each round, each individual PC, NPC,
and animal is allowed an opportunity to move and then attack, in
an order based on "initiative" (representing their quickness and
calmness in battle, as explained below). Once all individuals in the
battle have had an opportunity to act, the combat round is over, and
the next combat round begins.

Generally, all individuals perform their movement first, then all
conduct their attacks. The referee may modify this sequence in
special circumstances, however.

Initiative: In combat, people move and attack in sequence. In
game terms, this is called order of "initiative." Characters with ini-
tiative move last in each combat round (allowing them to react to
the positions of other characters), but they take their actions first in
each combat round (allowing them to shoot or strike before the
enemy). The Traveller referee may choose one of several ways to
represent initiative:



= Group Initiative by Size: The fastest and easiest way to han-
dle initiative is by side versus side, with the smaller group act-
ing first each round. (The smaller a group, the easier it is for
its members to coordinate their actions.) If the referee allows,
the highest Leadership skill on a side can be subtracted from
its size to modify this initiative. In cases of a tie, the PC group
goes first.
On a side's turn, each character on that side can act in an
order decided upon by the referee. Normally, this order will
begin with those characters involved in close combat and
range outward from there. But the referee may decide to call
player by player once around the room, or any other sequence
that seems appropriate to the battle.
Note that as group size changes—whether due to escape or
injury—initiative may change as well.
Group Initiative by Roll: Referees who prefer a bit more ran-
domness may call for a 1D roll on each side, adding to the
result the highest Leadership rating on the side. The group
with the highest total moves and acts first, then the opposing
group. In cases of a tie, the PC group goes first. Within each
group, creatures act in an order decided by the referee, as
above.

* Individual Initiative: Some referees allow a separate initiative
score to be calculated for each creature in combat. To deter-
mine individual initiative scores, each player should roll 1D
and add to the result the highest Leadership skill rating (if
any) on his side; the referee does the same for each NPC and
animal involved in the combat. Once scores are generated,
the creature with the highest score acts first, followed by the
second highest, and so on. Characters that are tied act simul-
taneously.

For simplicity's sake, the referee may choose to allow indi-
vidual scores for PCs, but treat all other combatants as a group
with one initiative score. In this way, the players can enjoy the
benefits of action by individual, without the referee being over-
whelmed by numerous scores for the NPCs each round.

Movement

For combat movement and ranged attacks, distances are mea-
sured in range bands. The Combat Range Table gives the size of
each of the combat ranges in terms of both meters and range
bands.

For most encounters, ordinary lined paper can be used to
keep track of the relative distance of the various combatants from
one another. Each line on the page represents one range band.
At the beginning of an encounter, marks are made on the paper
(or some sort of counters may be used) to represent the position
of each creature involved in the encounter. In subsequent rounds,
creatures may move to open that range or close it, and the marks
(or counters) are moved accordingly. As explained later, range
also determines the difficulty of fire combat, based upon the par-
ticular characteristics of the weapon being used.

This use of a line grid provides a quick and easy way of tak-
ing care of range determination, but it sacrifices some realism for
the sake of play ease. The referee may choose to use a square or
hexagonal grid instead, in order to more accurately represent
actual positions and maneuvers.

In typical outdoor encounters, each range band (or hex or
square) represents approximately 15 meters in width. (This
makes each square roughly 20 meters diagonally.) For indoor
encounters, the scale is ten times smaller, each band (or hex or
square) being roughly 1.5 meters across (2 meters diagonally for
squares).

To indicate that two characters are at Contact (hand-to-hand)
range in outdoor scale, place their markers touching each other.
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All other characters in the same outdoor range band are consid-
ered to be at short range. Contact range in indoor scale involves
characters in the same or adjacent bands.

Characters may move roughly 15 meters per combat round if
walking (one outdoor band or ten indoor bands). If running, they
may move roughly 30 meters (two outdoor bands or twenty indoor
bands). Animals may move faster, as covered in Chapter 13.
Vehicles tend to move faster as well, as explained later in this
chapter.

Movement Status: When it is his time to act each turn, a
combatant must decide upon a movement status. That movement
may affect what other actions the character or creature can per-
form this round.

The five possible movement statuses are walking, running,
crawling, stationary, and riding.

« Walking: A combatant may elect to move at walking speed,
either to increase or reduce the distance to the enemy by 15
meters (one outdoor range band, or ten indoor bands). Walking
leaves a character free to perform any sort of action except
aimed fire (see following).

* Running: To cover ground quickly, a combatant may choose to
run. The character can move up to 30 meters distance, but run-
ning prevents the character from making any sort of attack that
round. The character may take other actions, however, such as
going prone, standing up, or evading. Running expends enough
energy to count as a normal strike, counting as a point of
fatigue. (See the optional endurance rule.)

* Crawling: A combatant can crawl to take best advantage of
available cover and concealment. Crawling characters cover
roughly eight meters in a combat round. (At outdoor scale,
they require two rounds to cover one range band, including
movement from Very Short range to Contact range.) A crawl-
ing character can take no actions during the round except to
go prone (initiating the crawl) or stand up (ending the crawl).
He gains the benefit of any available cover and concealment
versus ranged attacks that target him, but he is considered
prone for purposes of hand-to-hand attacks against him. (See
the appropriate sections below.)

« Stationary: A combatant may elect not to move, simply stay-
ing where he is. He need not be standing, but might be kneel-
ing, lying prone, etc. Stationary targets are easier to hit;
attacks against them are made at a +3 DM. The main benefit
of choosing to remain stationary is the ability to conduct
aimed fire rather than snapfire. (See the ranged attacks sec-
tion).

* Riding: In some ground combats, characters may be riding in
vehicles or on animals. Animals have a walking speed and a
running speed that may be different from that of humanoid
figures; see Chapter 13 for details. Characters riding animals
are restricted in their actions by the type of movement their
mount is making, as detailed previously. Vehicles have a sin-
gle combat speed (as explained later), and characters riding
in or on a moving vehicle are effectively walking for purposes
of taking actions.

Action Status

Along with movement a character may normally perform one

action each round. (See the multiple actions rule for an excep-

tion.) There are five basic types of actions: go prone, stand up,
evade, strike, and ranged attack.

* Go Prone: A combatant may elect to drop to his stomach dur-
ing a combat round, in order to make a smaller target for
ranged attacks, or to initiate a crawling action, for example.
This is the one case in which an action may occur before
movement, allowing a character to begin a crawl or duck









before shots start flying. Hand-to-hand attacks against a
prone character are made with a bonus DM of +3. Ranged
attacks against a prone character suffer a penalty equal to
double the range number to that target (as explained under
ranged attacks, below).

Stand Up: A prone character may choose to stand as his one
action for the combat round.

» Evade: A combatant may combine the evade action with any
movement status except crawling or stationary. Evading
makes the character more difficult to attack with ranged fire,
applying a penalty to such attacks equal to the range number
to the target. (See the ranged attacks section).

Strike: Combatants at Contact range may make hand-to-
hand strikes against one another, whether unarmed strikes
(fists, feet, etc.) or armed strikes (knife, club, etc.) The hand-
to-hand attacks rules explain this action in detail.

Ranged Attack: Ranged attacks include gunfire, thrown
weapons, arrow shots, and even mortar fire. A character with
any such ranged weapon may attack an opponent as
explained under the heading of ranged attacks in the next
section.

Attack Procedure: Combat is resolved in a series of
attacks represented by die rolls made by the combatants. During
each combat round, each combatant selects a member of the
opposing party as a target. The attacker then makes a task roll
against the appropriate skill and its related characteristic.

Modifiers may apply to the basic target number for this task,
based upon such things as the defender's movement status, the
attacker's fatigue, and so on. If an attack results in a hit, then
dice are rolled for the number of wounds inflicted, based upon
the weapon's damage rating minus any protection by armor the
target may be wearing.

Hand-to-Hand Attacks: In order to make an unarmed
attack or melee weapon strike on a target, the attacker must be
at Contact range.

Unarmed Strikes: Striking a target with a fist, foot, head,
etc., requires an Average test (2D) of Brawling skill. The dam-
age done by such an attack is normally one die. If the target
possesses the Brawling skill as well, his skill level is used as a
negative difficulty modifier for the task.

Brawling skill is also used for tackling or grappling oppo-
nents. Such actions require a Difficult test of the skill, and the
target's Brawling or Athletics rating (if any) is used as a nega-
tive difficulty modifier.

If a tackling attempt is successful, both attacker and target
are knocked to the ground; the target takes one die of damage
and the attacker takes one point (armor does not stop any of
this damage). If the tackle is unsuccessful, the defender is unaf-
fected, but the attacker takes one point of damage and ends up
prone and adjacent to his target.

If a grappling attempt is successful, the target is pinned for
as long as the attacker can hold him. The attacker may choose
to cause injury with the grapple, in which case the pinned char-
acter suffers one point of damage to his Endurance each round
until he falls unconscious or breaks free. To break free from a
grapple, a victim must roll an opposed Brawling test (based on
Strength) versus the attacker. If the victim fails, he remains
grappled; if he ties or wins the test, he can either end the grap-
ple or grapple the attacker in return, so that both characters are
now grappled.

Armed Strikes: Characters striking with a blade, club,
spear, or makeshift weapons must make an Average (2D) test
of the appropriate skil—Blade Combat, Fencing, or Melee
Combat—to hit their target. The damage done is determined by
the weapon being used. (See the Weapon Table for details.)
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An improvised weapon should be treated as an approxima-
tion of some other weapon, with a negative difficulty modifier to
reflect the fact that they are more clumsy. A broken bottle, for
instance, used as a knife, with a modifier of -1 or -2 to hit.

If the target of an armed strike also has some sort of close
combat weapon ready (even an improvised weapon), his skill
rating with that weapon serves as a negative modifier for the
attacker's attempt to strike him.

Fencing: Fencing is a special case of the armed strike
rules. When a fencer attacks, he uses the normal armed strike
procedure above. But when being attacked by an armed strike,
if the attack fails the fencer may make an immediate return
attack even though it is not his turn to act. This return attack is
in addition to the fencer's normal action for the combat round.

Note that this means that two fencers facing off could
exchange a number of strikes during one action. For example, if
the first attacks and fails, the second can make a return attack,
and if that fails, the first can make a return attack, and so on
until one succeeds.

Pure Defense: On occasion, a character in hand-to-hand
combat may find himself wanting to concentrate on countering
his opponent's attacks, rather than making any attacks of his
own. In such cases, the attacker and defender make an
opposed task roll of the appropriate skills (and their related
characteristic): Brawling versus Brawling for unarmed strikes;
Blade Combat, Fencing, or Melee Combat versus Blade
Combat, Fencing, or Melee skill for armed strikes (and the
defender must have a weapon ready appropriate to the skill he
is using for defense). Neither character uses the other's skill rat-
ing as a negative DM in this case. If the attacker wins the
opposed test, the attack is successful, otherwise the attack is
blocked and fails.

Ranged Attacks: With the right weapons, characters can
attack one another beyond Contact range. The topic of ranged
attacks covers everything from thrown rocks to artillery fire. The
usual case for ranged attacks is direct fire, meaning that the tar-
get is in the attacker's line of sight. The following rules assume
direct fire attacks. Long-range weapons that can make indirect
fire attacks—meaning that they launch projectiles in an arc
toward a target that is out of view—are covered under a sepa-
rate heading at the end of these ranged attack rules.

Determining Range: Range to the target has a significant
effect on the difficulty of a ranged attack. To determine that
range, note the distance in meters between attacker and target.
If using a map, count the number of bands between attacker and
target. Trace the shortest number of spaces between them if
using a hex or square grid. Then consult the Combat Range
Table to determine the range into which that distance falls. For
example, a distance of 30 meters (2 outdoor bands, or 20 indoor
bands) falls within Short range, while a distance of 300 meters
(20 outdoor bands, or 200 indoor bands) falls within Long range.

For targets at a different altitude than the attacker, use the
greater of the two distances—nhorizontal or vertical—to decide a
range on the Combat Range Table.

Each range on the table has a difficulty rating listed for all
attacks made at that distance, regardless of weapon type. For
example, a ranged attack conducted at medium range is always
a Formidable task versus the ranged skill being used: Bow
Combat, Gun Combat, Heavy Weapons, or Throwing.

Because the dice code for ranged combat tasks is depen-
dent upon distance rather than weapon type, it is theoretically
possible for a character to hit a target at 1500 meters with a pis-
tol, though very unlikely. As the Aimed Fire rules below reveal,
however, long-range weapons are much better than shorter
ranged ones when used for distant attacks.



Snapfire: The most common type of shot taken in combat is
"snapfire." Characters move, point, and fire without usually hav-
ing the time to take careful aim at their targets. Snapfire attacks
are made at a difficulty determined by range, with no difficulty
modifier for weapon type. The main advantage of snapfire attacks
is that a character can move and fire in the same combat round.

Aimed Fire: When a shooter really wants to hit a target, he
stops, braces himself, takes careful aim, and squeezes off a shot.
In these cases, a long-range weapon is significantly better than a
short-range one, because its barrel is longer, providing more
accurate sighting, and its projectile follows a flatter, straighter
path to the target.

Each weapon description includes a range number, corre-
sponding to the range numbers on the Combat Range Table.
This range rating is used as the weapon's beneficial difficulty
modifier for aimed fire attacks. The dice code for aimed fire
attacks at any range remains the same as for snapfire attacks at
that range.

For instance, a body pistol has an effective range of 1 (Very
Short), so it can be used for aimed fire with a difficulty modifier
of +1. An assault rifle, on the other hand, has an effective range
of 5 (Very Long), so it gives a difficulty modifier of +5 when used
for aimed fire. Either weapon would be used at a dice rating of
Formidable if used for aimed fire at Medium range, but the
assault rifle provides the advantage of a considerably higher dif-
ficulty modifier.

A character conducting aimed fire must choose stationary
as his movement option for the turn, and he must be able to con-
centrate. He cannot aim if he is the target of a hand-to-hand
attack, or if he is struck by a ranged attack (even if he takes no
damage, due to armor).

Autofire: Some ranged weapons are capable of firing multi-
ple shots with a single press of the trigger. Often, they have a
selector switch that allows them to be changed from single shots
to autofire at the user's desire.

The benefits of autofire are several. First, there is a chance
of hitting a target more than once in a single action, causing sig-
nificantly more damage to that target. Second, there is some
chance of hitting a group of targets with one attack. Finally, the
noise and fury of autofire tend to make people stop and take
cover, making it a great means of discouraging pursuit.

The detriments of autofire are also several. First, the jitter of
multiple recoils makes a weapon difficult to aim. Second, autofire
uses up ammunition at an extremely rapid rate. Third, the
weapon is more prone to jamming an unfired round in the firing
chamber.

In game terms, an autofire attack is made against a prima-
ry target, and may hit any creatures adjacent to that target. The
range number of the attack applies as a negative DM to the
attack against the primary target. Every adjacent target is also
attacked, with double this DM applied. Damage to the primary
target is doubled, after any subtraction for armor and/or cover,
and the maximum damage is doubled as well (see the following
section on resolving wounds). For example, a damage rating of
3D versus a rigid armor rating of 1 would result in 4D to the tar-
get—3 minus 1 is 2; 2 doubled is 4. Targets adjacent to the pri-
mary target take normal damage if hit.

Five rounds of ammunition are used up per figure attacked
by an autofire action. When the weapon runs out of ammunition,
no further attacks can be made. The primary target must be one
of the figures attacked, and the referee decides which adjacent
targets are attacked if there is insufficient ammunition to attack
them all.

Autofire cannot be aimed.
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Suppression Fire: Sometimes a character may want to use
an autofire weapon to interdict movement through a particular
area: a doorway, the mouth of an alley, the area between a pair
of burned-out vehicles, etc. This is a special case of the autofire
(see above) and held actions (see following) rules. It counts as a
single action, but may attack multiple targets over the course of
an entire combat round. The attack lasts from the time the char-
acter begins the action until that character's turn to act during the
following combat round. Each figure that enters the interdicted
area is attacked immediately, with a negative DM equal to twice
the range number. If hit, the target suffers normal damage. As
with normal autofire, five rounds of ammunition are used up per
figure attacked, and when the weapon runs out of ammunition,
the suppression fire action ends.

Bow Combat: On occasion, player characters may find
themselves involved in combat with a primitive culture that uses
bows for ranged attacks. Or a PC may have a reason to use a
bow himself. Bow combat is conducted using the normal fire
combat rules, with one exception: Bows cannot hit targets
beyond Long range.

Throwing: Daggers, blades, bayonets, pole weapons, and
even rocks can be thrown at a target at up to Short range. The
dice code is two levels higher for each range than that listed for
fire combat weapons.

If the referee allows, the range of throwing attacks may be
determined by a character's Strength characteristic. Objects of
one kilogram or less weight can be thrown horizontally a num-
ber of meters equal to Strength times five. They may be thrown
upward a number of meters equal to the character's Strength
rating. Heavier objects may be thrown shorter ranges. For
objects weighing up to the character's Strength rating, halve the
normal range; for those up to double the Strength rating, divide
the range by ten.

Indirect Fire: Indirect fire involves the use of ranged
weapons to attack a target that is out of the line of sight. A spot-
ter within sight of the target communicates firing instructions
back to the attacker, who adjusts his fire accordingly.

Some such weapons—field artillery, long-range rockets,
and the like—are not typically manned by player characters, but
may be directed by PCs acting as spotters. Smaller indirect fire
weapons—things such as grenade launchers and small mor-
tars—are more likely to be carried and operated by PCs.

Acting as a spotter for indirect fire involves the use of the
Forward Observer skill.

Actually firing an indirect fire weapon requires Heavy
Weapons skill for man-portable items, or Artillery skill for larger,
less mobile weapons.

The difficulty rating of the task is Difficult. But indirect fire
weapons suffer a penalty DM equal to the range number for the
shot. And because each indirect-fire attack relies upon the skill-
fulness of two people—the spotter and the firer—the task is rolled
against the lower of those two skill ratings. (The best spotter in
existence is helpless if the firer is inept, and the best of firers can-
not hit a thing without accurate instructions from his spotter.)

Reloading: Reloading a weapon when its magazine is
empty is an action, requiring one combat round to complete. The
referee may call for an Average difficulty skill roll of the appro-
priate weapons skill (especially if the character is performing
multiple actions in a round—see the multiple actions rules).

Revolvers do not use magazines, and so take two actions.

Laser carbines and laser rifles do not use cartridges.
Instead, they have power packs that must be recharged upon
being exhausted. Such a weapon may be returned to service by
replacing the power pack, which is treated as changing a spent
magazine.



Firing into Hand-to-Hand Combat: It can be dangerous for
a character to fire at a target that is at Contact range with that
character's ally. There is always a chance of missing the enemy
and hitting the friend. Ranged attacks in this situation suffer a
DM of -3. If the attack roll fails, a character directly adjacent to
the target may be hit instead: Choose an adjacent figure ran-
domly to be the target of the new attack, but if the new roll suc-
ceeds, the new target is hit, and if it fails, the new target is
missed. This rule applies whether the new target is friend or foe.

Drawing: Weapons are usually carried holstered or slung,
unless a character specifically indicates the contrary. Drawing a
weapon is an action. The referee may call for an Average diffi-
culty skill roll of the appropriate weapons skill (especially if the
character is performing multiple actions in the round—see mul-
tiple actions rules).

A special case occurs when two or more people draw
against one another at the beginning of a combat (and none has
surprise). They each take two (or more) actions (see multiple
actions rules), the first being an opposed roll of the weapon skill
being used for the drawing action. The highest result of this
opposed roll draws first and then rolls for his firing attack(s); the
second highest draws next and makes his attack(s); and so on.

Darkness and Night: Poor lighting conditions may restrict
the ability of an individual to see and attack. Total darkness
restricts engagements to Short range or closer. Attacks made
from range greater than Short suffer a DM of -9. Partial dark-
ness (moonlit night, distant illumination, or other weak light
sources) allows visibility up to Medium range, and ranged
attacks from farther away suffer a DM of -9. Electronic sights
may be used to eliminate these negative DMs.

Cover and Concealment: Cover is any solid object between
an attacker and defender, if that object is capable of protecting
the defender from a weapon attack.(A steel wall can act as
cover against most attacks, for example. Concealment is any
object that prevents defender from being seen, but does not
actually prevent damage from passing through. A thick stand of
bushes may provide concealment, for instance.

An individual who is completely under cover cannot be
attacked. An individual who is completely concealed cannot be
attacked unless the attacker has some reason to fire into that
concealment.

Individuals who attack from cover become visible and may be
attacked, but they retain partial cover, imposing a DM of -4 on any
ranged attacks against them. Those who attack from concealment
may be attacked, but with a DM of -1.

Small Targets: Ranged attacks against targets that are bas-
ketball-sized or smaller suffer a DM of at least -3.

Large Targets: Ranged attacks against targets that are the
size of a ground car or larger receive a DM of +3 or greater.

Resolving Wounds

Each weapon's damage rating indicates the number of dice to be
rolled to determine the number of wound points that have been
inflicted on the target if a hit is achieved.

Regardless of a weapon's damage rating, however, a charac-
ter normally takes no more than three dice of damage from any
single attack, (Some things such as shotguns break this rule.)

Higher damage attacks tend to punch right through their tar-
get, wasting the extra energy. (Called shots for vital locations are
the exception to this rule.)

Armor may reduce the amount of damage a target suffers.
The number value of the armor indicates how much damage it
absorbs: For each point of armor, one die of damage is negated.
If the armor is "flexible,” each negated die is treated as a single
wound of one point; if the armor is "rigid," each negated die is sim-
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ply ignored. (For example, a cutlass attack against mesh armor—
damage rating of 3 against a flexible armor rating of 2—would be
reduced to 1D, plus 2 points for the negated dice. The same attack
against a rigid breastplate—armor rating of 3—would do no dam-
age at all; all three damage dice are completely negated.)

The Effects of Wounds: Wound points are applied to the
defending character's physical characteristics—Strength,
Dexterity, and Endurance—on a temporary basis. Each die rolled
is taken as a single wound or group of hits, and must be applied
to a single physical characteristic. (For example, a 2D damage
roll would apply one die to one characteristic and the other die to
another characteristic.) In the case of single points resulting from
damage countered by flexible armor, each point is treated as a
separate die for purposes of allocation.

(For example, as shown above, a damage roll of 3 against a
flexible armor rating of 2 would result in a final damage rating of
1D+2. Three characteristics would be affected, one die to one
characteristic, one single point to another, and the second single
point to the last.)

Normally, the player of the wounded character may decide
which physical characteristic receives a specific die of wound
points in order to avoid or delay unconsciousness for as long as
possible. The exception is the first wound received by any char-
acter, which can be sufficient to stun or daze him. The damage
points of this first wound are all applied to a single physical char-
acteristic determined randomly. If that characteristic is reduced to
zero, then any remaining points of damage are distributed to the
other physical characteristics on a random basis. As a result, first
blood may immediately incapacitate a character.

When any one characteristic is reduced to zero by wounds,
the character is rendered unconscious. When two characteristics
have been reduced to zero, the character has been seriously
wounded. When all three have been reduced to zero, the charac-
ter is dead. Once an characteristic has been reduced to zero, fur-
ther points may not be applied to it; they must be applied to other
(non-zero) characteristics.

Unconscious characters (with at least one characteristic
reduced to zero) recover consciousness after ten minutes (120
combat rounds) with all three physical characteristics temporari-
ly recovering from half their wound points (round fractions down).
The individual is considered to have sustained minor wounds.
(For example, a character with a Strength of 8 who has suffered
5 wounds—and who was rendered unconscious by the zeroing
out of one characteristic—would recover 2 points of Strength
upon regaining consciousness, returning to an effective Strength
of 5 until further healed—see the rules for recovering from
wounds, below.)

Unconscious characters with two characteristics reduced to
zero are considered seriously wounded and recover conscious-
ness after three hours. Their characteristics remain a the wound-
ed level (or 1, whichever is higher). Recovery is dependent upon
medical attention—see the rules for "Recovering from Wounds,"
below.

Keep in mind that as characteristics are reduced by wounds,
their value for task rolls is reduced as well.

Stun Damage: A few weapons are listed as doing stun dam-
age rather than actual wounds. Also, a character making a hand-
to-hand attack may declare that he is attacking to stun rather than
wound. Points for these attacks are resolved as for wounds, but
characters recover from them much more quickly. A character
recovers from 1D points of stun damage per hour of rest.

Recovering from Wounds: The speed at which characters
recover from their wounds depends upon the severity of those
wounds and the quality of medical care they receive after com-
bat.



Superficial Wounds: A character who suffered damage,
but who had no characteristics reduced to zero, is considered to
have suffered superficial wounds. An Easy test of First Aid or
Medical skill, assuming a first aid kit is available, is sufficient to
clean and bind the wounds to prevent infection or other compli-
cations. The character then recovers all his points over the
course of one day. Failure of the task or lack of attention means
that the character heals more slowly, at two points per charac-
teristic per day.

Minor Wounds: If a character has suffered sufficient dam-
age to reduce one characteristic to zero, he is considered to
have taken minor wounds. Cleaning, stitching, bandaging, and
proper healing requires a medical kit and an Average test of the
First Aid or Medical skill. If this test is successful, the wounded
character can recover two points per characteristic per day.
Failure of the test reduces healing rate to one point per charac-
teristic per day.

Serious Wounds: Treatment of serious wounds requires a
medical facility (local hospital or aid station, the sick bay of a
starship, etc.) and a Formidable test of the Medical skill. With
successful care, the wounded character recovers one point to
one characteristic each day. Without it, healing is not possible.

Death: Characters who have suffered sufficient damage to
reduce all three characteristics to zero have been killed.
However, assuming the brain is not destroyed, it can survive
without damage for roughly five minutes after the heart has
stopped. If the referee allows, the character may be saved if he
is placed in a low passage berth within five minutes of having
been killed. If the character makes a successful survival roll for
the low passage, he may then be treated at a specialized facili-
ty on a world with tech level of at least 11, and with a success-
ful test of the Medical skill at Staggering level of difficulty. If this
test succeeds, the character heals one point to one character-
istic each week until all characteristics return to half their origi-
nal levels. After that, he recovers one point to one characteris-
tic each day. The character must spend the entire recovery time
in the hospital, however. If the Medical skill roll is failed, the
character could not be saved.

Morale

Most battles do not end in the death of everyone on one side or
the other. Usually, when a group of creatures loses its confidence,
its morale is broken and it flees.

Player characters lose their morale only when their players
decide that the characters are fighting a losing battle. NPCs, on
the other hand, often break more easily.

At the point in time when at least twenty-five percent (one-
quarter) of an NPC party is unconscious or dead, the party must
begin making morale rolls, once per combat round, at the begin-
ning of the round. The character with the highest Leadership skill
in the group must make a Difficult test of that skill. (If no one in the
party has this skill, the character with the highest Endurance char-
acteristic must make the test as a level-O skill use.) Difficulty mod-
ifiers may apply: +1 if the party is a military unit; -2 if the leader
has been killed (dead for two rounds, or until a new leader takes
control, whichever is longer); -2 if casualties (unconscious and
dead) exceed fifty percent.

Routed characters will turn and flee from their enemy, running
away with no thought but escape.

Note that while player characters may choose to stand fast in
the face of danger, this is no guarantee that NPCs in their party
will choose to do the same. If the party has suffered sufficient loss-
es, and the leader fails his Leadership roll, the NPCs in the party
will rout.
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Special Cases in Combat
Certain special situations require specialized rules for combat
encounters.

Leaping/Jumping: In normal gravity, a character can jump
upward a number of centimeters equal to ten times his Strength
rating plus Athletics skill. The same is true for standing broad
jumps. A running broad jump covers a number of meters equal
to half the character's Strength rating plus Athletics rating. The
referee may require an Athletics task roll to accomplish a jump
safely. Jumping in variant gravities is defined in Chapter 11:
World Generation.

Unusual Environments: Space travel can subject player
characters to combat in any number of unusual environments,
from the weightless, zero-G vacuum of space itself, to heavy
gravity worlds with toxic atmospheres and extreme tempera-
tures.

Often, characters will be in vac sulits or special environment
suits for such combat, and wounds become much more deadly,
because they usually involve a puncture of that suit. Characters
are also at risk simply in trying to maneuver without causing
themselves injury.

When characters are making a combat task attempt of any
kind in such situations, the referee may require them to use the
lower of the appropriate combat skill or their Environment
Combat skill. If the environment is merely uncomfortable rather
than deadly, the referee may instead have characters make an
Environment Combat roll the first round of combat, allowing
those who succeed at the roll to act normally from that point on,
and requiring those who fail the roll to do nothing each round but
attempt an Environment Combat roll until they succeed.

Mounted Combat: Characters making attacks from the
back of a riding animal may be required to succeed at an
Equestrian task roll to maintain control of the mount before tak-
ing any other action. The referee will base the difficulty of the
Equestrian task roll on the amount of danger perceived by the
mount.

Multiple Actions: A highly skilled character (or truly des-
perate one) may attempt to perform more than one action in a
combat round. All of his actions are resolved at the same time,
when it is his turn to act. The target number for each action is
determined by dividing the related characteristic by the number
of actions being attempted (rounding down), then adding the
skill level. Each task is rolled separately. However, a character
cannot take so many actions as to make a characteristic drop
under 1.

For example, a character with a Strength score of 7 and a
Brawling skill rating of 5 would make a single Brawling attack at
a target number of 12. If he were to make two Brawling actions
in the same combat round, his effective Strength for each would
be 3 (half of 7, rounded down), so his target number for each
would be 8 (Strength 3 plus Brawling skill 5). Making three
attacks in one round, his target number for each would be 7
(Strength 2 plus Brawling 5), and so on. He can deliver up to 7
Brawling attacks in a single round and no more than that, since
the eighth attack will drop his Strength down below 1.

Called Shots: Characters may make nearly any sort of
attack as a called shot, targeting a specific body location, or
attempting to increase or decrease their damage, or attempting
to hit an unarmored location.

Increased Damage Attacks: Attacks to vital body parts
can cause considerable, even lethal, damage. To represent this,
an attacker may choose to roll for a double-damage -effect
(puncturing a lung) or even a triple-damage effect (such as cut-
ting a throat).



Attacks to cause double damage suffer a -5 DM, but if suc-
cessful, they double the damage rating of the attack. Attacks to
cause triple damage suffer a -9 DM, but if successful, they triple
the damage rating of the attack. The referee will decide if armor
protects the targeted area. If so, the armor rating is subtracted
from the normal dice code before the doubling or tripling occurs.

This rule applies to tackling and grappling attacks as well (see
the previous brawling section).

Decreased Damage Attacks: On occasion, an attacker
might want to minimize the damage he delivers to a target (in
order to "wing" that target, or knock it unconscious rather than
killing it, for instance). Half-damage attacks suffer a DM of -3; if
successful, they deliver half-dice of damage rather than full dice.
Minimum-damage attacks suffer a DM of -6, but if successful do
only one point of damage per die.

Attacks to Disarm: Attacks to disarm are made like normal
attacks, but suffer a DM of -6.

Held Actions: Sometimes, a character may wish to "hold" an
action, waiting for something else to happen before taking his own
action. (For example, a character might want to sight his rifle on a
doorway, intent on shooting the first person to come through it.)
When a character's turn to act arises, his player may declare that
the character is holding his action until later. He need not decide
what the action will be until he is ready to take it.

A held action may be delayed through the remainder of the
current combat round, and even to the end of the following round.
If not used by that time, the action is wasted. At any point in the
intervening time, however, the player may declare that the charac-
ter is taking his action. If another character is acting at that
moment, the delayed action occurs first.

Explosives: Explosions cause damage in two ways: concus-
sion and fragmentation. Armor is of value against fragmentation,
but a sufficiently powerful concussive shock wave can kill just as
well. For simplicity's sake, each explosive item in the game has a
damage rating and a notation as to whether it is primarily a frag-
mentation attack or a concussive one. Fragmentation damage
must subtract a target's armor rating and any cover; concussive
damage is not affected by armor or cover, unless that armor or
cover is pressure sealed (such as a spaceship's hull).

In either case, explosive damage attenuates over distance.
Every figure at Contact range suffers the damage listed. For out-
door ranges, every figure within the same band suffers one-quar-
ter that damage (rounding down); quarter the damage again for
each additional band of distance, until the damage reaches zero.
For indoor ranges, halve the damage rating (rounding down) for
each band (1.5 meters) beyond the first. Every figure within an
explosion's radius of effect is attacked.

The 3D maximum wound rule does not apply to explosives.
They do full damage.

Poison, Acid, Etc.. Some attacks, such as poison stingers,
are capable of causing continuous damage. The first combat
round after the attack is delivered, the victim suffers the listed
damage. Each combat round thereafter, the victim suffers the
same amount of damage minus one cumulative point. For exam-
ple, imagine that a character has been stung by some sort of alien
beast with a damage rating of 2. If the roll of two dice resulted in
a damage of seven points on the first round, the character would
take an additional six points on the second round, five on the third
round, and so on until the damage reaches zero, the character
dies, or an antidote is administered.

Combat Loads

Characters are restricted in the total weight they may carry, and
may suffer negative effects if they carry enough weight to
become encumbered. Individuals carrying sufficient weight to
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become encumbered have their UPP values temporarily
reduced. These reduced UPP values are used when computing
wounds and unconsciousness.

Normal Load: Any character may carry a load equal to his
Strength characteristic, in kilograms. A person with Strength 12
could carry 12 kilograms, for example. Weapons and other
equipment are listed with weights in grams and kilograms. Load
is calculated by totaling the weight of all relevant items. Clothing,
personal armor, and minor items such as holsters, scabbards,
and belts are not counted. Other items such as tools, communi-
cators, instruments, rations, and such are described in Chapter
6, and their weight constitutes part of a character's total load.

Double Load: A character carrying more weight than his
Strength rating, in kilograms, up to twice his Strength rating, is
considered to be encumbered. For example, a character with a
Strength of 7, carrying a load of 12 kilograms, would be encum-
bered. Encumbered characters are treated as if their Strength,
Dexterity, and Endurance are one point less than normal for all
effects other than determining carrying capacity.

Triple Load: A character who is part of a military force (mer-
cenary unit, combat unit, troop unit) may carry up to triple his
Strength in kilograms, but is treated as if his Strength, Dexterity,
and Endurance were two points lower than normal.

Vehicles and Robots in Combat

Just as animals can be a common presence in a combat
encounter (often being the very encounter itself), vehicles and
robots play an important part in many such encounters.

Vehicle and Robot Movement: When using indoor scale
for a combat encounter, translate a vehicle's or robot's kph (kilo-
meters per hour) number to bands (or spaces) on a one-to-one
basis to determine how far it can move during a combat round.
For outdoor scale, divided the kph by ten to determine the num-
ber of bands (or spaces) moved. While vehicles and robots can
move much faster than this when travelling, combat maneuvers
and attacks require slower speeds, as reflected by this rule.

One other thing to keep in mind is that, unlike movement on
foot, vehicle movement often requires the pilot to pass a task
attempt, as set by the referee, for the maneuver attempted.

Damage to Vehicles and Robots: Vehicles and robots may
take damage in superstructure, power plant, locomotion, or
mounted devices (such as sensors and weapons). In vehicles,
individual crew members may be hit. Whenever a vehicle or
robot takes damage in combat, roll one die on the Vehicle/Robot
Hit Location table to determine where the damage occurs.

If a vehicle or robot takes enough damage to superstructure
to reach an inoperative level, it may not perform any activity for
the rest of the combat encounter.

If the power plant reaches inoperative level through dam-
age, the vehicle or robot may not move or use any devices
requiring energy from that power plant; flying vehicles crash.

If the locomotion system of a vehicle or robot reaches an
inoperative level, the machine may not move. Flying vehicles
crash unless their pilots pass a Difficult test of the appropriate
vehicle skill, in which case the vehicle may be glided to the
ground.

When an attack on a vehicle results in damage to the crew,
apply half the damage to the superstructure, and the rest to a ran-
dom crew member. Against robots, an indication of damage to the
crew means damage to internal computer systems instead.

Damage to devices means that one of the weapons or sen-
sor emplacement has been destroyed, or the computer system
has taken damage. Apply the damage points to the vehicle's or
robot's superstructure, and mark off a random device on the
vehicle sheet.



Special Rules

The following rules add further options and details to the ground
combat system.

The Tactics Pool

Before a combat session begins, total the Tactics skill levels from
among the participants on each side. This total is the tactics pool
for the side for the duration of the combat.

Tactical points form a special "roving" difficulty modifier on
any combat task roll. That is to say, these points can be spent by
any member of the group on any task, as a favorable DM for that
task. Any number of tactical points may be spent on any task, but
they must be spent before the dice are rolled, and once used,
they are gone for the duration of the combat.

Before spending any points from the tactics pool, a player
should check with his companions to make sure that they are in
accord. If there is any dispute as to when to spend these points
and how many points should be spent on any one task, the play-
er whose character has the highest Leadership skill should make
the final decision.

Characters' Tactics skill levels do not actually change as a
result of tactics pool expenditure. The skill levels remain the
same, and may be called upon by the referee for specific task
rolls in the encounter.

Special Effects of Characteristics

Besides providing a basis for combat task rolls, and a pool of
points for wounds, physical characteristics can affect ground
combat in several other ways.

Strength: A high Strength can increase the amount of damage
done by a hand-to-hand strike: For each point of Strength a char-
acter possesses, he can rerol one damage die in his attack,
using the new value instead of the old, until he has done this a
number of times equal to his Strength in one encounter. Each die
of damage can be rerolled any number of times. This use of
Strength is called a character's offensive pool.

For example, a character with a Strength score of 7 could
re+roll a total of seven dice in hand-to-hand combat during a sin-
gle encounter. If he were using a cutlass—damage rating 3—and
rolled a 2, 1, and 5, for a total of 8 wounds, he might choose to
re-roll the 2 and 1. If the re-rolled dice were to come up as a 1 and
a 6, adding the 5 of the original third die would result in a total of
12 wounds. He could re-rall the result of 1 again, hoping for a bet-
ter result. If he were to do so, he would now have spent three
points of his seven-point Offensive Pool for that encounter.
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Dexterity: Dexterity can be used to help a character avoid close
attacks. For each point of Dexterity a character possesses, he
may add one point to an opponent's attack task roll against him,
after the roll has been made. Once the character has spent a
number of points equal to his Dexterity in one encounter, he can-
not adjust attack rolls in this manner any longer. This use of
Dexterity is called the character's defensive pool.

For example, suppose a character with a Dexterity rating of
10 is attacked by a foe with a club. If the attacker needs an 8 or
less to hit and rolls a 7, the defender could raise the roll to a 9—
a miss—by spending 2 points of his Defensive Pool. He would
now have 8 points left in that pool (10 - 2) for the current
encounter.

Endurance: Combat is tiring, and characters with high
Endurance scores are better able to last through protracted com-
bat without fatigue. This fact is represented by the fatigue pool.

The fatigue pool operates slightly differently than the offense
and defense pools. Instead of spending points from the pool, a
character adds one point to it each time he makes a strike. Once
the number of fatigue points equals the character's Endurance
rating, that character suffers a -1 DM to all his dice rolls for the
rest of combat. If the number of fatigue points equals twice his
Endurance, he suffers a -2 DM; when it equals three times his
Endurance, he suffers a -3 DM, and so on.

Surprise Strikes: Surprise blows and swings do not count
toward the fatigue pool. As long as the attacking character retains
the element of surprise, he may make surprise blows and swings
without limit in that encounter (though normally only one per com-
bat round).

Special Strikes: Special blows and swings are allowed in sit-
uations where Strength and Endurance would not be a factor,
such as attacks against an unconscious target. These attacks
typically require no task roll to succeed. If the referee calls for a
task roll, the attack is made as a normal strike, but without spend-
ing points from the fatigue pool.

Summary of Personal Pools: In a single encounter, a character
is allowed a specific number of normal actions before suffering
fatigue, according to his Endurance rating. He may re-roll a dam-
age die of his strikes a number times equal to his Strength rating,
and may affect the task roll of an attack against him by a number
of points equal to his Dexterity rating. The size of his offensive
pool is determined by his Strength rating, defensive pool by his
Dexterity rating, and fatigue pool by his Endurance rating.
Wounds suffered during the current encounter do not reduce the
size of these pools, but those suffered prior to the encounter do.
Only hand-to-hand strikes and thrown weapon attacks are affect-
ed by these pools; they have no effect on fire combat.



ENCOUNTER RANGE SURPRISE DMs

2D Roll Range Group Situation -DM

1 orless Short Battle Dress worn (any member) +2

2. Very Short Highest Leadership skill Skill Rank
3. Short Highest Tactics skill Skill Rank
4. Medium Highest Recon skill Skill Rank
5. Short Military training (Army or Marines) +1

6. Medium Party includes vehicle(s) -1

7. Medium Party has 8+ people -1

8. Long Party has 10+ animals -1

9. Medium Party consists of entirely pouncers* +1
10. very Long 'See Chapter 13: Encounters
11. Long
12. or more Very Long

Encounter Range Terrain Modifiers

COMBAT RANGE

Condition Modifier

Clear, road, open +3 Range Range Equivalent Attack Dice
Prairie, plain, steppes +3 Number Name Distance Rating Code
Rough, hills, foothills +2 0 Contact 0-3m Easy 1.5D6
Broken, highlands +2 1 V. Short 4-15m Average 2D6
Mountain, alpine +3 2 Short 16-45m Difficult 2.5D6
Forest, Woods +1 3 Medium 46-150m Formidable 3D6
Jungle, rain forest — 4 Long 151-450m Staggering 3.5D6
River, stream, creek +1 5 V. Long 451-1500m Impossible 4D6
Swamp, bog, marsh -4

Desert, dune, sand sea  +4

Maritme surface 2 GROUND QOVBAT PROCEDLRE

Arctic 4 1. Determine the facts of the encounter:

Building interior, cave -5 ) )

A. Check for surprise.

B. Determine initial range.

C. Check for avoidance.
VEHICLE/ROBOT HIT LOCATION 2. Begin the first combat round:
A. Determine initiative.
B. Declare individual movement status.

1 Superstructure C. Choose targets and make attacks: Determine task target
2. Crew (half to superstructure) number, dice code, attacker's DMs, and defender's
3. Crew (half t