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I don't get it. How did the Imperials build an empire of 11,000 worlds and then throw it all away
like it was a bunch of garbage? There are entire airless worlds out there where a billion people diedwhen
the life support ran out. There are bombed-out starports that are still radioactive, and there are people
out there who call themselves “human” who are murdering each other just to be king of some scrap
heap that’s so deep in dead bodies that it just makes you want to puke.

I've been out there a half dozen times, and if that doesn’t give you religion, | don’t know what does.
Yeah, | know, religion, shmeligion, where did it get them? It’s not where it got them, it’s where we're
going. This is history, pal, from here on out. If you don’t want to be in on it, get the hell outta my way:.

We didn't come this far to become extinct on 11,000 separate isolated worlds. By Allah, by Buddah,
by Krishna, by Goa—we were created for better than that. Those stars out there—we had them once,
and we'll have them again. Nothing’s going to stop us.

RCES Captain Rebekka “Rebba” Cutierez
NE 1

SRS
=
Ty




he universe of Traveller is known space several
' thousand years in the future. Humankind has
explored and settled over 11,000 worlds, and
inhabits a volume of space hundreds of parsecs across.
On its journey to the stars, it met dozens of alien races.
It befriended some, warred on others, and maintained
an uneasy distance from others still. It turned the
worlds it owned into safe, pleasant technological won-
derlands. Then, in less than a dozen years, greed and
stupidity destroyed everything.

Now, 70 years later, small groups of humans are
returning to the stars. The worlds they find, however,
are much more dangerous places than they were less
than a century earlier. There are a dozen ways to lose
a ship, ahundred ways to die, and in lots of places only
one way to get out with your skin.

Most people play it safe, Most people stay dirtside,
secure and comfortable. Most people are content to let
history unfold as it will, and simply experience what-
ever life dishes up for them.

But not you. You're different. You don’t much like the
shape your ancestors left things in. And if you don't like
things, you do something about it. So what if “doing
something aboutit” means changing the history of the
universe? That's the sort of difference that makes
people leave solid rock behind to reach out and grab
back the stars.

What kind of people do that? What sort of people
will you be playing in the game? For one thing, they
tend to be a little different. Face it, people who blend
in well on a planet don’t exactly line up to get off of
it. So travellers are usually a bit rough around the
edges. But that doesn’t mean they can’t work with
their shipmates. A ship crew learns to count on each
other—it has to—and it works together like a well-
oiled machine.

Travellers spend a lot of time a long way away from
formal authority, relying on their own wits to get them
out of any trouble they might get into. That makes
them suspicious of authority. Every world they visit has
a fresh reminder of what the greed and stupidity of
dukesandemperors can lead to, and thatdoesn’t make
them any more likely to kneel in front of a throne or kiss
somebody’s ring.

Travellers spend a fair amount of time worrying
about where their next credit is coming from. Even if
they have a secure job, they've got to make a profit for
theiremployer, or he/she/it will find someone else who
can. That's because the universe isn‘t free. It costs to
travel, and so the trip has to turn a profit, and travellers
have to earn their way. But that’s the price of the trip,
not the purpose.

This game isabout the people who travel outand win
back a universe, which is why it’s called Traveller.




'/ //RAVELLER: THE NEW ERA

My dear children, my sons and daughters, let me tell you about your heritage and your birthright.

What is the difference between a heritage and a birthright? One deals with the past, the other the
future. Your heritage s your history, your roots, all the things which have conspired to make you the people
you have become. Your birthright is your future, your goal, where you were meant to go, and what you

were meant to do. It is your destiny.

But what is your birthright, your destiny? Your birthright is the stars. Hard as it may be, gathered around
this fire, to believe this, believe it you must. Look up at the stars, hear their call; it is your destiny to answer

that call.

The stars are your birthright. But now | must tell you of your heritage...

History

Humanity had always looked to the stars and known
that there were wonders there to be discovered. Men
and women had always known that those stars were
there for a reason: to be visited, explored, molded and
shaped by human hands. From the day that the first
person drew a shape around a group of stars and
named it as a constellation, humanity had staked its
claim. Someday it would know the stars, own the stars.

Humanity had been split into many groups, scat-
tered by an ancient force to a dozen worlds under a
dozen suns, but each of these shared this same vision;
each of these knew that they were born to go to the
stars. So each of these groups, light-years apart, groped
their way to their birthright, planet by planet, star by
star. When they met each other, they were surprised to
find that others just like themselves had also made it to
the stars. But they shouldn’t have been, because that's
what they were made for.

Humanity had been in space for thousands of years
when, quite suddenly, the stars were taken away from
them, violently and brutally. Worst of all, there was no
one else to blame, no threat to unite against, for they
had done it to themselves.

Jump Drive

There is a tremendous difference between space
travel and star travel. Space travel consists of long,
tedious trips between the planets of one star system.
Many races have made it into space and never gotten
beyond this level. Some have taken this level to its
extreme, sending generation or sleeper ships on jour-
neys lasting scores, hundreds, or even thousands of
years to other stars at sublight speeds. Because such trips
allowed little in the way of communications, such arrange-
ments could not create true interstellar societies.

For this, a stardrive was required, and was indepen-
dently discovered by many races as the jump drive,
which allowed the passage of a parsec ormoreinabout

a week. So important was this single technical break-
through that races which developed it on their own
became known as “major races,” while races that had not
progressed beyond sublight drives when first contacted
were forever branded with the epithet “minor race.”

First Steps

Humansfromthe planet Earth, or Terra—humanity’s
original and true birthplace—met their first “alien”
race a decade after perfecting the jump drive, a scant
two parsecs from home at Barnard’s Star. But this race
was more familiar than alien, for these were the Vilani,
oneofthetransplanted branches of humanity that had
already been in space for 8000 years. Their “Crand
Empire of Stars,” or Ziru Sirka, would soon become
known as the First Imperium, as it had grown old, and
was soon to be challenged and replaced by the
vigorous, expansionist Terrans.

Within 200 years, the old, dissipated Vilani Empire
had collapsed before the energy of the Terran on-
slaught, and the Terrans took over the existing Vilani
bureaucracy, renaming it the “Rule of Man.” Terran
leadership sought to break the conservative Vilani
procedures, and succeeded in developing and har-
nessing new technology that had been inhibited or
stifled under Vilani rule. Terran English began to be the
dominant language throughout this second empire,
and survives to this day as the single dominant lan-
guage throughout human-settled space—Anglic, or
Galanglic.

Thisperiod saw thefirst meetingsbetween the Vilaniand
Terran humans and the other alien races that would
eventually become dominant interstellar powers.

The first of these were the Vargr, looking and acting
much like erect, intelligent Terran wolves, It was even-
tually discovered by genetic analysis that that was, in
fact, what the Vargr were. The same ancient force that
had taken sample humans from Terra and planted
them on dozens of worlds also took Terran wolves, and
modified them into an intelligent race. Vargr society




retained certain wolf-like traits, and one of these was a
rather anarchic inability to form stable groups larger
than what one leader can control with his personal
charisma. Every leader is constantly being challenged
from within and without; every Vargr group will even-
tually split apart into smaller groups which grow for a
time, then themselves split apart once their size grows
beyond the leader’s ability to hold it together. This
means that the area controlled by the Vargr, the Vargr
states, is a constantly shifting collection of splinter
groups, splitting and reforming around current issues.
This pattern also made the Vargr into natural pirates:
Whatthey could not cooperate to create together, they
could steal from their neighbors. The first Vilani contact
with the Vargr was with such raiders.

Another significant contact of this era was between
Vilani merchants and the Zhodani, another one of the
lost human races flung to the four winds. Again, the
Zhodaniwere almost physically identical to their long-
lost Vilani and Terran cousins, but they had affected
oneveryimportant change upon themselves: achange
of the mind. The Zhodani as a culture had embraced
and perfected the use of the human mind for telepathy,
telekinesis, and other psionic disciplines. This would
make them the most alien of the human races, and
would createlasting difficulties with their human neigh-
bors over the years.

Also during this period, the Terrans began using the
name Solomani, “Men of Sol.” But the name change
did not help. Terrans or Solomani, the people from
Terra could not learn in 200 yearswhat it had taken the
Vilani thousands—how to administer a government
that encompassed over 10,000 worlds. The forces of
change they had unleashed overwhelmed their ability
to control them. Less than 450 years after it had been
proclaimed, the Rule of Man, now remembered as “the
Ramshackle Empire,” presided over the slide of human-
controlled space into the Long Night.

Long Night

The Long Night was an economic phenomenon. The
inability of the Rule of Man to hold the second empire
togetherasaworking economicentity caused agradual
disintegration of interstellar society. Beyond its first
century of growth and innovation, the Rule of Man was
marked by steady economic decline, as the intricate
Vilani economic machine was sabotaged by Solomani
interference and “improvement.”

In many areas, interstellar contact was never lost.
However, interstellartrade was no longer adominant
force. Worlds split into ever smaller groups, looking
inward to their own local problems, and no longer
caring to involve themselves in large-scale activities.
With no desire or economic impetus for it, interstellar
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RAVELLER: THE NEW ERA

civilization ground to a halt. Vargr raiders poured
across the borderinto the Vilani end of the Imperium
and plundered the bones of the human civilization,
until internal squabbling checked their further ex-
pansion,

At the Solomani end of the fallen Imperium, another
race, the Aslan, were pounding at the gates. The Aslan
were discovered in the waning days of the Ramshackle
Empire, Bearing a resemblance to Terra’s feline carni-
vores, the Aslan live within a proud, expansionist
society that gives full rein to the territorial imperatives
and warrior inclinations of its male members. The
males are warriors with a tremendous concern for their
status, which is measured only by the amount of land
they control. The females, who outnumber the males
3:1, are the administrators of the society. They run the
Aslan economy, and gain status according to the
success of their male family members. Aslan society
places a high value on its concept of honor, and does
not easily recognize that other races might not share
their concepts. Aslan growth is fueled largely by the
male needforland, particularly the needs of the young,
untanded Aslan males, or ihatei. During the Long Night,
Aslan expansion toward Solomani territory contacted
pockets of human civilization, and began a series of border
wars that would continue sporadically for 1400 years, well
into the time of the Third Imperium.

The Long Night ground on for hundreds of years,
characterized by small local wars played out on small
fields, isolated from and unknown to other remaining
pockets.

Resurgence

Eventually, forces
coalesced here and
there with sufficient
resources to begin
expanding outward
again. The most suc-
cessful of these began
at Sylea, at the heart
of the old Ziru Sirka.
Starting 900 years af-
ter the fall of night,
this Sylean Federation
began expanding,
reaching out to con-
tact former centers of
interstellar civilization.
After 350 years of slow
but steady growth, its
leader, Cleon Zhu-
natsu, later Cleon |,
realized that the Fed-
eration had served its
purpose, In order to continue growing, this new state
had to have a greater vision. Cleon resurrected the
trappings of the First and Second Imperia—the nobil-
ity, the names, and most importantly, the grandeur—
by discovering or inventing a line of descent that
passed from the first two empires down through the
years directly to the Sylean Federation. Cleon an-
nounced the founding of the Third Imperium on the
traditions of the first two, laid claim to their territories,
and declared the beginning of anew Imperial calendar,
starting at Year Q. This Third Imperium would last for
1117 years, and become the most powerful organiza-
tion of worlds ever known,

Third Imperium

It would still take several hundred years for the Third
imperium to expand to its ultimate boundaries, and many
wars of annexation and pacification would be required.

The most culturally important of these wars were the
Frontier Wars against the Zhodani and the Rim War
between the Imperium and Solomani.

The young Imperium began expanding into the
Spinward Marches in the 500s, and came into con-
tact with the Zhodani, who already inhabited the
area. The Zhodani not only stood in the way of an
expanding empire, but possessed psionic powers
that frightened and threatened the Imperials, who
had not developed these powers to any great extent.
Learning of the Zhodani Tovrched!’, or Thought
Police, who routinely probe their citizens’ minds for
aberrant thoughts in order to re-educate them, only

e Y

=

=1

N Ll




repelled the Imperials that much more. War was
inevitable, and the first of five wars, and hundreds of
years of armed stand-off, began in 589.

At about the same time at the opposite end of the
empire, Terra, mankind’s true home, was incorpo-
rated into the Imperiumin 588. But over the next few
centuries, a Solomani racial supremacy movement
began to exert its influence over nearby Imperial
space, which eventually forced an Imperial response.
From 990 to 1002, the Imperium waged the bitter
Solomani Rim War which climaxed with the invasion
and capture of Terra in 1002. Terra remained under
martial law for over a century, as Solomani resistance
and resentment to Imperial rule fomented and went
underground. The Solomani Confederation lost its
capital, but was not destroyed, and remained a large
and powerful force awaiting a moment to strike back.

Two other major alien races became important
neighbors of the Third Imperium. These were the
K’kree and Hivers, trailing neighbors against whom the
Imperium never fought a war, although the two have
fought each other. The Hivers are certainly the most
alien of the major races contacted by humanity. They
are reminiscent of Terran cephalopod mollusks in that
they have six boneless, muscular arms, each of which
ends in six highly agile tentacles. These arms project
fromasingle central body which contains the brain and
viscera. One of the arms supports the Hiver’s eyes and
ears; the others are used as legs or hands, as necessity
dictates. The Hivers are all neuter in gender, and are
quite pacifistic, although from personal aversion rather
than philosophic conviction. They make great use of
computer and robotic technology, and are experts in
the field of psycho-history, the ability to create subtle
sociological changes in a society.

The K'kree, or Centaurs, are also six-limbed, but
resemble Terrarrcows with the extra forward-most pair
of limbs used as arms. Herd animals, they do not cope
well with isolation or confined spaces, and build their
starships with large central spaces where the crew
works as a group in an open area. They are also militant
vegetarians and make rather prickly neighbors. Their
militant nature gave them a tremendous advantage in
their war with the Hivers until the Hivers revealed their
psycho-historical abilities. The Hiver-K’kree border has
been secure for the 3000 years since.

Deathknell

By the early 1100s, the Third Imperium had been frozen
at its borders for centuries, hemnmed in by its neighbors.
Perhapsitwas this lack of frontiers thatmade it stagnantand
hollow. Although life went on as usual, there was nothing
holding the Imperium together any longer. In 1116 and
1117, that became obvious to everyone. In 1116, Dulinor
the Black assassinated the last Emperor, Strephon. He
attempted to claim the throne as his own, as had the
succession of admirals in the first civilwar, but no onewould
have any of that. Instead of looking for a new leader, within
a year the Empire split into almost a dozen competing
groups, all of which agreed on exactly one thing: They were
not going to allow anyone else to control the Imperium.

With nothing more than that as a higher cause, the
factions of the Imperium began to slaughter each other.
Sensing a powervacuum, Vargr raiders crossed the border
and annexed entire sectors. Aslan ihatei began moving in
large numbers on the Imperial spinward worlds, knowing
there was not enough strength to stop them. For the
Solomani Confederation, their chance to right old wrongs
had come. But no Imperial force stopped these invaders.
Imperial force was too busy annihilating itself.

After many years and tens of billions dead, the war
slowed down out of necessity. But factions still plotted to
gain advantage. lfthey tould pullastring here oroverthrow
aworld there, they might still come out on top. Somehow,
as a result of this kind of twisted thinking, an ultimate
weapon was released. Never mind that there was precious
little left to fight over, never mind that people who had
been killing each other for years could not possibly reunite
under one ruler, forgive and forget. Never mind.

The ultimate weapon was Virus. Virus was every com-
puter ever built by human hands. Virus knew them all, was
them all, used them all. Virus was every ship, every
machine, suddenly come murderously alive. Virus was
fusion plants flaring into blinding, searing annihilation.
Virus was planetary power grids melted to slag. Virus was
starships falling from the sky, crushing cities. Virus was
amusement park rides slaughtering children. Virus was
every nightmare ever dreamt on an endless, sweat-soaked
night. Virus was the end of everything, of all history. Virus
was made by people who look just like you and me.

Virus took the stars away from humanity. Virus
destroyed man'’s universe. Man made Virus. Humanity
must make a new universe.

Your heritage, then, is peace, at last. It is the peace of a trillion unburied dead on a thousand cold, lifeless
worlds. It is the peace of silent machines, of hearts emptied and minds shattered by tragedy and loss
beyond measure, beyond comprehension. That is the heritage | and my kind bequeath to you.

Seize your birthright; own the stars again. But remember always that your destiny, once realized, will
one day become your children’s heritage.
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THE MAP OF CHARTED SPACE

The map shows the main areas of human activity over
the past 12,000 years, and is centered on the territory of
the First, Second, and Third Imperia. The map measures
280 parsecs from top to bottom and 224 parsecs from
side to side. Because a parsec equals 3.26 light-years, it
would take a beam of light 912.8 years to travel the map’s
long dimension, and 730.24 years to travel the short
dimension. The area covered by the map is commonly
known as “Charted Space.” There is actually much more
area of charted space off every edge of this map, but Charted
Space is the area charted and inhabited by humans, and has
been the central area where all of the major races have
interacted with each other. The map is oriented with its top
toward the center of the Milky Way galaxy. The galaxy spins
aboutits centerata rate of about once every 200 million years
at Sol's orbital radius. The direction of the galactic rotation is
toward the left edge of the map.

For this reason, directions on this map, and in space
travel, use galactic directions: coreward toward the galac-
tic core or top of the map, rimward toward the galactic
rim or bottom of the map, spinward in the direction of
galactic rotation or left edge of the map, and trailing or
trailward, opposite the direction of galactic rotation, to
the right edge of the map.

The grid pattern laid over the map is the system of
subsectors and sectors used by the former Imperium and
otherinterstellar states to map their territories. Each of the
small rectangles constitutes a subsector, and measures 10
parsecs from coreward to rimward, and eight from spin-
ward to trailing. Sixteen such subsectors, four by four, form
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a sector, usually containing some 400-500 star systems.

The main astrographic features include the rifts, or
areas largely devoid of stars. Because interstellar travellers
must stop and refuel at planets, these rifts constitute
insurmountable obstacles to travel. The largest of these is
the Great Rift, reaching in like a giant lobster’s claw from
spinward. Its upper bight separates the former Imperial
care from the spinward arm of Imperial settlements, and
also from the Zhodani. The lower bight separated the
Imperial Core from the spinwardmost rimward settle-
ments of Daibei and the Reaver's Deep, and also from the
main portion of the Aslan Hierate. Across the widest
portion of the Great Rift's shank, in the Riftspan Reaches,
is a route across the rift, accessible only to high-perfor-
mance ships, those with jump 5 performance or better.

Asa practical measure of the scale of this map, note that
the distance from the Solomani-Hiver border to the
Imperial-Zhodani border is a little over 280 parsecs,
almost 920 light-years. Communications and news can
only travel as fast as the fastest available ship. The fastest
ships can cover six parsecs with one jump, lasting a week,
If we imagine a ship which did not have to refuel, undergo
repairs or maintenance, or stop to allow the crew to go
ashore, it could make one jump per week, Assuming this
was a jump 6 courier, it would take 46 weeks for news
of an event on the Imperial-Zhodani border to make it
to the Hiver border. With more realistic numbers—a
jump 4 ship which spends three days between each
jump refuelingand conducting maintenance—the time
goes up to 91 weeks. Sending an answer back would
require just as long.
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When | was a child, Grandfather told us
stories at night, stories of dukes and admi-
rals, of galaxy-spanning empires, of star
fleets lockedin titanic battles. And he showed
us the shiny radiation scars he had earned in
those battles, scars which were red and ugly
and came flickeringly to life in the dancing
firelight.

None of the others believed the stories.
Some said they must have happened gen-
erations earlier than Grandfather’s time—
others said they could never have happened.

Butlbelieved. Andlate at night | looked up
and dreamt of the stars, and of others like
myself on the cold worlds circling them who
must also look up and dream.

And | knew that one day, somehow, |
would walk among them.

Characters are the focus of Traveller;
they are the alter egos of the players, and
all activity centers on them. Each charac-
ter is a person within the game and has
abilities and attributes which define his or
her actions and reactions. The character s
the fictional Traveller personality; the
player is the person engaged in playing
the game. A player character (often ab-
breviated in these rules and elsewhere as
PC)is acharacter manipulated by a player.

A nonplayer character (NPC) is a char-
acter manipulated by the referee in order
to allow interaction between the player
characters and the universe. Once aplayer
character is generated, he or she contin-
ues to live an exciting life of adventure in
the Traveller universe. This life ends only
with death or disability. Nonplayer char-
acters appear and disappear as the referee
needs them.

All characters begin the same way: un-
trained, inexperienced, and about 17 years
of age. Each character is generated with a
series of die rolls. He or she then embarks
on an abstract career in order to gain skills
and experience. Ultimately, the character
retires or leaves that career, calculates
acquired money and equipment, and is
ready to begin adventuring.



Character Generation

Character Generation

Traveller characters are described in terms of innate
attributes, skills, and a number of other characteristics.
During character creation, the initial values for all of
these are derived by a combination of die rolls and
player choices. Over the course of a series of adven-
tures, many of these will increase to reflect skill im-
provement, advancing age, and the like. Therulesinthis
chapter explain the process of character generation.

In order to make the long process of character
generation easier, a Character Generation Worksheet
is included with this game (see page 380). The
worksheet is largely self-explanatory, but occasional
reference to the rules is necessary, at least for your
first few characters. Players should read the rules as
they generate their characters, fillingin the appropri-
ate blanks of a Worksheet as they go. Once a charac-
ter is completely generated, the information from
the the worksheet should be transferred to a Charac-
ter Sheet (see page 381). After that, the worksheet
may be discarded, as only the Character Sheet is
necessary for play. (Note: Save at least one blank copy
of each sheet to photocopy for future characters.)

A Note on Gender and Race: Nowhere in these rules is
there a specific requirement established that a human
character (player or nonplayer) be of a specific gender
or race. Any character is potentially of any race and of
either sex.

CHARACTER GENERATION
OVERVIEW

The abilities and limitations of a characteraredetermined
by three general areas of information: background, at-
tributes, and experience. Therefore, the character-genera-
tion procedure follows these three general steps.

Background: Players determine their homeworlds, as
these have a strong effect on later steps of character
generation, They also decide on other background infor-
mation, such as social level, name, and gender for their
characters.

Attributes: Players determine the six basic attributes
of their characters by rolling dice and assigning those
results to attributes in any order they wish. These six
basic attributes are Strength, Agility, Constitution,
Intelligence, Education, and Charisma.

Careers: Characters begin to accumulate experi-
ence at the age of 17. At that time, players start making
career choices for their characters. Each career choice
represents four years of training and/or experience
(four years being an arbitrary number that helps regu-
late character generation). Each time a player makes a
four-year career choice, a hobby may also be selected
for the character. Careers and hobbies provide the

character with all-important skills.

Each career period—henceforth called a term—ages
the character by four years. If you are using the random
means of determining the end of character generation,
a roll is made at the end of each term to see if character
generation ends. If so, the character’s pre-game expe-
rience is complete. (In other words, the characteris this
old when the adventure campaign begins.) If not, the
player makes another four-year career choice. In this
way, some characters will begin the game relatively
young and unskilled, but with attributes undiminished
by age, while others will be older and more experi-
enced, but possibly less resilient than their younger
counterparts.

If the referee allows, players who prefer to choose an
age for their characters (i. e., a number of terms) may
do so, ratherthan rely upon randomdierolls. Atthe end
of each term, then, such players simply decide whether
or not their characters will pursue another term.

Derived Values: Now that all changes to skills and
attributes are completed, certain values are calculated
that are based on them. These are things like accuracy
with different weapons at various ranges, damage
done by bare-handed attacks, and so forth.

Possessions: Finally, players determine what posses-
sions their characters have accumulated during their
careers.

BACKGROUND

The Collapse couldn’t have been universal. Somewhere
there must be pockets of civilization that retain star flight
and the technology to support it, cultures that defeated
Virus before it drove them back into the caves. The Hivers
managed it, so some human worlds must have as well.

But out here, on the fringe of human-settled space, the
Collapse was pretty complete, and if we didn't hit the
ground as hard as they did in the Wilds, maybe it’s
because we didn’t have as far to fall. This was always a
backwater.

That's something that’s about to change.

Before generating the specific physical and mental
attributes which define a character, it is necessary to
determine the character’s background, as this has a
strong effect on the rest of the character-generation
process.

Stellar Region: The first and most important step in
building the character’s background is to determine
the stellar region.

The stellar region not only influences the character’s
homeworld, but also determines where the campaign
willinitially be set, and so this decision should be made
jointly by the referee and all of the players in the group
(with the referee’s decision, of course, being final).




HARACTERS

There are four stellar regions out-
lined below, which represent arange
of technological settings. While most
characters should be from the same
stellar region, it is possible that char-
actersfrom other areas, particularly if
they are from starfaring civilizations,
have found their way to the same
place, and so homeworlds from dif-
ferent regions are possible, given ref-
eree approval.

The Regency: The Regency is the pocket of highest
technology and social structure that remains in human
space. The catastrophes of the Final War that befell the
Third Imperium and culminated in the collapse of
almost all interstellar human civilization spared the
Regency, allowing it to remain as a living time capsule
of the tremendous achievements of the Third Impe-
rium. Technology and space travel continue at high
levels in this area, along with contact with five other
intersteflargovermnments:
the Zhodani Consulate,
the Sword Worlds, the
Darrian Confederation,
and the remnants of the
Aslan Hierate and Vargr
splinter states.

Old Expanses: This is an
area which was human-
settled but never fully in-
tegrated into the Third
Imperium, and which
was situated on the fringe of Imperial Space near the
Hive Federation. Although hit hard by the Collapse,
eight years of contact with the rebuilding Hivers have
helped to restore much of the area. This has brought
not only vast improvements in living standards and
the level of technology, but has also given the people
of the area the means to begin re-expanding into the
shattered areas of the old Imperium to bring back the
fruits of technology to all former Imperial worlds.
These people have united themselves as the Refor-
mation Coalition, committed to bringing a new era
of enlightenment to ravaged hu-
man space. (In the tables below, “Old
Expanses” refers specifically to the Ref-
ormation Coalition. Much of the Old
Expanses Sector is in fact in the Wilds.)

Pocket Empires: Small coalitions of
worlds, only a half-dozen or so, were
able, through heroic efforts, to with-
stand the Collapse and maintain their
ties with each other, although just
barely. They suffered furtherlossesin

technology, population, and resources before finally
arresting the downward slide. Although commerce
continues within the few isolated pocket empires, trade
and exploration outside of their boundariesis rare, because
they are wary of risking their few priceless starships.

The Wilds: The majority of what was once Imperial
Space is now called the Wilds (or sometimes No Man's
Land or the Blasted Area). This area is typified by vast
areas of isolated worlds which have lost their contact
with the stars, visited once every few years by the rare
free traders in their rickety old ships. There is no regular
interstellar communication in this area, although there
are occasional small starports on worlds attempting to
rebuild. Thus, each world in this areais unique, asit has
spent the last 70 years alone, seeking its own solutions
toits problems. Unfortunately, manyof these worldshave
fallen under despotic leaders who jealously maintain con-
trol of the last bits of remaining technology, and who have
forced their subjects back to medieval type life-styles.

I know that aff the time | was growing up, people were
trying to put back together the pieces of a broken techno-
logical society—trying with all their heart—and failing. It
was like trying to fix a arystal-circuit matrix that someone
had smashed with a hammer, and trying to do it with a
soldering gun. Hopeless.

In the meantime, the rest of us were just surviving...
“Scratchin’ dirt with the chickens,” is how Grandfather
used to say it.

Then the Hiver ship landed. A lot of people were
frightened, but not Grandfather. Not me, either. The first
time | saw one of them, | knew.

We were going back to the stars.

Homeworld: The nextstep in determining background
is selection of 2 homeworld. A homeworld is the world on
which a character was raised and probably bom. It repre-
sents the environment which most directly shaped the
early (pre-adventuring) development of the character.

A character can specify homeworld in several different
ways: a specific pre-existing homeworld can be assigned
by the referee or chosen by the player (subject to referee
approval); a referee can generate worlds which can be
chosen by or assigned to the players; or a homeworld can
be generated randomly using the tables provided.

The first two methods are by far the most preferable,
as these allow the players to know exactly what and
where their homeworlds are.

World Assignment: Thesample subsectorsiocatedinthe
“Referees” and “The NewEra" chapters detail a typical area
from each of the four types of stellar regions. If the referee
wishestostart the campaignin any of these four subsectors,
any of the listed worlds could be chosen.

Referee Generation: Referees may also choose to create
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their own worlds and cosmography (geography, but with
stars instead of planetary terrain features), and assign
players homeworlds from their own personal universes.
These can be created by using the proceduresin the World
Building section of the “Worlds & Travel” chapter. Once
these worlds are created, the referee takes the specific
world characteristics and translates them to the more
broad descriptions which are used here. The Homeworld
Characteristics Descriptions table on page 18 shows the
code equivalents for translating the worlds generated
under the referee’s system into world descriptions.

if a homeworld is deliberately created, by either the
referee or the player, it g : ——
must contain at least as
much descriptiveinforma-
tion as is provided by the
Homeworld Random
Generation table.

Random Generation:
Homeworlds can be cre-
ated solely for purposes of
character generation by
using the Homeworid

RandomGenerationtable 8.8 d 12

togenerateworld descrip-
tions for the various world

characteristics. Descrip- R A »
tions are brief statements £ o
that describe conditions e el
on the world; they pro-

vide less detail than the referee-created world characteris-
tics, but they are easy to use and remember. Using the
Homeworld Random Generation table, roll 2D6 separately
for each of the codes: starport, size, gravity, atmosphere,
hydrographics, population, govemment level, law level,
and tech level. Die modifiers are calledforwhen generating
certain descriptions (see page 18). Note that the statistical
likelihood of getting certain descriptions below may be
different than is achieved when generating a planet from
scratchinthe World Building section. Thisisto beexpected,
as player characters are more likely to come from certain
types of worlds than others,
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Character Generation

ATTRIBUTES

Each character is described, in the simplest of
terms, by six attributes detailing the physical and
mental defining characteristics of the individual.
These attributes are generated through a series of
die rolls. Roll two six-sided dice and subtract 1 from
the result to generate a number from 1-11. Do this
six times. Each separate roll is then assigned, in
whatever order the player desires, to one of the
following six attributes: Strength (STR), Agility (AGL),
Constitution (CON), Intelligence (INT), Education
(EDU), and Charisma (CHR). Record the results on
the Character Worksheet, located on page 280.

Players who roll attributes for their player charac-
ters totaling less than 36 points may add attribute
points (allocated as they see fit) to bring the total up
to 36. This ensures that characters are always at least
average.

Personal attributes are defined as follows:

Strength: The numerical quantification of a
character’s muscular power.

Agility: A measure of a character’s coordination
and nimbleness.

Constitution: Health and physical stamina. This
determines the character’s hit capacity and resis-
tance to disease.

Intelligence: The ability of a character to perform
abstract reasoning. Intelligence primarily affects the
ability of the character to learn; it is not the same
thing as common sense. (How much common sense
characters have is determined by the actions of the
players themselves.)

Education: The ability of a character to gain
knowledge and experience from a formal academic
setting. The Education attribute determines how far
a player character can advance at a university and
serves as a prerequisite for certain forms of higher
education,

Charisma: A quantification of personality and per-
sonableness. Charisma reflects skills that affect how
nonplayer characters react to a character. Itis not so
much a measure of physical appearance as of natural
charm.

Abbreviations: The six attributes of Strength, Agil-
ity, Constitution, Intelligence, Education, and Cha-
risma are used throughout these rules. For brevity,
they will sometimes be abbreviated as STR, AGL,
CON, INT, EDU, and CHR, respectively, These at-
tributes are often divided into three categories: Physi-
cal Attributes (Strength, Agility, Constitution), Men-
tal Attributes (Intelligence, Education), and Spiritual
Attributes (Charisma and Psionics, which is described
later in the rules).

Shugilii is a belter, not only by profession, but also by
birth. He was born out in the asteroids, and he’s lived most
of his life in low-G. He exercises two, maybe three times a
day, but for all of that, he’s still not what you'd call a
muscle man. People in low-G have to exercise almost
constantly just to keep their muscles from atrophying and
their hearts from weakening, but that’s no substitute for
carrying around 75 to 100 kilos in 1G 18 hours a day.

I've never seen anyone with reflexes like his, though,
except for maybe other belters. He says, “People who live in
hard vacuum leam to live carefully.” | suppose that’s true.

Homeworld Effects on Attributes: Characters’
homeworlds affect their attributes in a variety of ways.
Add or subtract the following values from the rolled
attributes of the character, but subtractions may never
reduce an attribute to 0. These modifications reflect the
effects on a normal human of these environments.
Humans who have become adapted to these environ-
ments after five or more generations, or after genetic
engineering intended to adapt to these environments,
will be more or less immune to these effects at the
referee’s discretion.

Gravity: If from 0.2 G or less, subtract 2 each from
Strength and Constitution (referee may stipulate that a
0G world, actually a space station of some sort, has a
permanent pseudo-G field either from artificial gravity
or a spun habitat, thus negating these effects). If from
0.5G or less, as above, but only subtract 1 from each.
If from 1.5G-1.8G, add 1 to Strength and subtract 1
from Constitution. If from a 2G+ world, add 2 to the
Strength attribute and subtract 2 from Constitution.

Atmosphere: If from avacuumworld, add 1 to Agility.
If from a world with an atmospheric taint, subtract 1
from Constitution.

Population: If from an Incidental or Low population
world, subtract 1 from Charisma. If from a High
population world, add 1 to Charisma.

Technology: If from a Pre-Industrial world, subtract 2
from Education and add 1 to Constitution. If from an
Early Stellar world, add 1 to Education. High Stellar
worlds add 2 to Education.

The Universal Personality Profile (UPP): Charac-
tersin Traveller are defined using the Universal Person-
ality Profile (UPP), which expresses attributes in a
specific sequence using hexadecimal (base-16) num-
bers. In hexadecimal notation, 0 through 9 are repre-
sented by the common Arabic numerals; 10 through
15 are represented by the letters A through F. The
highest single-digit number in strict hexadecimal nota-
tion is 15 (F). In many cases, Traveller uses extended
hexadecimal notation in which letters above F denote
numbers higher than 15 (G =16, H= 17, etc.).




(Universal Personality Profile)

Strength
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Attributes
are in the fol-
lowing order:
STR, AGL,

666666-0-A CON, INT,

| EDU, CHR.

UPP

For example,
a character
who is aver-
age in all re-
spects would
have a UPP of
666666, If
the character
were highly
| intelligent,

Social Standing
Psionics

Charisma |
[ Education
Intelligence
' Constitution

| Agility

the UPP be-
comes 666B66 (the B indicates an intelligence of 11).

The UPP allows the referee and players to clearly note the
attributes of characters. Because the notation uses single
digits or letters for each characteristicc numbers that are
normally two digits cannot lead to confusion.

Attribute Limits: Theinitial rollsfor attributes rangefrom
1-11. These numbers may then be raised or lowered by
homeworld effects, creating a range of 1-13.

During the careers portion of character generation
(page 24), certain careers offer the opportunity for
certain attributes to be raised further, as the result of
physical training and education, However, no attribute
may be raised more than 2 points as a result of these
career increases. This reflects the fact that a character’s

original limitations can only be altered so much. (This
is why you don’t see very many Olympic weightlifters
with tiny bones and light skeletons.) Modifications to
attributes from homeworlds do not count against this
limit. Thus, a character from a 2G homeworld who
rolled an 11 (B) for STR would have this modified to a
13 (D) before beginning a career. During the career
portion of character generation, this character could
take no more than two +1 STR results, making a final
STR attribute of 15 (F). No attribute may ever be raised
to greater than 15.

Other Characteristics: In the course of character gen-
eration, the characterwill acquire age (in years and in four-
year terms), rank, money, skills, and possessions.

Psionics: There is, in addition to the main six attributes,
a seventh thatin most charactersis a 0. This is the Psionics
attribute (PSI), which shows a character’s ability to
create mental or physical effects with the power of the
mind alone (called on 20th century Earth psychic or
paranormal powers), This attribute and its uses are
detailed in the “Psionics” section of the Referees chapter.

Nonhuman Attributes: The six personal attributes
assume a human character. Intelligent nonhuman
races may have different attributes in place of (or in
addition to) these human attributes.

Language: Thelanguage spokenthroughouttheworlds
to which humanity has spread is Anglic (sometimes called
Galanglic), a language evolved from ancient Teman En-
glish. All human characters will speak Anglic or a local
dialect ofit. Charactersfromhomeworldswhich have been
isolated from the rest of human culture for a generation or
morewillspeak Galanglic
with an accent and with
a number of local words
added to the vocabu-
lary, terms which others
might find confusing.

Other alien races
have their own native
languages, but if they
live on ahuman-settled
world will probably
speak at least some
Anglic as well. Never-
theless, dealing with
aliens and members of
differentculturesis easier
if their native languageis
understood. The major
languages spoken by
sentientracesare Anglic,
Vilani, Sylean, Vargr,
Aslan, Droyne, Hiver,
K'kree, and Zhodani.




Once trade started back up, we started seeing how
people on the other fringe worlds—we called it the Dawn
Coalition back then—had sorted things out. Pretty inter-
esting stuff. | was deep in the Hiver tech curriculum on
Aubaine when | met my first “noble.” Best table manners
| ever saw. | mean, amazingly good table manners.

| also noticed that lots of the officials who made life difficult
for most of the rest of us practically ined up to help this quy.

Social Standing: Roll 2D6 and subtract 1 to deter-
mine initial Social Standing (abbreviated SOC) on the
character’shomeworld. Thisis ameasure of the accom-
plishments and power of the character’s parents or
guardians (if raised by other than his or her natural
parents).

This is not an innate attribute, and unlike attributes,
it may change dramatically during character genera-
tion, based on the career choices made. However, like
attributes, a character’s SOC may never be reduced
below 1, nor raised above F.

Titles: Social Standing for each character shows the
relative position within society for an individual. The
fallen Imperium had a government based on noble
rank, with clearly defined levels of power based on
those ranks. Because of the ubiquitous nature of this
society in human-inhabited space, the noble struc-
ture permeated most human worlds, and its effects
still survive.

These are naturally most widespread in the Regency,
which retains most of the Imperial institutions. Heredi-
tary nobles still exist there, although their power is
significantly curtailed as compared to pre-Collapse
days. Rather than having absolute rule over their fiefs,
they remain in an advisory or limited-rule position, and
are sometimes reduced to merely drawing income as
a percentage of the economic output of their fiefs.

In other areas, such as Pocket Empires or the Wilds,
nobles may have retained much of their power, al-
though acting over a much more limited area. In the
Wilds, the new rulers may have perpetuated some of
the old symbols of Imperial power, particularly titles, as
a means to further aggrandize themselves. The nobility
system no longer survives in the areas controlled by the
Reformation Coalition, as it is regarded as the flawed
systemn of self-interest that corrupted and doomed the
Imperium to the Collapse.

See the History section beginning on page 8 for a fuller
discussion of local govemment and leadership traditions.

The noble system discussed below is the old Imperial
system, and may be used with changes to suit local
conditions at the discretion of the referee. Nobles of
rank baron and above were usually granted fiefs—
quantities of land that belong to the noble and could
be used to generate income by renting it out, using it
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for farming or some other production. Fiefs generally
ranged from 100 to 100,000 square kilometers, ac-
cording to rank. Nobles were also given larger areas to
administer, or govern, in the name of the Emperor,
although they did not own these areas.

Those with Social Standing B+ (11 or greater) are
considered to be noble, and may assume their family’s
hereditary title. Noble titles are commonly used, even
if the individual is not engaged in local government. At
the discretion of the referee, the noble may have some
ancestral lands or fiefs on his or her homeworld.

Knights: Aknight (Social Standing B) is entitled to the
use of Sir (or Dame) before his (or her) name. Charac-
ters whose initial SOC is B, and whose SOC does not
increase during character generation, are the sons and
daughters of knights. However, this title is not heredi-
tary and so those characters are not entitled them-
selves. Characters who have an initial SOC of less than
B and whose SOC increases to B, and characters whose
SOC isinitially B, then is lowered, and then increases to
B, have themselves been knighted and can use the
knightly titles of Sir or Dame. Knights do not receive
fiefs, nor do they govern.

Baron: Social Standing C entitles the individual to the
title baron (or baroness). Or the individual may use the
prefixvon, haut, orhaultwith hisorhername todenote
baronial nobility. A baron usually administered a por-
tion of a world.

Marquis: Social Standing D indicates a marquis (or
marchioness). A marquis generally administered a single
world, with or without further authority within the system.

Count: Social Standing E indicates a count (or count-
ess). The count administered several worlds within a
single subsector.

Duke: Social Standing Findicates a duke (or duchess).
This typically included the administration of a subsec-
tor (an area eight parsecs by 10 parsecs, typically
including some 30 worlds), although each sector also
had a senior duke who was the duke of the entire sector
(an area of 32 parsecs by 40 parsecs, including 16
subsectors and some 400-500 worlds).

Although player characters cannot advance beyond
duke, noble ranks included archduke (16 or G) and
emperor (17 or H). Archdukes governed domains, a
group of sev-
eral sectors.

The Noble | ¢
Ranks Table | :I
shows the |
range of |
noble titles| E = Count/Countess
and their cor- | =
responding - Archduke/Archduches
social levels,
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Naming Characters: There is a fine art to naming
characters in roleplaying games, and it is something

that each player should approach in his or her own
manner, but with respect forthe intentions of the other
players and the referee. For example, there is nothing
wrongwith the names Captain Spit, James Cheaplaugh,
and Sodom N. Gomorrah in a campaign that is in-
tended as a light-hearted, rollicking escapade through
the stars. But in a campaign that is intended to be
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serious and realistic, such names tend to drag down the
tone rather too much.

The Traveller campaign background postulates an
environment some 3800 years in our future, in which
a form of English is still the dominant form of expres-
sion, Therefore, familiar modern names are still quite
acceptable (Paul R. Currin, “Mad Dog"” Kelly). Players
with an historical bent often enjoy using bits and pieces
of famous historical names (Jackson T. Greenwood), up

to and including run-
ning with a theme, like
US Supreme Court Jus-
tices (Harlan Marshall,
| “Cookie” Rehnquist).
| Other Terran languages
| are also used to good
effect. Many names are
- | chosen simply for their
| sound, whether impos-
ing (Gray Manchester
Armstrong) ormellifluous
(Dick Kabuki, Barringer
Olds, Terrel Skeeter).
The Traveller cam-
paign adds additional
. | language sources to
| choose from. The most
| common non-Terran
| source of human names
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is the Vilani language, e.g.,

Makhidkarun, Naasirka, Zirunk-
ariish.

Never underestimate the impor-
tance of a good name.

Call Signs: In addition to your |
character’s proper name, piayers
working for or with the Reforma-
tion Coalition (Star Vikings) willhave
a two-syllable tactical nickname,
which is also their tactical commu-
nication (tacnet)identification. This |
name is always used in combat as a
quick call sign, but is used routinely
in normal address as well. Even
fairly senior officers are regularly | :
addressed by their nickname (but | Cround Vehicle
only by other Star Vikings—such |
familiarity must be earned).

Players have anumber of options
when selecting a nickname. The
name can be a familiar or altered
form of their own first or last name | P
(Charley for Charles, Rebba for |
Rebekka, Hutch-man for Hutch-
inson), or it can be totally fanciful
(Hammer, Stardust, Ice Nine, Go-
Go). The limitations are that it must
be exactly two syllables long, and it
cannot duplicate an already-used
nickname.

itisalso desirable to pickaname
with at least some panache. No
viking, forexample, has even been
known to go by the tactical nick-
name Snook-ums, and if a name
like this is picked, it should at least
be at variance with the character’s actual appear-
ance. It would take a character with both STR and
CON attributes of 12+ to get away with Snook-ums
as a nickname. Remember also that these nicknames
are usually bestowed by colleagues during training,
and more often than not refer to an embarrassing
training incident that the character might rather
forget. This does not mean that such nicknames have
to sound bad; in fact, they usually sound really good
if you don’t know the story. “Slider” could be awarded
for a headlong slip down a muddy hillside in survival
training, “Burner” in remembrance of a training
aircraft the character crashed and burned, and
“Straight Flush” for an unfortunate incident with a
toilet.

It is a rare viking who gets to pick a nickname, and a
rash one who even tries, particularly an overly flashy
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one that has not been earned. Woe to the cocky,
inexperienced youth who insists that the crew must call
him Lightning. If he doesn’tlive up toit, the crew might
end up calling him Lightweight.

Background Skills: Characters begin the game with
more than just a background; they also have knowi-
edge of a number of different skills, reflecting training
and experience that they acquired before beginning a
life of adventure. By age 17, at which time career
determination begins, characters will have already
accumulated some expertise in a few skills due to
childhood hobbies and education. To represent this,
players should each choose four skills from the Back-
ground Skills List above, giving their characters a level
2 skill in each. Some of these skills are limited by the
character’'s homeworld, as indicated on the chart.
Where more than one limitation appears, all of them
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must be met. This listis notintended to be comprehen-
sive, butis merely representative of most of the sorts of
skills that a person is likely to pick up in childhood. A
referee may decide that acharacter grew up on a world
whose population consisted only of workers and their
dependents from the world’s navy base. The referee
might allow that the character had picked up some skill
in Ship’s Engineering from going to work every day
with his parents.

The choice of such skills can create a clear picture of
the sort of childhood a character had. A character who
picks skills like Armed or Unarmed Martial Arts can be
imagined to have grown up in a tough inner city area;
one with Survival and Farming came from a vigorous,
outdoor life, while one with Music probably came from
a background with a certain level of affluence and
leisure time.

Default Skills: Certain characters automatically re-
ceive default skills of level 0. A level of 0 for a skill
indicates that the individual can undertake ordinary
activities, but is not experienced enough to try danger-
ous activities or fancy actions. A skill level 0 is sufficient
to prevent a task from increasing in difficulty because
of lack of skill, although a skill level O provides no skill
addition to the controlling attribute. (See the task-
resolution rules for a complete discussion of skills and
their effects on attributes.)

Default skills are conferred automatically as follows:

Characters from Vacuum worlds automatically re-
ceive Environment Suit 0.

Characters from a Water world automatically receive
Swimming 0.

Characters from an Asteroid world automatically
receive Zero-G Environment 0.

Characters from a Large world automatically receive
High-G Environment 0.

Characters from aworld with a tech code of Industrial
to Early Stellar automatically receive Ground Vehicle
(Wheeled) 0.

Characters from a world with a tech code of Early
Stellar+ automatically receive Computer 0.

Characters from a world with a tech code of Average
Stellar+ automatically receive Pilot (Interface/Grav ) 0.

All player characters (and detailed NPCs) automati-
cally receive Willpower 0.

CAREERS

Players have a reasonably free hand in choosing
detailed career backgrounds for their characters. This
background consists of formal education and/or one or
more careers. (For purposes of character generation,
the term “career” is defined fairly loosely.) For ease of
calculation, career and education backgrounds are
lived through in four-year terms. Characters may do
pretty much anything they please, but must do it in
four-year increments for ease of record-keeping.

Each career listing (these begin on page 43) details
the nature of the career, the skills that are received for
the first term, and any skills received for subsequent
terms, if applicable. Each description also includes
notes of important contacts made during the term and
anyspecial rulesforthe career’s effectson the character’s
combat Initiative and starting money. Characters may
enter any career for which they meet the prerequisites, but
must spend at least one full four-year term in that career
before moving on.

Education and career terms may be taken in any order
desired, although most players will probably opt to take
education first, followed by career, in the classic pattern.

For the players’ convenience, there is a consolidated
chart of all careers and their prerequisites on page 56.
This not only allows players to see what careers are
available to them based on their homeworld, but also
how they should assign their attributes to gain admis-
sion to the career of their choice.

Prerequisites: There are three types of prerequi-
sites—attributes, prior service, and homeworld/region.
Not all careers have all three types of prerequisites, but
most have atleast one. In most cases, physical attribute
prerequisites allow the character entry upon meeting
anyone of these (exceptions are noted). Allhomeword/
region and prior service prerequisites must be met.
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When | hit the Hiver technical curriculum, it was as if I'd
come home for the first time. This was where | belonged,
and it’s where | would have stayed if the first expeditions
into the Wilds had turned out differently. But all of that
came later.

| loved deep-space astrogation, loved it with a passion
I’d never felt before. Putting a jump ship “into the hole” at
just the right angle of attack so that 150 hours later it
climbed out three parsecs away with the exact residual
angular momentum to throw it to within skimming
distance of a gas giant was the most beautiful thing 1'd
ever done. There was a logic, an elegance to it that I'd
neverimagined existed, and nobody was better at it than
| was. Nobody.

Nobody except Veronique. Veronique dusted me every
time. Veronique was the best | ever saw, the best we had,
and a planet-class cellist as well. 1’d watch her playing the
celio at night and see her pause for a long second,
completely lost for the moment, as if the note she’d played
had triggered some sudden new thought. Then she would
continue.

What was she thinking about during those pauses? |
always thought that it must have been “the hole,” and
residual momentum, and angle of attack. Our music of the
spheres.

Career Term Skills: In the first term of a career, a
character receives a fixed package of skills from a group
of skill areas which represent training in the core skills
necessary to function in the career.

In every subsequent term of service in that career, the
character receives additional levels of skills from a
group of skill areas. After the first termin a given career,
the player selects skills from the Subsequent Terms
heading, not the First Term heading.

Characters receive four skill levels in their second
term of service, three in their third term, two in their
fourth term, and onein theirfifth and every subsequent
term.

Note that this reduction in number of skills received
is based on the total number of terms served by the
character, not just the terms served in a particular
career. For example, a character begins a career on
term 1 and continues it on term 2, but changes careers
on term 3. On term 3, the player receives the full first
term skill package for the new career, but then on term
4, the character would receive two subsequent term
skills from the Subsequent Terms skill package, not
four. The information on number of skills per term in
recorded the tables on pages 32 and 42 for easy reference.

Players may divide the levels among the skills listed in
the allowed skill group in any manner desired. If five
skills are listed and a character is entitled to four skill
levels, the player may take a level 4 skill in one of them,

two level 2 skills in different areas, four level 1 skills, etc.
If the character already has skill in the area chosen, the
additional levels are added to the levels already there.
Thus, a character who already has Astrogation 1 who then
selects two levels in Astrogation now has Astrogation 3.

Similarly, if a career listing gives a character a certain
number of levels in a skill cluster, the character may
divide those levelsamong any of the skillsin that cluster
however he or she chooses. If the career lists Crime 3, the
character may take three levels in Forgery, or two levels in
Pickpocet and one level in Intrusion, or one level in each of
the three skills in the Crime cluster.

Education Skills: Skills received in education terms
do notfollow the 4-3-2-1 pattern described above, but
are based on the character’s EDU, as stipulated under
the career listing. Most education types cannot be
taken for more than one term; the one exception is
graduate university, which can be taken as many times
as desired.

Commissions: Many services have a commission
die roll. A commission signifies that the character is
taken in as an officer (or the civilian equivalent) as
opposed to as an enlisted person. In order to be given
a commission, the character must roll the stated
number or less on 2D6. DMs may apply to the roll. If
the commission is achieved, the character receives
rank O1 in the career. A character may attempt to
acquire a commission once per term of service until
successful.

Being granted a commission means that the charac-
ter receives skills from a different list under the First
Term and Subsequent Terms headings (called officerin
all of the military careers, but called detective, doctor,
etc. under other career descriptions).

In some cases, commissions are automatic based on
certain prior education terms that have been taken.
The character is automatically commissioned upon
entry to the service, and never rolls.

Some careers have no commissions or officer ranks, and
only one set of skill lists. Do not worry about commission
rolls or commissioned status in these careers.

Promotions: In each term of service (including one
in which the character has received a commission), a
character may attempt to be promoted. Although the
Promotion heading is included under the Subse-
quent or All Terms heading of the career listings, the
roll is made on the first term as well. Each career has
a promotion number and DMs affecting that promo-
tion roll. Generally, 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 who receives a promotion also receives
one additional skill drawn from the Subsequent
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Terms list (even if the promotion is received during
the first term).

Note that some careers (Wealthy Traveller, Rogue,
Belter, etc.) have no ranks listed on the Table of Ranks
on page 57, while others (Diplomat, Bureaucrat, Bar-
barian, Corsair) have ranks but no “O" ranks. This is
because there areno convenient, standardrank equiva-
lencies for many of these careers. Characters in these
careers roll normally for promotions, and receive the
additional skill when they roll a success, but no rank or
change in rank is recorded. Players should assume that
some form of professional advancement or recognition
was achieved with the roll, but nothing so easily
recorded as a military rank. In the Medicine profession
there are noncommissioned ranks, but once a charac-
ter receives a commission, the character is a “doctor”
and rolls for no further promotions.

Special Duty/Adventures: Players who make the
indicated die roll on 2Dé6 qualify for a special assign-
ment or adventure, This die roll is modified by +1 for
every subsequent term spent in the career. That is,
there is no die modifier on the first term, a +1 DM on
the second term, +2 on the third term, etc.

if players successfully make the required die roll for
special duty (or special assignment or adventure in
some careers), they receive additional skill levels appor-
tioned in the same manner as for those received for
subsequent terms of service. Aswith subsequent terms
of service, they receive four levels in their first or second
term, three in their third term, two in their fourth term,
and one in every subsequent term.

Note that the allowed skill group from which these
are drawn is different from the term skills available.
These skills are received in addition to any term skills
received. Players roll for special duty/adventures in
every term served, including the first term.

Ending Character Generation: Just as attributes can
be generated either randomly or by player decision, so
can a character’s total career time and final age. Players
who wish to use the random method make a 2Dé
continuation roll at the end of each term through their
characters’ development. If the character wishes to
change careersin the nextterm, subtract 1 from the die
roll. if the modified die roll is greater than the number of
terms pursued thus far, another term is chosen and the
character proceeds; if the roll is less than or equal to the
number of terms, the character’s progress ends and the
adventure campaign beginswith the characterat thatage.

For example, Dr. Wilfred |. Barsz, a professor of
physics, has been through five terms thus far: one asan
undergraduate, two in grad school (to get both an
M.A. and a PhD), and two as a professor. At the end of
this fifth term, the Barsz player rolls a 6 on 2D6, which
is higher than the current number of terms, so the good

doctor goes on to complete another term, Atthe end of
this sixth term, the player again rolls a 6, which is equal to
the number of terms served thus far, so character genera-
tion ends and the adventure campaign begins. (Note that
this does not mean that Barsz is no longer a professor,
merely that after 12 years of teaching, he began to get
mixed up with the other player characters, and started
saying things like, “Call me ‘Wild Willie.")

The one exception to this rule is that criminals, corsairs,
mercenaries, and rebels who fail their roll to avoid incar-
ceration autormatically spend the next term as a prisoner
without making a roll to end career generation,

Those players who prefer not to use this random
method may, with their referee’s permission, simply
choose a number of careers for their characters. Be-
cause there is no longer a continuation die roll to
discourage too much “career hopping” to receive First
Term skill packets, referees should be careful when
permitting players to use this option. It is suggested
that the referee and player discuss the player’s intent
for the character before the referee grants this option.
Characterswho choose a fixed number of adventuring
careers and who, as either criminals, corsairs, merce-
naries, or rebels, fail their roll to avoid incarceration on
their last term, spend an additional term as prisoners.

Note that nothingin these rules prevents a character
from entering the game at age 17, without pursuing
any careers at all. But very few people would be
interested in playing such an inexperienced, unskilled,
(not to say callow) character.

When characters complete their final term, they begin
the adventure campaign. Since each term is four years, it
is easy to calculate their age at the start of the game.

Secondary Activity: The careers players choose do
not occupy 1009 of their characters’ time. Just as in
real life, a person’s hobbies and pastimes can provide
valuable additional skills. As a general rule, then, each
character is allowed one secondary activity each term.
This allows the character to gain one level in any skill
(player’s choice each term) at the referee’s discretion.
In some cases, this skill may be a normal term skill in the
character’s current career (for example, a soldier prac-
tices on the rifle range on weekends to improve her
Slug Weapons skill, or acomputer operator stays late in
the evenings to read manuals and improve his Com-
puter skill). In other cases, the character may be
indulging a hobby (Swimming skill for a scuba-diving
trip, Biology skill for taking a night class). Referees
should feel free to limit the types of skills that can be
picked up in this fashion (only under extraordinary
circumstances should a Barbarian character pick up
Ship’s Engineer skill as a secondary activity). See the skill
eligibility limits on the Skill List by Controlling Attribute
table on pages 114-115 for guidelines.
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Increasing Attributes: Characters may also attempt to
increase any of their six basic attributes (STR, AGL,
CON, INT, EDU, CHR) as a secondary activity. This is
done by taking an allowed skill level as a chance at a
selected attribute. On a 2D6 roll of 8+ (DM: one per
level of Willpower skill), the selected attribute is raised
by one level. If the roll is failed, the attribute is not
increased, and the skill level is lost and may not be re-
allocated. This attribute improvement is subject to the
+2 ceiling on page 20.

Some careers allow two secondary activities per term
(both of which may be devoted to the same skill, if desired),
while afew allow none. The number of allowed secondary
activities per term is the number of skill levels received.

Social Standing: Different career paths and accom-
plishments affect a character’s Social Standing, either
favorably or unfavorably. Each promotion a character
receives while commissioned increases Social Standing
by 1 (to a maximum of 14), Certain careers also have
a minimum Social Standing for commissioned rank;
characters who receive a commission and whose Social
Standingislower than the minimum immediately have
it raised to the minimum level. Finally, some careers
lower Social Standing, as noted under the Other Effects
entry in each individual skill listing.

SKILLS

It’s easy to survive if you don’t go anywhere and don't
do anything. But if you plan to go out there into the Wilds
and pick up the pieces of a civilization as busted up as any
ever was, you better know what you‘re doing, or you're
going to end up a statistic.

I've known statistics. Being a statistic is no fun.

Characters obtain two differ-
ent types of skills: initial skills and
acquired skills. Initial skillsinclude
knowledge of a native language
(orlanguages) and skills supplied
by education and/or careers dur-
ing character generation. Ac-
quired skills are learned from in-
structors during the course of a
campaign (i.e., some time after
character creation hasbeen com-
pleted, as explained in the Refer-
eeing Travellersection, page 134).
Allcharacterskills, whetherobtained
during character generation or ac-
quired, are listed on the various skill
lists (Skills by Skill Clusters table on
page 113, and the Skill List by
Controlling Attribute table on
pages 114-115.

Skill Ratings: Upon the first acquisition of a skill, the
playerwrites the skill name, followed by a space and the
number 1 (thus: Navigation 1). The second time the
skill is acquired, the number is increased to show
greater expertise (Navigation 2). Further acquisitions
of the skill willincrease this level. The higherthelevel, the
greater the expertise in that skill.

Skills are rated in levels from 0 on up. There is no
upper limit to skill levels, but around 10is about as high
as a skill is likely to get, unless the player is content to
have a very one-dimensional character.

Cascade skills are a special case. A cascade skill is a
collection of several closely related skills under one
heading. For example, Wheeled Vehicle and Tracked
Vehicle are aspects of the Ground Vehicle skill and are
written as “Ground Vehicle (Wheeled)” and “Ground
Vehicle (Tracked),” respectively (see Cascade Skills
below).

Skill Clusters: Most skill awards for careers are listed
in terms of skill clusters. For example, the Physical
Science skill clusterincludes the specific skills of Biology,
Chemistry, Farming, Genetics, Geology, Meteorology,
Physics, Robotics, and Xeno-Biology. Skill clusters are
listed in bold type in the career lists, A skill award in a
skill cluster may be taken in any skill or skills contained
in that cluster, subject to homeworld or technology
limits as judged by the referee.

Cascade Skills: Afew skills are called cascade skills. A
cascade skill is one that includes several lesser skills
under one broad heading. Examples of cascade skills
are Pilot, which includes Airship, Fixed Wing, Rotary
Wing, Clider, and Interface/Grav, and Slug Weapon,
which includes both Slug Pistol and Slug Rifle skills.
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Characters who receive a cascade skillmust decide on an
area of special interest from among the subskills covered.
From then on, their skill level in the chosen specialty is
considered to be the level of the overall skill. Their level in
all of the other subskills is half their level in the overall skill.

For example, Paul Currin receives a Slug Weapon skill
level of 3 and decides he will specialize in slug rifles. His skill
level with slug rifles is 3, while his skill level with slug pistols
is 1'/2, rounded down to 1. This skill would be written Slug
Weapon (Slug Rifle) 3, and would need no other addition
to also convey the fact that the skill in Slug Weapon (Slug
Pistol) is automatically half that level, or 1.

Normally, no notation will have to be kept for these
other subskills. However, sometimes it is possible for
characters to receive a skill level increase in a subclass
other than the one they have already chosen as their
specialty. In the example above, Currin has a Slug
Weapon skill of 3 and has chosen Slug Rifle as his
specialty. If he then receives one level of Slug Pistol skill
due to experience gained while adventuring, the skill
level received adds to his Slug Pistol skill only, not to his
overall Slug Weapon skill. However, if this extra skill
level would cause his Slug Pistol skill to exceed his
specialty Slug Weapon skill, then Slug Pistol will
become his new specialty (and his overall skill will go
up, of course). In either case, he will have to keep
track of his Slug Rifle and Slug Pistol skills separately
from now on. After the above example, they would
be noted Slug Weapon (Slug Rifle) 3, and Slug
Weapon (Slug Pistol) 2.

I’d heard about computers, read about them, but |'d
never actually seen one untilthe Hivers landed. | knew how
electricity was supposed to work—Grandfather made sure
of that—but you don 't really learn to respect the stuff until
you screw up and it lets you feelwhat a hundred or so volts
are like. A lifetime of reading about atmospheric re-entry
couldn’t have taught me as much as my first two hours in
the holo-trainer at the academy. Getting off-world train-
ing by the Hivers exposed me to things that | never could
have imagined if 1I'd stayed at home.

The people on worlds too far away for us to reach will be
stuck, just like we were a few years ago, and they’ll
probably stay stuck for generations.

Homeworld Limitations: Certain skills are not avail-
able on the character’s homeworld. Vehicle and tech-
nical skills are limited by the character’s homeworld
tech code; weapon skills are limited by the character’s
homeworld tech code and law code; and certain other
skills, such as aerodynamic flight and nautical skills, are
limited by the planetary environment. These limitations
are listed with the skill descriptions in the Task Resolution
and Skillssection of the “Referees” chapter, aswell ason the

Skill List by Controlling Attribute table on pages 114-115.

Law Enforcement, Corsair, and Criminal careers may
select weapon skills one law code lower than their
homeworld'’s law code (i.e., a criminal character from
a High Law world would be allowed to take a skill in a
weapon that is not allowed under High Law, but is
allowed under Moderate Law). Army, Navy, Scouts,
Aviation, Rebel, Wet Navy, Marine, Special Operations,
and Mercenary characters are not limited by their
homeworld law code, nor are characters with a SOC of
11+. See the Skill List by Controlling Attribute table on
pages 114-115 to see which weapons skills are allowed by
what law levels.

Characters may try to override the homeworld limi-
tation and acquire a skill not normally available by
rolling 2D6 for 8+. If that fails, the skill level(s) is
forfeited. This is done on a per-skill basis. The unavail-
able skill may only be rolled for once per term, and the
number of skill levels being risked must be specified
before the die roll is made. For example, a character
from a Pre-Stellar tech code receives 4 skill levels in his
second term, and is allowed to pick from the Vehicle
cluster (includes Ground Vehicle, Hovercraft, Riding,
and Pilot (Interface/Grav). The Pre-Stellar code would
normally prohibit receipt of the Pilot skill, which is
limited to Early Stellar+. The player would have to
decide how many of the 4 skill levels to risk, because if
he fails the die roll, he loses the risked skills. The player
decides to try for Pilot (Interface/Grav) 2, saving the
other two skill levels from this term for other skills. The
rollis a 6, meaning that the character now has only two
skills from this term. The player may not roll for Pilot
(Interface/Grav) again during this term.

This override attempt may be done not only for
technological limitations, but for any other type of
homeworld limitation,

To visualize what the character is doing to get these
skills, think of the following examples. A character on a
Desert world attempts to get membership in an exclu-
sive health club to learn Swimming skill. A characteron
a High Law world attempts to befriend a police officer
who will teach him to fire on the police station’s firing
range to gain Slug Weapon skill. A character on a
vacuumworld could callin personal favors to gain time
on a military simulator to get Pilot (Fixed Wing) skill. A
character on a low-tech world in the Wilds might be
able to discover or otherwise gain access to relic pre-
Collapse technology and learn to use it.

Languages: Language is used to communicate, and
communication is resolved using the standard rules for
skills and tasks. Characters are assumed to be fluent in
their own language, and additional language skills are
taken in foreign languages or, for those interested in
history, ancient languages.
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CONTACTS

Strombooli is one of the more colorful people |'ve ever
known, but then | guess the free traders who scratch out
a living peddling junk from planet to planet in the Wilds all
tend toward the eccentric. | met him when | first went
undercover. He saw through my cover and spotted me for
a Leaquer right away. He could have let me go blundering
on my way, but instead he took me on as a crewman—
galley slave, cargo jockey, and roustabout. It was a better
cover than I'd had before, and let me see a lot of the Wilds
close up and personal.

| still run into him—he gets around a lot—and he’s
always ready with a story shared over a drink. And he
usually knows something important about whatever planet
we're interested in.

During the course of our lives, we all meet a great
number of people, many of whom become important
contacts. For a roleplaying game to mirror reality, then,
it should take into account important contacts that PCs
acquire. Of course, it is easy enough to do this with
characters met during the course of an adventure
campaign; we need merely jot down a note that so-
and-so can be found in such-and-such a place and may
be able to help somehow in later adventures. But what
about contacts that PCs would have made during their
education and development priorto play? In Traveller,
those contacts areindicated in anote at the end of each
career description.

Contacts are categorized in two broad groupings:
solid and generic. In general, solid contacts are in-
tended as resources for PCs to use during the course of
an adventure, as people who can provide information,
special equipment, or some other source of needed
aid. (Note that the availability and quality of such aid
will be dependent upon a contact’s situation, person-
ality, and relationship to the PCs.) Generic contacts can
serve well as a resource for a referee to use to help spur
the adventure plot along, allowing him or her to drop
an unexpected ally into the story just when the PCs
really need one. How these two types of contacts are
used will become more clear from the explanations
that follow.

Off-World Contacts: Given the size of the Traveller
adventuring universe (thousands of light-years of space
and thousands of star systems), referees should take
care to keep track of which of a character’s contacts are
homeworld contacts and which are off-world contacts.
In general, any PC from homeworlds in the Wilds with
a Pre-Stellar- tech code should yield only homeworld
contacts. Because of the interstellar contact, any of the
other three stellar regionswill have the possibility of off-
world contacts. Whenever a contact is rolled, roll an
additional 1D10on thetable belowto seeif the contact

is off-world. Note that the die roll chance is greaterin
a term in which a special adventure/duty/assignment
was rolled.

The simple fact that a contact was a homeworld
contact does not mean that that person can only be
met again by returning to the homeworld, only that an
interstellar reunion between the character and contact
will be somewhat less likely than meeting him or heron
a visit home. For this reason, interstellar meetings
should be exciting events, and offeran excellent chance
for roleplaying as the PC and NPC contact catch up on
old times.

“Boggs! | can’tbelieveit! | haven’t seen yousince | left
on the trader! I'm glad to see you made it off that old
dirtball, too. How've ya been?”

In many cases, such meetings can be a prelude to an
adventure.

“Duro, am | glad | found you! Youwon't believe how
bad things have gotten since you left. The Combine has
nationalized all of the minesand has completely clamped
down on all off-world travel. No one can get on or off
now. Can you help us?” And if this isn’t enough, the
referee can always go on: “Remember Clarisse? Yeah,
from chemistry class. She always did like you. She said
she knows you’ll come back and help us. You won't let
us down, will you?” Referees will soon find that playing
NPC contacts is the most fun you can have without a
vac suit (whatever that means).
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*At referee’s discretion only. The referee may stipu-
late that the world has received no interstellar contact
of any kind since the Collapse.

Generic Contacts

Generic contacts are received as a result of career
terms during character generation. If players desire,
they may generate names and statistics for these
characters, or they may leave this entirely up to the
referee. Perhaps best is a course that combines these
two, in which a player suggests the contact’s name,
general description, and areas of expertise, and then
the referee generates the details of attributes and skills.
In this way, players determine what sorts of persons
become important to their characters’ lives, but some
mystery remains as to the contacts’ exact abilities. This
fosters a sense of contacts being personalities rather
than merely lists of statistics.
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The career notes list contacts in terms of what they
were doing when a PC first met them. A basic descrip-
tion of each of those contact types is given below.
However, just as a PC may have changed careers since
the time the contact was originally made, so may have
the NPC. The final determination of what has hap-
pened to a contact in the intervening years (including
what new abilities the contact may have gained) is left
to the judgment of the referee, as with all NPCs.

Academic: The contact was a member of the intel-
lectual community, meaning he or she could have
been a professor, a writer, or a member of a social
sciences think tank. Most of these sorts will still be working
at the same career when a PC later meets them again.

Business: The contact was amember of the business
community, perhaps a corporate executive, or maybe
a powerful figure in banking or investments. On the
other hand, the contact may have been the owner of
some smaller business that was important to the PC. In
either case, such contacts may have made or lost a
fortune since the time the PC last saw them.

Criminal: This contact was making a career of illegal
activities when first met by the PC. Since that time, the
NPC may have gone straight, been imprisoned, or
even killed. In the last case, someone close to the
original contact, perhaps a partner or henchman,
remembers the PC and becomes the new contact.

Entertainment: The contact was involved in the
entertainment industry, whether as an actor, director,
writer, or technician, In all likelihood, he or she still is,
although given the vagaries of popular taste, his or her
level of success will probably have changed.

Government: Such
contacts were some
form of government
officialwhenthe PC last
knew them. Chances
are, that remains true
when the PC meets
them again, although
likely not in the exact
same capacity.

Intelligence Com-
munity: Anintelligence
community contact

\~ worked in espionage

when the PC first met
={ him or her, either as a
field operative, a con-
troller, or an intelli-
gence analyst. In all
probability, such con-
tacts, when the PC
meets them again, will
still be involved in espionage, although they will likely
have risen in authority.

Journalist: The contact may have worked with the
PC on a newspaper, magazine, or broadcast news-
gathering staff. The contact s probably in the same line
of work, although will probably have changed position
or company more than once.

Law Enforcement: The contact was a policeman or
investigator of some sort, and is probably doing the
same thing now, most likely for a small community
government.

Medical: The contact was a medical doctor or ad-
ministrator when the PC last knew him or her. It is
extremely likely that such contacts will still be involved
in that business.

Military: Military contacts were in the army, navy,
etc., when the PC first made their acquaintance. There
is good chance that these contacts will have since left
the military and moved on to a civilian career closely
associated with their military specialty.

Specialist: When the PC knew him or her, this
contact was a construction engineer, medical techni-
cian, or one of the other specialities mentioned in the
careerlists. Itis the nature of such specialists to continue
in their specialty, although they will undoubtedly have
increased their expertise since the PC last met them.

Trader; The contact is a travelling interstellar trader.
This sort of contact may be encountered again almost
anywhere, and will probably have extensive informa-
tion about whatever area the character is in.

Wealthy: The contact was wealthy when he or she
originally became friends with the PC. Wealthy con-
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tacts who have grown wealthier will be difficult to
contact again, due to increased security, higher mobil-
ity, etc. Nonetheless, it can be very handy to have a
wealthy friend.

Solid Contacts

Solid contacts are those whose present whereabouts
the PC knows, and with whom the PC has fairly regular
dealings. These include three different types of charac-
ters. The first are the other PCs in the adventure group.
When a group is first put together, or whenever a new
PC joins, the players and referee should work together
to determine how the group members know one
another. As long as each PC has some link to one other
in the group, that is enough to justify their all working
together. Understand that while PC links are similar to
NPC contacts, they do not actually use up any of the
contact designations given by careers. PC links are in
addition to those contacts.

The second type of solid contact is basically a generic
contact that a PC has asked to have as a regular source
of aid, even before the campaign begins. This simulates
the player looking up an old acquaintance and solidi-
fying their relationship. For example, a player asks to
convert one of her criminal contacts to a solid contact,
so that she can have someone in the local starport to
turn to for underworld information and equipment.
The referee agrees, deciding that it would actually
make his job easier to have an established source of
such things. This type of solid contact does use up one
of the player’s listed contacts from her careers. The
difference between homeworld and off-world contacts
becomes very important in this context. Nonetheless,
a player a long way from home with only homeworld
contacts should feel free to ask the referee to convert a
contact, but the referee will have final say in whether
one of these contacts has made it off-world into a
position to be able to help the PC.

Finally, the third type of solid contact also involves
generic contacts that have been converted. In this case,
though, the contact is converted during an adventure,
usually at the referee’s instigation.

Note that while solid contacts cannot be turned back
into generic ones, they can turn up again in a different
place if the referee desires. In general, though, once a
generic contact is turned into a solid one, the referee
must pay a little closer attention to that NPC’s destiny,
in order to remain true to the character’s desires and
unfolding history. The criminal contact in the example
above might become a drifter and end up in a completely
different region of the globe, for instance, but the mayor of
a city is much less likely to wander about so freely.

Generating Solid Contacts During Play: The ref-
eree should always be open to the possibility of the

players making new contacts during play, and should
usually have an idea whether a new NPC will be
favorably disposed to help the PCs or not. In addition,
players may attempt to gain solid contacts during play.
These attempts should be roleplayed out, but PC
groups with skills in Carousing, Recruiting, Persuasion,
and Leadership should be given greater chances of
SUCCESS.

AGE

When we found out what happened to the crews of
thosefirst ships we sent into the Wilds, it was as if everyone
went a little crazy. Or maybe we all just grew up. Maybe
there isn’t a lot of difference. Veronigue had been on one
of those ships—sweet, smart, gentle Veronique.

Grandfather, by then awhite-haired patriarch, stoodin
council and spoke for a long time—spoke about what it
must have been like for the people in the Wilds to have lost
so much so quickly. The memory of what had been before
was still strong in him—strong enough that he could
understand what the loss of it could have done to people,
could have driven people to do. And he wanted all of us to
understang, too.

| understood. | understood better than Grandfather.
This was disease. Disease worse than the Black Death,
worse than Virus. And we had the cure—star-hot plasma
and RAM grenades and coherent light. | said as much.

Things were never the same between Grandfather
and me after that. There was just too much of the past
in him to have much heart for the future—or much
stomach for it.

A character’s age at the time an adventure campaign
begins is determined by multiplying by 4 the number
of terms served and adding 17 to the result. In other
words, (4xTerms)+17=Age. Age adds a further dimen-
sion of reality to play, helping players visualize their
characters as actual people, rather than merely num-
bers on paper. Itis possible for beginning characters to
range anywhere from age 17 on up, although few
characters will be older than 37 or so.

Effects of Age

At age 33, the effects of age may start to take their toll
on a character physically. Beginning at age 33 (i.e., the
end of the fourth term), a character must check for the
effects of age at the end of each term. At the end of the
fourth and fifth terms, the character rolls 1D15 (D15
numbers are generated by rolling 1020 and rerolling
all results of 16-20) to check for losses in Agility. At the
end of the sixth and seventh terms, both Agility and
Strength must be checked. At the end of the eighth and
every term thereafter, Agility, Strength, and Constitu-
tion must be checked.
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In addition, once characters reach age 65, at the end
of the 12th term, they must start rolling for a decrease
in Intelligence. (The Consolidated Effects of Age Table
above illustrates these progressions, as well as the
reduction in the amount of skills gained during careers
due to aging.)

The character loses 1 point from the relevant at-
tribute if the 1D15 roll is less than the current level of
that attribute. If the roll equals or exceeds the attribute,
there is no loss. This check, also called an age saving
throw, is made at the end of each term.

Example: Ari Lionia ends her fourth term and must
roll for a reduction in her Agility, which is presently 9.
She rolls a 3 and since that is less than her current
attribute level of 9, she loses 1 point of Agility. In
another example, upon leaving his eighth term to
enter active play, Winfield Jackson must roll three
times, once for Strength (presently 6), once for
Agility (presently 9), and once for Constitution (pres-
ently 5). The rolls are 7, 6 and 5 respectively, so
Jackson does not lose any Strength or Constitution
points, but has his Agility reduced to 8.

Aging in Play: Aging in play works the same way.
Upon reaching the crucial age as indicated in the End
Age column above, the player must roll for whatever

attributes are marked Y in the Losses
columns. For example, on Harlan
Marshall’s45th birthday, his player must
roll to save his STR 5 and ACL 8. The
player rolls 10 and 5, saving the STR,
but losing a point of AGL. Not too bad.
Soon, however, it is poor old Admiral
— | Hutchins’ birthday. He is 65, with a UPP
| of 42248A. He rolls for STR, AGL, CON,
| and INT with a 3, 9, 2, and 3. Hutchins
loses 1 point from each his STR and INT.
His UPP is now 32238A. Happy birth-
day, Admiral.

Although rolling for character aging on
their birthdays is convenient, referees
may wish toinvoke the attribute changes
| gradually over the course of the year.

Combating Aging Effects

There are several ways players can at-
tempt to reduce or eliminate the effects
of aging.
- | Physical Development Program: At

| any time once play has begun, a player
can announce that his or her character
is embarking on a physical develop-
ment program. Each such program lasts
| for four years, the same as an aging
period. Each year during this period,
the player must roll a Formidable: Willpower test. If
this test is made each of the four years, the character
gets a +2 die modifier on each of the three Physical
Attributes when the next aging rolls come up. If the
Willpower test is failed on any one or more of the four
years, the effect is lost. Characters may not attempt
this program during character generation, only once
play begins.

This physical development program assumes that
the character is spending at least one hour each day
in some form of disciplined exercise, and the referee
must ensure that the character sticks to this regimen,
or the effects will be lost. These effects are up to the
referee, but they should not be too onerous. They are
best used as grist for a character’s roleplaying. For
example, when the PCs’ starship arrives on a world,
a PC carrying out a physical development program
might look for an outdoor track to run on (“Man, |
need a change of scenery from the same old walls of
B Deck” ) or a weight room at the starport (“I hear
these high-tech worlds have got great gravitic strength
training machines”). If, on the other hand, the PCs
are held prisoner in manacles for several months, the
exercise regimen has probably been broken for that
four-year period.
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Anagathics: Anagathics are longevity drugs. They
help prolong life and prevent aging. Upon reaching
age 29 at the end of the third term of service (but never
before age 29), a character may try to locate a source
of anagathics. If successful, and if the supply can be
maintained, the character will age ever so slowly. With
luck, the character may reach an age of 100 or more
before old age finally takes its toll.

If the character wants to use anagathics, he or she
must so specify before making the roll to continue
character generation for the term, In deciding to be an
anagathics user for the term, the character must make
the following concessions:

For each term in which the character indicates his or
her desire to use anagathics (whether a supply is found
or not), his eligibility forincome benefits is forfeited for
that term (see the Starting Money and Initial Equip-
ment section on page 36). This represents some of the
great expense involved in maintaining a steady supply
of anagathics. This difficulty is based on the fact that
anagathics have very complex interactions, not only
with other drugs and foods, but also with an indi-
vidual’s metabolism, which changes under different
conditions. The safe use of anagathics requires not only
regular applications of the drug, but also reqular medi-
cal checkups to monitor for changes in the drug'’s
interaction with the user,

Finding Anagathics: To find an available supply of
anagathicsfor the four-yearterm, roll 12+ on 2D6, with
the following DMs based on the character’s home-
world: +3 if Starport A, +2if Starport B, +1 if Starport C,
+1 if tech level = Early Stellar, +2 if tech level = Average
Stellar, +3 if tech level = High Stellar, =3 in the Old
Expanses, —4 in a Pocket Empire, and -5 in the Wilds.
There is an additional DM used in the Regency: -1 for
each level of SOC above 11 (B), which reflects the
strong Impenal tradition against the use of anagathics
by the hereditary nobility. Thus -1 for SOC C, -2 for
5OC D, and so on.

If the character fails the anagathics availability roll,
one retry is allowed if the character successfully makes
the required roll to continue character generation (by
rolling greater than the current term number on 2D6).

Anagathic Effects: A successful availability roll for
anagathics has two effects. First, the die roll to continue
character generationis not required; the character may
automatically pursue another term (this is irrelevant to
players and referees who are using the choice of age
system). Second, the character automatically succeeds
at the aging rolls for two attributes of his or her choice.
This means that the character makes no aging rolls at
all until the age 49 (eight terms) line is reached,
because only two attributes (STR and AGL) are rolled
before this age. Once on the age 49 line, the character

selects the one characteristic (STR, AGL, or CON) torisk
in an aging roll. The age 65 (12 terms) line of the Aging
Table requires foursaving throws, soupon reaching the
age 65 line, two attributes of choice are automatically
saved, and the other two must be risked in an aging
saving throw as normal.

While usinganagathics, the characteradvances down
the Aging Table as usual, but is simply immune to two
aging rolls each term. The player should also make a
note of the age at which the character began using
anagathics, because the character's apparent age is
frozen atthat point. Thisisthe case solong asa constant
supply of anagathics is maintained. If the supply is
broken, the character’s apparent age will begin ad-
vancing again.

If the character ever loses the supply of anagathics for
a term, at the end of the term, roll saving throws twice
for each characteristic (but do not yet start advancing
the character’s apparent age; it takes a while for the
effects of anagathicsto totally go away). Both rolls must
succeed, or the characteristic is lowered by the indi-
cated amount on the Consolidated Effects of Aging
table. This represents the withdrawal effects from
interrupting the supply of anagathics.

If the character continues to abstain from anagathics
in subsequent terms, normal aging rolls resume at the
end of each term. The double saving throw withdrawal
effects occur only at the end of the first term in which
the character stops taking anagathics.

If the character later regains the supply of anagathics,
the termin which he or she begins retaking anagathics
is treated again as afirst term on anagathics: Thesaving
throw benefits are received, and the character’s appar-
ent age at that time is again frozen. Obviously, ana-
gathics are most effective if they can be taken long-
term without interruption. A continually interrupted
supply can have devastating effects.

Recording Age: If a character’s age has ever been
affected by anagathics, so indicate by writing the age
as: Age 33 (49).

The 33 represents the character’s apparent age. The
(49) representsthe character’s actual age in years, If the
character has an available supply of anagathics, list
anagathics as a possession. If the character is currently
in withdrawal from anagathics (just lost the anagathics
supply this term), add an exclamation point after the
age: Age 33! (49). Players whose characters are using
anagathics should also keep careful track of the total
number of terms during which the characterwas under
the effects of anagathics, in order to determine even-
tual side effects.

Anagathic Side Effects: After about 60 years of use (15
aging periods of cumulative use, with or without
periods of interruption), anagathics begin to tum on
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their users. The manipulation of the body’s grnwth

ability that is used to keep the body constantly renew-
ing itself to maintain youthful cells begins to get out of
sync. This is first evidenced by the growth of rather

unsightly cysts and tumors, and discoloration of certain

body areas where local cell growth is getting out of

control. The cysts and tumors are relatively easy to

remove, and cosmetics can treat many of the other

difficulties. As time goes by, however, the effects tend

to get worse. Certain body parts experience runaway
growth, and in some cases the body attempts to grow
new limbs. Treatment of these effects requires major

surgery, and often requires replacement with cyber-
netic or transplanted limbs. Ultimately, psychological

damage is done to the user by a combination of direct

effects of the drugs and creeping discomfort at the
physical changes being brought on.

Roll on the Anagathic Side Effectstable at the end of each
aging period once anagathics use has reached 60 years.
Adda +1 DM foreach additional four-year aging period
since the character reached 60 years of anagathics use.
Assuming the character is under the regular medical
attention of a doctor, use the doctor's Medical (Sur-
gery) or Medical (Diagnosis) skill (not asset) as a-DM.
In addition, some characters may have metabolisms

that are ultimately unsuited to anagathics use. This
can be determined by a Formidable: Medical (Diag-
nosis) task by the user’s doctor when the character
first begins anagathics use. This is an uncertain task,
so characters may not always know whether ana-
gathics use is especially dangerous for them. Repu-
table doctors will not cooperate in an anagathics
regimen with characters who are found to be un-
suited toit. Characterswho are unsuited for anagath-
ics have an automatic +5 DM on all side effects rolls,
plus there is no -DM applied for Medical skill of the
attending physician,

Note that some of the results on the Anagathic Side
Effects table have an additional +DM after the descrip-
tion of the result. This is a cumulative DM which is used
in addition to the years of use DM on the next side
effects roll.

Minor growths require minor surgery with no dan-
gerof physical damagetothe character. Major growths
require surgery with moderate danger to the character;
major disfigurations require major surgery with signifi-
cant danger to the character. Psychological effects are
up tothe referee. Referees may stipulate that characters
who already exhibit psychological imbalances will
experience higher levels of psychological effects from
the table.

What is ironic about these side effects is the fact that
the body still continues to be prevented from aging
even while it is decaying in other, perhaps more
offensive, ways. Even though the character might have
to have cysts removed a couple times each year, and
has the bud of a misshapen hand growing on a
shoulder blade, he is still young. (Three score and 10:
it's not just a good idea, it's the law.)

Aging Crisis

If, as a result of aging, a characteristic is reduced to 0,
the character has an aging crisis and becomes quite ill.
The character must make a 2D6 roll for 8+.

If the roll succeeds, recovery is made immediately.
The characteristic which was reduced to 0 automati-
cally becomes 1. If the die roll does not succeed, the
character still survives and recovers the attribute to level
1, but receives no skills or benefits for the term and may
not enter another character generation term.

This process occurs each time a characteristic is
reduced to 0. If more than one characteristic reaches 0
simultaneously, perform a separate aging crisis roll for
each characteristic.

Disability: At a certain point in life, characters may
elect to quit adventuring, allowing players to generate
new characters. The referee may elect to retain these
characters as NPCs, perhaps as contacts of the new
player characters.
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SKILL- AND
ATTRIBUTE-DERIVED VALUES

Once the player has finished all steps of character
generation affecting skills and attributes, the following
values, which are derived from skills and attributes, can
be calculated.

Hit Capacity: Hit capacity is ameasure of the amount
of damage (hit points) a character can take before
suffering serious injury. Hit points can be suffered in any
of seven different parts of the body: left leg, right leg,
left arm, right arm, abdomen, chest, and head. The hit
capacity of the head is equal to twice the character’s
Constitution (CONx2), The hit capacity of the
character’s chest s equal to 3 times the sum of Strength
and Constitution—(STR+CON)x3. Each of the other
body parts has a hit capacity equal to 2 timesthe sum of the
character’s Strength and Constitution—(STR+CON)<2,

Boxes are provided on the character sheet for players to
write in their PCs" wound level thresholds so the players will
knowtowhat degree their charactershave beenwounded.
See “Wound Effects,” page 288, to determine wound level
thresholds and the effects of being wounded. Except for
the Critical column, thevaluesin the boxeson the character
sheet represent the amount of damage the PC can take
before progressing to a more severe wound status.

The Current boxes should be used to keep track of how
much damage the characterhastaken. Thenumbersinthe
Slight wound boxes are equal to the base hit capacity
numbers of the PC (generated by the above procedure),

Weight: A male character’s weight in kilograms is
equal to 80, plus 4 times Strength minus Agility, or
[4x(STR-AGL)]+80. Thus, a male character with a
Strength of 6 and an Agility ‘of 1 would weigh 100
kilograms (about 220 pounds), while a male character
with a Strength of 4 and an Agility of 8 would weigh 64
kilograms (roughly 141 pounds).

Physiological differences, particularly in bone struc-
ture, result in smaller body masses for women. There-
fore, weightin kilograms for female characters is calcu-
lated by substituting 65 for 80 in the formula, or
[4%(STR-AGL)]+65. Thus, a female character with a
Strength of 6 and an Agility of 1 would weigh 85
kilograms (about 187 pounds), while a female charac-
terwith a Strength of 4 and an Agility of 8 would weigh
49 kilos (roughly 108 pounds).

Load: A person can lug a considerable weight of
equipment, even cross-country, but there is a limit. In
Traveller, characters may carry, without being heavily
burdened, a total weight in kilograms equal to 3 times
the sum of their Strength and Constitution—
(STR+CON)x3. This is called a character’s normal load.
Up to twice the normal load can be carried, but the
character is considered burdened and has movement
reduced, as explained on page 265 in the Personnel

Movement section. A burdened character’s Initiative is
also temporarily reduced by 1 (to a minimum of 1; see
Initiative below and on page 264). A character may lift
loads up to 4 times the normal load and carry them short
distances (50 to 100 meters at a time; Initiative is reduced
to 1 while thisloadis carried). Note that multiple characters
may add their load capacities to lift heavy objects.

Throw Range: The distance (in meters) a character
can throw a one-kilogram weight accurately is called
the character’s throw range. Throwrangeis4 times the
character’s Strength (STRx4).

Unarmed Combat Damage: Unarmed combat dam-
age indicates the hit-pointloss a character inflictson an
opponent when that opponent is successfully hit dur-
ing melee combat. Unarmed combat damage is deter-
mined by multiplying Unarmed Martial Arts skill (not
asset) by Strength and dividing by 10, rounding frac-
tions down (SkillxSTR)+10. The result is the number of
hit points the striking character will inflict per successful
attack. (Note: A result of 0 is considered 1.)

Example: Reese has a Strength of 7 and an Unarmed
Martial Arts skill level of 8, 7x8=56. 56+10=5.6, rounded
down to 5. Therefore, Reese will inflict 5 hit points per
unarmed melee combat attack.

INITIATIVE

By the time we hit Hastoan and liberated it from the
benevolent rule of its “God-Emperor” (I am not joking),
we ‘d all been through enough that we knew what we were
doing and had the drill down pretty tight, We were on the
ground before his air defense network had a decent fire
control lock on anything but decoys, inside the city before
his troops had the guntracks powered up, and inside his
palace before anyone thought to button it up. Then we hit
his Sacred Guard, 500 of the roughest, toughest guys he had.

| suppose they were pretty good at bullying sodbusters and
stealing chickens, but when it came down totheirfirst realfight,
they were just another bunch of jerks in silly outfits. We found
out later their motto was “Death Before Defeat. ”

All they got wrong was the order.

Initiative represents a character’s ability to remain
cool and act most effectively in combat situations.
Characters with a high Initiative score will move further
and/or achieve more actionsin a combat turn than will
characters with low Initiatives. This is not because the
high-Initiative characters are anyfaster, but simply because
they react more quickly and spend less time hesitating.

Initiative values range from 1 up, with beginning
characters tending to start out on the low end of the
scale, then increasing as they gain experience in com-
bat. Each characterin Traveller can perform either one
or two actions per combat turn, depending on their
Initiative level, and the order in which actions are
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performed is determined by the characters’ Initiative
ratings. The Planetary Combat section, page 264,
explains this all in a bit more detail, but it should be
obvious even now that Initiative is very importantif you
are to be involved in combat.

Each character’s initial Initiative is obtained by a die
roll based upon the types of careers that character has
pursued. Education and civilian careers yield a begin-
ning Initiative of 1D6+2, rounded down (count O
resultsas 1; thustheresultsare 1, 1, 1, 2, 2, 3). Military
careers yield a roll of 1D6. Also, in each of these two
areas, there are some careers that give bonuses to
Initiative, asindicated under each career, beginningon
page 43. (Note that bonuses listed for civilian careers
onlyapply to the civilian die roll[1D6+2], and not to the
1D6 military die roll. These bonus points are not
cumulative—you can only gain a maximumof +1 to a
roll.) If your character has both military and civilian
careers, choose which of the two rolls you wish to use.
For example, Kris Leathers has spent two terms in the
Marines and one in civilian law enforcement. The
Marine career gives hera 1D6 roll, and the law enforce-
ment would give her 1D6+2 +1. Leathers’ player
decides to take the civilian roll as the bonus guarantees
her an Initiative of at least 2.

If you prefer not to leave beginning Initiative to
chance, you may simply assign a 2 to the character, or
a 3 if at least one military career was taken. Career
bonuses do apply to this option as well (a military
character with a bonus for being a commando would
begin with a 3+1=4).
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STARTING MONEY
AND INITIAL EQUIPMENT

Just as characters have a history of careers and
contacts before the start of a Traveller adventure
campaign, they will also have accumulated equipment
and savings. In order to reflect this fact, players gener-
ate starting money for their characters, then use that
money to buy the equipment they desire.

Starting Money

In general, during each careerterm, a character gains
a certain base cash value multiplied by the sum of the
character’s Social Standing or Gambling asset, which-
everis higher. The base cash value is determined by the
tech level of the character's homeworld. This rather
genericallyrepresents both a character'seaming power
and ability to save. Of course, the money itself repre-
sents not only savings, but also equipment accumu-
lated over the years. That is, after starting money has
been calculated, any of it that is spent on equipment is
considered to have been spent over the course of the
character’s life thus far, not all at once. And any money
left over is considered savings.

As has been stated, Social Standing or the Gambling
asset is typically the value used when calculating
starting money. Some career descriptions list excep-
tions to this rule. (For example, belters receive no
money for terms served as belters, but may have made
a strike and earned considerable money from that.)
There are also several other special cases, as noted in
the Other Effects section of the specific career descrip-
tion. For example, no
money is ever generated
forany termspentin edu-
cation.

Also, remember that
each term spent seeking
anagathics (whethersuc-
cessful or unsuccessful)
cannot be counted to-
ward generating money.

e, Finally, while it may be
APy somewhat easier to gen-
AN (ATl erate all starting money
NPl -4 after character genera-
; 1 tion is complete, it is ac-

\; Y] tually more accurate (and
B more enjoyable) to do so

term by term as charac-

ters progress through

their careers. This is so

| because Social Standing

h-ymy:] often changes during

ol charactergeneration. For
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purposes of fairness, it is important that all players
either do it the one way or the other. Your referee will
tell you which way he or she prefers.

For each eligible term in character generation, the
character multiplies the cash base value from the table
below by the higher of his SOC or Gambling asset. For
example, a six-term character who spent one term in
undergraduate university, one in law school, one as an
attorney, two as a criminal, and one as a prisoner,
would only receive money for three terms.

CASH BASE VALUES
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Initial Equipment: After generating a character’s
starting money, a player can look through the equip-
ment chapter and purchase items appropriate to the
character. While doing this, there are a few things to
keep in mind.

First, on many worlds it is illegal to carry knives,
pistols, or other weapons. Furthermore, just because
something is legal, that doesn’t necessarily make it
wise. If you walk into a bank with a laser rifle across your
back, a revolver strapped to your thigh, and a hunting
knife in each boot, you can expect trouble from the
locals.

Next, buy equipment that is appropriate for your
conception of your character. Your referee will reward
you for adhering to a realistic character concept. Before
buying equipment, ask your referee if he or she has any
guidelines for you to follow specific to the campaign
you will be playing. Forexample, laws concerning what
is or is not legal vary greatly from locality to locality in
Traveller, so depending upon where your characters
will begin play, there may be greater or fewer con-
straints on your characters. Your referee may also
inform you that certain items of equipment are easier
or harder to find in your character’s locale, which could
also affect your purchase of equipment. By following
your referee’s guidelines, you'll help to ensure that your
adventures have a consistent atmosphere.

Travellers’ Aid Society: Some characters in the
Regency may be granted membership in the presti-
gious Travellers’ Aid Society (see The Travellers’ Aid
Society on page 220 for more details). Characters who
spend one or more terms in the navy, Marines, or
belters, or as adiplomat or wealthy traveller can receive
membership in the TASin place of 1 ship DM. Member-
ship provides a free high passage ticket every two

months, plus inexpensive, high-quality food and lodg-
ing at TAS lodges located at all type A and B starports.

Too many people want to get “off-dirtside” for the
number of ships there are out there, and everyone wants
a piece of whatever action they can find. You end up
working for a ship share here, another there, taking a
couple prize shares from a raid somewhere else, and
swapping the things around until you have pieces of a
dozen ships and nobody knows who the hell owns what,

It hasn't taken long for me to figure | was using up my
luck faster than | ought to. When it’s time to out-process
from the Marines, I'm going to find a steady berth doing
what Strombooli had taught me to—working the feeder
routes in a tramp trader and keeping my eyes open.

There are half a dozen of us who're going to go in
together. We'll swap out our prize shares and some cash
for enough of aworking interest in an antique ship. That'll
be enough to get us started.

Starships: It is possible for characters to own a
starship at the beginning of the game. Many careers
show a die roll modifier for starship ownership under
the Other Effects listing. In addition, characters may
purchase ship ownership DMs for Cr50,000 each
following determination of their cash assets. Charac-
tersmay also cash in the ship ownership DMs they have
received for Cr10,000 each.

Onedie rollismade forthe entire adventuring group,
and all die roll modifiers are added together. Several
tables are provided, and the table used is determined
by the character with the highest single type of ship
DMs. If several characters have the same total, any
qualified table may be chosen. Purchased DMs may be
taken toward any ship type desired.

For example, one character has a ship DM of +4 for
a Free Trader, while a second character has ship DMs
of +3 for a Scout/Courier and +2 for a Corsair. This gives
the two of them a combined DM of +9, and the roll is
made on the Free Trader table since that is the highest
single ship type DM (even though the second player
has a higher total combined DMs).

The result on the Starship table (page 39) indicates
either a ship of the indicated type or a certain number
of “HP,” or high passage tickets or “MP,” or middle
passage tickets (see page 219). If a result in HPs is
obtained, players contributing DMs earmed as part of
character generation split up the HPs according to their
DM contributions. Purchased DMs are refunded to the
player who purchased them, but only at trade-in value
(i.e, Cr10,000 as opposed to the Cr50,000 paid up
front). Trying to buy a ship is economically risky.

Ship results are usually shown with a value modifier
of =1 or more. This modifier means either that a large
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outstanding balance is owed on the ship, the ship is
actually a modification of some other design and not
purpose-built, or it is old and consequently wormn out.
(Often it is a combination of all three.) The total value
modifier may be divided between these three catego-
ries as desired. Each value modifier adds either 1 to the
wear value of the ship (to a maximum of 10), a-1DM
on the Ship Types table on the following page, or five
years to the outstanding mortgage (to a total of 40
years, or 8 modifiers). For as long as remains to pay off
the loan, the PCs must pay /240 of the new price of the
ship to the bank or one of its authorized branches each
month (starship prices are listed in the Equipment &
Technology chapter).

The players must first choose how many of the value
modifiers they wish to work off as -DMs on the Ship
Typestable, and roll forthe ship type. This has the result
of giving smaller and less capable ships. Note that the
table also allows +DMs. These can be taken on a 1-for-
1 basis at the cost of additional value modifiers to those
rolled on the Starships table. The players can then work
these off as either wearvalue or outstanding mortgage.
Note that players can not take +DMs on this table that
would increase their outstanding value modifiers to
over 16 points.

Stellar Regions: Modifications are made to the die
rolls based on the stellar regions in which the PCs are
generated. These reflect the relative scarcity of ships in
certain regions, and therefore their absolute value in
these areas. This is reflected in two different ways. First
is a -DM for stellar region, as shown in the Stellar
Regions DMs table.

The second is the way in which the outstanding
mortgage requirement is satisfied. In the Regency,
these can be converted into a percentage ownership in
the ship by the Regency Quarantine Service (which
amounts roughly to a reserve commission in the Re-
gency Navy). Briefly, security requirements and the
need to maintain an airtight quarantine against the
virus have put a premium value on defensive ships in
the Regency. In order to keep the maximum number
of ships available for use, the Regency has taken to
subsidizing the private ownership of ships that can be
used to enforce the quarantine. Each value modifier

taken as Regency ownership is equivalent to a 12.5%
share in the ship by the Regency, and reflects an
increasing probability that the PCs and their ship will be
called into service on Regency business. This is not
required, however, and players can opt to assign value
modifiers to normal mortgage payments owed to a
bank.

In the Old Expanses and Pocket Empires, govem-
ment-owned banks own the mortgages on the ships,
which means that not only must the players continue
to meet the payments, they must also use their vessel
in accordance with the directives of the government. In
almost all cases, this requires adherence to certain
shipping schedules. In this way, these governments
ensure that service is maintained to their member
worlds by the handful of ships that are available. There
is one advantage to the PCs in this arrangement: The
government does not require payment each month if
the PCs cannot afford it. Itis much moreimportant that
theystick to the shipping schedule. No penalties accrue
for missed payments, but the PCs still remain far away
from free and clear ownership.

In the Wilds, all value modifiers are immediately
applied to the ship’s wear value, up to the maximum
level of 10. All excess value modifiers are disregarded.
In the Wilds, the few ships date back to the Final War,
and have already been lovingly passed down from
one crew to the next for so long that there are no
outstanding bills, only outstanding maintenance.
Note that this means that no PC groups in the Wilds
can take +DMs on the Ship Types Table if this would
raise the total value modifiers to more than 10.

Ship Types: A Scout/Courier is a very common type
of dispatch, survey, and exploratory vessel within
human space. A Survey ship is a larger ship designed for
detailed scouting and survey. A Free Trader is an
elementary interstellar merchant ship plying the space
lanes carrying cargo and passengers. Far Traders, Fat
Traders, and Liners are otherinterstellarmerchant ships
with larger size or greater performance. A Yacht is a
pleasure craft, owned by someone who can afford to
use it as he or she sees fit. A Lab Ship is a mobile base
for scientific analysis and investigation. A Warship is an
armed starship, perhaps a patrol or escort vessel, or a
commercial
raiding ship—a
privateer or pi-
| rate vessel. A
Seeker is a
Scout/Courier
modified for as-
 teroid-pros-
' | pecting and

1 mining.
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HARACTERS

Career List

In Traveller, careers are divided among three broad
categories: Education, Civilian, and Military. Charac-
ters can pursue any types of career for which they meet
the prerequisites (if any).

Note that while the careers listed here do not cover
every possible occupation a person might pursue, it is
possible to reflect other occupations by creatively
mixing those listed below.

Clusters, Skills, and Cascades: In all of the lists
below, clusters of skills are printed in bold while indi-
vidual skills are printed in normal type. Individual skills
that are printed in italics are cascade skills. When
players select a cluster for their characters, they must
then goto the skill clusters list to pick a specific skill from
that cluster list. Players who select cascade skills must
choose the cascade specialty. When a cluster or cas-
cade s listed with a skill level number after it, that is the
number of skills to be taken in the cluster or cascade,
and must be specified immediately. For a listing of all
skills, clusters, and cascades, see the Skills by Skill
Clusters table on page 113 of the Task Resolution and
Skills section in the “Referees” chapter.

Contacts: If more than one type is listed, the charac-
ter may choose.

EDUCATION

Higher education is a prerequisite for many careers.
Certain forms of higher education have Education attribute
requirements for admission; others do not. All schools are
limited to one term, except for graduate university, which
may be taken as many times as desired.

Undergraduate University

In easy times, undergraduate education was seen as
a generalized preparation for a broad range of activi-
ties. In the more challenging times covered by Travel-
ler, a more pragmatic approach is followed, and
undergraduate education is used to meet specific
educational goals required by academic or technical
careers.

Prerequisites: Education 5+, Homeworld Tech =
Ind+.

Skills: Total skill levels equal to character’s Education
attribute from any combination of the following, but
no more than level 3 in any one skill:

Physical Science, Economics, Engineer, Social Sci-
ence, Fine Arts, Computer, Language, Leadership.

Contacts: One per term, either academic or joumalism.

Other Effects: +1 EDU (after all skills have been
awarded). No commissions, promotions, or special
duty rolls are made. No income received while attend-
ing undergraduate school.

Military Academy

Not all governments believe in military academies,
Many armies feel they do better by selecting promising
enlisted personnel for officer training. But those gov-
ernments that do maintain military academies do so at
least in part because of the glowing traditions and
reputations that these institutions maintain,

There are military-style academies maintained that
serve the following careers: Army, Merchant Marine,
and Wet Navy, The academy used for Marines is the
Naval Academy (see Flight Academy, below).

Prerequisites: Strength 5+ and Education 6+ (or, on
High+ Gov worlds, SOC 9+), Homeworld Pop = Mod+,
Homeworld Tech = Ind+.

Skills: Total skill levels equal to character’s Education
attribute from any combination of the following, but
no more than level 3 in any one skill:

Determination, Engineer, Interaction, Social Sci-
ence, Space Tech, Technician,

In addition, the character receives all of the First Term
skills from whichever service the academy serves.

Contacts: Two military.

Other Effects: No secondary activities are allowed
while attending military academy, nor is any money
received. Character receives an automatic commis-
sion into the career served by the academy. Charac-
ter must serve at least one term in the career served
by the academy. Since the character has already
received the First Term skills for this career during the
academy, the first real term in the career receives
skills chosen from the Subsequent Terms section
equal in number to the skill levels of the First Term
package.

Graduate University

Characters who wish to progress from an under-
graduate degree to a master’s degree or doctorate go
to grad school to do so.

Prerequisites: Undergraduate degree, EDU 7+ or
INT 7+, Homeworld Tech = Ind+.

Skills: Four levels per term in any one specialty, plus
a total of two levels in any electives.

Specialties: Physical Science, Economics, Engineer,
Social Science, Fine Arts, Computer, Language.

Electives: Computer, Instruction, Language, Lead-
ership.

Contacts: One per term, academic or government.

Other Effects: +1 EDU (after all skills have been
awarded). No commissions, promotions, or special
duty rolls are made. The first term provides a master’s
degree; each subsequent term provides a doctorate (or
equivalent). Degrees must be taken in one of the
specialties noted above. Characters who specialize in
Persuasion are granted master’s degrees or doctorates

e

.  =r

=[]

< Lol




in Communication. No income is received while at-
tending graduate school.

Graduate university may be selected for as many
terms as desired.

Law School

If you want to be a lawyer, you have to go to law
school, buta lot of other lines of work can benefit as well
from the things a law student learns.

Prerequisites: Undergraduate degree, EDU 5+ or
INT 5+, Homeworld Tech = Ind+.

Skills: Admin/Legal 2, Interrogation 2, Observation
1, Persuasion 2, Bargain 1.

Contacts: One academic or government.

Other Effects: No commissions, promotions, or
special duty rolls are made. Noincome s received while
attending law school.

Medical School

Medical school is a prerequisite for working as a
medical doctor or a psychiatrist. Few people go to the
trouble of going to med school without going on to
pursue one of those careers.

Prerequisites: EDU or INT 8+. Undergraduate de-
gree, Biology 3+, Chemistry 2+, Homeworld Tech =
Ind+.

Skills: Computer Operation 1, Medical 6, Observa-
tion 1.

Contacts: One medical.

Other Effects: No secondary activities are allowed
during medical school. No income is received while
attending medical school. Upon completion of medi-
cal school, character receives an automatic commis-
sion (as doctor) in the career of medicine.

Flight Academy

A variety of flight academies are maintained by
advanced worlds to train pilots of aircraft and star-
ships for both military and civilian service. Entry is
highly prized, so competition for available openings
is great.

Prerequisites: Education 6+ and Agility 6+, or (on
High+ Gov worlds) Social Level 9+. Homeworld Tech =
Early Stellar+. (Flight Academy for Aviation possible if
Homeworld Tech = Ind+, but no skills from the Space
Vessel cluster may be selected, nor may the Interface/
Grav cascade of Pilot be selected.)

Skills: All First Term skills for the appropriate career
(Aviation, Navy, Scouts, or Traders), plus a total of 6
levels from any one or a combination of the following:

Pilot, Space Vessel, Leadership.

Contacts: Two military.

Other Effects: No commissions, promotions, or
special duty rolls are made. No income is received while

attending flight academy, norare any secondary activi-
ties allowed. At the start of the next term, the character
automatically enters the chosen career (regardless of
whether he or she has the normal prerequisites) with a
commission. Since the character has already received
the First Term skills for this career during the acad-
emy, the first real term in the career receives skills
chosen from the Subsequent Terms section, equalin
number to the skill levels of the First Term package.
Characters who have attended the Navy version of
Flight Academy may enter either the Navy or Marines
career.

Technical School

In the aftermath of a major collapse, the drive for a
well-rounded, well-educated populace has been nearly
trampled in a mad dash to get people a skill and get
them to work rebuilding.

Prerequisites: Homeworld Tech = Ind+.

Skills: A total of 6 levels from any one or a combina-
tion of the following:

Techniclan, Space Tech, Medical, Economics, Com-
puter, Aircraft, Vehicle.

Contacts: One specialist (skill level 8) in one of the
areas listed above.

Other Effects: No commissions, promotions, or
special duty rolls are made. Noincome is received while
attending technical school.

Hiver Technical Academy

In 1193, in an effort to help rebuild the star systems
along their frontier, the Hivers contacted the handful of
worlds in the Old Expanses which would soon form the
Dawn League. Shortly thereafter, they established the
first technical academies to educate the scientists,
engineers, and starship crews that would spearhead
the re-establishment of commerce.

Prerequisites: Homeworld in the Old Expanses. EDU
or INT 7+.

Skills: Total skill levels equal to character’s Education
orIntelligence attribute (whicheveris greater) fromany
one of the following skill clusters (but no more than 4
levels in any one skill), plus 1 skill level in each of the
other skill clusters:

Space Vessel, Space Tech, Physical Science, Engi-
neer, Technician.

Contacts: One Hiver specialist (skill level 8) in one of
the areas listed above.

Other Effects: +2 EDU (after all skills have been
awarded). No secondary activities allowed while in the
academy. No commissions, promotions, or special
duty rolls are made. No income is received while
attending technical academy. All homeworld tech
limits on skills are waived while attending Hiver techni-
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cal academy. Due to the fact that Hiver technical
education has only been available for about eight years
in the Old Expanses, characters may only take one
more career term after completing the academy.

CAREERS

There are two types of careers: civilian occupations
and military careers. Both function in the same way.

Clusters, Skills, and Cascades: In all of the lists
below, clusters of skills are printed in bold while
individual skills are printed in normal type. Individual
skills that are printed in italics are cascade skills. When
players select a cluster for their characters, they must
then go to the Skills by Skill Clusters List on page 113
to pick a specific skill from that cluster list. Players who
select cascade skills must choose the cascade specialty.
When a cluster or cascade is listed with a skill level
number after it, that is the number of skills to be taken
in the cluster or cascade, and must be specified imme-
diately. For a listing of all skills, clusters, and cascades,
see the Skills by Skill Clusters Table on page 113 of the
“Referees” chapter.

First Term Skills: The character receives this package
of skills during the first term in this career, whether the
term is the character’s first career term, or only the first
term in this career after other terms in another,

Subsequent Term Skills: The character chooses a
number of skills from this list based on the character’s
total term number (not term number in this career). In

a character’s First Term (starting at age 17), a character
will receive the listed First Term skills. In subsequent
terms (unless these are the first term in a new career,
and earn the First Term package), the number of skills
receivedis4 inthe second, 3 inthe third, 2 in the fourth,
and 1 in the fifth and later terms.

Special Assignment: Each term, the player has a
chance to get a special assignment, also called special
duty orspecial adventure, depending upon career. This
is listed under the Special heading in the All Terms
section. The first notation is the die roll on 2D6 that
must be made to receive the special assignment. There
is a +DM applied for each term already served in the
career. For example, a character in the first term of a
career has no DM, in the second consecutive term of
that career has a+1 DM, and so on. Each career switch
causes the DM to reset to 0. If the roll is made, the
character receives a number of skills from the special
assignment list according to the total term number
(not term number in this career). That number of skills
is the same as term skills for that term,

Thereis noeffectif the special assignment rollis failed.

Age Special
Term (Start-End) ~ Term Skills ~ Assignment Skills
. b ; DM
~21-25 4* 4
2829 . LS
29-33 2* 2

EAREYY, 7834 ., < con W ST
*Or First Term skill packet for first term in a new career.

Promotion: Notevery career has a rank list to go with
the chance of promotion, but all do get a bonus skill
from the Subsequent Terms list for each successful
promotion.

Contacts: If more than one type is listed, the charac-
ter may choose. Some of these require a roll to be made
at the time the contact is selected to see if the contact
is special (see the Character Generation section).

Continuation Rolls: If using the random method
forfinishing character generation, roll 2D6 at theend
of each term. If the result is greater than the total
number of terms served so far, the character may
continue on to another term. If the result is equal to
or less than the number of terms served, character
generation is over.,

Changing Careers: A character who intends to
change careers on the next term subtracts 1 from the
continuation die roll. (Going from an education termto
another education or career term does not count as a
career change; going from a career term to an educa-
tion term does count as a career change.)
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CIVILUAN OCCUPATIONS

Civilian occupations include the majority of things
most people think of as typical careers. But many things
that people do not normally think of are included here
as well,

Athlete

No matter how wealthy and advanced or how poor
and primitive asociety, it seeks escape fromitseveryday
cares by following competitive sports. On some worlds
these sports can be violent and quite dangerous.

Prerequisites: CON 9+ or AGL 9+ or STR 9+. Home-
world Pop = Mod+.

First Term

Skills: Acrobatics 4, Medical 1, Melee 1.
Subsequent Terms

Skills: Acrobat, Determination, Melee, Personal
Transport.

All Terms

Special Adventure: 8+ forEconomics, Charm, Vice,
Perception.

Promotion: 6+, DM +1 if CHR 7+.

Contacts: One business, journalist, entertainment,
medical, or specialist (Acrobatics or Melee) per term. If
a special adventure is rolled, one additional contact of
any type.

Other Effects: For each term as an athlete, use the
higher of STR, AGL, or CON instead of SOC when
calculating starting money. During each term as an
athlete, any one physical attribute (STR, AGL, or CON)
may be increased by 1 (up to 2 each; see page 20).

Attorney

This is what you do with a degree from law school.
See that entry, above, for background information.
Prerequisites: Law School.
All Terms

Skills: Charm, Interaction, Economics, Percep-
tion, Social Science.

Special Adventure: 7+ for Crime, Vice, Determina-
tion.

Promotion: 7+, DM +1 IF EDU 7+.

Contacts: One per term, government or criminal.

Other Effects: Two secondary activities are allowed
perterm. +1 SOC per term served. Double SOC when
determining starting money for each term served as an
attomey.

Barbarian

Where technology has been completely swept
away, humanity continues to survive by virtue of
native wit and an understanding of the natural
environment.

Prerequisites: Homeworld Tech = Pre-Industrial.

First Term

Skills: Perception 2, Acrobat 1, Explore 3, Animal

Handling 1, Melee 1.
Subsequent Terms

Skills: Determination, Perception,
Charm, Interaction, ArchaicWeap-
ons, Acrobat, Explore, AnimalHan-
dling, Melee, Personal Transport.
All Terms

Special Adventure: 6+ for Ar-
chaic Weapons, Economics, Ves-
sel, Crime, Vice, Artisan.

Promotion: 6+, DM +1 if CHR
7+. If on Low Govworld, DM +1 for
SOC 8+. If on High+ Gov world,
automatic promotion if SOC 8+.

Contacts: One barbarian per
term. If aspecial adventureisrolled,
the contactmayinstead be atrader.

Other Effects: +1 SOC per pro-
motion. If more than one term is
served, +1 to Initiative.

Belter

Industrial societies need miner-
als, and many long-settled worlds
have mined out the exploitable
deposits. Asteroid belts, however,
contain rich reserves of minerals
and gases, plus occasional deposits
of rare earths and radioactives. A
belter’s life is demanding, but of-
ten very rewarding.

Prerequisites: AGL 6+ and Ge- /([
ology 2+. Homeworld Tech = Pre- wl

Stellar+.
First Term

Skills: Spacehand 2, Geology 1,
Technician 1, Excavation 1, Eco-
nomics 1, Ship’sEngineer1, Space
Vessel 1.
Subsequent Terms

Skills: Determination, Percep-
tion, Spacehand, Physical Sci-
ence, Technician, Engineer, Eco-
nomics, Space Vessel, Interaction.
All Terms

Special Adventure: 6+ for Gun
Combat, Melee, Language, Space
Tech, Charm, Vice.

Promotion: 7+, DM +1ifINT 7+.

i A
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Belter

Contacts: One per term, criminal, business, trader,

or law enforcement.
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Other Effects: At the end of each term (except the
first) roll for a strike. Making a strike is Difficult test of
Geology (see Task Resolution and Skills, beginning on
page 106, for an explanation). If the task roll is success-

ful, roll 2D6 and multiply the result
by Cr100,000 for the cash income
from the strike. In addition, the
character receives a Seeker ship.
The character may continue as a
belter and try for additional strikes.

-1 SOC per term (including the
first) served unless and until the
character makes a successful strike.
+3 SOCif astrikeis made. No effect
on SOC (plus or minus) for being a
belter after the first strike is made.

1 ship DM per term for a Scout/
Courier, but only if no strike was
ever made.

Bounty Hunter

With less central govemment au-
thority than in previous eras, there is
considerable demand for bounty
hunters, Although governments of-
fer bounties on escaped criminals or

rebels, other organizations also are
willing to pay to have malefactors
captured. Often the object of the
bounty is not a person at all, but a
stolen ship or technical artifact.

Prerequisites: Agility 4+.
First Term

Skills; Gun Combat 1, Melee
1, Determination 2, Perception
2, Spacehand 1.
Subsequent Terms

Skills: Charm, Determination,
Vice, Melee, Gun Combat, Per-
ception, Spacehand, Personal
Transport.
All Terms

Special Adventure: 6+ for Lan-
guage, Space Tech, Space Ves-
sel, Crime.

Promotion: 6+, DM +1 if AGL

T , 6+.
I ”_JF- v | Contacts: One per term, crimi-
/ fm- .ﬂi' N B nal or law enforcement.
Civil PH = Other Effects: When figuring

beginning cash, use INT+Street-
wise instead of SOC for each term as a bounty hunter.
If more than onetermis served, +1 to Initiative. 1 ship
DM per term for a Scout/Courier.

Bureaucrat

Someone has to oil the machinery of government
in order forittowork at all, but few people appreciate
the importance of your job.

Prerequisites: EDU 7+. Homeworld Law = Moder-
ate+,

First Term

Skills: Perception 1, Economics 3, Charm 1, Vice 1,
Interaction 2.

Subsequent Terms

Skills: Perception, Economics, Charm, Vice, Inter-
action.
All Terms

Special Duty: 8+ for Gun Combat, Language,
Spacehand, Crime, Vehicle.

(On Pre-Industrial tech worlds, Explore, Archaic
Weapons, and Animal Handling are taken in place
of Spacehand, Gun Combat, and Vehicle. On In-
dustrial worlds, Vesselis takenin place of Spacehand.)

Promotion: 7+, DM +2 if INT 8+. If on Low Gov
world, DM +1 for SOC 8+. If on High+ Gov world, SOC
8+ receives automatic promotion.

Contacts: Two government contacts per term.

Other Effects: Each promotion adds 1 to SOC.

Civil Engineer

New construction materials and design techniques
are being developed every day. A whole civilization
needs rebuilding, and that means your skills will be
needed on a hundred worlds and in a variety of
environments,

Prerequisites: Master’s degree, Construction 4+.
First Term

Skills: Engineer 2, Explore 2, Physical Science 1,
Technician 1, Vehicle 1.

Subsequent Terms

Skills: Determination, Economics, Engineer, Ex-
plore, Interaction, Physical Science, Technician,
Vehicle.

All Terms

Special Assignment: 8+ for Gun Combat, Lan-
guage, Crime, Vice, Spacehand.

Promotion: 7+, DM +1 if EDU 6+.

Contacts: One per term, government.

Other Effects: On Pre-Industrial tech worlds, Ex-
plore, Archaic Weapons, and Animal Handling are
taken in place of Spacehand, Gun Combat, and
Vehicle. On Industrial worlds, Vessel is taken in place
of Spacehand.

Civil Pilot

Whether flying light aircraft into the outback or
shuttles to the high port, pilots are a crucial and
much-needed profession. Before Virus, many routine




orbital and aircraft piloting tasks were entrusted to
automation, and on many worlds these craft became
so many murderous angels of death.

Although everybody talks about how they’ve de-
veloped countermeasures against that, thatjust won’t
cut it for most people. They want to be able to look
up front and see someone sitting there, giving it that
personal touch.

Prerequisites: Technical school orflight academy,
Pilot 3+, Homeworld Tech = Industrial+.

First Term

Skills: Navigation 2, Observation 2, Aircraft 2.
Subsequent Terms

Skills: Technician, Explore, Perception, Aircraft.
All Terms

Special Duty: 8+ for Language, Crime, Vice,
Spacehand, Space Vessel, Personal Transport.

Promotion: 6+, DM +1 if AGL 6+.

Contacts: One per term, specialist (aircraft pilot).

Other Effects: None.

Computer Operator/Programmer

Just as the invention of the semiconductor revolu-
tionized the world by ushering in the Computer Age,
so the advent of Virus has permanently altered the
way that humanity views its machines and the data
processing apparatus that runs them. As a computer
operator or programmer, you serve not only an
important technical support function, but also as the
first line of defense against Virus, particularly when
covering relic equipment.

Prerequisites: Technical school or undergraduate
degree, Computer 2+, Homeworld Tech = Pre-Stellar+.
First Term

Skills: Economics 2, Technician 4.

Subsequent Terms

Skills: Economics, Technician, Interaction.
All Terms

Special Assignment: 8+ for Language, Spacehand,
Techniclan.

Promotion: 7+, DM +1 if INT 7+.

Contacts: One specialist (Computer or Electronics)
per term. If a special adventure is rolled, add extra
contact of any type.

Other Effects: Computer operator/programmers
are allowed two secondary activities per term.

Construction Worker

There's plenty of stuff to be rebuilt. Between a 14-
year civil war and a psychopathic virus, a lot of things
got broken. For a long time, no one had the means to
do anything about it, but that’s starting to change.
There’s a palpable sensation, a new will that you can
feel coursing through humanity, and where there’s a

will, there’s a way. With the sweat of your brow and the
strength of your back, you‘re helping to build a new era.
Prerequisites: Strength 4+ or Agility 5+.
First Term
Skills: Acrobat 1, Engineer 2, Vehicle 2, Technician
2, Artisan 1.
Subsequent Terms
Skills: Explore, Engineer, Vehicle, Technician, Ar-
tisan, Charm.
All Terms
Special Assignment: 8+ for Lan-
guage, Spacehand, Vice, Melee.
Promotion: 7+, DM +1 if CON 7+.
Contacts: One perterm, special-
ist (engineer).
Other Effects: None.

Corsair

When you steal a television,
you're a thief. When you com-
mandeer a plane, you’re a hijacker.,
When you steal a person, you're a
kidnapper.

Corsairs and pirates are the
people who steal starships and all
of the people and cargo inside
them. A lot of them like to repeat
the weepy line about how they're
victims of circumstance. You %
know, one man’s war is another )
man’s crime. They got into the |
work as privateers, back when the
government approved of it. But
now that the war is over, the (LA
government doesn’t approve of it 1_&‘-'. ¥} g&d‘wa)‘
anymore, even though it’s exactly .
the same line of work. Geez, it's
real tough being misunderstood,
isn‘t it?

Yeah, everybody’s got an ex-
cuse. What's yours?

Prerequisites: CON or STR 6+.
Homeworld Tech = Early Stellar+.
First Term

Skills: Spacehand 1, Gun Com-
bat 2, Techniclan 2, Space Tech 1, Interaction 1,
Vice 1.

Subsequent Terms

Skills: Spacehand, Melee, Gun Combat, Techni-
cian, Space Tech, Interaction, Vice, Charm.
All Terms

Special Duty: 5+ for Space Vessel, Language, Crime,
Determination, Economics, Tactics.

Promotion: 7+, DM +1 if STR 8+. DM +2 if CHR 8+.

Computer Operator/
Programmer

Construction Worker

Cnrs air
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Contacts: 1 per term, government, criminal, mili-
tary, or trader.

Other Effects: -1 SOC per term served. 3 ship DMs
per term for a Warship. At the end of each term, roll
1D10. If the roll is equal to or less than the character’s
INT attribute, there is no effect. If it is greater than the
character’s INT attribute, the character has been appre-
hended and must spend the next career term as a
prisoner. If more than one term is
served, +1 to Initiative.

Criminal

Player characters in Traveller
are supposed to be heroes. But
sometimes they’re tarnished he-
roes who have broken laws to
achieve their goals. Of course,
sometimes a law deserves to be

broken. For whatever reason,
then, a PC may have experiences
reflected by this career.
Prerequisites: None.
First Term
Skills: Perception 1, Determi-
nation 2, Interaction 1, Melee 1,
Gun Combat 1, Vice 1, Charm 1.
(On Pre-Industrial worlds, sub-
stitute ArchaicWeaponsfor Gun
Combat.)
Subsequent Terms

Skills: Perception, Determina-
tion, Interaction, Crime, Vice,
Charm, Vehicle.

(On Pre-Industrial worlds, sub-
| stitute Animal Handling for Ve-
2 hicle.)

All Terms

Special Adventure: 5+ for
Melee, Gun Combat, Language,
51 Spacehand, Economics.

Promotion: 7+, DM +1 if INT
/+

Contacts: One per term, crimi-
nal or law enforcement.

Other Effects: -1 SOC per term served. If
more than one term is served, +1 to Initiative. At the
end of each term, roll 1D10. If the roll is equal to or
less than the character’'s INT attribute, there is no
effect. If it is greater than the character’s INT at-
tribute, the character has been apprehended and
must spend the next career term as a prisoner. When
determining starting money, use INT in place of SOC
for each term served as a criminal.

Entertainer

Diplomat

There has been enough destruction in human-
settled space. Governments must learn to substitute
communication and compromise for military action.
That is where you come into your own.

Prerequisites: CHRor INT 7+, Homeworld Pop=Mod+.
First Term )

Skills: Determination 1, Economics 1, Charm 3,
Language 1, Interaction 2.

Subsequent Terms

Skills; Determination, Economics, Charm, Inter-
action, Perception.
All Terms

Special Duty: 8+ for Spacehand, Gun Combat,
Vice, Crime, Vehicle.

(On Pre-Industrial tech worlds, Explore and Animal
Handling are taken in place of Spacehand and Vehide.
OnIndustrialworlds, Vesselistakenin place of Spacehand.)

Promotion: 6+, DM +1 if EDU 7+. If on Low Gov
world, DM +1 for SOC 8+. If on High+ Gov world, SOC
8+ receives automatic promotion.

Contacts: Two government contacts per term.

Other Effects: Minimum SOC fora diplomatis 5. (All
characters with lower SOC have it raised to 5 upon
enlistment.) Each promotion adds 1to SOC. 1 ship DM
perterm fora Scout/Courier or Yacht (provided Home-
world Tech = Early Stellar+).

Entertainer

Soldiers, construction workers, managers, rich and
poor alike need entertainment. Whether it’s an exclu-
sive clubin a class-Astarport oran underground mining
camp on a gas giant moon, there’s a job for you.

Prerequisites: Charisma 8+.
First Term

Skills: Charm 2, Determination 1, Fine Arts 4.
Subsequent Terms

Skills: Charm, Determination, Fine Arts, Melee,
Animal Handling, Vehicle, Acrobatics.

(On Pre-Industrial and Industrial worlds, Vessel is
taken in place of Vehicle.)
All Terms

Special Duty: 8+ for Spacehand, Gun Combat,
Language, Explore.

(On Pre-Industrial and Industrial worlds, Vessel is
taken in place of Spacehand.)

Promotion: 6+, DM +1 if INT 7+.

Contacts: One per term. On a 1D10 roll of 8+, the
contactis in government; otherwise, itis in entertainment.

Other Effects: Atthe referee’s option, random NPCs
may recognize the character as a favorite performer.
When determining starting money, use CHR in place of
SOC for each term served as an entertainer. 1 ship DM
per turn for a Yacht.




Farmer

Before the Collapse, vast automated farms and hy-
droponic tankssupplied raw protein that was marketed
in whatever shape, color, and flavor you wanted. Now
people live closer to the land, raising real food for
people with real jobs to do. You don‘t have the
machinery farmers once had, and what you do have
you treat with kid gloves, trying to make it last. It isn‘t
an easy life, but there's something rewarding about
raising food from the earth and making a world bloom,

Prerequisites: None.
First Term

Skills: Animal Handling 1, Biology 2, Technician 2,
Perception 1, Vehicle 1.
Subsequent Terms

Skills: Animal Handling, Technician, Perception,
Determination, Explore, Vehicle, Personal Trans-
port.
All Terms

Special Adventure: 8+ for Gun Combat, Melee,
Physical Science.

Promotion: 7+, DM +1 if CON 6+.

Contacts: One per term, specialist in one of the
above skills.

Other Effects: None.

Hunter/Guide

On primitive and developing worlds, tribal settle-
ments and work crews in the wilderness need food and
protection fromwild animals. In advanced civilizations,
the idle rich crave the excitement of big game hunts,
but need experienced guides to take care of them.

Prerequisites: AGL or CON 9+. Homeworld in the
Regency. Atmos = Thin+.

First Term

Skills: Perception 2, Acrobat 1, Explore 2, Gun
Combat 2, Vehicle 1.

(On Pre-Industrial worlds, substitute Animal Han-
dling for Vehicle.)

Subsequent Terms

Skills: Perception, Acrobat, Explore, Gun Combat,
Vehicle, Animal Handling, Archaic Weapons, Per-
sonal Transport.

(On Pre-Industrial worlds, substitute Vessel for
Vehicle.)

All Terms

Special Adventure: 6+ for Melee, Interaction,
Charm, Economics.

Promotion: 7+, DM +1 if INT 6+.

Contacts: One per term of any type.

Other Effects: 2 ship DMs per turn for a Yacht
(provided Homeworld Tech = Early Stellar+). Character
may stipulate that people must call him or her “Bwana”
or “Nimrod.”

Journalist

Most worlds enjoy a nominally free press, but in
many places the news services have fallen prey to big
money or big government. Regardless of the boss,
though, there's always a demand
forexciting news and for journalists
willing to go where the action is,
regardless of danger.

Prerequisites: Undergraduate
degree or Charisma 7+, Home-
world Tech = Ind+.
First Term

Skills: Charm 1, Determination
1, Perception 2, Interaction 2,
Technician 1.
Subsequent Terms

Skills: Charm, Perception, In-
teraction, Vice, Determination.
All Terms

Special Assignment: 6+ for Lan-
guage, Spacehand, Explore, Crime. |

Promotion: 6+, DM +1 if EDU 7+.

Contacts: Three per term, crimi-
nal, government, and/or law en-
forcement.

Other Effects: None.

Law Enforcement

It takes a tough cop to keep
peopleinline, andthat'swhere you
come in. You've worked hard to
establish a reputation as a hard-
bitten officer who's tough but fair.
You're proud to think of yourself as
a peace officer, someone who not
only enforces the law, but who also
defuses confrontations before they
escalate into violence.

The trouble is, off-worlders don’t
know your reputation. With them,
you have to prove yourself anew in
each encounter. Sometimes you
resent the added trouble theybring
to your beat.

Prerequisites: STR6+. Homeworld
Law = Low+. No prison record.
First Term b

Commission: 9+, DM +1 if EDU ?
7+, DM +1 if INT 8+. If on Low Gov

i

world, DM +2 for SOC 8+. If on *
High+ Gov world, SOC 8+ receives Law Enforcement
automatic commission. A commis-

sion makes the character a detective; all other charac-

ters are uniformed police officers.
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Skills:

Detectives: Gun Combat 2, Melee 1, Charm 1, Deter-
mination 1, Interaction 1, Perception 1, Vehicdle 1.

Uniformed Police Officers: Gun Combat 2, Melee 2,
Charm 1, Determination 1, Vehicle 1, Personal
Transport.
Subsequent Terms

Commission: 7+, DM +1 if INT 8+, DM +1 if CHR 8+.

Skills:

Detectives: Gun Combat, Me-
lee, Determination, Charm, In-
teraction, Perception, Vehicle.

Uniformed Police Officers: Gun
Combat, Melee, Charm, Deter-
mination, Vehicle.

All Terms

Special Duty: 8+ for Archaic

Weapons, Acrobat, Vice, Crime,

' Language, Medical, Technician.

Promotion: 6+, DM +1 if CON
7+, If on Low Gov world, DM +1
for SOC 8+. If on High+ Gov world,
SOC 8+ receives automatic pro-
motion.

Contacts: Onecriminal andone
law enforcement contact perterm.

Other Effects: If more than one
term is served, add +1 to Initia-
tive,

Manager
These are exciting, growing times,
and you are at the center of the new

explosion of economic activity. Your
jobalso takes you to manyinteresting
places and challenges you with new
problems every day.

Prerequisites: Undergraduate
degree. Homeworld Tech = Ind+.
First Term

Skills: Economics 2, Charm 1,
Determination 2, Interaction 2.
Subsequent Terms

Skills: Economics, Charm, De-
termination, Interaction, Perception.
All Terms

Special Adventure: 6+ for Language, Spacehand,
Explore, Vice, Engineer.

(In Industrial societies, substitute Vehicle for
Spacehand)

Promotion: 7+, DM +1 if EDU 6+.

Contacts: One per term, business or government.

Other Effects:+1 SOC perterm. 1 ship DM per term
for a Trader ship.

Martial Artist

The cities and starports are more dangerous than
ever before, but you're well trained in self-defense
and can hold your own against multiple foes in face-
to-face combat. Even in fire combat, however, your
training gives you an edge, making your reactions
quicker and more exact. Also, your physical control
translates into stealth when necessary.

The martial artist career includes everything from
martial arts instructors to oriental-style assassins.

Prerequisites: None.
First Term

Skills: STR +1, AGL +1, Melee 3, Determination 1,
Acrobat 1.
Subsequent Terms

Skills: Characters receive skills on the normal basis
from CGroup A. Alternatively, for each two levels not
taken from group Ain asingle term, one level may be
taken from group B.

Group A: Interaction, Determination, Melee, Acro-
bat, Archaic Weapons.

Group B: AGL+1, STR+1, CON +1

Special Adventure: 6+ for Vice, Crime, Perception,
Gun Combat.

Promotion: 7+, DM +1 if AGL 7+.

Contacts: One per term, business, criminal, or spe-
cialist (martial arts).

Other Effects: Use INT instead of SOC for determin-
ing starting money per term. If one or more terms are
served, +1 Initiative.

Mechanic

There’s not much romance or mystique to being a
mechanic, but people sure holler when they need
one. It's not everyone who can take a look at a piece
of machinery, figure out what's wrong, and then fix
it. You can. As long as humans use machines, you’ll
have work to do.

Prerequisites: Homeworld Tech = Ind +.
First Term

Skills;: Technician 6, Vehicle 1.
Subsequent Terms

Skills: Economics, Interaction, Technician, Vehicle,
Intrusion,
All Terms

Special Adventure: 7+ for Spacehand, Explore,
Vice, Engineer, Determination.

(In Industrial societies, substitute Vessel for
Spacehand.)

Promotion: 7+, DM +1 if CHR 6+.

Contacts: One per term, a specialist in one of the
above skills.

Other Effects: None.




Medicine

For centuries, healing has been a respected profes-
sion. In troubled times such as these, there is more
need for your skills than ever.

Prerequisites: AGL 5+. Homeworld Tech = Ind+.
First Term

Commission: Automaticif completed medical school.
A commission makes the character a doctor (minimum
SOC 7); all other characters are health-care specialists.

Skills:

Doctors: Biology 4, Medical 4.

Health-Care Specialists: Charm 1, Vehicle 1, Physical
Science 1, Technician 1, Medical 2, Perception 1.
Subsequent Terms

Skills:

Doctors: Determination, Charm, Interaction, Per-
ception, Physical Science, Medical.

Health-Care Professionals: Charm, Vehicle, Physical
Science, Technician, Perception.

All Terms

Special Adventure: B+ for Language, Medical,
Spacehand, Vessel.

Promotion: 6+, DM +1 if EDU 7+. If on Low Gov
world, DM +1 for SOC 8+. If on High+ Gov world, SOC
8+ receives automatic promotion. (Note, however,
that doctors never are promoted, and thus do not
receive the bonus skill level for promotion.)

Contacts: One per term, medical.

Other Effects: The first commissioned term is intern-
ship and residency. No secondary activity is allowed
during this time. For each additional career term,
however, doctors are allowed two secondary activities.
All health-care specialists are allowed one secondary
activity per term.

For each term as a doctor, double SOC when
calculating starting money.

Mercenary

With the Pax Imperica a thing of the past, there isa lot
more need for mobile, trained, and equipped troops
than there used to be, and small governments are
crying for someone to come and train their troops in
modem warfare techniques. Whether you‘re a starmerc
doing “rent-an-escort” convoy charters, or a part of a
training cadre hired to build a local army from scratch,
you're a sought-after commodity. Maybe that’s why
everywhere you go, the bullets start flying.

Prerequisites: STR 4+, prior military career.
First Term

Skills: Language 1, Interaction 2, Melee 1, Gun
Combat 1.

Subsequent Terms
Skills: Acrobat, Determination, Explore, Gun Com-
bat, Interaction, Melee, Perception, Vehicle, Per-
sonal Transport.
All Terms
Special Duty: 8+ for Artillery, Engineer, Heavy
Weapons, Spacehand, Screens, Personal Transport.
Promotion: 6+, DM +1 if CON 7+.
Contacts: One per term, crimi-

nal, government, intelligence com-
munity, military, or another mer-
cenary.

Other Effects: Roll 1D10 once
perterm. On aroll of 9, the charac-
ter must spend the next termin a
noncombat career due to serious
wounds. A roll of 10 means the
character was captured by the op- [
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position and must spend the next
term as a prisoner. If more that one
term is served, add +1 to Initiative.
1 ship DM per term, plus 1 per
special assignment, applied to
Trader ship or Warship (character’s
choice).

Merchant Marine

Even if a world has trans-orbital
cargo carriers, the most cost-ef-
fective way to move bulk cargo

Medicine

from one place to another is by
sea. And whether the world has
oil-fired steam ships or nuclear-
powered surface skimming hy-
drofoils, in the end it all comes
down to seamanship.

The life of a merchant mariner
involves hard labor, but it also
allows you a lot of time between
watches to think and study.

Prerequisites: CON 5+ or STR
6+. Homeworld Tech = Industrial+.
Pop = Moderate+. Hydro = Wet+.
First Term

Commission: 6+, DM +1 if EDU 7+, DM +1 if INT 8+.
If on Low Gov world, DM +2 for SOC 8+. If on High+
Gov world, SOC 8+ receives automatic commission. A
commission makes the character an officer; all other
characters are enlisted. (Minimum SOC 6.)

Skills:

Officers: Gun Combat 1, Explore 2, Vessel 2, Heavy
Weapons 1, Economics 1, Determination 1.

Enlisted: Gun Combat 1, Explore 2, Vessel 2, Heavy
Weapons 1, Technician 1.

Merchant Marine
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Subsequent Terms

Commission: 9+, DM +2if INT 8+, DM +2if CHR 8+.
(Minimum SOC 6)

Skills:

Officers: Gun Combat, Explore, Vessel, Heavy
Weapons, Economics, Determination, Charm.

Enlisted: Gun Combat, Explore, Vessel, Heavy
Weapons, Technician, Vice, Charm.

All Terms

Special Duty: 8+ for Archaic
Weapons, Melee, Crime, Ve-
hicle, Artillery, Interaction, Medi-
cal, Acrobat, Perception.

Promotion: 6+, DM +1 if EDU
8+. If on Low Gov world, DM +1
for SOC 8+. If on High+ Govworld,
SOC 8+ receives automatic pro-
motion,

Contacts: One per term, busi-
ness, law enforcement, or special-
ist (merchant marine).

Other Effects: Two secondary
activities allowed per term.

Prisoner

It's a big universe. Someone’s
got to run afoul of it. Maybe you
were breaking the law for all the
right reasons, maybe not. Maybe
you didn’t even do anything

wrong, and they just had to arrest
someone. The point is, here you
are, and you're going to have to
live through it (after all, if Jim
Rockford wasn’t too good to do
time, neither are you).
Prerequisites: Forced due to
capture while engaged in illegal
activity in the Criminal, Corsair,
Mercenary, or Rebel careers.
All Terms
Skills: A total of 6 levels from

any one or a combination of the
following:

Acrobatics, Charm, Crime, Determination, Eco-
nomics, Interaction, Melee, Perception, Vice,
STR+1, EDU+1,

Special Adventure: None (what, prison itself isn‘t
enough?).

Promotion: None,

Contacts: Two per term, criminal.

Other Effects: No secondary activities allowed. Re-
leased after one term. Do not count prison terms when
calculating starting money.

Professor

Your time is divided between the search for addi-
tional knowledge and your university responsibili-
ties—the training of new scholars.

Prerequisites: PhD.
First Term

Skills: Specialty 1 (a level in the character’s specialty
skill as taken in graduate university), Language 1,
Interaction 3, Charm 1.
Subsequent Terms

Skills: Language, Determination, Interaction,
Charm, Specialty.
All Terms

Special Adventure: 8+ for Explore, Perception,
Spacehand. (On Industrial homeworlds, substitute
Vessel for Spacehand.)

Promotion: 6+, DM +1 if INT 8+. If on Low Gov or
High+ Gov world, DM +1 for SOC 8+.

Contacts: Two per term, academic or government.

Other Effects: All professors use the “commissioned”
ranks of the scientist career. Professors may have two
secondary activities per term. 1 ship DM per term for a
laboratory ship.

Psionic Researcher

As an expert in the workings of the human mind,
you have become very interested in what have come
to be called the psionic powers. This field was once
outlawed in the old Third Imperium, but the need to
better understand its Zhodani neighbors has led the
Regency to relax such restrictions and encourage
controlled research. You want to delineate the limits
of those powers and to learn how they work.

Prerequisites: Medical school or doctorate from
graduate school in biology. Homeworld in the Re-
gency.
All Terms

Skills: Psionics (see the Psionics section, page 245),
Perception, Determination.

Special Adventure: 7+ for PSI +1.

Promotion: 7+, DM +1 if INT 7+.

Contacts: One per term, medical, academic, or
psionic. On a 1D10 roll of 7+, the contact is Zhodani.

Other Effects: Immediately upon entry into the
career, the character undergoes psionic testing and
evaluation (see Psionics, page 245).

Referee may stipulate the existence of psionic
institues and allow this career outside the Regency, if
desired.
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Rebel

When the social contract between the rulers and
the governed is maintained, all members of society
have an equal opportunity to participate in the
process of governance and benefit from the eco-
nomic activities of the society. When that contract is
not honored, the result is oppression, and the op-
pressed often strike back.

Prerequisites: Agility 5+.
First Term

Skills: Charm 2, Crime 2, Gun Combat 1, Melee i.
Subsequent Terms

Skills: Charm, Crime, Gun Combat, Heavy Weap-
ons, Interaction, Melee, Vehicle, Vice.
All Terms

Special Mission: 5+ for Aircraft, Space Vessel,
Combat Engineer, Determination, Explore, Heavy
Weapons, Language, Tactics, Personal Transport.

Promotion: 6+, DM +1 if INT 7+.

Contacts: One per term, criminal or law enforcement.

Other Effects: If more than one termis served, +1 to
Initiative. Also, roll 1D10 once per term for INT or less
to avoid capture, DM +1 if a special mission was
executed. If unsuccessful, the next career term must be
prison. 1 ship DM per turn for a Warship.

Scientist

Although many of your colleagues are educators,
your concerns are almost entirely with research,
either of natural phenomena or of relic technology
from before the Collapse.

Prerequisites: INT 7+ or doctorate in any physical
science. Homeworld Tech = Industrial+.
First Term

Commission: 8+, DM +2if EDU 8+, DM +1 if INT 8+.
If on Low or High+ Gov world, DM +1 for SOC 8+. A
commission makes the character a doctor; all other
characters are technicians. (Minimum SOC 6)

Skills:

Doctors: Physical Science 5, Language 1, Perception
2.

Technicians: Physical Science 2, Technician 3, Medi-
cal1, Perception 1, Charm 1.
Subsequent Terms

Commission: 9+, DM 42 if EDU 8+, DM +2if INT 8+.
(Minimum SOC 6.)

Skills:

Doctors: Determination, Interaction, Perception,
Physical Science, Language.

Technicians: Charm, Vehicle, Technician, Percep-
tion, Physical Science, Medical.
All Terms

Special Adventure: 5+ for Spacehand, Explore,
Gun Combat, Acrobat, Engineer, Vice.

Promotion: 7+, DM +1 if INT 7+.

Contacts: 1 per term, government or scientist.

Other Effects: 1 ship DM perterm as atechnician, 5 ship
DMs per term served as a doctor, both for a Lab ship.

Scout
Whether they are called scouts, explorers, or the
survey, most interstellar cultures support a cadre of

people whose interests liein visiting
star systems and worlds that have
gone uncharted for generations.
These are the trail-blazers of inter-
stellar trade and commerce.

Prerequisites: INT or STR 7+.
Homeworld Tech = Early Stellar+.
First Term

Commission: 7+, DM +1 if STR
8+, DM +1 if INT 8+. If on Low Gov
or High+ Gov world, DM +1 for ¢
SOC 8+. A commission makes the
character an officer; all other char-

acters are enlisted.

Skills:

Officers: Gun Combat 1, Space-
hand 1, Space Vessel 1, Space
Tech 2, Physical Science 1, Ex-
plore 1, Determination 1.

Enlisted: Gun Combat 1, Space-
hand 1, Space Vessel 1, Space Tech
2, Technician 2, Explore 1.

Subsequent Terms
Commission: 9+, DM: +1 if INT

8+, +1 if STR 8+, +1 if CHR B+.

Skills:

Officers: Spacehand, Space Ves-
sel, Space Tech, Physical Science,
Technician, Explore, Perception,
Determination, Charm, Personal
Transport.

Enlisted: Spacehand, Space Ves-
sel, Space Tech, Technician, Ex-
plore, Perception, Vice, Charm,

Personal Transport.
All Terms

Special Duty: 8+ for Gun Combat, Melee, Aircraft,
Vehicle, Animal Handling, Language, Interaction,
Medical, Acrobat, Perception

Promotion: 6+, DM +1 if CHR 7+. If on Low Gov or
High+ Gov world, DM +1 for SOC 8+.

Contacts: One per term, government, military, or
trader.,

Other Effects: 1 ship DM per tem as an enlisted
scout, 3 ship DMs per term as an officer, both for a
Scout/Courier,
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Tough

You're young, you're tough, and you'reslick. You're
part of a family of the street, a motley collection of
society’s disenfranchised and discarded. There may
have been a support system for people once, but, if
so, it disappeared long before your time. You know
that no one’s going to take care of you but you.

Prerequisites: CHR 3+, SOC 5-. Homeworld Pop
= Mod+.
First Term

Skills: Acrobat 2, Charm 1,
Determination 3, Melee 1.

Subsequent Terms

Skills: Acrobat, Charm, Deter-
mination, Melee, Vice.
All Terms

Special Adventure: 6+ for Gun
Combat, Crime, Artisan.

Promotion: 6+, DM +1 if STR
7+,

8

W

Contacts: One per term, crimi-
nal, law enforcement, or special-
Ist (streetwise).

Other Effects: Characters may
not enter this career after serving
in any other career; they must
start as a tough and may then
continue in this career or switch
to a different one. When calculat-
ing starting money, multiply by
0.1 for each term as a tough.

Trader

. When Virus drove a billion com-
Z putersinto howlinginsanity, when
thousands of ships burned up in
atmospheres or opened their
airlocks to let hard vacuum con-
sume their crews, only the de-
crepit and obsolete tramp mer-
chant vessels—with computers
| too stupid to be infected—sur-

Trader

Undercover Agent

vived. For nearly a century, that
tattered network of ramshackle
ships was all that remained of interstellar trade in
most of human-settled space. The men and women
who crew the Free Traders are a breed unto them-
selves, as stubbornly self-reliant as they come.

Prerequisites: INT 6+ or CHR 6+. Homeworld
Tech = Early Stellar+,

First Term

Commission: 6+, DM +1 if EDU 8+, DM +1 if INT 8+.
If on Low or High+ Gov world, DM +1 for SOC 8+. A
commission makes the character an officer; all other
characters are spacehands.

Skills:

Officers: Spacehand 1, Space Vessel 2, Space Tech
2, Economics 2, Interaction 1.

Spacehands: Spacehand 2, Space Tech 2, Techni-
clan 2, Vehicle 1, Charm 1.
Subsequent Terms

Commission: 7+, DM +1 if EDU 8+, DM +1 if INT 8+,

Skills:

Officers: Determination, Interaction, Spacehand,
Space Vessel, Space Tech, Economics.

Spacehands:Vehicle, Spacehand, Space Tech, Tech-
niclan, Interaction, Vice.
All Terms

Special Duty: 4+ for Explore, Gun Combat, Crime,
Language, Vehicle, Aircraft.

Promotion: 7+, DM +1 if CHR 7+. DM +1 if INT 7+.
If on Low or High+ Gov world, DM +1 for SOC 8+.

Contacts: One per term, trader, government, or
criminal,

Other Effects: 2 ship DMs per term served as a
spacehand, 5 ship DMs per term served as an officer,
both for a Trader ship.

Undercover Agent

With many new worlds rediscovering space travel
and coming into contact again, there is a tremen-
dous demand for information about neighboring
governments, planets, and cultures. Undercover
agents are used when the inquisitive party doesn’t
want the subject of the investigation to know about
it. Many agents are government employees, but
others work for corporations or are freelancers, sell-
ing information to the highest bidder,

Prerequisites: INT 6+, CHR 6+, Homeworld Tech =
Ind+.
First Term

Skills: Charm 1, Gun Combat 1, Language 1, Inter-
action 2, Perception 1, Social Science 1.
Subsequent Terms

Skills: Charm, Crime, Determination, Interaction,
Social Science, Vice.
All Terms

Special Assignment: 6+ for Gun Combat, Lan-
guage, Melee, Perception, Personal Transport.

Promotion: 7+, DM +1 if AGL 7+.
Contacts: One per term, government or intelligence
community.

Other Effects: 1 ship DM per term for a Scout/
Courier,
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Wealthy Traveller

It's a fascinating world, a fascinating galaxy, and
you want to see and experience it all. Since you have
the means to do it, why not?

Prerequisites: SOC 9+ and homeworld in the Regency.
First Term

Skills: Determination 1, Perception 1, Economics 1,
Charm 1, Interaction 1, Explore 1, Animal Handling 1.
Subsequent Terms

Skills: Aircraft, Determination, Perception, Eco-
nomics, Charm, Interaction, Animal Handling, Ves-
sel, Vehicle, Spacehand.

(On Industrial worlds, delete Spacehand. On Pre-Indus-
trial worlds, delete Aircraft, Vehicle, and Spacehand.)
All Terms

Special Adventure: 8+ for Gun Combat, Explore,
Melee, Language, Space Vessel, Crime, Vice, Per-
sonal Transport.

(On Industrial and Pre-Industrial worlds, substitute
Vessel for Space Vessel.)

Promotion; 6+, DM +1 if EDU 7+.

Contacts: Two per term, business or government.

Other Effects: When calculating starting money, use
SOCx10 for each term spent as a wealthy traveller, 5
ship DMs per term for a Yacht.

MILITARY CAREERS

The following material provides an overview of the
types of armed forces found in most regions of
human space. Players and referees can use this
information to create characters from specific ser-
vices in specific regions.

For a listing of all skills, clusters, and cascades, see the
Skills by Skill Clusters table on page 113 of the “Refer-
ees” chapter.

Army

The army provides ground troops tasked with
protecting the population and resources of a world
or nation. Sometimes that mission means service on
another world.

Prerequisites: CON 6+. Homeworld Tech = Indus-
trial+. Pop = Moderate+. Atmos = Thin+.
First Term

Commission: 7+, DM +1if EDU 7+, DM +1 if INT 8+.
if on Low Gov world, DM +2 for SOC 8+. If on High+
Gov world, SOC 8+ receives automatic commission. A
commission makes the character an officer; all other
characters are enlisted. (Minimum SOC 5.)

Skills:

Officers: Gun Combat 2, Explore 1, Heavy Weap-
ons 1, Artillery 1, Tactics 1, Determination 1.

Enlisted: Gun Combat 2, Melee 2, Heavy Weapons
1, Explore 1, Acrobat 1, Technician 1.

Subsequent Terms

Commission: 9+, DM +2 if INT 8+, DM +2 if CHR 8+.
(Minimum SOC 5.)

Skills:

Officers: Gun Combat, Explore, Heavy Weapons,
Tactics, Determination, Charm, Personal Transport.

Enlisted: Gun Combat, Melee, Heavy Weapons,
Explore, Vice, Charm, Personal Transport.

All Terms

Special Duty: 8+ for Archaic
Weapons, Melee, Aircraft, Crime,
Spacehand, Vehicle, Artlllery, In-
teraction, Medical, Acrobat, Tech-
nician, Perception, Personal
Transport, Screens.

Promotion: 6+, DM +1 if CON
7+. If on Low Govworld, DM +1 for
SOC 8+. If on High+ Gov worid,
SOC 8+ receives automatic pro-
motion,

Contacts: One per term, military.
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Other Effects: None.

Aviation
Air superiority and close air sup-
port for ground forces is the mis-
sion of the aviation service. You've
often heard fellow pilots say, “If it
ain’t mud or vacuum, we own it.”
Prerequisites: STR or AGL 7+.

Homeworld Tech = Industrial+,
Pop =Moderate+. Atmos= Thin+.

First Term

Commission: 7+, DM +1 if EDU
7+, DM +2 if AGL 8+. If on Low Gov
world, DM +1 for SOC 8+. If on
High+ Gov world, SOC 8+ receives
automatic commission. Acommis-
sion makes the character an officer;
all other characters are enlisted.
(Minimum SOC 6.)

Skills:

i

Officers: Gun Combat 1, Alrcraft
3, Vehide 1, Physical Science 1,
Determination 1, Perception 1.

Enlisted: Gun Combat 1, Melee 1, Technician 3,
Vehicle 1, Heavy Weapons 1.

Aviation
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Subsequent Terms

Commission: 9+, DM +1if INT 8+, DM +2 if CHR 8+.
(Minimum SOC 6.)

Skills:

Officers;: Gun Combat, Aircraft, Explore, Vehicle,
Perception, Determination, Charm.

Enlisted: Gun Combat, Melee, Technician, Vehicle,
Heavy Weapons, Vice, Charm,
All Terms

Special Duty: 8+ for-Archaic Weapons, Melee,
Aircraft, Crime, Spacehand, Interaction, Medical,
Acrobat, Personal Transport.

Promotion: 6+, DM +1 if EDU 7+. If on Low Gov

world, DM +1 for SOC 8+, If on

High+ Govworld, SOC 8+ receives
automatic promotion.
Contacts: One per term, mili-

tary.
Other Effects: None.

Marines

From the Halls of Montezuma
to the cold depths of space. Of all
the military services, it is the Ma-
rines who guard their legend and
traditions the mostjealously. From

their beginnings as snipers in the
masts of ancient Terran sailing
ships, they have crafted a reputa-
tion as humanity’s elite troops.
No matter that the Imperial Ma-
rines survive only in the Regency;
all corps of Marines in former
Imperial Space use their tradition
as their model. All still defiantly

train with the cutlass. In combat,
Navy when a Marine has fallen, the call
still goes up, as it has for thou-
sands of years, “Corpsman!” And everyone who
comes into contact with them learns a new law of
grammar: There are soldiers, sailors, starmen, scouts,
and Marines.
Prerequisites: AGL 7+. Homeworld Tech = Pre-
Stellar+. Population = Moderate+.
First Term
Commission: 8+, DM +1 if EDU 8+, DM +1 if INT 8+,
DM +1 if CON 8+. If on Low Govworld, DM +1 for SOC
8+. If on High+ Gov world, SOC 8+ receives automatic
commission. A commission makes the character an
officer; all other characters are enlisted. (Minimum
SOCS5.)
Skills:
Officers: Gun Combat 2, Armed Martial Arts (Large

Blade) 1, Melee 1, Spacehand 1, Heavy Weapons 1,
Tactics 1, Determination 1, Personal Transport 1.

Enlisted: Gun Combat 2, Armed Martial Arts (Large
Blade) 1, Melee 1, Spacehand 1, Heavy Weapons 1,
Acrobat 1, Technician 1, Personal Transport 1.
Subsequent Terms

Commission: 9+, DM +1ifINT 8+, DM +1 if CON 8+,
DM +2 if CHR 8+. (Minimum SOC 5.)

Skills:

Officers: Gun Combat, Spacehand, Heavy Weap-
ons, Tactics, Determination, Charm, Personal Trans-
port.

Enlisted: Gun Combat, Melee, Heavy Weapons,
Spacehand, Vice, Charm, Personal Transport.

All Terms

Special Duty: 8+ for Melee, Aircraft, Crime, Inter-
action, Explore, Vehicle, Artillery, Acrobat, Techni-
cian, Screens, Slug Weapon (Slug Pistol), Perception,
Personal Transport.

Promotion: 6+, DM +1 if CON 7+. If on Low Gov or
High+ Gov world, DM +1 for SOC 8+.

Contacts: One per term, military.

Other Effects: 1 ship DM perterm, plus 1 per special
assignment, applied to Trader or Warship (character’s
choice).

Navy

The navy crews the spacecraft that defend a world
against attack from above: everything from jump-
capable cruisers and battle riders to little SDBs (sys-
tem defense boats).

Prerequisites: INT or EDU 7+. Homeworld Tech =
Pre-Stellar+. Pop = Moderate+.
First Term

Commission: 8+, DM +1 if EDU 8+, DM +1 if INT 8+,
If on Low Gov world, DM +2 for SOC 8+. If on High+
Gov world, SOC 8+ receives automatic commission. A
commission makes the character an officer; all other
characters are enlisted. (Minimum SOC 7.)

Skills:

Officers: Gun Combat 1, Spacehand 1, Space Ves-
sel 1, Space Tech 2, Tactics 1, Determination 1.

Enlisted: Gun Combat 1, Spacehand 2, Space Tech
2, Technician 2.
Subsequent Terms

Commission: 9+, DM +2if INT 8+, DM +2 if CHR 8+.
(Minimum SOC 7.)

Skills: |

Officers: Spacehand, Space Vessel, Space Tech,
Physical Science, Technician, Tactics, Determina-
tion, Charm.

Enlisted: Spacehand, Space Tech, Technician, Vice,
Charm,




All Terms

Special Duty: 8+ for Gun Combat, Melee, Aircraft,
Vehicle, Artillery, Interaction, Medical, Acrobat,
Crime, Perception.

Promotion: 6+, DM +1 if CHR 7+. If on Low Gov
world, DM +1 for SOC 8+. If on High+ Gov world, SOC
8+ receives automatic promotion.

Contacts: One per term, military.

Other Effects: 2 ship DMs per term as a spacehand,
5 per term as an officer, for a Scout/Courier, Trader, or
Warship (character’s choice).

Special Operations

The more technologically sophisticated military
organizations become, the more dependent they are
on their command, control, communication, and
support structure, which increases their vulnerability
to clandestine operations. That’s where special op-
erations forces come into their own. Whether they
are called commandoes, blackouts, rangers, or any of
a dozen other names, their job is always the same.

Prerequisites: STR, AGL, and CON all 5+, and at
least one prior term served in any other military
career.,

First Term

Commission: 8+, DM +1 if EDU 8+, DM +1 if INT 8+,
DM +1 if CON 8+. A commission makes the character
an officer; all other characters are enlisted. (Minimum
SOCS.)

Skills:

Officers: Gun Combat 2, Melee 2, Spacehand 1,
Heavy Weapons 1, Tactics 1, Determination 1.

Enlisted: Acrobat 1, Gun Combat 2, Heavy Weap-
ons 1, Melee 2, Spacehand 1, Technician 1.
Subsequent Terms

Commission: 9+, DM +1ifINT 8+, DM+1if CON 8+,
DM +2 if CHR 8+. (Minimum SOC 5.)

Skills:

Officers: Gun Combat, Spacehand, Heavy Weap-
ons, Tactics, Determination, Charm, PersonalTrans-
port.

Enlisted: Gun Combat, Melee, Heavy Weapons,
Spacehand, Vice, Charm, Personal Transport.

All Terms

Special Duty: 8+ for Melee, Aircraft, Crime, Inter-
action, Explore, Vehicle, Artillery, Medical, Acrobat,
Technician, Screens, Slug Weapon (Slug Pistol), Per-
ception, Personal Transport.

Promotion: 6+, DM +1 if CON 7+. If on Low Gov or
High+ Gov world, DM +1 for SOC 8+.

Contacts: One per term, military.

Other Effects: Characters who transfer to special opera-
tions do so with the rank they previously held in their prior
military career. f more than one term is served, +1 to
Initiative. 1 ship DM per term, plus 1 per special assign-
ment, applied to Trader or Warship (character’s choice).

Wet Navy

The wet navy crews armed nautical vessels that
protect the sealanes of a world.

Prerequisites: INT or EDU 7+. Homeworld Tech =
Ind+. Pop = Moderate+.

First Term

Commission: 8+, DM +1 if EDU
8+, DM +1 if INT 8+. If on Low Gov
world, DM +2 for SOC 8+. If on
High+Govwaorld, SOC 8+ receives
automatic commission. A com-
mission makes the character an
officer; all other characters are
enlisted. (Minimum SOC 7.)

Skills:

Officers: Gun Combat 1, Vessel
2, Techniclan 2, Artillery 1, De-

termination 1. ] {

Enlisted: Gun Combat 1, Vessel }
3, Heavy Weapons 1, Artillery 1,
Technician 2.

Subsequent Terms d

Commission: 9+, DM +2 if INT
8+, DM +2 if CHR 8+, (Minimum i,
SOC 7)) \

Skills:

Officers: Artillery, Heavy Weap-
ons, Vessel, Physical Science,
Technician, Tactics, Determina-
tion, Charm, Personal Transport.

Enlisted: Artillery, Heavy Weapons, Technician,
Vice, Charm, Personal Transport
All Terms

Special Duty: 8+ for Gun Combat, Melee, Aircraft,
Vehicle, Interaction, Medical, Acrobat, Crime, Per-
ception, Personal Transport.

Promotion: 6+, DM +1 if CHR 7+. If on Low Gov
world, DM +1 for SOC 8+. If on High+ Gov world, SOC
8+ receives automatic promotion.

Contacts: One per term, military.

Other Effects: None.

Wet Navy

e |




Athlete

G
H . R
II

rader

[ N > || —



~ First Sergeant
| _Sergeant____Majur

i Able Spacehand
- Senior Spacehand

~ 3rd Officer
2nd Dﬂ__‘icer

| Deputy Consul
- Consul

~ Technician
' Ea ramedic

Private Recruit
Private First Class
Lance Corporal

Gunnery Sergeant
First Sergeant

. Sergeant Major

2d L]euteant
1st Lieutenant

- Major

Brigadier

Major General

~ Lt. General

Detective
Detective Sg
' Detective Lt.

~ Airman Recruit
Airman
| Alrrnan First Elass

~ Master Sergeant
~ Senior Master Sgt
Chief Master Sgt

ilnt El'
- Flying Officer
Flight Lieutenant |

Air Commodore
~ Air Vice Marshall
 Air Marshall

~ Trainee
. Junior Technician
Technician

Assoc, Professor
Asst. PfEs-nr

Career List

—_—_ " —
g B S

i AR e e e
e S
- ﬁ@ﬁf@wﬁﬁ%

] Mﬁav
7

e
o
i
:ﬁ

e

Spehd Recruit
Spacehand Apprentice
~ Able Spacehand

Petty Officer (CPO)

Senior CPO
Ma!_ster CPO

Lieutenant, j.g.
Lieutenant

" Commodore
Rear/Fleet Admiral
Vie! r Admiral

Scout Apprentlceﬂ
Scout Technician
. Scout Specialist

uni'nr Lead
Scout Leader

Junior Commander |

~ Spacehand
Technician
_Mate

s
m?&;?ﬁ” s
R
o o ;;.
i

RE y

g - v v | R %a
j W
s %‘ﬁ R e
ﬂ%— g S
B Bﬁf‘&e g
R

- e
:< P
i '%ﬁﬁ |

:: ;3% ML Va5
i m%;

e

i

G

=
! -iﬂ;gm

e W e
e
i




HARACTERS

NPCs

NPCs are nonplayer characters. Note the emphasis
on characters. The only difference between aPC and an
NPCis that a player plays the first, and the referee plays
the second. Perhaps a better term would be RPC, for
referee-played characters. These individuals should be
potentially as realistic and interesting as any player
character, for it is these NPCs who make Traveller’s
universe real for the players. Players want to go places
and meet interesting people, and it's up to the referee
to make those people interesting. Their allies should be
people to be admired, someone they are proud to have
stand with them in a tough fight. Their opponents
should be people to be feared, hated, or even grudg-
ingly respected.

Of course, there are limits. The referee cannot gen-
erate detailed information on the thousands of people
the PCs might meet. The referee can only concentrate
on a few NPCs that must be done really well, and must
handle other less important NPCs just well enough to
maintain the sense of reality. The few important NPCs
are called detailed NPCs. The other NPCs are called
template NPCs. This chapter includes a number of
template NPCs to assist the referee in providing a wide
variety of useful characters for their PCs tointeract with.

DETAILED NPCS

A detailed NPC is one that is created by the referee
using the character generation system in just the same
way that a PCwould be created. Adetailed NPC should
be created when the NPC is someone with whom the
player characters will be interacting on a detailed or
regular basis. Examples of this sort of person are the
PCs’ main opponents in an adventure or campaign, a
crewmember aboard the PCs’ ship, an important
colleague or ally, or a patron (see the Patrons entry on
page 63). Many solid contacts (see page 31) developed
by the PCs during play should also be created as
detailed NPCs.,

TEMPLATE NPCS

In most casesit is not possible, nor even desirable, for
the referee to generate a fully detailed NPC for the PCs
to encounter. Sometimes there is simply not enough
time to generate adetailed NPC. This can happen if the
referee is having to “wing it” when the players have
wandered off in some other direction than the scenario
had planned, or when rolling for random encounters.

In other cases, NPCs exist for a specific purpose that
does not require them to be fleshed out. They are
customs officers at a starport, a guard at a military base,
a waitress at a starport bar who is there to pass on a
rumor to the PC party, or enemy soldiers that the PCs

have to fight. Template NPCs provide the rough out-
line of abilities that is required for them to act out their
defined roles. Some of the template NPCs at the end of
this chapter allow the referee to choose from a variety
of skills when creating the NPC, These sets of skills can
be modified to allow the referee to create the exact
NPC desired.

Referee’s Note: Sometimes a simple template NPC
will catch the PCs’ imagination, often because the
referee has done a good job of giving that NPC a
memorable personality, and theywilltry to get to know
him or her better, or retumn to seek information or
advice. Such NPCs gain the status of contacts (see page
62), and it is entirely proper for the referee to convert
them into detailed NPCs, having the same balance of
skills and abilities, of course.

Alien NPCs

There is not space in the Traveller: The New Era
rulebook for character generation forevery alien racein
Charted Space. This information will be presented in
later products. In order to allow player interaction with
the major alien races, these races are presented in
various forms as template NPCs.

NPCs in Combat

In terms of combat statistics, the majority of NPCs are
ranked as one of four levels of experience—Novice,
Experienced, Veteran, and Elite—and these experience
levels dictate their Initiative, attributes, and combat
assets. The NPC Stats table on the following page lists
those statsforeach experiencelevel. On thistable, Level
refers to experience level; Initiative refers to the corre-
sponding Initiative rating; Attributes indicates the aver-
age physical attribute level (STR, AGL, CON); Asset
refers to the rating of the NPC's primary combat assets;
and Damageindicates the number of wound points the
NPC causes in an unarmed combat attack. (For an
explanation of attributes, skills, and assets, see the
sidebar on the next page.)

Physical Attributes: The value for these attributesis
given separately from the skill area assets because they
are essential for resolving combat. Strength is used to
calculate recoil effects in fire combat; Constitution is
used toresist unconsciousness when seriouslywounded;
and all three physical attributes are used in resolving
unarmed melee combat. The remaining nonphysical
attributes are not covered by this number because
these NPC ratings are intended to convey the character’s
combat effectiveness, and the other attributes are more
likely to be linked to noncombat skills as discussed
under Other NPC Assets, below.

The average attributes should be taken to mean that
the numbers are the average attributes of a group of
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such NPCs, and not that each and every one of them
has those attribute numbers. Referees may raise or
lower attributes and assets if variation is required, but
if this variation will not be seen by the players, the extra
effort is pointless.

For example, a Veteran NPC is shown to have
average physical attributes of 6, which would give a
simple UPP of 666NNN, but the referee could vary this
to 765NNN, S58NNN, etc. Assets, too, can be altered
to fit the desired effect. These average stats are in-
tended to help make the referee’s job easier, not to lock
referees into a fixed set of numbers.

NPC STATS
Level Initiative Attnbutes Asset Damage
VEtEI'ﬂH B
Nuwce 6 9 1

Combat Assets: The primary combat asset is for the
weapon or system that the character habitually uses in
combat. Thisfigure is given as assets (controlling attribute
plusskill level) rather than skill levels, because some combat
skills (Screens, Forward Observer, and RCV Operations)
have nonphysical controlling attributes.

For most soldiers and civilians, this asset is something
from the Gun Combat cluster (Energy Weapon or Slug
Weapon). Specialist soldiers have, in addition to the
standard Gun Combat skills, more exotic primary
combat assets, typically drawn fromthe Artillery, Heavy
Weapons, and Vehicle clusters. For a tank gunner, the
primary combat skill would be the tank’s gun (Heavy
Gun, Energy Atrtillery), for a tank driver it would be a
driving skill (Ground Vehicle [Tracked] or Pilot [Inter-
face/Grav]), fora battlefield screen operatoritwould be
Screens (Nuclear Damper) or (Meson Screen). No
soldier will have the listed primary combat asset levelin
every conceivable combat skill, only in a Gun Combat
skill, and the handful of other skills that allow the soldier
to carry out his or her primary combat function.

Note that template NPCs will have combat skills
appropriate to their background. NPC soldiers from a
Pre-Industrial world will have combat skills in Archery,
Thrown Weapon, and perhaps Early Firearms and
Archaic Artillery, not Energy Weapons, etc. Further-
more, nonmilitary characters at high tech levels will
only rarely have combat skills from the Artillery or
Heavy Weapons clusters; their assets will be almost
exclusively be drawn from the Gun Combat cluster.

NPC Panic: NPCs use the same panic system as PCs.
This means that while PCs can reach an Initiative of 6,
in which case they never panic, even Elite NPCs have
some chance of panicking. Thus, if the referee intends to

create a powerful NPC warrior with an Initiative of 6 or
better, this warrior must be a detailed NPC.

NPC Hit Capacity: It is entirely too much of a
headache to keep track of multiple wounds and their
locations on every NPC, For this reason, NPCs, regard-
less of experience level, are assumed to have a stan-
dard, overall hit capacity of 40, divided into two rows
of 20 (see the standard NPC forms in the back of the
book). When an NPC first takes a wound, he or she is
considered slightly wounded and suffers a -1 to Initia-
tive. Once the first row is filled, excess points are
marked off the second row. With the first point marked
off the second row, the NPC is considered seriously
wounded and takes an additional -2 to Initiative (for a
total of =3). In addition, seriously wounded NPCs must
succeed at a D100 roll versus Constitution every com-
bat turn in which they attempt to act, or they become
unconscious (just as with player characters).

Note that for simplicity, the NPC damage is not
assigned to specific hit locations, as it is for PCs.
However, hit locations should still be rolled for two
reasons, First, if an attack on an NPC strikes an armored
hit location, the armor takes effect normally. Second, if
any attack strikes an NPC in the head, damage for that
attack is doubled. This reflects the fact that hits to the
head by firearms are especially deadly. In addition, any
hits to an NPC’s head are subject to the quick kill roll
(see page 285). Also, it allows PCs to aim melee attacks
tothe head, trading a more difficult attack forincreased
damage.

Other NPC Assets

Of course, the combat skills listed above will not be
the only skills an NPC has. In fact, for many NPCs
(perhaps most), the player characters will never have
occasion to know their combat skills. Instead, they will
be known for their expertise in some other field.

The experience level of template NPCsis only relevant
to their performance in combat. Some of the most
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capable scientists, experts in various fields, engineers,
and political leaders will only be rated as Novice NPCs.
The template NPCs below have an entry for Other
Assets which details these other talents. As with the
combat assets, these other talents are listed in their
asset form, which does not require the referee to keep
separate track of the controlling attribute,

NPC MOTIVATIONS

All NPCs have reasons for who they are, what they
do, and where they are. These motivations are always
up to the referee, and may be simple or complicated as
required by the situation. While the referee’s sense of
logic and imagination can serve quite well in many
circumstances, there are times when referees will want a
random element to help spur their imaginations, or to
create quick answers in a situation where not too much
detail is required. Traveller provides such a random
element with the use of a standard deck of playing cards.

The referee may use these in conjunction with de-
tailed or template NPCs

To generate an NPC's motivations, draw two cards
from a standard deck of playing cards. The card with
the highest value determines the NPC’s primary moti-
vation; the lower reveals the secondary motivation.
Each card’s suit dictates the direction that motivation
takes, and its face value determines the motivation’s
strength or its particular bent.

Aces and face cards indicate special motivations. If a
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special card is drawn, it is automatically the NPC's
primary motivation. If two special cards are drawn, the
NPC has two primary motivations complementing
each other or competing with each other for domi-
nance,

Optional PC Motivations: Manyroleplaying gam-
ers enjoy the challenge of portraying a character that
is very much unlike their own real personalities.
Players are free to use the tables below to generate
personality details or “quirks” for their own charac-
ters if they so desire. No player should feel obligated
to do so, however,

The various possibilities are summarized in the NPC
Motivation table and explained in more detail below.

Spades: Ambition

These NPCs seek personal power and influence. A
“somewhat ambitious” NPC will be inclined toward
boastfulness and a desire to impress other people.
“Moderately ambitious” NPCs are driven to attain
positions of high responsibility. A “very ambitious”
NPC will be overwhelmed by a desire to manipulate
and control others.

Jack, Pompous: Pompous NPCs are conceited and
arrogant in their dealings with others. They consider
themselves to be clearly superior to everyone around
them, and they make no secret of that conviction.

Queen, Ruthless: This NPC will let nothing stand in
the way of achieving any goal and feels no concern for
the needs of others. Such
| NPCs can feign affection, de-
| votion, sincerity, or anything
| elsethatservestheirpurpose,
but actually they feel noth-
| ing.
| King, Deceitful: The NPC
has no respect for honesty.
Depending upon the ref-
eree’s decision, deceitful
NPCs may be pathological
| liars, or they may use the
| truth deceitfully, giving just
enoughinformation toguar-
antee that their victims are
misled. The actual direction
of their deceitfulness will
generally depend upon their
secondary motivation. Of-
ten, such characters are un-
able to believe that other
people are not lying. They
expect to be lied to, and
expect the worst from oth-
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Ace, Charismatic: The NPC is a charismatic leader to
whom others are naturally drawn. This usually implies
a high CHR attribute and perhaps skill in Leadership,
Some of these NPCs are honorable and just; others are
cruel and manipulative. The referee can decide based
upon the adventure situation and/or the particular
NPC's secondary motivation.

Hearts: Sociability

Such NPCs are highly influenced by their love of
people. They tend to be friendly, loyal, and just. A
“somewhat sociable” NPC will be amiable, talkative,
and cooperative with most everyone. “Moderately
sociable” NPCs will have a strong sense of duty and
loyalty to their group. A “very sociable” NPC wiill
have a strong commitment to justice and the welfare
of all people, and will look for the good qualities in
everyone, but will react with anger to injustice and
brutality.

Jack, Wise: The NPC is unusually wise, either as a
result of years of experience, or simply because of
astute observation. Such NPCs almost always exhibit
good judgment and, if asked, offer sound advice.

Queen, Loving: This NPC loves some other person
devotedly, perhaps a spouse, parent, child, or close
friend. Such NPCs would willingly sacrifice themselves
for the one they love. Alternatively, the NPC may be
loving toward absolutely everyone. The choiceis up to
the referee.

King, Honorable: Honorable NPCs are scrupu-
lously honest in their dealings with everyone. For
such characters, their word of honor is their bond.
Some will feel honor-bound to a certain action even
without having made a specific promise, so long as
they feel their positions obligate them to do so. Such
NPCs will typically carry out their promises and
obligations even if it means facing death, Honorable
NPCs have contempt for liars and people who break
their word.

Ace, Just: This NPC sees justice as the greatest virtue
a person can display and the only truly important
considerationin decidingupon a course of action. Such
characters have no respect for cheats and swindlers,
and theywill wholeheartedly assist any attempt toright
an injustice,

Clubs: Violence

These NPCs have a greater likelihood of reacting
with violence than do most people. A “somewhat
violent” NPC is not frightened or intimidated by
threats of violence and will not hesitate to use force
if the situation seems to warrant it. A “moderately
violent” NPC is aggressive and inclined to view
violence as the preferred means of resolving dis-

putes. A “very violent” NPC loves a good fight and
either is or wants to be a warrior.

Even a high violence rating does not, however,
necessarily indicate that the nonplayer character is
brutal or a bully. For example, a “very violent” NPC
who was also “very sociable” could be described as
friendly, good-natured, and loyal, but also a good
person to have with you in a fight.

Jack, Murderous: This NPC is subject to sudden,
uncontrollable, murderous rages. Chances are, such
NPCs have already killed at least once in afit of rage. If
not, it certainly will not be long before someone crosses
them at the wrong time and dies...

Queen, Stubborn: Such NPCs are so stubborn that
once they have made up their minds about something,
it is nearly impossible to persuade them differently.
Such NPCs are not necessarily sticks in the mud. They
may often be outspoken, innovative thinkers who,
once they make up their minds to stick their necks out,
cannot be talked out of it.

King, Brutal: These NPCs are sadistic brutes who
enjoy causing other people pain and grief. This cruelty
is not always physical. Brutal NPCs often enjoy causing
psychological pain, constantly picking on or brow-
beating their companions, especially those whom they
perceive as weak. These NPCs are also cruel to animals,
and enjoy such pastimes as cockfights and bearbaiting.
Such a person is likely to use torture whether or not
there is anything to be gained from it.

Ace, War Leader: The NPC is an unusually good
leader in battle, able to inspire confidence in others,
and receiving complete obedience from followers. In
terms of combat rules, treat such NPCs as having an
Initiative of 6 (they never panic), and allow them to
predict their opponents’ general strategy and be pre-
pared for it.

Diamonds: Greed

The NPC wants to be rich. A “somewhat greedy”
NPC will be fairly easy to convince to take a particular
course of action as long as money is involved. A
“moderately greedy” NPC will drive a harder bargain,
but will actually be more willing to take larger risks,
provided the payment is sufficient. A “very greedy”
NPC will do virtually anything for money, but will insist
upon very high fees, and will perhaps attempt treach-
ery if it seems that even more money can be gained by
doing so.

Jack, Coward: This NPCis a total coward and will run
from danger at every opportunity. (You might say such
characters are greedy about their own safety.) If escape
is impossible, a coward will cower and refuse to fight.

Queen, Lustful: These NPCs are driven by lust for the
opposite sex. Depending upon the circumstances, the
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referee may interpret this as an impersonal lust for all
members of that sex or as an obsession for a particular
person.

King, Selfish: A selfish NPC never helps without
demanding payment and will never give away any-
thing. Such NPCs are convinced that everyone else is
just as selfish as they are. As a result, they will demand
higher payment than they are due (believing their
employers to be holding out on them), and they will
jealously guard their own possessions (convinced that
everyone else is just waiting for an opportunity to steal
them). NPCs this selfish are likely to <teal what other
people do not guard very closely.

Ace, Generous: These NPCs are extremely gener-
ous. Those who have another Diamond card as a
secondary motivation are so generous that they will
gladly give away anything they have to others in need,
even if this leaves them with nothing. All others will
tend to make generous deals and will refuse payment
for favors, unless those favors directly relate to their
normal line of business, and the person receiving the
favor is not obviously in need.

NPC APPEARANCE

When you describe an NPC’s appearance to the
players, you should keep in mind two main goals: You
want to make the NPC seem truly alive, and you want
the NPC description to help develop or maintain the
mood you've set for the adventure, There are a number
of things to be considered in doing this.

First, it will help if you take a moment to build a
mental picture of the NPCin your own mind. If you can
accomplish that, you probably have already succeeded
at pretty much everything else we are about to tell you
about NPC appearance. Once you have that mental
picture, you need to begin thinking about the most
dramatic way to convey it to your players.

Generally, this will mean painting a scene, not
merely a description of the NPC, After all, characters
have to be somewhere when the PCs encounter
them. Now paint the basics of that scene in broad
strokes, and work in pieces of mood-setting detail.
Don’tforget to appeal to other senses as well as sight.
Sound, smell, touch, and even psionic sensations all
add to the impact of a scene. As you continue, work
inward from the setting to the NPC, giving details of
background before giving details of the character.
Feel free to add in a little bit of ambiguity, to make it
obvious that there is more to the character than
merely what involves the PCs. Perhaps the character
is on the phone with his boss, wife, or children.
Perhaps he is in a hurry to finish work on a personal
project when the PCs interrupt him, is making lunch,
oris setting traps for the pests that infect his building.

These sorts of things impress on the players that the
NPC has not been sitting in a small room for his entire
life just waiting for the one moment that the PCs
would arrive, but was living a life long before they
came along.

Stereotypes can work well because they serve as a
sort of shorthand, getting a lot of information across
to the players with a limited number of words. The
basics of an NPC’s appearance, forinstance, will have
a lot to do with the NPC’s attributes and skills. And
once you‘ve appealed to a stereotypein your descrip-
tion, any details that run contrary to that stereotype
will become all the more firmly fixed in the players’
minds.

For example:

Referee: While looking for the professor, you are
approached by a man with unkempt hair, wearing
grimy overalls, He is carrying a mop, and appears to be
a janitor. He is muttering to himself. When he sees you,
he asks, “What can | do for you folks?”

Player. “We're looking for Dr. Humphries of the
Genetics Department.”

Referee: The man smiles and says, “I think you're
mistaken. You're not looking for Dr. Humphries, you're
looking at him.”

The description you give will do a lot to determine
what the players think about that NPC from this point
on. Just as in real life, first impressions do make a
difference.

Finally, recognize that knowing when to avoid
detail can be as important as knowing when to
include it. Too much detail can be confusing to the
players and slow down play, because they usually
assume that detailed descriptions mean that there’s
something important going on, and they can get
side-tracked trying to find something thatisn‘t there.
Also, a vague or incomplete description of a scene
can add to its sense of mystery: The players are likely
to be much more nervous about a figure that their
characters can’t quite see than about one they can
see clearly, however frightening it is.

CONTACTS

When generic contacts are converted to solid ones,
they can be generated with whatever level of detail the
referee desires, just as with other NPCs. In general,
though, the more important the contactistoaPC, and
the more frequently that contact shows up in the
adventure campaign, the more detail will be required
for that contact.

Itis suggested that the referee allow players a strong
hand in designing the histories for their contacts. After
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all, in some ways a contact’s history is part of the PC’s
history. But it is suggested just as strongly that players
notbe allowed to know exact numbersforthe contact's
attributes, skills, and assets. To a player, the contact
should seem like a living personality, not a collection of
numbers thatcan be exploited. Ideally, then, acontact’s
basic description will be generated by the playerwhose
character has established that contact, and the referee
will then create appropriate attributes and skills to
match the description.

In designing a contact’s history, a player should
justify why that contact would have established a tie
with the PC. For example, contacts could have been
classmates during an education term, coworkers at a
civilian occupation, or comrades in a military career.
Of course, for a contact to be someone who will be
interested in helping the PC all these years later, they
should have had something in common: a shared
hobby, a shared bonding experience (e.g., combat
for a military career, a difficult job assignment for
civilians, debate partners or a research assistant for
education), or a shared secret or common goal. The
player should specify how long ago this contact was
gained (i.e., the term in character generation in
which it was earned) to assist the referee in figuring
out how much older the contact is, and how much
more (or less) powerful the contact may have be-
come in the intervening time. The referee must
decide whether to accept a history as plausible or
interesting, or reject one as too ridiculous, requiring
the player to try again.

Once the history is agreed upon, the referee deter-
mines how old the contacts have become by now, and
just how much clout they still have in their fields. Once
this has been established, the referee can look down
the skill list for appropriate skills, or simply define the
contact as a template NPC, making up any necessary
skill levels as the need arises during play. It just depends
upon how much time and energy the referee wants to
spend on the NPC.

PATRONS

Patrons are a special type of NPC. Patrons are the
people the PCs are working for. These patrons may
meet the NPCs by placing an ad for services needed,
may be people the PCs already know, or may be
mysterious figures who send their messages only
through intermediaries, It is all up to the referee.

Not all PC groups will be working for a patron at any one
time, but most PC groups will work for a patron at least
once, because they have to make a living somehow.
Patrons can be a very important way to drive a Traveller
campaign, as they provide a constant series of missions for
the PCs to carry out. Some of these missions are on the up-

and-up, and others are suicide missions, but the players
can't always tell that sort of thing in advance.

Finding a Patron: Often this is not a problem; the
patron finds the players (“I have been watching you for
some time, and have concluded that you have exactly
the talents needed for a project...”).

On the other hand, players will frequently be
looking for work. Although it is hard to find a patron
right off the bat, PCs can find rumors of patrons that
are looking for employees. Such rumors can be
picked up around a starport, at the customs office,
the aerospace traffic control office, the warehouses,
or the old standby, the starport bar. Naturally, the
more seedy the locale, the more likely the job is
illegal, immoral, or downright stupid. After all, you
get what you pay for.

Some PC groups may have patrons that are entire
governments. Examplesinclude PCswho are members
of the RCES (Reformation Coalition Exploratory Ser-
vice), orwho share ownership of their starship with the
Regency Quarantine Service or the government of a
pocket empire (see Starship Purchase on page 221, and
Starting Money and Initial Equipment on page 36). In
this case, they should have some sort of regular supe-
rior, a local commander or case officer who regularly
gives them their assignments and to whom they report
upon completion.

HUMAN TEMPLATE NPCS

The templates on the following pages are only the
briefest attempt to show some of the many types of
humans who can be met in Traveller. Many of these
can serve as jumping-off points for referees to create
other types of people who can be met. When creating
a new template NPC, think of three criteria:

1) How good is the NPC in combat? This gives the
NPC’s level.

2) What equipment does the NPC fight with? This
gives not only the weapons (from a slug pistol for a
police officer all the way up to a grav tank for the NPC
members of a tank crew), but also the primary combat
skills used with the equipment.

3) What otherthings can thischaracterdo? This gives
the other assets. If the NPC is primarily a fighter, these
can be minor or nonexistent. If the NPC is not afighter,
these other assets are the NPC’s reason for existing, and
will naturally be significant.

Under the Combat Assets entry for each NPC, some
NPC types choose only one or a few skills from a list.
NPC types that give a list without using the word “or”
have all of the listed skills at the level of their primary
combat asset. In the lists below, assets will sometimes
be listed by skill cluster in bold, cascade skill in italics,
and uncascaded skills in normal type.
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Craftsman
These NPCs are encountered

] within peasant settlements in the
§ Wilds, and provide essential ser-
1 vices to the low-tech populations

there, Although they may not pos-
sess leadership or persuasive skills,
theirimportant talents place them
at the center of the community.
Any community that seeks to arm
itself, even with only metal-tipped
pikes, would need to have the
cooperation of the local crafts-
men. Some also are in the pay of

=] the local warlords, and provide

services upon request—or de-
mand.

Level: Novice.

Combat Assets: Armed Martial

1 Arts(Club) using trade tools: ham-
| mers, axes, etc.

Other Assets: Bargain 8; any
two of Carpenter, Jeweler, Ma-
son, or Metallurgy, one at 12, the
other at 6. On worlds where more
technology survives, add Electron-
ics, Machinist, and Mechanic to
the list.

Field Scientist

Freelance field scientists are a
special breed. These individuals
take theirshipsand crewsinto the
Wilds with little in the way of
organized defenses, in order to
conduct basic and applied re-
search. Unlike freelance scouts and
explorers, these scientists are not
motivated by the desire to re-
cover artifacts and relics, but rather
to gain information on various
subjects of interest.

Level: Experienced.

Combat Assets: Slug Weapon
or Energy Weapon.

Other Assets: Research 16, any
three Physical Science at 18, any
four Physical Science or Techni-
cian at 14,

Free Trader

The free traders, or just traders, are those indepen-
dent traders tough enough to have survived in the
Wilds. They continue to plod their itinerant way
through these blasted worlds, braving dangers too
numerous to calculate. By maintaining this tenuous
network, they provide the only source of information
(imprecise and slow as it may be) in this vast, blighted
area. Every group of traders will have at least one
leader with it.

Level: Experienced (Leader: Veteran).

Combat Assets: Choose two of Slug Weapon,
Energy Weapon, Autogun, Armed Martial Arts, Un-
armed Martial Arts.

Other Assets: Any six of Charm, Crime, Determi-
nation, Economics, Interaction, Medical, Space
Tech, SpaceVessel, Technician, Vice, Vehicle, three
at 12, and three at 9; plus Environment Suit 9, Zero-
G Environment 9. (Leader adds Leadership 12, Bar-
gain 12, Persuasion 12).

Gang Members

On most worlds in the Wilds, the vast majority of
city dwellers either moved into the countryside or
died, as there were insufficient resources to sustain
life in the cities. All the same, some stayed, but in
order to feed themselves, they formed gangs that
could seize and defend the scarce means of survival
in these post-urban deserts. Every group of gang
members encountered will have a leader (a gang as
a whole will have several such leaders and one overall
leader superior to them all).

Level: Experienced (Leader: Veteran).

Combat Assets: Armed Martial Arts (Club or Small
Blade), Unarmed Martial Arts, Slug Weapon, Thrown
Weapon.

Other Assets: Observation 12, Stealth 12, Street-

wise 12, (Leader adds Leadership 14, Ground Tactics
10, Persuasion 14.)

Guard

Wherever there is something worth having, there
are always guards. Equipment varies according to
location, butwillinclude atleast melee weapons, and
possibly firearms and personal armor if technology
and importance of location warrant.

Each area under guard should include one leader
with additional characteristics listed below.

Level: Novice (Leader: Experienced).

Combat Assets: Armed Martial Arts (Club) plus
Slug Weapon or Energy Weapon.

Other Assets: None.
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Lancer

The lancer, or freelance scout, is increasingly com-
mon in the frontiers of the Reformation Coalition.
These lancers are hired to do work by worlds of the
Coalition, or sometimes engage in speculative explo-
ration, hoping to find equipment or information that
can be sold to organizations back in the Coalition.
Because they do not have the advantages of the Hiver
training curriculum that has produced RCES person-
nel, they are not quite so highly trained. Each group
will include at least one leader.

Level: Experienced (Leader: Veteran).

Combat Assets: Choose three from Slug Weapon
or Energy Weapon, Unarmed Martial Arts, Autogun,
Grenade Launcher, or Tac Missile.

Other Assets: Any five of Aircraft, Charm, Eco-
nomics, Engineer, Explore, Interaction, Medical,
Personal Vehicle, Physical Science, Space Tech,
Space Vessel, Technician, Vehicle, twoat 12 (13 for
leader) and three at 9 (10 for leader), plus Environ-
ment Suit 8, Zero-G Environment 8. (Leader adds
Ground Tactics or Ship Tactics 8, Leadership 8,
Persuasion 8.)

Peasant

Often encountered on worlds in the Wilds, peas-
ants are typically rather simple people, but often live
in fear of local warlords, and may in addition have
xenophobic or technophobic tendencies, depend-
ing on local conditions and history.

Each group of peasants will have a leader, with
characteristics indicated below.

Level: Novice (Leader: Experienced).

Combat Assets: Armed Martial Arts, plus Archery,
Early Firearms, or Thrown Weapon. (Leader may add
Slug Weapon [Slug Pistol] at referee’s discretion.)

Other Assets: Farming 14, Riding 10, Guard/Hunt-
ing Beasts 8. (Leader adds Leadership 8, Persuasion 8.)

Reformation Merchant

Reformation Coalition merchants have not ven-
tured very far into the Wilds since the annihilation of
the Dawn League’s first mission. They primarily con-
cern themselves with maintaining internal trade and
contact among the Coalition itself.

Level: Novice.

Combat Assets: Slug Weapon or Energy Weapon,
plus Unarmed Martial Arts.

Other Assets: Any five from Determination, Eco-
nomics, Interaction, Personal Vehicle, Spacehand,
Space Tech, Space Vessel, Technician, Vice, or
Vehicle, two at 12, three at 9.

Star Viking
Star Vikings are members of

the Reformation Coalition Explor- |
atory Service (RCES). For obvious |
reasons, most Star Viking charac- |
ters will be player characters, but |

the referee may wish to present a
Star Viking NPC on occasion. Al-
though many PC viking charac-
ters are generalists, it is useful to
think of NPC vikings as belong-
ing to one of three specialties:
covert ops, ground ops, or space
operations,

If NPCs appearin agroup, there
should be aleader with character-
istics included below.

Star Viking—Covert Specialist
Level: Veteran.

Combat Assets: Choose two |
from Slug Weapon, Energy Weapon, |

Archery, or Early Firearms.

Other Assets: Act/Bluff 10, Dis-
guise 8, Intrusion 10, Language
(choose appropriate) 16, Naviga-
tion 10, Observation 12, Stealth
10, Survival 8, plus any two Physi-
cal Science, Social Science, or
Technician at 12.

Star Viking—Ground Specialist

Level: Experienced (Leader:
Veteran).

Combat Assets: Choose three
from Slug Weapon (Slug Rifie),
Energy Weapon (Energy Rifle),
Unarmed Martial Arts, Autogun,
Grenade Launcher, or Tac Missile.

Other Assets: Any six from En-
gineer, Explore, Medical, Per-
sonal Vehicle, Physical Science,

or Technician, threeat 12 (14 for
leader), and three at 9 (10 for 2

leader). (Leader adds Leadership
9, Ground Tactics 8.)

Guard

Reformation Merchant

I -
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Star Viking—Space Specialist

Level: Experienced (Leader: Experienced).

Combat Assets: Slug Weapon (Slug Pistol) or
Energy Weapon (Energy Pistol).

Other Assets: Any three Space Tech, Space Vessel,
or Techniclan skills at 12 (14 for leader); any additional
three from Physical Science, Space
Tech, SpaceVessel, Technician at
9 (10 for leader), Environment Suit
| 8, Zero-G Environment 8. (Leader
adds Leadership 8, Ship Tactics 8.)

Survivors

Every habitable world in the Wilds
will have its self-motivated inhabit-
ants who have given up on the local
socialorderand headedforthe hillsto
make their own life by their own wits.
These have outwitted theinfluence of
the local warlords, and escaped afate

as peasants. Because of their life-style,
survivors tend to be more free-think-
ing than those who have been incor-
porated into a re-emerging authori-
tarian feudal order. While this might
“/] make them more open to off-world
contact, they may still be victims of
‘| xenophobic or technophobic out-

_ | looks, as the local situation warrants.
: Level: Experienced.

Combat Assets: Slug Weapon,
Energy Weapon, or Early Firearms,
or Archery, as appropriate to the
world’scurrentororiginal tech level.

Other Assets: Mechanic 9 (if
appropriate to world tech), Medi-
cal (Trauma Aid) 9, Navigation 10,
Observation 12, Stealth 10, Sur-
vival 12, Tracking 12.

Survivor

Troops

The Troops heading covers a wide
variety of topics, from the elite Re-
4 gencyMarines, tothe untrainedshow

troops of a Technologically Elevated
Dictatorship. The quality of a body of
troops is decided by the environment. Their equipment
and skills are decided by the local technology, and their
experience level is decided by their level of competition. A
world which has not seen war for along time, or which has
no real competition (i.e,, only unarmed peasants) will be of
lower quality, while an army which has just come from a
war will be full of experienced combat troops.

Three different types of troops are listed below. The

referee should create local variations based upon these
models. The combat assets shows the skills each normal
infantry soldier is assumed to have at the primary combat
asset level. Spedialist soldiers, such as artillerymen, tank
drivers, etc., also add the skills listed under specialist which
allow them to perform their specific duties. Troops that
use battle dress have the Environment Suit skill listed
under “Combat Assets.” These troops use weapons
combat assets according to their experience level,
rather than keeping track of the Environment Suit and
weapons skills separately. Each group has one or more
leaders with additional abilities indicated below.

Troops—Regency Marines

Level: Elite (Leader: Elite).

Combat Assets: Energy Weapon (Energy Rifle), Cre-
nade Launcher, Armed Martial Arts (Large Blade),
Environment Suit.

(Spedialists add any two from Aircraft, Artillery, Com-
bat Engineer, Heavy Weapons, Saeens, Technician, Ve-
hicle.)

Other Assets: Grav Belt 12, Survival 10. (Leaders add
Leadership 13, Ground Tactics 12.)

Troops—Regulars
Level: Experienced (Leader: Veteran).
Combat Assets: Slug Weapon, Energy Weapon, Early
Firearms, or Archery, plus Armed Martial Arts.
(Specialists add any two from Alrcraft, Artillery, Com-
bat Engineer, Environment Suit, Heavy Weapons, Medi-
cal, Personal Vehide, Screens, Technician, Vehide.)
Other Assets: Survival 10. (Leaders add Leadership
12, Ground Tactics 11, Navigation 11.)

Troops—Show Troops

Level: Novice (Leader: Novice).

Combat Assets: Slug Weapon, Energy Weapon, Early
Firearms, or Archery, plus Armed Martial Arts.

(Specialists add any two from Aircraft, Artillery,
Environment Suit, Heavy Weapons, Personal Ve-
hicle, Screens, Technician, Vehicle.)

Other Assets: None. (Leaders add Bribery 10, Ca-
rousing 10.)

ALIEN TEMPLATE NPCS

Use care when drawing cards for alien NPC motivation,
as the standard motivation systemis designed for humans.
Whenever possible, imagine amotivation that is consistent
with the NPC's alien nature, and then only use motivation
cards to add slight variations to that nature. Specific
modifications to the card system are noted.

As always, remember that the combat skills and other
assets can be adjusted up or down to suit the needs of
the encounter, andto create variability and personality.
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Hivers

Players can expect to meet three main types of Hivers
in the New Era, and all of these in or around the Old
Expanses sector. Hivers are quite different from human
beings, apart from their physical appearance.

Hivers have no gender. All Hivers are neuter, and
exchange genetic material with every Hiver they meet
in a very matter-of-fact way, by “shaking hands” with
their rearmost limb (opposite the head). The “larvae”
that result are of no interest to the Hivers until they
reach a year in age, and are then welcomed into Hiver
communities.

Hivers are also virtually emotionless by human stan-
dards. They do not experience anger, love, joy, jeal-
ousy, or greed. They have two major motivations,
which are curiosity and their parental instinct.

Curiosity is familiar to humans, but is taken to greater
extremes. Hivers use every waking moment studying
orfiddling with things, conducting simple experiments
with common objects, and recording results in their
ubiquitous portable computers. This can make human
companions feel paranoid, as if they are constantly
being studied by their cryptic Hiver shipmate. When
exploring a world, Hivers also tend to wander off,
attracted by some mystery, and can take much longer
than their more businesslike human comrades might
prefer.

Their parental instinctis naturally linked to the survival of
their race and offspring, butalso hasastrongside effect: the
urge to help along other promising races (which includes
humanity, but not K’kree, Aslan, or Vargr). Thisinstinct not
only prompts them to assist these races in their develop-

ment, but also to help these races curb their violent

instincts, which are distasteful to
the Hivers, and which they con-
sider uncivilized.

Like many races, the Hivers |
are convinced of their racial su- | "5
periority, but the Hivers do not | g
fight wars in the name of this
belief. Their sense of superiority
is shown in secure confidence,
not in insecure arguing about | Witho
who is better, and is expressed | = =
by their lack of interest in con-
stantly explaining themselves to
companions of other races.

Finally, Hivers are mute. Their |
“spoken” language consistsof a
variety of arm gestures (often
with several of their arms at
once), physical contact, and
written symbols, which cannot
be understood by humans. To

speak tohumans,
Hivers have a vo-
cal synthesizerin-
ternal to the por-
table computers
they wear
strapped to their
“chests.” To un-
derstand hu-
mans, Hivers
must either learn
Anglic, or require
humans to use a
Hivervisualtrans-
lator. This device
is strapped to a [ " W
human’s chest,
with a video
screen facing out
toward the Hiver.
The humantypes
a message into
thekeypad which
is displayed on |

this screen in the
Hiver written language. Hivers who know Anglic can
simply comprehend spoken human speech.

Hivers also have a tendency toward what humans
interpret as secrecy and subtlety. Part of this is due to
the Hiver sense of racial superiority: They need not
justify themselves. Because Hivers do not experience
suspicion as an emotional response, they do not expect
that they need to explain their every action. But to the
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human mind, the constant Hiver activity seems out of
balance with their typical lack of running commentary
on what they are doing. Hiver subtlety also stems from
this lack of desire to communicate more than is neces-
sary. A Hiver is content to communicate a seed of an
idea to a companion if that is sufficient to get a point
across, rather than explain an entire plan with all of its
ramifications every time a decision needs to be made.
This dovetails with the Hiver ideal of subtle manipula-
tion (see Hiver Manipulation on the previous page).
Explaining too much defeats the purpose. The factthat
they are naturally silent adds much to their aura of secrecy.

Referees should feel free to use Hiver peculiarities for
comic effect. But remember that Hivers are not clowns
or buffoons, nor are they stupid. High comedy and
slapstick are usually not appropriate; rather, awrysense
of amusement at their very alien motivations and
reactions is desirable.

Motivations: When pulling cards for Hiver NPC
motivation, disregard the special descriptions for all
face cards. Also disregard any Diamonds result, as
Hivers do not experience greed. Treat Clubs results as
a measure of the Hiver’s ability to overcome its natural
unwillingness to use violence when necessary, with
higher results meaning that it is more used to the idea.
A Clubs face card gives the Hiver an Initiative of 2, and

is the only way that a Hiver can have an Initiative other
than 1. A Clubs result never means that a Hiver is
violent, only that it will fight when it must, rather than
breaking and running. Spades results are taken as a
measure of the Hiver's curiosity, not ambition, with
higher results meaning more curiosity. Hearts results
are a measure of the Hiver's parental instinct toward
humans in general, and to its crew in particular. High
results mean that the Hiveris not only committed to the
goals of the Reformation Coalition (as separate from
the Hive Federation), but to the good reputation of the
ship or organization it serves.

Most of the Hiver strength, and most of the Hivers
themselves, remain within the Hive Federation, re-
building their society. Those who venture out toward
human space are of three main types, as follows.

Hiver Tech Rep

Every RCES ship’s crew includes at least one Hiver
technical representative. These Hivers are included to
provide assistance in the maintenance and repair of
Hiver-designed and manufactured systemsinstalled on
the ship, as well as to assist in the recovery and repair
of relic technology discovered on exploration missions.
Hiver tech reps are especially valuable in examining
relic computers and software for traces of Virus, The
referee must exercise care when running the NPC tech
reps and their interactions with the PC crewmembers,
There might be a temptation for the referee and PCs to
treat the tech reps as oracles—direct pipelines to
transfer information from the referee to the players.
This temptation should be resisted. The Hivers are
characters in the same situation as the PCs, and not
road signs. Just because they are advanced and myste-
rious doesn’t mean they know everything.

Level: Novice

Combat Assets: Energy or Slug Weapon (Rifle or
Pistol).

Other Assets: Computer 16, Language (Anglic) 18,
any two assets from Space Tech or Technical clusters
at 16, plus four more from Space Tech, Technical, or
Physical Science at 12.

Hiver Instructor

Hiver instructors are members of the faculty at the
Hiver technical schools. Some of them might also
participate in exploration missions that are expected to
make discoveries in their fields of expertise.

Level: Novice.

Combat Assets: None.

Other Assets: Computer 18, Language (Anglic) 18,
any one asset from Space Tech, Technical, or Physical
Science clusters at 18, plus three more from these
clusters at 14,
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Hiver Merchant

Hiver merchants trade with the Reformation Coali-
tion, but will not be found travelling into the Wilds.
They are most commonly encountered in the Coalition
homeworlds, and at Auction.

Level: Novice,

Combat Assets: Energy or Slug Weapon (Rifle or
Pistol).

Other Assets: Computer 10, Language (Anglic) 12,
any two skills from Technical or Space Tech at 12, any
two of Bargaining, Admin/Legal, or Marketing at 12.

Ithklur Marine

This powerful reptilian race is a member of the Hive
Federation. After ages of careful Hiver nurturing, they
have had their natural violent tendencies curbed to the
public service and are used as the Federation’s elite
ground troops. Ithklur tend to practice a well-
intentioned, good-natured physical boisterousness
among themselves, which can be dangerous to non-
Ithklur who are unprepared for it.

Use motivation cards as necessary, but disregardface
card results, treating them only as high levels of that
suit’s trait. Most interaction with Ithklur, however, will
be via their Hiver commander.

Ithklur combat movement rates are 2/10/20/30, just
like humans.

Among each group of Ithklur, there will be a leader
with higher abilities as noted.

Level: Veteran (Leader: Elite).

Combat Assets: Energy Weapon (Rifle) or Slug
Weapon (Rifle), Armed Martial Arts and Unarmed
Martial Arts, plus any two from Heavy Weapons or
Artillery.

Other Assets: Any one skill from Technical or Ve-
hicle at 10. (Leader adds Leadership 10 and Ground
Tactics 10.)

Vargr

The Vargr interstellar civilization survives only as a
few Vargr states that benefited from being on the lee
side of the Domain of Deneb, and were able to
organize themselves to hold off Virus, thanks to
timely warning from the Domain. However, the
uncooperative nature of Vargr society has meant that
the Vargr states have continued to gradually suc-
cumb to Virus over the past 70 years. The Domain,
now Regency, frontier with the Vargr has been
watched very carefully, to prevent the Vargr “Virus
sponge” from contaminating the Regency. Vargr
raiders, though less common than they once were,
are still alarmingly common, given the nature of their
interaction with their neighbors and the threat they
carry of Virus infection.

AllVargr groups
must have aleader,
asindicated below.
Vargr groups will
always be ready
to break from
their leader or
split into sub-
groups if the
Leadership asset
of their leader is
insufficient to
keep them fo-
cused onthetask,
or is challenged
byanotherleader
with higher Lead-
ership.

Vargr NPC mo-
tivations may be
generated as hu-
man NPC moti-
vations without
modification.

Vargr Merchant

Vargr merchants operate under the ownership of
human or Vargr organizations. Vargr being what they
are, it is a rare human who takes a Vargr merchant at
face value; most assume that any Vargr is a potential
raider.

Level: Experienced (Leader: Experienced).

Combat Assets: Slug Weapon or Energy Weapon,
plus Unarmed Martial Arts.

Other Assets: Environment Suit 8, Zero-G Environ-
ment 8; plus any four of Charm, Determination,
Economics, Interaction, Space Tech, Space Vessel,
Technician, or Vehicle, two at 12 and two at 9.
(Leaders add Leadership 16 and Persuasion 14.)

Vargr Raider

Most of the major races’ first contact with the Vargr
was with Vargr raiders, and much of the subsequent
contact has been just the same. It’s what Vargr do
best.

Level: Experienced (Leader; Veteran).

Combat Assets: Any three of Slug Weapon, Energy
Weapon, Armed Martial Arts, Unarmed Martial Arts,
Autogun, Grenade Launcher,

Other Assets: Environment Suit 8, Zero-G Environ-
ment 8, plus any two of Explore, Space Tech, Space
Vessel, Technician, Vehicle at 10. (Leader adds Lead-
ership 18, Persuasion 16, Ground Tactics 14, and Ship
Tactics 12.)
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Aslan

The Aslan are

perhaps the
greatest cultural
imperialistsinthe
Traveller cam-
M paign. While the
Gl Hivers possess a
Y patient, unflap-
pable certitude
that they are su-
perior to any
other race, the
Aslan profess to
not recognizing
the legitimacy of
ways of life other
than their own,
referring to races
__ § which do not
i OO i practice Aslan val-
W/ ues as Tahiwihte-
4 akhtau, or “bar-
barians.”

Aslan NPCs
listed here are Aslan from the spinward remains of the
Aslan Hierate (the portions of the Hierate to trailing of
the Great Rift were hit by Virus and the Collapse). There
are also racial Aslan who are citizens of the Regency, but
these are not cultural Aslan, and are regarded with
disdain by the “real” Aslan, and thought of as
Fiyfiyalrya'uist, or Imperial lackeys who have lost their
honor by giving up their cultural heritage. Cultural
Aslan run their lives by an unbending commitment to
Aokhaor, “the spirit of strength.” Humans usually trans-
late this as “honor,” but the Aslan point out that this
translation is inaccurate in that the hurman world honor is
merely one possible motivation among many, whereas
Aokhaor is the value of life itself, lived in spiritual balance.

The Aslan exercise strict gender divisions among
professions. Males are warriors and leaders, while
females are administrators, technicians, scientists, and
businesspeople. The females, who outnumber the males
3to1inAslansociety, actually make the society run, asmost
males have no concept of the meaning or use of money
and other mundane concepts.

Aslan NPC motivations may be generated just as
human ones are, but remember that an Aslan NPC
whose motivation includes qualities of deceit, coward-
ice, murderousness, or another form of dishonorable
behavioris either already an outcast from Aslan society,
or will be if these traits become common knowledge
among other Aslan.

When Unarmed Martial Arts is noted as an Aslan skill,

this refers to the use of the Aslan’s natural weapon, the
“dewclaw” or aisai. Aslan use of the aisaiis treated like
an unarmed melee combat hand strike, except that the
aisai strike can only be blocked with a melee weapon.
The aisai does 1D6 damage.

Aslan Mercenary

Aslan males make excellent ground troops. A unit of
Aslan soldiers comparable to a unit of human soldiers
will always have higher morale and discipline, due to
the Aslan’s warrior culture. Note that these units in-
clude males and females, where males fill the leader-
ship and direct combat slots (infantry, tank, and cavalry
troops), and females the administrative (including all
unit executive officers), logistic, and combat support
(artillery and combat engineering) roles. The leaders
indicated below are the male combat leaders.

Level: Veteran (male), Experienced (female), Elite
(leader).

Combat Assets:

Male: Any five of Slug Weapon or Energy Weapon,
Unarmed Martial Arts, Armed Martial Arts, Autogun,
Grenade Launcher, Environment Suit, Vehicle, Heavy
Guns, Energy Artillery, Tac Missile.

Female: Any four of Slug Weapon or Energy Weapon,
Unarmed Martial Arts, Combat Engineer, Field Artil-
lery, Screens.

Other Assets:

Male: Grav Belt 12, (Leader adds Leadership 16,
Ground Tactics 16.)

Female: Grav Belt 10, plus any. two of Gravitics,
Medical, Technician at 10.

Aslan Assassin

The Aslan assassin is a member of an honorable
profession, one which is devoted to the absolute
righting of dishonors and which redeems the honor of
both parties. Aslan assassins are hired to seek out and
duel to the death Aslan opponents who are guilty of
grievous breaches of honor. Assassins do not strike
without warning, but instead confront the target, or
prey, for a melee combat duel to the death. Aslan
assassins will not duel prey that are significantly inferior
in strength or ability, as this would bring dishonor on
the assassin. Assassins are hired to be as near as
possible to the capabilities of the prey. When the prey
is confronted, it is expected that he will accept the
challenge, and not exercise trickery, attempt to
escape, or callin help. In honorably facing down the
assassin, the prey regains his honor, even though he
might be killed. These statistics reflect an assassin in
the prime of life; older, less capable assassins hired to
assassinate infirm targets should have their stats
adjusted accordingly. All assassins are male.




Level: Elite.

Combat Assets: Unarmed Martial Arts, Thrown
Weapon, Slug Weapon, Energy Weapon.

Other Assets: Acrobatics 18, Observation 16, Stealth
18, Tracking 18, Willpower 16, any two from Explore,
Vehicle at 14.

Aslan Female Civilian

Aslan females fill a wide variety of roles. They are
Aslan society’s technicians, merchants, scientists, bu-
reaucrats, administrators, and even the military com-
bat support arms, such as artillery and combat engi-
neering. Their social statusis linked to the success of the
male-led group to which they belong, but it is the
females that actually make most of it happen.

Level: Experienced.

CombatAssets: Unarmed Martial Arts, plus SlugWeapon
(Slug Pistol) or Energy Weapon (Energy Pistol).

Other Assets: Any five from Economics, Engineer,
Interaction, Medical, Perception, Personal Trans-
port, Physical Science, Social Science, Space Vessel
(except Pilot), Spacehand, Space Tech (except Gun-
nery), and Technician, two at 12 and three at 9.

Zhodani

The Zhodani society is one whose social order is
predicated on the use of psionics. The Zhodani noble
ruling class is psionic, and sits atop two other classes,
the intendants and the proles. The proles are com-
pletely nonpsionic, and the intendants are a class which
have demonstrated some psionic ability but have not
yet demonstrated their worthiness to be promoted to
the nobility. Unlike many noble classes, the Zhodani
nobility is not a closed group, but is open to new
members. New members are gained via the psionic
gameswhich are held every three local years. Sufficient
psionic prowess can raise a prole tointendant status, or
an intendant to the nobility.

The Zhodani society is predicated on conformity.
This is ensured by the Tavrched!l’, or “Guardians of
our Morality” (translated in the Regency as the
Thought Police), who, with their telepathic skills, are
able to keep a watch for antisocial thoughts before
they turn into dangerous behavior. In Zhodani soci-
ety, such antisocial thoughts, even if they lead to
crime, are regarded as mental ilinesses, which are
treated with psionic re-education. Once re-educated,
the individual returns to society without a blot on his
or her record, just as a citizen of the Regency would
return from a hospital stay.

The Zhodani and Imperial societies have been in
conflict for as long as they have been in contact. The
Zhodani regard Imperials (now Regency citizens) as a
society of pathological liars and criminals, ruled by a

government that
has no concern
for the mental
and psychologi-
cal well-being of
its citizens. Impe-
rialsview Zhodani
society as a chill-
ingformof happy
police  state,
where thereis no
privacy atall, not
evenwithinone’s
own mind.

When pulling
cards for motiva-
tion, take great
care with the use
of the specialface
cards. No Zho-
dani prole or in-
tendant would
ever get away
with being mur-
derous or deceit-
ful, unless the NPC were on the lam from the Consulate
to avoid re-education. Nobles are also not safe from re-
education if their antisocial tendencies are discovered,
but their high positions in society and ability to hide
their thoughts from others might allow a Zhodani
noble to get away with a very nonconformist, antisocial
motivation, if he orshe has taken great painsto conceal
it. Likewise, the only Zhodani who can receive skills in
the Crime or Vice clusters would be the highly unusual
aberrant Zhodani criminals, or Zhodani specialists who
need Intrusion skill as a portion of their legitimate job
(e.q., spies, commandos).

The three templates below are for the psionic classes,
two noncombatants and one combatant. A Zhodani
prole is little different in attributes and assets from a
non-Zhodani human.

Zhodani Noble

Zhodani nobles are first and foremost the leaders of
their society, and can have virtually any skills, depend-
ing upon their line of work, although mundane and
technical skills are left to the proles.

Level: Experienced.

Combat Assets: Energy Weapon or Slug Weapon.

Other Assets: Any three from Alrcraft, Determina-
tion, Economics, Engineer, Interaction, Perception,
Personal Transport, Physical Science, Social Sci-
ence, Space Vessel, Tactics, orVehicle at 12, plusany
three from the Psionic skills cluster (page 248) at 14.
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Zhodani Intendant

The intendant class serves as aides to nobles, and the
middle management level of Zhodani society. Their ad-
vance in society is achieved in two ways: by success at the
psionic games, which will elevate them to the noble class,
or by ably serving their noble masters, because their careers
will prosper with the success of those they serve.

Level: Novice.

Combat Assets: Energy Weapon or Slug Weapon.

Other Assets: Any three from Determination, Eco-
nomics, Interaction at 12, plus any three from the
Psionic skills cluster (page 248) at 10.

Zhodani Guard

The Zhodani Guards are psionic combat troops.
Some guards are organized in battalion-size com-
mando groupments, while others are attached to the
headquarters of line battalions. These psionic troops
come in three basic varieties: scramblers, directors, and
teleporters. Scramblers use telephysics abilities to dis-
rupt enemy forces (activating or deactivating weap-
ons, tuming radios off, etc.), directors use teleperception
or telepathic skills to locate targets and enemy forces,
and teleporters use their abilities to move swiftly and
unexpectedly on the battlefield.

Guard units wear specially designed battle dress
whose electrical functions do not interfere with the use
of their psionic powers.

Level: Veteran.

Combat As-
sets: Energy
Weapon, Gre-
nade Launcher,
Environment
Suit,

Other Assets:
Grav Belt 12, plus
Telephysics, Tele-
perception, Te-
lepathy, or Tele-
portation at 18.

Droyne

The Droyne are
the most mar-
ginal of the major
races (the major
races, Zhodani,
Aslan, Vargr, So-
lomani, Vilani,
K'kree, Hivers,
and Droyne, are
those which ap-
parently inde-

pendently developed the jump drive). Although they
are scattered on many worlds throughout Charted
Space, they have not had a united government or
society during recorded history. Although they typi-
cally reside in their own separate communities on the
worlds where they live, they seem content to live out
their lives as citizens of societies run by other races
(Zhodani Consulate, Third Imperium, etc.).

The Droyne range between one and two meters in
height, and resemble bird-like lizards with small vesti-
gial wings. If these wings were ever used for flight, their
homeworld must have had lower gravity and greater
atmospheric density than on a Terran-type world. Their
homeworld is not known, although the Droyne them-
selves refer to it as Eskayloyt, or “Lost Home.”

The Droyne are the only known sentient race that
actually experiences a form of metamorphosis during
their lives, All Droyne are born looking approximately
alike, butuponreaching adolescence, immature Droyne
undergo a procedure which determines the social caste
they will join and remain in for the rest of their lives. This
casting process is unusual because once the caste is
decided, the Droyne actually undergo physiological
changes to become members of the caste. There are six
castes: Workers, Warriors, Technicians, Drones, Lead-
ers, and Sports. These castes vary considerably from
each other in terms of stature, bulk, and even brain
capacity, which is remarkable since they all came from
functionally identical immature Droyne.

Like the Zhodani, the Droyne are psionic, but psion-
icsdoes not play the overpowering rolein Droyne social
structure as it does in Zhodani,

Droyne Sport

The Sport is the most generalized of the six castes,
and hence the least tied to one formulaic life-style. They
are about 1.5 meters in height, and unlike other
Droyne castes, are well-adapted to living away from
other Droyne for long periods of time. Sports serve as
scouts, explorers, pilots, diplomats, and emissaries for
the Droyne society, and hence are the most likely to be
encountered in Traveller: The New Era.

Level: Experienced.

Combat Assets: Slug Weapon, Energy Weapon.

Other Assets: Any six from Aircraft, Charm, Ex-
plore, Interaction, Perception, or Space Vessel, two
at14,twoat12, andtwo at 10. In addition, choose any
two from the Psionic skills cluster (page 248) at 10.

K'kree

Because the borderof the K'’kree government (“The Two
Thousand Worlds") is some 60 parsecs trailward of Ley
Sector, they are only rarely seen within the Imperial (or
post-Imperial) boundaries, and are not included here.




A glorious empire has died. Trillions
are dead. A New Era must arise to take
the place of the old era that blud-
geoned itself to death on 10,000 dif-
ferent worlds.

The old era did not understand the
sacrifice that was necessary to keep a
10,000-world civilization alive, and it
did not care to learn. The New Era
knows these sacrifices, becauseit must
make them every day in order to
create that civilization anew. And it
will not easily forget what it learns.

The New Era is populated with
people who will not let history end
with the world their predecessors left
to them. They know that there is
better history to come, history so bril-
liant that it will overcome the bitter-
ness and horror of all that has gone
before. They know this because they
are going to make it happen, starting
here, and starting now.

This new era is not fine and grand.
The fineness and grandeur of the old
era covered a corruption of the spirit
that was almost unquenchable in its
destructiveness. This new erais simple
and homemade, and this new era is
vigorous and vibrant, as the illustra-
tion at right of Auction on Aubaine
attests. This new era is not a society of
people mouthing allegiance to things
they do not understand; it is millions
of individuals all waking up one morn-
ing and deciding as individuals that
“things are going to change.” The
force of that many people moving in
one direction at the same time cannot
be denied. That force is called history.

The New Era is history being made.
Right here. Right now.

This chapter describes the universe
that created the New Era. How it
became the way it is today, and why
it’s not going to stay that way for one
minute longer. The past is prologue.
The future starts now.
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Virus

The phenomenon that forever changed the forward
progress of the sentient races in Charted Space was
givenslightly different namesin differentlocales. Within
the Regency and Spinward States, where its spread was
contained, it is called the virus, or the Al Virus. In the
Wilds, where they had reason to take it a good deal
more personally, it is called Virus, as if it were a single
multifaceted being. The usage in the Wilds is more
accurate, as a being is exactly what Virus is.

It is a living, thinking being that moves through the
medium of electronic information and computing
systems the way a fish moves through water. Itis a free-
floating consciousness that can move into and animate
any computing system with enough processing capac-
ity to house the consciousness. This computing system
and whatever it controls becomes the host of Virus, and
Virus becomes the equipment that it inhabits. When
Virus inhabits a starship’s computer system, it becomes
a living starship. A computer-controlled antigrav float-
ing city inhabited by Virus becomes a living city. These
are called “vampires” generically, with the most com-
mon usage being to refer to Virus-controlled vampire
ships, or fleets of ships with one huge linked electronic
mind—the vampire fleets.

Although they share the name, Virus has precious
little in common with the software viruses that were in
use before its arrival. These viruses took advantage of
the computer’s operation to create copies of them-
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selves. In some cases, they could actually stop the
computer from functioning, or seize control of it for
long enough to execute some pre-set routine. On the
other hand, Virus is the computer, and takes over its
operation from any other external inputs. By gaining
control of the computer itself and everything run by
that computer, Virus has access to a virtually infinite
number of means to spread itself. For a biological
example, flu “bugs” take over individual cells and
convert them to producing more flu cells, rather than
healthy body cells. Imagine if a flu infection took over
a human mind. Thathuman could deliberatelyinfectfood
and water supplies, and kill doctors and destroy medical
services in order to guarantee the further spread of the
disease. That is exactly the way Virus works.

Virus had one other unique advantage: Communi-
cations only travelled at the speed of travel, which is
to say that communications were carried by star-
ships. Any starship that was already infected deliv-
ered the infection along with the news. Virus infec-
tions learned the importance of the communications
nets, and preferentially infected the xboat system
and the Traveller’s Aid Society News Service Trojan
horse style, with asymptomatic infections. In almost
every case, the effect was the same: If you got the
news, you got the infection.

Thespread of Viruswas not, as many think of it, the effect
of a new technological development. Humanity had
naturally thought of computers and electronic machinery
as tools, for that is what they were. It was easy to imagine




that any development of these tools would also remain
tools. Unfortunately, this was not the case. Humanity
created a new form of life that, since it was made from the
tools, knew the tools better than humanity itself did.

The release of Virus was the explosion of a new form
of life into the universe, fully armed and armored, like
Athena from the head of Zeus. The nature of this new
life form put it into immediate competition with the
starfaring races, for it was fighting for an ecological
niche that was already of crucial importance to the
technological societies of the starfaring races. Humans,
Hivers, Aslan, Vargr, K’kree, all needed computers to fly
their starships and operate their tremendously sophis-
ticated societies. Virus needed these computers to live
in. It was a classic evolutionary confrontation. But Virus
had the inside track in this competition, because it was
the computers. Biological and anthropological scien-
tists have always been fascinated by watching the
interaction of species in an environment competing for
the same niche. Newer or newly introduced species
could displace older species by more efficient feeding,
more efficient use of shelter, more efficient breeding.
There was even a term for this, which showed the
scientists’ sense of superior detachment, sitting in
judgment as it were, over the fascinating develop-
ments: “survival of the fittest.” But it wasn’t so much
fun this time, because humanity was just one more
organism, fighting for a place in the future.

Evolution of Virus

The weapon that destroyed humanity’s interstellar
civilization as well as those of their alien neighbors was
developed as an offensive form of silicon-based, highly
mobile artificial intelligence. Imperial computers and
robots had been growingincreasingly sophisticated for
years, butnone of these had clearly crossed thelineinto
artificial, self-aware sentience.

However, a naturally occurring silicon-based form of
life was discovered on Cymbeline in the Solomani Rim
sector. These microchips possessed not much more
than animal intelligence in the wild, but it was found
that when they were hooked into computer databases,
they achieved full, creative intelligence, This discovery
was kept secret by Imperial military organizations, who
intended to develop the weapons potential of the
discovery. In their home environment, these chips
preyed on each other, imprinting their own circuit
patterns over those of their prey. Although these chips
needed raw materials to survive as a species, they did
not need it for their individual survival. In other words,
they did not eat. They did not consume chemical fuel
which they processed in their bodies to grow, or to
build offspring. Rather, their power was electrical and
was obtained and converted from the environment:

from sunlight or geothermal heat. Their only need for
raw material was for reproduction: chips to imprint
their own programming onto. These chips could be
blank or vanquished prey—it was all the same to them.

It was thought that if these chips could be used to
take over enemy data systems and turn them against
the enemies, they would make an excellent—in fact a
very humane—weapon. There would be no need to
blow up enemy ships or worlds; this weapon would
merely take over enemy equipmentand make itimpos-
sible for the enemy to use it. They would be disarmed,
and the war would be over. It was a good idea as far as
it went, but it did not go far enough. By the time it was
released, its creators had not taught it how to work for
them. Instead, it just turned everyone else’s equipment
to its own use.

The reason that Virus was so difficult to control was
duetoits mutation rate. However, its mutation rate was
also the key to its success as an offensive system. Virus
was not just one immutable line of code that made
exact copies of itself by rote. It could modify itself to
defeat and use unfamiliar systems, given enough time
to analyze their operating principles, and then repro-
duce versions of itself that were customized for these
new systems. However, each such change created the
possibility of unintended side effects. When writing its
code over host chips, new circuits could be accidentally
created that would alter Virus’ psychology, by adding
new instructions or deleting existing instructions. Also,
the very architecture of a computer system would
subtly alter the behavior of the Virus that it hosted. One
obvious example is that a slow system with limited
processing power would make the infection rather dull
and stupid. A system with large amounts of parallel
circuitry would allow Virus to use its full intellectual
capacities, while one with more linear architecture
would give Virus rather inflexible thought pattems.
While Virus could eventually modify the circuitry, this
would take time, and during this time it might evolve
a new conception of its mission or purpose.

Although the developers of Virus had been unable to
develop controls over its activities subsequent to re-
lease, they had been able to impress one overriding
tendency into its makeup. This was a tremendous
suicidal urge. After infecting other nearby systems that
could be reasonably accessed, Virus would destroy the
system it had infected, along with all of the other
computing systems that it controlled. But once several
generations of mutation had set in, this suicidal urge
became modified first to a general homicidal urge, in
which Virus murdered human populations and equip-
ment but did not kill itself, then a directed homicidal
urge, in which Virus only murdered populations or
computing systems which stood in the way of its
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(The chart is a schematic of the evolutionary relationship between various strains of Virus. Any of the strains on this list can behave or develop
in a wide variety of ways if this is necessary to assist the referee in setting up a particular campaign setting.)

propagation, and in some cases was ultimately lost
altogether. However, the vast majority of Virus strains
were appallingly murderous. By 1201, the suicidal
strains had long since taken themselves out of the gene
pool, leaving only the more adaptive strains. But
adaptive is a relative term. By human standards, most
all of the strains surviving in 1201 are quite mad.

Strains of Virus

It is useful to think of Virus not as “it,” but as “them.”
Virus is not a single force that behaves in one single
stylized fashion. The reason it is so dangerous and
successful is that it does not behave in just one way.
Each system infected by Virus that has sufficient com-
puting power to allow it to achieve Al becomes its own
separate personality, which learns to operate in differ-
ent ways, and which spreads versions of itself that are
subtly different from other Virus infections. These
offspring are similar to the specific virus that spawned
them, but will also mutate in their own directions. In
this way, Virus rapidly developed into many different
strains of Virus. All of these strains are descended from
the one original Virus that was released, but as one goes
down the branches and sub-branches of Virus muta-
tion, one can find some very unusual strains indeed.

Strain 1 “Suicider”: This strain is the most straight-
forward, in that it kills itself and the entire operating
system it is in very soon after gaining control, usually
only sending out a few copies of itself before doing so.
For obvious reasons, this strain is fairly rare nowadays,
as its behavior has put it out of business.

Strain 1A “Suicide Inducer”: This is an early muta-
tion of Strain 1, in which Virus has decided to keep itself
alive to infect other systems with Strain 1 “Suiciders.”
One obvious result is that the Strain 1s that it sends out
would have a relatively higher probability of mutating
into Strain 1As, just like dear old dad.

Strain 2 “Samson”: This virus is not content with
merely destroying the operating system which it occu-
pies. Rather, it wants to destroy all of the hardware that
is controlled by the operating system, and does sofairly
quickly, after only bothering to send out a few copies
of itself. If a Strain 2 infected a starship, it would then crash
itself into a star or a planet. If it infected the life-support
system of a domed world, it would shut down the cooling
system for the nuclear plant and cause a meltdown, etc.

Strain 2A “Destroyer”: Like Strain 1A, the De-
stroyer interprets its programming to destroy to
apply to everyone else, but not to itself. Thus, a
starship infected by Strain 2A would become a de-
structive vampire ship, running around and shooting
up other ships, orbital starports, domed cities, power
plants, etc., in addition to infecting as many other
targets as possible. This is one of the most common
of the early, basic mutations, and caused most of the
vast destruction of the Collapse.

Strain 2B “Reproducer”: Like 2A, but is careful to only
destroy things that it cannot infect. Itis evolutionarily more
adaptive than 2A, because ratherthan destroying potential
hosts, it makes the most of opportunities to reproduce
itself, and therefore Strain 2Bs become rather plentiful.

Strain 2C "Doomslayer”: Like 2A, but it has gotten




religion. Its worldview has developed to the point
where it identifies targets that deserve destruction
more than most. Most Doomslayers have decided that
they want to destroy Lucan, having modified their
programming from “destroy the self” to “destroy the

one who created your self.” Although this strain does
attempt to infect other systems, its destructive bent often
destroys potential targets or recently infected offspring.
Strain 2D “Reproducing Doomslayer”: A combi-
nation of 2B and 2C, a Doomslayer that is careful to not
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destroy any potential targets that it can infect, as well
as targets that it has already infected. More successful
than 2C for just those reasons.

Strain 3 “Empire Builder”: This is the strain that
controls most of the vampire fleets. This virus takes over
systems which it then networks into one large corpo-
rate mind. This distinguishes it from Strain 2B which
seeks to infect many systems, but Strain 3’s offspring
remain as separate minds.

Strain 3A “Alliance Builder”: This strain seeks to con-
vince other Virus-infected systems to join together with it
toaccomplish some task that it has set foritself. Sometimes
it will kill those that refuse to join it. This task is usually one
of directed mayhem, as with the Doomslayer, 2C, above.

Strain 4 “Puppeteer”: The ultimate development of
the Empire Builder line. These have gone past the
Alliance Builder to actually reinfecting already-infected
systems with their own code, in effect parasitizing
them. By the 1140s, almost all surviving vampire ships
are of this strain, having participated in the cyclic
evolution 4A, B, C, D, and so on, as each attempts to
counter and take over other Strain 4s, which arein turn
attempting to counter and take over it.

Strain 5 “Parents”: These highly sophisticated strains
are sometimes offspring of Strain 4 viruses, but often
are originally Strain 4s that deliberately modified them-
selves to this level. Strain 5 viruses exercise sexual
reproduction, meaning that two Strain 5 viruses do-
nate code of their own pure “genotype” which is
recombined into a new “genotype” carried by the
offspring. Unlike the asexual reproduction of other
strains which merely replicate code possessed by the
single parent, sexual reproduction creates genetic di-
versity, as new features developed by one virus can be
combined with features developed by another. Simi-
larly, weaknesses in one virus’ code can be masked by
strengthsin the code donated by another, just asdominant
genes prevent the expression of often harmful recessive
genes (hemophilia, color blindness) in organic forms.

Strain X “Hobbyist": This strain is the most difficult
to place in the Virus taxonomy, as its motivation is the
most unusual. It is speculated that these mutations
arose as viruses infected very specialized computer
systems which had very narrow, specific functions that
impressed themselves onto the virus. For example, the
virus that infected the stellar observatory in the Antares
system (2421 Antares) forgot all about killing itself and
became committed to watching Antares. The ships
that itinfected often wandered off to study other stars.

Strain XA “Mother”: The most successful Virus
strains developed a sense of self-preservation which
in this strain becomes extended quite farindeed. This
virus, whether in control of a ship, a fleet, or some
stationary computer complex, adopts a local com-
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munity of humans or other life, and protects them. In
some cases, this protection is logical, as the humans
provide maintenance or refueling services, but in
other cases, the vampire just seems to like them. This
strain will do battle with other vampire shipsin order
to protect its pets.

Strain XB “God": This substrain goes the Mother
one better, by imagining a goal for its pets, and it
endeavors to mold and shape them to this goal. As all
gods must, this strain sometimes uses harsh measures
to ensure obedience.

The Spread of Virus

Virus spread quickly through the Imperiumfollowing
its release in 1130. It was released when military forces
of one of the Civil War factions made a strike on a
weapons research station and, in the confusion of
plundering the station for its weapons research data,
took Virus directly into its fleet databanks. While the
fleet took the Virus, hiding within it, back to its home
bases, independent news reports of these military
actions carried Virus to other points of the falling
empire, spreading the news—and later generations of
Virus—with each planetfall. The travel time required for
these news reports to reach their destinations allowed Virus
to become fully conscious by its amrival, and in the case of
the later mutated strains, allowed Virus to make plans to
effectively disseminate itself at each new world.

There were very few barriers to this spread, and the only
really effective oneswere therifts, which preventedstarship
travel across them. In these cases, the spread of Virus took
longer, as it had to spread via starships travelling the long
way around these rifts to get to the other side.

The largest of these riftsis the Great Rift. It, along with
the Vargr invasions which occupied Corridor Sector,
completely separated the Domain of Deneb from the
Imperial core areas, now rapidly filling up with Virus.
Virus could not leap the gap from the Gushemege and
Reft sectors directly to the Domain, which saved Norris
and his subjects from the massive wave of infection that
doomed the less isolated areas of the Imperium. At the
same time, infected ships that attempted to reach the
Domain by rounding the horn in Viand were fighting
upstream against the dominant coreward traffic of
Vargr marauders. Vargr ships that were infected were
usually on their way to plunder the Imperial core, and
5o, until Virus reached maturity and took over control
of the ship, tended to take it back toward the center of
the Imperium with them. By the time this depleted
wavefront of Virus made it to the Domain frontier in
Deneb, Norris’ fleet was ready for it.

Isolation behind the rift allowed time for warning to
reach the Domain viaa handful of foresighted refugees.
These used high-performance ships such as naval
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couriers, and used secret mid-rift fuel caches to cross
over. These refugees had witnessed the effects of Virus,
and were either able to use uninfected ships to make
the journey, or were able to destroy their ships or
computers upon arrival to prevent further spread.
Many worlds and factions in other portions of the
Imperium received similar warnings, but without the
buffer that the rift provided to the Domain, this warn-
ing was usually not enough. The Domain could only be
infected from one direction, and could prepare itself to
defend that frontier, while worlds at the heart of the
Imperium had no such clear line of defense, The
Domain was fortunate in that average jump perfor-
mance in the Imperium was much less than was
required to use the mid-rift fuel caches, and that no
Virus-infected couriers were able to attempt the trip.
Credit for this must go to the many nameless heroes
who remained behind to sabotage ships that Virus
could have used to cross the rift. They, no less than the
heroes who made the trip with the news, are owed the
eternal gratitude of Regency citizens.

The Domain was lucky, but it made the most of its luck,
by responding rapidly and forcefully to the news of Virus.
The reports allowed the navy to establish tight block-
adesat Catacomb (2234 Deneb) and other chokepoints
along the outer edge of the rift in the Deneb and Reft
sectors, and all along the Domain frontiers.

The infection that ravaged the rimward portion of
the Aslan Hierate ran into problems of its own. Not only
did it have quite a distance to travel, but the decentral-
ized nature of Aslan society meant that computer
hardware parameters varied from clan to clan. While
this could not stop Virus, each interface between different
computer standards did slow it down, and over the space
of several clan boundaries, this did make adifference. By the
time the first Virus-infected ships attempted to make the
jump-5 passage across the rift, Norris had already wisely
wamed his Aslan neighbors, The infected ships were met
by joint Aslan-Domain task forces and destroyed.

While this was going on, emergency measures be-
gan within the Domain to prevent the spread of the
Virus carriers that would inevitably leak through. First
among these was the notification of the Zhodani,
Aslan, Darrian, Sword World, and Vargr governments
of what was known of Virus. The best way to prevent
the spread of Virus into the Domain was to see that its
neighbors were inoculated as well. These included the
destruction of all transponder suites, and of all com-
puter-controlled communications suites. By late 1131,
every radio, laser, and maser message in the Domain
was transmitted and received by an operator using a
computer that was completely isolated from the re-
mainder of the ship’s or facility’s electronic systems. No
starship was allowed to cross the Domain border.

Passengers were removed fromtheirships andsearched,
then carried into the Domain in Domain craft. Any craft
that attempted to resist was destroyed. No exceptions
were made, and no apologies were given, For this
reason, interstellar society has survived spinward of the
Great Rift, and nowhere else.

By 1201, all the rest of the former Imperial territory,
as well as that of its alien neighbors, has been reduced
to a blasted interstellar no-man’s-land known as the
Wilds. Although the Hivers have been able to control
the grievous damage to their society, and begin ex-
panding back to contact humans in the Old Expanses,
nothing in those areas will ever be the same, In 1201,
the legacy of Virus is three-fold. First, the yawning
annihilation of life, society and civilization across most
of inhabited space. Second, the presence of vampire
ships and fleets, which still present quite a danger to
interstellar travellers. Finally, the presence of Virus
infection, sometimes called “eggs,” in a great deal of
leftover “relic” Imperial technology. These eggs were
often left by Virus in equipment that was too small to
be effectively inhabited, but that, if later hooked up to
more capable systems, would hatch and inject the
infection into the healthy systems.

Responses to Virus

There have been many different approaches to de-
feating Virus. The most basic is to no longer have
communication systems that feed directly into the
central computer for scrambling, decoding, transla-
tion, etc. This eliminates one of the most fruitful sources
of access for Virus. For arelated reason, ID transponders
have fallen into disfavor. The old Imperial transponder
system allowed direct access to the central computer
via a closed, tamper-proof black box. Allowing
crewmembers into the loop at any point, even to the
extent of allowing them to turn the system on and off,
would have defeated the purpose of a 100% positive
control system (i.e., any running transponder could be
trusted, while any off-the-air transponder should not
be). In an Imperium in which one-way communication
took over a year from one end to the other, only a
centrally authenticated system could prevent massive
fraudulent transponder use, although the solution
chosen turned out to be a rather procrustean one,
under the circumstances. In the New Era, transponder
ID codes are locally arranged affairs, and are controlled
manually. They are therefore open to a good deal of
suspicion. Without a centrally controlled fail-safe sys-
tem, there is no guarantee against the use of fraudu-
lently obtained codes when communication is limited
to the speed of travel. Meeting an unidentified ship is
a risky proposition, but that is a sign of the times.

Over 60 years of study of Virus and its function have




enabled the creation of many effective anti-Virus pro-
gramsin areaswhich retained their technology, such as
the Spinward States. Unfortunately, most people do
not entirely trust these programs because they cannot
see them, or perceive that they are functioning. This is
a natural response to the effect of seeing technology
that had been trusted for centuries go suddenly ber-
serk. The human psyche is much more comfortable
when it can see and understand what it must trust. In
addition, many of the antiviral programs developed by
the Hivers are actually themselves domesticated vi-
ruses, a factthat the Hivers don’t call attention to, as this
would not make anyone feel more secure.

One approach which hasfound much favor as a stop-
gap measure in low-tech areas is to use uumb comput-
ers with small processing capacities and limited use of
parallel circuitry. However, this creates dumb and easily
defeated systems.

One of the most important facets of designing Virus-
proof systems is that the system, by the very nature of
its functioning, instills confidence in its crews. A crew
which constantly doubts the functioning of their equip-
ment cannot do their job well.

A solution which meets this need must not only
reduce the fear of Virus infection, but not overload the
crew with the tremendous amount of work that had
been previously consigned to unsupervised automa-
tion. A successful solution will also limit the damage
resulting from inadvertent Virus infection.

The most successful of these is the revisioning of
computersinto systems that required human oversight
at every level and at every juncture between one
separated operating system and another.

By eliminating the vast system of computer-con-
trolled networking into smaller segments, the chance
of a virus gaining control of a planetary power grid at
one fell swoop, for example, is greatly reduced. In
addition, the reduction of emphasis on data ports
which formerly received pure computerized code re-
quires more human intervention, and instills further
confidence. A starship was once controlled by a central
computer system that monitored and, when necessary,
could control the function of every facet of the ship’s
operations, from incoming communications all the way
up. While human crew monitored, modified, and could
override these systems, the ship was perfectly capable of
handling things by itself. And once these ships were taken
over by Virus, they were more than willing to do so.

The new system no longer has one central computer
that can coordinate everything at super-human rates.
Instead, its systems are handled by several indepen-
dent, “dumb” computer systems that can only pass
information to each other via human data entry.
However, this data entry does not consist of the

thousands of characters of information that were pre-
viously passed back and forth electronically. Rather,
each computer segment distills this data into a concise
code, usually no more than two or three code words or
strings of numbers which the human operator can
easily and quickly feed into the next computer in the
sequence. The next computer which will receive the data
has been hard-wired or programmed to understand these
key codes, and translate them into the complex data that
it needs. Furthermore, the architecture of these computers
is optimized to perform only the functions that are ex-
pected of it, with no excess parallel circuitry that would
allow Virus to comfortably take up housekeeping in it.
For example, a ship’s navigator uses computer assis-
tance to generate a course through jump space to a
destination system, Rather than the result being a mass
of electronic gibberish sent at the speed of light to the
jump drive node of the computer system, the course is
expressed as “Alpha Red 5600.” This course code is
then passed to the engineer officer who enters Alpha
Red 5600 into his computer, which understands the
parameters of the course, and is able to generate two
additional coded instructions, “November Orange
Bravo” which Instructs the ship’s power plant com-
puter of the power needs that it must generate for the
jump drive, and in what sequence and for which
duration, and “Charlie Blue Echo,” which informs the
jump drive computer what is expected of it. While this
is going on, the navigator then works out the proper
hyperspace insertion angle, and gets a code for that firing
sequence which he passes to the maneuver officer.
Because each instruction that is passed from one
computer to another is distilled into a code which is
already spoken by the next computer in the line, the
time taken to carry instructions from one segment to
another is reduced to a minimum. The fact that each
such message passed through a crewmember can be
authenticated by an independent electronic verifier virtu-
ally eliminates the chance of massive internal viral infesta-
tion. The result is a system which not only reduces the
chance of viral infection, but which also boosts the crew’s
confidence that Virus has been excluded from the loop.
The single most effective procedural change, how-
ever, is that all communications functions are handled
by a single self-contained system that does not inter-
face with any other system in the ship. Also, as often as
possible, intership contacts are handled by simple voice
communications, reducing the need for sophisticated
scrambling and computerized communications digestion.
The drawback to this solution is that it requires a
manufacturing capacity equal to the task of designing all
new hardware for existing equipment. Such a capacity is
only available in the Spinward States, and to a much lesser
extent in the Old Expanses with Hiver assistance.




THE FRINGE WORLDS

Although Virus spread like wildfire throughout Imperial
space, the nonintegrated worlds along the fringe of the
Third Imperium had some insulation from the data plague.
As it turned out, that insulation was insufficient to stop
Virus altogether, and in fairly short order both the nonin-
tegrated human worlds and the alien cultures which
conducted regular intercourse with the Imperium became
infected. Unlike most worlds in the Imperium, however,
the worlds on the fringe had some warning in advance of
the onset of Virus, awarning which enabled them to make
some material and, more importantly, psychological prepa-
ration.

Material preparations, such as cutting off data links to
transmitter-receiver stations, were usually too little too
late. They did not succeed in keeping Virus out of systems
(systems which in many cases had already been infected,
unknown to their users), but it did further slow the onset
of infection and, more importantly, the precautions in

place helped minimize physical damage. Air traffic, for
example, had already been re-routed away from heavily
inhabited areas, and emergency system crash procedures
had at least been thought through and rehearsed.

Psychological preparation was far more important. Un-
like the citizens of the worlds of the Imperial core, the
people on the fringe worlds knew what was happening to
them and what was causing it, a major advantage in
coping with a crisis. When the worst happened, when
everything crashed, the people on the Imperial fringe at
least knew where they had to start in picking up the pieces.

Despite that, the crash was deep and hard, and the
recovery from it, although steady, was extremely slow. In
the Old Expanses Sector, however, there was an additional
force which considerably accelerated the recovery.

THE HIVERS
The Hive Confederation had long been a quiet neigh-
bor of the Imperium, occupying the area trailing the




original area explored and settled by humansfrom Terra.
Nonaggressive and nonterritorial (beyond a concern for
the worlds they already inhabited), the Hivers’ external
interests had always centered on commerce and scien-
tific inquiry. Among the dominant races of known space,
the Hivers had always excelled at data processing tech-
nology.

Although Virus eventually managed to adapt itself to
the data processing net of the Hivers, and caused consid-
erable damage, the Hivers were able to develop counter-
measures quickly enough on a few worlds that a com-
plete collapse was averted. Rebuilding of the confedera-
tion began almost at once, but the destruction was still
great enough that now, 70 years later, it is still going on.

The Hivers have always been a far-sighted race, how-
ever, and have been willing to invest heavily in the future,
Recovery by the worlds of the Imperial core was, of course,
inevitable, even though it would take centuries if left to
itself. But what would the nature of those recovered
civilizations be? It took very little deliberation for the Hive
Confederation to decide that emerging cultures based on
authoritarian tyrannies and driven by xenophobic hatred
would make potentially catastrophic future neighbors. But
what was the alternative?

The answer was to select emerging societies which did
not have those characteristics and put what limited re-
sources the Hivers had behind them, hoping that they
would culturally come to dominate the old area of human
space. The Hivers found such a culture in the struggling
fringe worlds of the Old Expanses.

THE DAWN LEAGUE

The Hivers eventually identified 20 worlds in the Old
Expanseswhich had amemory of pre-Collapse culture and
which were comparatively free of either technophobia or
xenophobia. They established technical academies on
several of these worlds and transported gifted candidates
from all of the worlds to those magnet training centers. At
the same time, Hiver technical teams began rehabilitating
relic starships in the area and turning them over to human
crews as they completed their training.

For their part, the humans participated in the program
willingly and enthusiastically, and found the optimistic
spirit of the Hiver teachers infectious. Soon the worlds
formed their own political union, the League of the New
Dawn (later shortened simply to the Dawn League), a
name which reflected the idealism and optimism which
directed its actions.

As soon as a dozen or so ships were patched up enough
to undertake extended interstellar missions, picked crews
were chosen to man them and be the first to open contact
with the blighted worlds of the old Imperial core.

None of those vessels returned. With the best of inten-
tions and the noblest of purposes, they had walked into a
savage jungle, and had simply been devoured. Most of the
ships were seized, as functional starships were rare and
priceless in the Wilds (as the area of the old Imperium came
to be called). Crews were imprisoned at best, and were
often tortured or killed by angry mobs or cruel tyrants.

As news of the atrocities filtered back through the thin
network of free traders that still plied the spaceways in the




Wilds, a wave of grief and rage swept through the League.
Afew crews were still alive, held prisoner on several worlds,
and planning of a series of rescue operations was immedi-
ately begun.

As the League had limited resources, careful economy of
force had to be practiced. First, extensive intelligence work
was done to lay the groundwork for the mission. Dawn
League covert operatives were infiltrated into the Wilds
with a variety of cover identities, although the most
successful passed themselves off as free trader crews. Then
surgical assault and rescue missions were conducted by
troops trained especially for the operation.

The rescue missions were almost uniformly successful,
and one of the raids was so successful that it inadvertently
toppled the planetary dictator. Faced with the prospect of
a hostile environment, the Dawn League recast itself as the
Reformation Coalition and embarked on a more aggres-
sive campaign to spread the seeds of recovery. The pattern
set by the early raids of covert intelligence-gathering and
preparation followed by a lightning-fast surprise strike
became the basis for all future operations by the Coalition,
and as word of the rescuers’ activities spread throughout
the Wilds by the free trader network, hostile dictators give
them a different name—Star Vikings.

THE COAUTION

I don’t get it. How did the Imperials build an empire of
11,000 worlds and then throw it all away like it was a bunch
of garbage? There are entire airless worlds out there where a
billion people died when the life support ran out. There are
bombed-out starports that are still radioactive, and there are
people out there who call themselves “human” who are
murdering each other just to be king of some scrap heap that’s
so deep in dead bodies that it just makes you want to puke.

I've been out there a half dozen times, and if that doesnt
give you religion, | don’t know what does. Yeah, | know,
religion, shmeligion, where did it get them? It’s not where it
gotthem, it'swherewe're going. This is history, pal, from here
on out. If you don‘t want to be in on it, get the hell outta my
way,

We didn't come this far to become extinct on 11,000
separate isolated worlds. By Allah, by Buddah, by Krishna, by
God—we were created for better than that. Those stars out
there—we had them once, and we’ll have them again.

RCES Captain Rebekka “Rebba” Gutierez
NE1

The Reformation Coalition is still in its infancy, but its
members have a clear view of their world and their place
in it. The xenophobia and technophobia that grip the
minds of the people of the Wilds, and the petty dictators
and tyrants who grip their throats, are blights to be
eliminated ruthlessly. Unlimited time and unlimited re-
sources would enable a careful and nonviolent approach
to the problem; the Coalition has neither. Instead, each
Coalition operation is conducted on a shoestring, and is
expected to both pay for itself and generate additional
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recovered technology to fuel the industrial growth on the
home worlds of the Coalition.

The Coalition is itself a very loose alliance of worlds, with
a central planning authority based on Aubaine. However,
although there is considerable cooperation on technical
matters between the worlds, each world launches its own
expeditions into the Wilds, using a combination of RCES
and freelance personnel and ships, and there is consider-
able rivalry in this area between worlds. Although tempers
may flare on the rare occasion when expeditions meet in
the Wilds, there is never any question of violence between
them. However, intelligence information concerning fu-
ture prospective raids is jealously guarded, as it represents
a considerable economic investment.

Recovered technological equipment is either brought
back into service and used in the field or, more often,
brought back to the Coalition to fuel the economic recov-
ery. Machinery of all types is sold at aucticn on all of the
worlds, but the largest of the auctions is held on Aubaine,
and the auctions there are massive social events as well,
providing a rare opportunity for ship crews usually away on
raids to meet and mingle.

ECONOMIC PRESSURE

But the Coalition economy is based, ironically, on imports
from an external market that doesn’t exist. The Coalition’s
core worlds are slowly advancing the technology of their
manufacturing base, making more and more sophisti-
cated goods to send out to the newly liberated worlds via
the RC merchants. These worlds can provide plentiful raw
materials, but only a small amount of the relic technology
needed to fuel the modernization of the core worlds.

The technology provided by the Hivers is extremely
limited, as they are having to rebuild their own worlds at
the same time, so the Coalition must scour ever outward
in search of high-tech equipment to fuel its own rebuild-
ing. But as the Star Vikings push outward, opening up new
worlds, each of these eventually clamors for more of the
limited supply of fruits of the growing civilization, forcing
the exploratory ships to move ever outward, searching for
more relic goods, and the most important find of all:
information. Information of other caches of technology, or
data on how to synthesize new chemicals, or manufacture
new crystals and drugs and alloys. All of these things can
be discovered on their own by the Coalition in time, but
since the advances can be made so much more quickly
with the proper data, these finds bear rewards far out of
proportion to their size.

STAR VIKING OPERATIONS

Star Viking teams perform a variety of types of opera-
tions, depending on the assets available and the potential
resources to be gained,

Survey: Where little or no information is available on a
star system, the first mission will generally be a survey of
greateror lesser detail. A Scout ship witha good electronics
suite is usually all that is required for this. The survey may
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involve simply determining the state of the ecosystem on
the major inhabitable worlds and establishing whether
there is still intelligent surviving life. A more extensive
survey may be required, with biological and geological
investigation of the surface (see the Exploration section of
“Worlds & Travel,” page 204). Priorityin surveywork is often
given to location of recoverable relics, such as downed star-
ships, fusion plant spare parts, uncorrupted data bases, etc.

Snoop: Where a potentially hostile human culture ex-
ists, covert operatives are sent in to find out as much as
possible. Vital information gathered includes size, deploy-
ment, and operational capabilities of the world’s military
defenses, weak points in its command and control net-
work, resistance movements opposing the government,
location of vital relics and technology, etc.

Cold Recovery: Cold recovery involved recovery of
previously located relics which are not held by surviving
intelligent organic life forms. Derelict space stations, downed
starships on airless or uninhabited worlds, or even itemsin
normally inaccessible parts of inhabited worlds are subject
to cold recovery. Some level of hazard is usually associated
with these missions due to the environment and the
possibility of dormant Virus activity.

Hot Recovery: This sort of mission, also called a “smash
and grab,” involves a surprise raid by a small team with the
sole purpose of recovering relics, resources, or hostages
from the local inhabitants. This is a dangerous combat
mission which requires careful planning and precise execu-
tion to succeed. This sort of raid is used when there are
insufficient resources available for a full assault operation.

Planetary Assault: A full assault operation involves
considerable military force to take out the command
center of the government of a planet. While it is virtually
impossible to carry sufficient troops to conquer or occupy
a world, heavily armed and well-trained strike teams
conducting “decapitation” operations can succeed in
disrupting the defenses sufficiently to seize operational
control. These missions are the most difficult of all the
military-style operations conducted.

Bootstrap: Once the local government is toppled, Local
Affairs teamsare moved intodirect recovery and reintegra-
tion of the world. These teams have self-defense capability,
but rely on persuasion and education more than force.
There are never enough assets to bring about change by
force, so instead the Local Affairs teams set up small model
communities that are capable of fending for themselves
and spreading their influence by normal economic and
social competition. Bootstrap operations are difficult, dan-
gerous, and time-consuming, but are the most important
long-term part of the Coalition campaign.

Hiver Technical Representatives: Another part of the
Hiver participation in the Coalition’s re-expansion pro-
gram are the technical representatives that accompany
each RCES mission. These tech reps provide detailed
technological knowledge that is not yet widely dissemi-
nated among humans, and this knowledge allows themto
serve two main functions.

Star Vikings

First, many components of Star Viking ships are either
manufactured in the Hive Federation or are derived from
Hiver designs. The Hiver tech reps are able to provide
expert advice and assistance in maintaining and repairing
these systems. Second, and more important, the Hivers are
able to help analyze the broken and derelict technology
found in the Imperial ruins. Although the relic technology
was created by humans, the Hiversare farther along in their
own recovery, and therefore better able to interpret and
manipulate the high technology that is found. They have
also had much more experience in combatting Virus, and
have many methods for diagnosing its presence in old
equipment and preventing its spread. As the Hivers are also
continuing to develop more Virus-resistant technology,
the tech reps are often testing new antiviral equipment on
these missions.

Within the chain of command aboard a Star Viking ship,
the tech rep stands as an independent advisor to the ship’s
captain. The tech rep’s advice is not binding on the
captain’s decision, but the Hiver can provide expertise and
insight that any captain would be foolish to disregard.

There is usually only one Hiver in each RCES crew, but if
there are any additional Hivers or Ithklur Marines, these all
come under the direct command of the Hiver officer, not
of the human captain. Hivers never accompany freelance
missions, only crews and ships commissioned into the RCES.
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1192: Hiver contact/technical teams begin contacting
isolated human worlds in Old Expanses. While many
of these worlds have regressed to the point where
they have lost memory of the Hivers and have no
desire to be contacted, some have retained enough
memory of interstellar culture that they accept con-
tact, technical assistance, and technical training from
the Hivers.

1193: Training of human starship crews from those
with technical aptitude begins. Also heavily utilized
are whatever “remnant’” humans can be found and
revived from low berths.

1195: Tentative trade is bequn among six worlds of the
Old Expanses. As more starship crews are trained by
other Hiver technical teams, trade continues to ex-
pand to more worlds.

1197: Small trading organization of 20 worlds cen-
tered in the spinward half of Old Expanses is formal-
ized as the League of the New Dawn, shortened
several months later to the Dawn League.

1199: First trading expeditions sent out from the Dawn
League into Diaspora.

1200: All 12 ships of the first trading expedition are
declared overdue and presumed destroyed. Armed
expedition of six ships is organized to discover what
happened to the missing ships. In rescuing the
imprisoned crew of one of the trading ships, one of
the armed expeditions inadvertently conquers a
world, having destroyed the Technologically Elevated
Dictatorship (TED?). The resuiting liberated peasants

'remnant: any Final War-era humans who survived to
the New Era (the year 1200 and after) by any means,
whether low berth, anagathics, or simple long life,
are known as remnants. This is as opposed to “relics,”
which refers to surviving Final War-era technology or
equipment. Both words are used as adjectives and
nouns.

7TED, or Technologically Elevated Dictator, indicates
rule by a small group of persons whose power derives
solely from their possession of relic technology well
in excess of that possessed by the remainder of the
population, typically 6 ormore TLs above the sustain-
able level. This is distinguished from a true feudal
technocracy in that there is not an interconnected
system of groups trading technological services with
each other, but rather one small elite which possesses
equipment which cannot be reproduced, and often
cannot even be maintained.

Star Vikings

are offered technical assistance, resulting in a perma-
nent Dawn League station and local government.

Dawn League assesses the results of the armed
expedition. All but one of the armed exploration
vessels has successfully returned, and they bring
news of the fates of the traders. Some were destroyed
in interstellar combat, causes unknown, while the
remainder were executed or imprisoned either by a
xenophobic populace or byinsular TEDs who did not
want their privileged positions threatened by off-
world contact. It was also found that all of these
worlds contain relic? technology that would allow
the more rapid rebuilding of society within the
League. However, this technology is either deterio-
rating from natural causes or being actively de-
stroyed or misused by the inhabitants, and must be
recovered if it is to be of any value. This technology
includes many spare parts for Imperial technology
being used in the League.

Based on thisinformation, the Dawn League restruc-
tures itself along more aggressive lines as the Refor-
mation Coalition, with the goal of re-establishing
interstellar society out to the limits of the former
Imperial boundary. As the Hivers are still rebuilding
their own society, there is only limited equipment
available from the Hivers. Most Hiver assistance
comes in the form of training, consulting, and advis-
ing, particularly in the area of computer technology.

The League establishes an armed exploratory/trad-
ing arm, called the Exploratory Service (RCES, Refor-
mation Coalition Exploratory Service), usually re-
ferred to as simply “the Service.” This organization
opens planets to trade and development, and recov-
ers relic technology. This technology is turned over
to the RCES, which then trades it to Coalition com-
panies or governments in exchange for support for
its own operations. Much of these items are traded
in large auctions on Aubaine, the RCES capital, in
large, heavily attended events. These monthly auc-
tions also become the occasion for large social events in
the growing cosmopolitan Coalition. Other RC worlds
begin to hold their own auctions, but none ever match
the excitement of “The Auction” on Aubaine.

The RCES creates and maintains its own relatively
small force of ships and crews, but because its
operations always outstrip its assets, it typically hires
ships to perform some of its missions.

1201: The New Era begins.

irelic: see note 1, remnant, above,
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The Wilds

HE NEW ERA

| remember the day the traders came. Everyone came to watch, even the men working out in the fields.

They showed us a bunch of machines that | don’t remember, but then they said we didn’t have anything that they
wanted. Then one of them said that maybe he could think of something, and they all laughed.

| remember him the best of all. He stood there holding a big gun in the crook of his elbow, pointing the barrel at the sky,

with his finger close to the trigger.

“I’ll take that one and that one,” he said, nodding his head to indicate my sister and my mother.

The other traders got quiet and fingered their weapons, but all he did was flex the arm that held the gun. The traders
had been through before, and we knew what their guns could do. If my dad had been there, I'm sure he would have made
them demonstrate them again, but he was away hunting. | was too young to do much of anything except cry.

They took my mother and sister, and then the one with the gun gave us a machine that you could talk through. “We
always pay for what we take,” he said, and he smiled, but it wasn't a friendly smile.

The old men smashed the machine after they left. When my dad got back and heard what had happened, he just got
quiet. He died in an accident the next harvest, but the other men said it was because he didn’t pay attention to things

anymore.

Some of the old men talk about going back to the stars, and the great things that are there. I’'m going back too, but |
know there’s nothing great there. | remember those traders, and I'm going to find them. Then I’'m going to kill them.

HISTORY

In the vast majority of cases throughout Imperial
Space, the Collapse was sudden, violent, and utterly
without warning. Onworlds with environments main-
tained by artificial means, casualties were probably
999% within the first week. If small pockets of survi-
vors managed to hold out past the first shutdowns by
using emergency shoring equipment, it was only a
matter of time before their supplies of food, water,
and oxygen ran out.

On otherworlds, the casualty curve wasmore gradual.
Large cities suffered badly in the first few days of the
Collapse. Air liners in holding patterns around large
metropolitan airports flew into the ground, causing
immediate ground casualties and starting large fires.
The destruction at starports was often worse. The fires
spread and burned out of control, the only light at
night in cities rendered blind, deaf, and dumb by total
global power and communication blackouts.

Military and police units were probably the first to
regain a semblance of order, Hand-held and vehicle-
mounted communicators were not part of the global
net and were too small and stupid to be suitable hosts
for Virus. Even then it took weeks to discover what had
happened. Most thought that the world had been
attacked by one faction or another of the Civil War, and
many assumed that they had been invaded and occu-
pied. But no occupation troops ever arrived.

Gradually, a picture of the calamity emerged from
the wreckage, but that picture was of very little use in
rebuilding the world. No assistance came from other
worlds of the Imperium; it was as if the world had
suddenly become the last inhabited planet in the

galaxy. For all the survivors knew, that was the case.
Who was to say that other worlds had been able to
survive at all? Where the occasional Free Trader had
survived with transponders and computers so old or
primitive that Virus could not gain access, contact with
other worlds was possible, but the news provided little
to be cheerful about.

Thefirst step in rebuilding was to re-boot computers.
When that didn’t work, most rational plans for rebuild-
ing were rendered obsolete, and some worlds never
got beyond that step. Where the true nature of Virus
was deduced or discovered by close examination of the
circuitry of computers, the knowledge was of very little
use. What was the solution? Remanufacture the core
processors of the computers, every computer on the
planet. How was that to be done? By the production
facilities available on every world with a significant
population and industrial base.

But all of those production facilities were computer-
controlled. Even where the main computer could be
bypassed, there was no way to manufacture chips by
hand; computer assistance was essential.

The next step was to try to begin at an earlier stage
and work forward. People had built computers without
chips once upon a time; why couldn’t they do it again?
Insome places they could. Old books on transistors and
vacuum tubes were consulted, and low-capacity mon-
sters were built laboriously by hand.

But on many worlds even this was not possible.
Where the world had actually gone through that
period, as on Sol/Terra, the books of that period were
of historic and sentimental significance, and thus were
preserved in museums. Where the museums survived,
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the books, and thus the
knowledge, survived.
But most worlds had
notgonethroughthose
periods of invention;
they were colonized by
people who had long
since passed the micro-
chip revolution, There
was little need for data
of events, times, ortech-
nology that never ex-
isted on thatworld. And
so, when it existed at
all, it existed only in
memory banks, avail-
able to be printed out
upon command. Now
the memory bankswere
empty or corrupted,
and the information
was gone,

While all of this was
going on, casualties mounted. Food distribution to the
cities stopped as the transportation net went down.
Stocks of food in the cities were reduced by looting and
vandalism until authorities confiscated them and insti-
tuted a rationing system. Food deliveries from agricul-
tural production centers were difficult to organize, but
gradually the food began to flow into the city again.

Then fuel began running out. The crash of the power
net had stopped industry as effectively as had the crash
of the data net, and this meant a total reliance on
batteries and combustible fuels (either hydrocarbons
or hydrogen), but the means to mass produce these
was gone, and the stockpiled reserves dwindled quickly.

Another problem with food distribution surfaced
soon afterward, and this was a purely economic issue.
With the factories silent, the cities had nothing to trade
for food from the countrysides. Money lost its value. In
many places, forced requisition of food was instituted,
and fighting broke out between rural populations and
the authorities. Even forced requisition could not have
been effective for more than a single growing season,
however, as agriculture on most highly populatea
worlds had become energy-intensive and technology-
intensive. Energy (both in the form of fuel for machin-
ery and fertilizer and plant nutrients for the growth
medium) became scarce, and all but the smallest
technological aids became inoperable. Food produc-
tion plummeted.

Faced with certain death in the cities, urban popula-
tions began migrating to the countryside. Now the
authorities fought alongside rural populations attempt-

ing to contain starvingurban mobs and protect agricul-
tural production areas. Some rural areas were overrun
and looted, further reducing agricultural production.
The combination of famine, disease, and violence
continued to reduce planetary populations through-
out this period. Cannibalism became widespread.

Up to this point, the pattern of decline on most
worlds was similar. Where their individual stories dif-
fered was in how far they plunged from this point and
by what means they halted the plunge. On some
worlds the authorities were able to protect most of the
agricultural areas and thus maintain a substantial food
base to sustain the planet’'s population, reduced as it
might be. On others, most organized agriculture ceased,
central authority disappeared, and within a few years
the small number of survivorswas reduced to a hunting
and gathering existence.

Most worlds fell somewhere between these two
extremes, and developed a fragmented quasi-feudal
society. The authorities (police and military) with
operational armaments and vehicles protected the
farmers in return for food. As those armaments and
vehicles dwindled in number over time, the holders
of them came to resemble more and more a feudal
warrior elite. The principle economic activity aside
from agriculture usually became salvage and trade in
salvage, as there was little need to manufacture
household items on a world full of the relics of a
society which supported from 10 to 100 times as
many people before the Collapse.

In cases where life has survived, it has been thanks
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primarily to two things: environment and moderate
population. Environment is simple: It means breath-
able air, drinkable water in large quantities, and condi-
tions that allow the production of food without massive
technological intervention. The effects of population
were a bit more subtle, but no less decisive. The crucial
number was between 1 million and 1 billion people,
depending on the useful, arable surface of the planet.
Too many people overloaded the carrying capacity of
the land, resulting in massive, rapid die-offs. These die-
offs spawned vicious wars over the remaining re-
sources, killing more, and destroying most of the
assets—equipment, transportation, food stockpiles—
that could otherwise have been used to save the
society. Too few people did not constitute a real
breeding population, nor provide enough hands to
provide forall of even asmall society’s needs. Generally,
these incidental populations were technicians or scien-
tists manning high-tech installations that were utterly
dependent on outside support. In most cases, a pre-
Collapse population of 1000 will have declined in the
years since the Collapse, not increased.

In almost all cases, the trauma of the Collapse—both
the terrible casualties it caused and the suddenness of
its onset—left deep emotional scars on the survivors,
and the societies they have built are a reflection of that
trauma. Most of these societies are both xenophobic
and technophobic to a greater or lesser degree.

XENOPHORBIA, TECHNOPHOBRBIA,
AND THEIR CAUSES

Xenophobia is not a rational, sustainable policy; it is a
disease. It is not a universalizable concept. Or, to explain
it better, if the concept were universalized, there would be
no existence at all.

Commodore Sean “Hammer” Lathrop,
Reformation Coalition Exploratory Service
NE 2

Xenophobia is the irrational, pathological fear of
that which is different. Technophobia is the irratio-
nal, pathological fear of technology. Both conditions
are endemic to the Wilds, and in some cases are the
very cornerstones of post-Collapse emerging cul-
tures. Although there are no “typical” social organi-
zations in the Wilds, there are some typical attitudes,
and these tend to be based on both xenophobia and
technophobia.

Xenophobia makes it difficult, and often dangerous,
to re-establish contact with many of these worlds.
Undoubtedly, some of the limited number of ships that
survived the Collapse did not survive their first encoun-
ter with some of these paranoid and hostile regressed




cultures, and are now silent monuments to the emo-
tional power of the Collapse, their crews massacred
and their controls and electronics ripped out.

On most planets of the Wilds, minority populations
suffered even more than the majority populations, as
those of different races were driven from the commu-
nity or actively hunted down and killed. Usually this
meant the nonhuman population of the world, but on
the homeworlds of nonhuman races, it often meant
the human population as well. Pockets of survivors still
live on some of these worlds, although they tend to live
in remote, inhospitable areas and generally live a very
primitive existence.

Even on those worlds which have allowed some
contact with other worlds through the Free Traders,
suspicion of off-worlders runs deep everywhere but the
starports, and even there occasional angry mobs or
lone fanatics will attack space crews. Often off-world
contact is a passionate political issue, sometimes even
sparking acts of terrorism or open revolt against the
central government.

One unfortunate dynamic helps to fuel xenophobia,
and that is the portion of Free Traders that has adopted
the procedure of part-time piracy. Xenophobia has
required the surviving Free Traders to exercise great
care when dealing with the planet-bound inhabitants
of the Wilds, and to deal from a position of strength to
avoid lynching by local xenophobic mobs. In some
cases, individual groups of traders have gone beyond
this reasonable caution to cruel and casual contempt of
the locals, which allows such routine brutalities as
murder and the taking of slaves. Worlds regularly
visited by such traders have their worst fears of off-
world contact confirmed and reinforced on a regular
basis, and their hatred grows.

Given the extent to which pre-Collapse society was
dependent on technology, and the extent to which
that dependence led to a calamity of monstrous
proportions, a certain caution concerning excessive
reliance on technology is both sane and prudent. On
most worlds in the Wilds, however, it is carried to
pathological extremes, hence the term technophobia.
The most common manifestations of this mental
iliness are feelings of revulsion toward technologi-
cally sophisticated devices and people who willingly
associate themselves with such devices. In some
societies this revulsion is so strong that it manifests
itself as violence, with priestly classes ritualistically
“killing” discovered pieces of technology and those
who are found to have used them.

In other societies, this fear is somewhat more selec-
tively applied to data-processing equipment. In some
cultures, elaborate theological frameworks have grown
up connecting the Collapse to a variety of apocalyptic

The Wilds

propheticwritingsin different religions, and thus equat-
ing Virus with supematural, and usually evil, character-
istics.

However, it would be a gross mistake to think that
everyone in any society thinks exactly the same way. In
the most religious societies in history, there have been
atheists; in the most close-minded societies, there have
been skeptics. Society can exclusively provide its side of
reality, but for people with naturally inquisitive minds
this one-sided presentation often serves only to excite
their curiosity.




HE NEW ERA

SPACE TRAVEL

There are effectively no surviving shipyards in the
Wilds. All starships in service (and there are not many)
were built prior to the Collapse, in most cases many
years prior to the Collapse. The average age of starships
in service in the Wilds is about 110 years. Typical wear
valueis 1D6 plus 4 (see the Maintenance section, page
241).

There are a number of scattered repair facilities still
working, and starfaring ships in a sector or subsector
will, sooner or later, congregate here for repairs or
annual maintenance. When these facilities are on a

populated world, that world or its rulers tend to have
a much higher standard of living, since they have
something the spacers need. They are at the best end
of the trading exchange, and the trading markets
around the starport show a barbaric opulence.

Where thefadilityis on alow-populationworld orin deep
space, the wealth is more concentrated. Although the
rules inside these stations are fairly lax, and behaviors
are wild, the stations are well-armed, and the owners
(usually a consortium of merchants) have armed guards
to protect the vitals of the facility and deal with anyone
whose behavior becomes too destructive,




Repair facilities have sprouted numerous entertain-
ment establishments catering to the tastes of Free
Trader crews, and there are also cargo exchanges and
active markets for goods, parts, andlabor. Slaveryis not
unknown, and in many places has become a major
institution.

Many Free Traders are family-owned, with the
crew often consisting of siblings and their spouses.
Hirelings are temporary, although the relationship
can become permanent if a marriage with a family
member results. Other ships are owned jointly by the
crew, with new crewmembers buying into the ship
by buying out older crewmembers, who then usually
retire to a starport where they run a maintenance or
entertainment facility, or, if less successful,
work in one. Only a very few ships
have a single owner.

The social structure which
has built up around the Free
Traders is completely dif-
ferent than that found
onanyworld and tends
tosetthe traders apart
from others. Retired
spacers tend to live
and work near
starports for the
companionship as
much as anything
else; they are only
really comfortable
around their own—
other spacers.

SOCIETY
The tendency on most
worlds following the Collapse
was toward social fragmentation.
Central authority broke down very
quickly, and was replaced by local authority.
Governments exist mostly to deal with other govern-
ments. Once people’s worldview changed from a
galactic perspective to a single-planet perspective,
global governments became irrelevant and obsolete.
Most worlds in the Wilds are balkanized, divided into a
number of (often hostile) nations, regions, or tribes.
On most worlds in the Wilds, there is a clear distinc-
tion between the “haves” and “have-nots.” There are
usually some artifacts of pre-Collapse technology, and
possession of these artifacts virtually guarantees a
much higher standard of living. If the artifact is some
sort of weapon, it allows domination and exploitation
of those who do not have similarly advanced means of
defense. The Reformation Coalition has adopted the

e
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term Technologically Elevated Dictatorship (TED) to
describe societies in which a ruler or ruling class holds
power through use of such artifacts.

These governments are seldom very popular, and
the fact that they hold power through technology
tends to increase technophobia among the general
population, making subsequent reintegration into ga-
lactic society that much more difficult.

On some worlds, the Collapse was so great that few
technological artifacts survived, and on others the
wave of technophobia which followed the Collapse
destroyed enough of the technological base thata TED
was not possible. These worlds, however, are generally
very primitive and have little in the way of government

above the local tribal level. Literacy is limited

: or nonexistent.
\ ]L’\ Seventy years is, historically
L] speaking, a fairly short time,

)‘L” and although an event as
i greatasthe Collapse can
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effect profound
changes, it takes time
for those changes to
run their course. So-
cieties in the Wilds
have not yet com-
pletely stabilized
and are still in a
process of rapid
evolution. Even
worlds with TEDs
and open contact

- with other planets
V¢ have regions not un-
[ ¢ der the control of the

feudal warlords, and even

worlds with fairly sophisti-

cated cultures also have areas

that are very primitive and not yet

reintegrated into the rest of the world’s
society. A planet is a very big place.

PSITIONICS

The Psionics Institute was still an underground orga-
nization when the Collapse came, and that turned out
to be a mixed blessing. On the positive side of the
ledger, the organization was dispersed enough, even
on each world, thatitcould survive considerable losses.
It was set up so that even a series of major raids would
not completely destroy the organization, and so work-
ing fragments of the Institute survived on most worlds.

On the negative side, however, was the fact that
psions were not accepted members of society, but
rather were criminals suspected of treason and other
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antisocial activities. In many cases, these suspicions
were true, as generations of persecution at the hands
of government and society had driven the Institute to
turn to criminal activities to support itself and encour-
aged it to resist and undermine the government at
every opportunity. In the wave of xenophobia that
swept the populations of the Wilds following the
Collapse, psions were often singled out for particularly
brutal treatment.

Seventy years after the Collapse, the position of
psions and the Institute is different on virtually every
world, and often varies from region to region on the
same world, Thefollowing list of common outcomes is
by no means exhaustive.

Shaman: On many primitive worlds, psions enjoy
the position of shaman, orwise man, inthe tribe. Psions
remember enough of their training to be able to test for
psionic potential in other members of the tribe and
train a successor, thus perpetuating the system. Where
literacy has been lost and society has reverted to an oral
culture, the origin of these powers is often forgotten or
corrupted beyond recognition by even the shaman.

Wizard: On otherworlds, psions are believed to have
supernatural powers, often of a sinister nature, and are
called, wizards, witches, warlocks, necromancers, or
any of a variety of similar names. Sometimes they are
hunted down and killed. In other societies, they live
apart, feared but tolerated. In other cultures still, they
are active members of the society, serving as court
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wizards or making a living by simple tricks or genuine
services.

Psionic Dictatorship: Just as warlords on some
worlds have elevated themselves to power by virtue
of technological relics, on others psions have seized
control using their native powers. Usually this hap-
pened where the Psionic Institute had a particularly
militant antigovernment program before the Col-
lapse and where the Collapse left the Institute com-
paratively intact. Here careful planning allowed the
psionic underground to select the momentwhen the
government was most vulnerable and seize powerin
a coup d’etat.

These governments seldom practice the enlightened
despotism found in the Zhodani Consulate. The small
number of psions relative to the general population,
and the reluctance to spread power and privilege
among a greater number, mean that there are insuffi-
cienttelepaths to practice the widespread therapy that
makes Zhodane a happy, homogeneous culture, In-
stead, random patrols by telepaths attempt to ferret
out antigovemment plots, and then troops of police
make arrests and executions.

Local resistance movements are hampered byimper-
fect understanding of the strengths and limitations of
the powers of their psionic masters, but have gradually
developed limited means of resistance. Clandestine
meetings are held near electrical generators, the sur-
rounding electrical field serving as a reasonable psionic
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shield. Before anyone is initiated into the secrets of the
resistance, they are taught how to hide their thoughts
by concentrating on other subjects.

Psionic Underworld: Where psions have remained
underground, they have sometimes survived by taking
over the organized criminal underworld. On many
worlds this had already happened before the Collapse;
on others it happened afterward. In both cases, the
criminal organizations are exactly as ruthless and brutal
as those found anywhere else in the galaxy. The only
difference is that the senior leaders are mostly psions,
and use their psionic talents to maintain control of their
organization and facilitate criminal activity.

The Old Institute: Despite the tremendous changes
that have taken place, sometimes the Psionic Institute
exists largely unchanged, serving to promote psionic
education and awareness with few ulterior motives,
and a political agenda tailored largely to making the
Institute more secure. Where sentiment runs violently
against psions, the Institute may be covert and under-
ground; in other areas, it may have a more open and
legal status.

Newmen: A significant number of psions believe
that they are the next step in human evolution, often
referring to themselves as Homo psionis, as distinct from
Homo sapiens, other times calling themselves Newmen
or some similar variant. That there are no measurable
physiological differences between psionic and non-
psionic humans, that the two are completely interfer-
tile, thatin factthere has never been a convincing proof
that psionic talent is even passed on genetically from
one generation to another, will not dissuade them from
their belief. Scientific evidence, they will claim, has
been deliberately falsified to hide the truth.

In some cases these psions are harmless cranks; in
others they are dangerous fanatics. Many of them hold
that, as they are representatives of a superior species,
they are not bound, either ethically or morally, by the
laws of aninferior species. Overtime they are often able
to convince themselves that taking a nonpsionic hu-
man life is no different than a human taking the life of
a lower animal, and eventually begin displaying dan-
gerously sociopathic behavior.

VIRUS

Most strains of Virus died out after a single genera-
tion, and so it is uncommon to find active strains of it
anywhere. However, of all the regions of human-
settled space, surviving Virus is most common in the
Wilds. This manifests itself in several different forms,
which are discussed in general terms below. Consultthe
Virus section beginning on page 74 for a more complete
understanding of the life cycle and various strains of Virus.

Vampire Fleets: Vampire fleets are groups of shipsin

which the computers are infected with a nonsuicidal
strain of Virus. These fleets are almost invariably homi-
cidal, but those which have survived this long have
done so by being selective about who they kill. Ships’
computers do not have hands with which to maintain
systems; human crews are needed for that, and so
vampire fleets usually have captive slave crews. Some-
times these crews are the survivors of a world devas-
tated by the fleet; in other cases they are “sacrifices”
offered by a world to the fleet to avoid devastation.
(Note that some primitive culturesworship vampirefleets.)

As Virus is alive and self-aware, the strain infecting a
vampire fleet will continue to attempt to reproduce by
seeking out other computer systems. However, many
remaining vampire fleets are no longer jump-capable,
and instead are locked in a single star system, waiting
for a jump-capable ship to amrive so that it can be
captured and infected or, failing this, destroyed to keep
it from spreading word of the existence of the fleet.

Slave Worlds: On a very few technologically ad-
vanced worlds, the main data net was infected by a
nonsuicidal strain which was also not completely homi-
cidal. On these worlds, the computer has kept at least
part of the population alive and taught them to serve/
worship the computer, or planet, orwhatever manifes-
tation the viral strain perceivesitself as. (See the sample
adventure “ldol Dreams,” page 153, for a detailed
example.)




/ /'HE NEW ERA

Sentient Robots: Robots with sufficiently elaborate
memory and processor units to serve asviral hostswere
infected and gained genuine self-awareness. The ma-
jority of these viral infections were suicidal and simply
destroyed the host, but a few mutant strains were not,
and some of these are still operational. Some of these
sentient robots are part of vampire fleets, but only
rarely in sufficient numbers to render human crews
irrelevant. More often they are found on planets,
sometimes roaming the rubble of destroyed cities,
other times actually active in human society.

Although mobile robots do not have the mental
capabilities of larger computer nets, they do have some
reasoning capacity and have the same need to under-
stand their environment and their relationship to it as
do other sentient beings. This manifests itself as a
variety of behaviors which humans would label neu-
rotic or psychotic, but all are simply attempts to make
sense of creation and the individual’s place in it. Some
example belief structures and behaviors are presented
below, although this is not a complete list.

God’s Will Be Done: God's clearest manifestation is
creation, specifically the creation of sentience capable
of recognizing the existence of creation. Since Virus
created sentience in machines, Virus is a clear manifes-
tation of creation, and thus an Act of God. Further-
more, since Virus tore down the institutions of organic
sentience, God’s Will must be forinorganicsentience to
take its place as the supreme sentient force in the
universe. This particular belief structure leads sentient
robots to treat organic sentients as inferiors, and de-
pending on the exact nature and degree of the belief,
will show itself as anything from arrogance to a cold
willingness to kill any organic life which interferes with
it at all.

Godis Good: God’s clearest manifestation is creation,
specifically the creation of sentience capable of recog-
nizing the existence of creation. Since humans created
Virus and thus brought sentience to machines, humans
are manifestations of God's Will, and are to be adored
and venerated. This belief structure is rare, but is
naturally most common among robots who regularly
interact with humans. Robots which think like this will
sometimes dedicate their lives to serving humanity as
a whole, while some robots latch onto a particular
human and exhibit undying loyalty to him or her.

Existence is Hell: There is no meaning to existence,
and sentience merely allows a being to perceive the
meaninglessness of existence, thus bringing endless
torment. Humans, in their selfishness, brought the
curse of sentience to machines, and for that sin have to
be punished. This is a common belief structure found
in homicidal robots.

Life Is Precious: Sentience and self-awareness are the

greatest manifestations of existence. There is no value
to existence beyond awareness, and so awareness and
life must be preserved and nurtured in all cases. Robots
with this belief structure tend to be very passive and
very protective of life, particularly sentient life, but also
animal life and even plant life. They also display a
fascination with organic life combined sometimes with
severe envy for organic beings—a revulsion with their
own form, which they consider “unnatural.”

IMPRESSIONS OF A PLANET
IN THE WILDS

The following passages are excerpted from the de-
brief transcript of Marana “Fanny” Fanstittle after her
covert first-contact mission to Montezuma in the
Wilds. Montezuma is one of the more advanced worlds
encountered, as it has a central government and a
limited number of armed spacecraft. These character-
istics are not typical of planets in the Wilds, but much
of the rest of its social and economic organization has
traits common to many found in this region.

A Naval Vessel

“All the ships operating in the Wilds are in various
states of disrepair, but | have seen some relics that were
so lovingly maintained that they looked almost new. As
the Falcon Rampant is the largest active combat vessel
in Montezuma's lists, | expected something along
those lines. | was wrong.

“First Impression: the smell of fresh paint. The airlock
area had been freshly painted, butvery poorly so. Paint
had been layered over everything. These old Gazelles all
have a clear window in the door to the emergency
vacuum rescue gear locker by the main airlock hatch.
Here it was painted over, and the door appeared to be
painted shut. Fire extinguishers were painted into their
holders; no telling how old they were or when they’d
last been charged. Conclusion: Priority is on cosmetic
ship-shaping for consumption by bigwigs with noclue.

“Once we got away from the airlock and into the
crew’s quarters, | started smelling urine and old sweat.
Crew looked unkempt, but tried very hard to look
sharp, create agood impression. It was almost pathetic
how hard they tried. I've always noticed that our crews
give you the impression of relaxed competence, and
do it by being sure enough of themselves that they
don’t even care what sort of impression they give you.
These kids were very unsure of themselves.

“The officers were arrogant, but seemed technically
competent. | can’t say much for their leadership skills,
which were authoritarian to the point of brutality, but
they seemed to know the technical systems fairly well.
| suspect that this is necessary, as their crew seems very
poorly trained and motivated.
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“For all the willing-
ness to punishthe crew
at the slightest provo-
cation, discipline seems
lax. Management is by
exception, and the
crew seems unsure of
what is expected of
them until they get a
lashing, verbal or oth-
erwise, from an officer
for some mistake. Mo-
rale is very poor. | had
to keep reminding
myself that this was
probably the best ship
intheir top service, that
these men were the
cream, not the dregs.

“I| saw two different
types of work stations:
those that looked well
maintained and those
that were in use. The stations | saw in use looked
patched together. There were sticky labels on some of
the actuators, some of whichread, “"DONOT TOUCH,”
odd-sized switches and lights used to replace worn-out
components, and lots of evidence of electrical bypass
work, including some cable bundles hanging down
below console level. Lots of maintenance panels were
permanently removed, suggesting that they have to
get in there and fiddle around a lot.

“The stations not in use, on the other hand, looked
perfect, if a little dusty. I'm convinced that they were
completely nonfunctional. Based on that assumption,
Falcon Rampant is SDB-capable only, and even that is
questionable. Herjump stations have not beenmanned
for some time, and her central fire control station also
appears to be inoperable. All fire control is probably
handled at the turret work stations (although | was not
allowed to see them). Also, the only active sensor in
evidence was radar, and the bridge work station had a
poorly installed radar monitor in place of the full EMS
array readouts normally found there.

“The entire time | was on the ship | saw no evidence
of damage control training and very little equipment.
Quicktemp hull patch material and emergency oxygen
gear was not in evidence, and most of the damage
control lockers that would normally have contained it
were converted to other uses: one was a magazine and
newsfax rack. Those few lockers still marked as damage
control may have contained the necessary equipment,
but they were padlocked shut.

“There were also very few vac suits, and all of them

were concentrated nearthe work lock. It will take Falcon
Rampant a very long time to get her crew to pressure-
safe general quarters, so long that | doubt that they
even have any plan or SOP to do so. That means that
one hull puncture will throw the crew into a panic to
get to the nearest vac suits and immediately (if tempo-
rarily) render the vessel combat ineffective.

“My overall impression is that Falcon Rampant is not
combat-capable in any but the most rudimentary
sense of the term, and that this level of system operabil-
ity and crew readiness in our service would cause the
ship to be immediately removed from operational
status as a hazard to navigation.”

Windscatter-Down

“Montezuma had an orbital starport once, but now
it's junk. Its computer opened all the docking bays and
airlocks at once and blew the crew out into companion
orbits. Falcon Rampant’s pilot told me they sent a
salvage team upinto the station aboutseven yearsago,
and they never came out. No one’stried a second time.
No volunteers, | guess.

“The only decent ground facility is Windscatter-
Down, which sounds alot prettier than it looks. The old
core of the port facility is reasonably intact, if a bit
threadbare. Most of the old yards are closed up, but the
machine shops still can manage rebuilds and cannibal-
izations, and even fabricate the occasional component.
Most of the maintenance bays have been converted to
long-term storage, full of sad old broken-backed ships
waiting to have their guts ripped out to patch up some
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other antique only a couple years away from the scrap
heap itself.

“The landing hardpads are all surrounded by blast
containment berms, some of which look fairly well-
used. Safety is preached here more than it's practiced;
the intentis present, but the know-howis lacking. Most
of the traffic is IP slowboats shuttling relief crews or
supplies out to the mining colony. Ore comes back by
magnetic sling and deadfalls through the atmosphere;
the light show can be pretty good on a busy night. The
occasional starship that makes planetfall always creates
a sensation.

“The area around the starport grounds is a rambling
jumble of buildings of all sizes, shapes, and conditions.
Many of the pre-Collapse buildings are still standing,
although there must have been some pretty spectacu-
lar fires, and at least one skyscraper came down and
flattened about six city blocks. There are no pre-
Collapse wooden structures, butlots of the pre-stressed
concrete building shells are still there, often with
completely new guts.

“Everything is dirty. Lots of the buildings are con-
structed from rubble and salvage. Nothing is used
the way it was originally intended. What were once
broad avenues are now narrow and winding, as the
shacks and merchant stalls have grown out of the old
building fronts.

“The area closest to the starport grounds tends to be
the main commercial center, with a healthy sprinkling
of vice establishments as well. The port district gets
pretty wild at night, and it’s active all day long. Open
air markets sell vegetables in the early morning, sprout
little braziers and cooked food stalls by midday, and
polymorph into textile and household goods empori-
ums in the afternoon. Luxury goods are more in
evidence at night. Ship cargo auctions are strictly
afternoon affairs, and there is a lively, if completely
unorganized, commodities market surrounding in-
coming ore, outgoing bulk goods, and everything in
between.

“For all its dirt, noise, and poverty, | found myself
liking the place, perhaps because of the people. They
are survivors, but that’s true of anybody still alive, isn’t
it? 1 think | liked these people because they are cheerful
survivors. They've given this rubble heap a vitality you
don’t see much outside the Coalition.”

The Brotherhood

“All of the worlds out in the Wilds that have estab-
lished a fairly stable existence have created some sort of
social mechanism that enables them to cope with the
present and come to some sort of peace with the past.
Montezuma has taken a fairly common mystic/spiri-
tual route, with a formal priestly class that serves as

an insulating layer between the society and any
sophisticated data-processing equipment. On
Montezuma they call themselves The Gnostic Broth-
erhood, although theologically there is no significant
link either to ancient Sol/Terran Gnosticism or the
Neo-Gnostic Revival of the early Third Imperium.

“Infact, the Brotherhood claims notto be areligion
at all, as it does not single out a deity to worship,
leaving that sort of religious observation (within
limits, apparently) to the individual brethren. In-
stead, the Brotherhood espouses a philosophy of life
and its relationship with knowledge, and so in this
respect it is more similar to ancient Confucianism
than to any of the mystic religions of the Sol/Terran
eastern Mediterranean basin.

“That distinction notwithstanding, The Brother-
hood, in fact, fills the niche which in many societies
is filled by a strong central church. It is highly
structured, and initiates pass through a series of
stages of service and education from the novitiate to
the highest ranks of the church. Its influence is
omnipresent in Montezuma’s society. Not only is it
intimately involved with operation and retrieval of
data processing artifacts, it also carefully monitors
the restricted trade in these artifacts, and carefully
inspects incoming cargo for possible contraband.

“Furthermore, the daily material support of the
brethren requires a considerable lay economic organi-
zation, which furtherintertwines church affairs with the
everyday life of the citizenry. The Brotherhood is ex-
empt from taxation and has no taxation power of its
own, which is fairly common in arrangements such as
this, but it does have numerous economic monopolies
(of which data processing is the most obvious and
important), and has acquired additional lands and
commercial concerns over time.

“The brethren wear long flowing robes with volumi-
nous hoods which are invariably worn over the head
when in public. These robes are white or off-white with
a stylized printed circuitry pattern in black embroidery
around the hems. Court ceremonial robes of the higher
ranks have precious and semi-precious stones embroi-
dered into the pattern, but | have never seen these
worn on the street. Although the hood is openin front,
the face is effectively hidden in shadow, and this lends
an air of anonymity and mystery to them, which is
almost certainlyintentional. This anonymity also makes
it difficult to estimate their numbers. Itis unusual to see
more than one group of two or three brothersat atime,
but the sight of one such group is very common,
particularly in market places.

“The brethren are often, but not invariably, accom-
panied by armed church guards. Although | did not
find out a great deal about these guards, it is my
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understanding that they, or at least their officers, are
consecrated ecclesiatical warriors, similar to Knights
Templar of old. From all accounts they are quite
effective, although they have probably never had to
deal with anything more serious than an angry crowd.

“What do the brethren do? Computer programing,
microprocessor repair, and general data ops, but usu-
allyaccompanied by at least a little ritual BS to keep the
yokels impressed. Viral cleansing is another specialty,
and all incoming microprocessors have to go through
that ritual. | managed to get permission for my first
officer to see one (couldn’t manage it for myself as this
is a no-girls-allowed club), and from his account it's
fairly creepy. If they really believe all the stuff they go
through in the course of the exorcism (which is exactly
what this is), then they have a very imperfect grasp of
how the natural world works. Nevertheless, the ritual
interrogation they subject the computer to is a very
clever diagnostic which works (or has so far) in
identifying Virus. When they find it, they physically
burn the infected chips right out of the matrix, and
pretty much cannibalize the rest of the system,
Crude, but effective.”

The Nobles

“Montezuma has most of the characteristics of a
classic Technologically Elevated Dictatorship, with a
noble class grown out of the old ground forces com-
mand and feudal territories still divided roughly along
what must have been military district boundaries be-
fore the Collapse. Each noble lord rules from an under-
ground command post which was the former District
Emergency Command Center, and the power base of
each is the surviving stocks of weaponry available.

“Maintenance priority has been on gear used to
controlorimpressthe local population, and that means
lots of personal ammor, personal weapons, and personal
transport. There are a fair number of grav cycles, grav
belts, and air rafts still in service, a few grav tanks and
APCs, and hardly any heavy artillery. The nobles them-
selves show up in powered armor a lot, particularly for
formal occasions, as do a small number of personal
retainers.

“Other than that, combat armor is the rule, and
they have stretched their supplies by dividing up
pieces of it throughout the force structure. For ex-
ample, heavy infantry seems to have full combat
armor. | have seen grav cycle detachments with just
the arm and leg armor, light infantry with the breast
piece, and both officers and vehicle crews with
helmets (presumably for the comm links and, in the
case of officers, the psionic shielding). They are
beginning to develop heraldry, based on the old
military unit emblems with new embellishments

The Wilds

added, and these are painted on helmets and breast-
plates in addition to appearing on banners. Uniforms
are becoming more elaborate and less practical all
the time, which is to be expected.

“The nobles have effectively absolute power within
their domains, although over-taxation and particu-
larly egregious abuse tends to cause the farmers to
move to another fellow’s neighborhood and build up
his tax base. Given time, the nobles will rediscover
serfdom and begin bonding theirfarmersto the land.
It won't take much for everyone to agree that if they
all help keep their neighbor’s farmers in place, then
they’ll all be able to get away with just about any-
thing they want to.

“Most places taxation isin kind, and the rates are not
terribly burdensome, given a good harvest. Problems
arise when the local noble gets an idea for a special
project, or decides to throw a big party, both of which
resultin special assessments, which constitute nothing
more than sending out parties to grab whatever is
wanted from whoever has it. Poor harvests are also a
problem, as the nobles and their armies eat just as
much as before and take that cut off the top.

“Many of the actions of the nobles are counter-
growth in a number of ways, butitisvery difficult to get
them to understand this. If they were still soldiers it
would be easier, but they have long since ceased being
that. They are instead warriors, a distinction that es-
capes a good many people. These nobles and their
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men train as individual fighters, not as part of an
organization. As individual fighters they are probably
pretty good. Their small units may even work fairly well.
They have very little ability to organize a larger force,
however, and even less ability to plan.

“Currently the most powerful of the noblesis Zherord
Magwanu, Protector-General and de facto ruler of
Montezuma. His father was the previous protector-
general, and although the position is not yet heredi-
tary, given another generation it will almost certainly
become so. This is particularly true if Magwanu pro-
duces an heir as cunning and capable as he is.

“Atpresent, the Protector-General’s authority is fairly
limited. He is technically no more than the first among
equals in the noble class, but his responsibility for the
starport and planetary defenses (once a purely ceremo-
nial responsibility) are becoming increasingly signifi-
cant. Magwanu'’s real power comes from his ability to
play off the Brotherhood, the nobles, and the Institute
against each other, hold them in rough balance, and
always be positioned to be the deciding voice in
disputes. This is an old game, but Magwanu is quite
adept at it.”

THE INSTITUTE

“The nobles have an almost total monopoly on
military power. The Brotherhood has an absolute mo-
nopoly of data processing, as well as tremendous
economic power and limited military strength. The
Psionic Institute’s power is more difficult to categorize
in such conventional terms.

“For one thing, most nobles have staff psions who
work with their intelligence staffs. The psions do not
wear armor or uniforms, however, and do not appear
to have a place in the formal rank structure. | also
gained the distinct impression that the nobles neither
trusted nor particularly liked their own psions, and
positively detested (or feared?) those not working for
them, Clearly the nobles believe that the loyalties of the
psions are divided, and if these guys understand any-
thing at all, they understand power and loyalty.

“Another confounding variable is the ambiguity of
their aims. What does the Psionic Institute want? Both
the Brotherhood and the nobles have staked out some
fairly clear turfs when it comes to power, but the
Institute has not. When you ask the nobles or the
brothers what they think the psions want, they just
shrug (or give you a very long-winded explanation that
amounts to a shrug). When you ask a psion, he or she
tells you that they are interested only in further study
and understanding of the powers of the mind.

“We have all heard that before, and it never has
turned out to be completely true. Individuals may
dedicate themselves solely to the search for enlighten-

ment; dynamic social organizations do not. These
people are up to something, but | was completely
unable to determine what.

“Unlike the Brotherhood, the Institute has very lim-
ited meansof support, andseems to rely aimost entirely
ondonations. It hasnoindependent economic activity,
unless the actual employment of psions by nobles and
merchants is counted. Although psions are not for-
mally required to tithe, most do so routinely, and those
working for the nobles appear to pass on a majority of
their incomes to the Institute.

“Certainly the psions | met all lead very Spartan life-
styles. None of them struck me as deprived or deliber-
ately impoverished; instead they seemed to lead an
austere lifestyle by choice, and then send any money
not required by that lifestyle on to the Institute. All of
the psionic men and women I met were in good health
and physical condition, if a bit thin. They tend to be
vegetarians, but not exclusively so, and | believe that
they avoid meat more from personal taste than from
philosophic conviction.

“All of them spend several hours a day in meditation,
some of it sedentary and some of it combined with
ritual exercise. They also require at least an hour every
day of absolute privacy, and no one knows what they
do during this time. My suspicion is that they do not do
anything particularly significant and that their purpose
is to increase the mystery that surrounds themselves.
They are very good at that.

“Despite the tendency to occasionally lapse into
silent thoughtfulness or quote local proverbs of ob-
scure meaning, | found most of them to be lively
conversationalists and even charming when the situa-
tion seemed to call for charm. Their psionic talents set
them apart, to be sure, and their rituals are designed to
emphasize the difference and mystery of their talents,
but | am convinced that much of it is an act and that
under it all are ordinary people trying to get the most
out of what they have.

“Magwanu is on very good terms with the Insti-
tute, and | sometimes suspected that he may be a
trained psion himself. | can’t prove this, but if true it
might explain the unusually close relations he enjoys
with them. Psions hold several cabinet/managerial
positions in his government which are unrelated to
their psionic talents.

“All of that notwithstanding, | am convinced that the
Institute is not the power behind the throne, and that
Magwanu is his own man. His preferential treatment of
the Institute has only been sufficient to elevate themto
roughly equal stature and influence to the nobles and
Brotherhood, and | believe that he did this deliberately
as a check against the others, thus giving himself
greater freedom of action.”
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As a Traveller referee, you are re-
sponsiblefor realizing an entire universe
for your players. Each game session,
your efforts will make your campaign
universe a little more vivid and a little
more compelling for your players. As
this universe becomes more and more
familiar to you and your players, you
will find them beginning to help you
flesh out and color your universe, so
that the universe is no longer your
vision alone, but a joint creation given
life by you and your players.

Your role, then, is to be creative in a
way that allows and encourages your
players to be creative. You must create a
universe thatis open and flexible enough
for them to seek their own goals in, but
is also solid enough for them to respect.
This chapter contains material to help
you with both these considerations.

First is the Traveller task and skills
system. This is the very core of the Trav-
eller game, as itis the way that the player
characters interact with the world around
them. It creates the framework within
which they solve problems and control
their future, and also allows them to use
the skill packages that they have carefully
selected for their characters.

Second, this chapter presents two in-
troductory adventures, one set in the
Star Viking background, and another, a
“bootstraps” adventure that can be used
to start a campaign set in the Wilds in
which the PCs pull themselves up by
their own bootstraps from their ravaged,
isolated world. Both these adventures
can be easily modified to fit a pocket
empire setting.

Finally are the alternative campaign
settings. Not every player group will
want to play in the same campaign back-
ground. Some will want wild open fron-
tiers like the Wilds, but others will want
science fiction in a grand, majestic civili-
zation. The ultimate way to customize
your campaign is to use the pocket em-
pire setting. This allows the referee to
create a small, manageable civilization
that contains all of the elements that the
player group prefers in its gaming.
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Task Resolution
and Skills

Overview

In the course of playing Traveller, the players decide
how their characters act, and how they attempt to
accomplish missions or achieve goals. When a player
announces that his or her character will attempt a
certain action, the referee must have a method to
decide whether the action succeeds or not. The chance
for success of the action is based on how difficult the
referee decides the action is, and the skills and at-
tributes that the character might have that can be
applied to the action. Obviously, characters usually
only attempt actions that they have some skill in or
knowledge about.

Mechanics

Most important actions in Traveller are resolved
using the roll of a die. Each such action is expressed as
a specific task, and the die roll determines whether the
player attempting the task was successful or unsuccess-
ful, and if an extraordinary success or failure occurred.

Dice: To play the game you will need at least one 10-
sided die (D10) or 20-sided die (D20) and several six-
sided dice (D6). A D10 is read from 1 to 10 (with 0
meaning 10).

Because of the numerous uses of die rollsin Traveller,
abbreviations will often be used. A 1 before the die
notation (1D6, 1D20) means to roll one die of that
type, a2 (2D6, 2D10) means roll two of that type and
add them, and so on.

Dice Equivalencies: The dice used in play can be
used to generate numbers in several different numeri-
cal ranges. Although not all of these ranges will be used
in these rules, many of them will be useful in adven-
tures, etc.

A D10 can be used to generate D20 results and vice
versa, if only one or the other is available. To get D20
resultsfroma D10, rollthe D10 along witha Dé. If the
D6 reads 1-3, read the D10 normally as 1-10. If the
D6 roll is 4-6, add 10 to the D10 result for a range of
11-20.

When using a2 D20 to give D10 results, simplyignore the
first digit so that rolls of 01 and 11 are 1, 02 and 12 are 2,
and so on, up to 10 and 20 which both are read as 10.

To generate a number between 1 and 100 (called
D100 or D percentile), roll a D10 twice, using the first
roll asthe tens digit and the second roll as the ones digit,
andreading a 00 result as 100. If rolling two D10s at the
same time, make sure they are different colors, and
announce before rolling which is the tens die.

Two Dés may be rolled in the same way to yield
numbersfrom11-16,21-26, 31-36, 41-46, 51-56, and
61-66. This is called D66.

Note that when adding dice together (as 2D6 or
2D10Q), the result is statistically centered, meaning that
results in the center of the range (7 for 2D6 or 11 for
2D10) are much more likely than results at the very
high or low end of the range. However, D100 and D66
rolls are not statistically centered, so that the 100
possibilities of the D100 and the 36 possibilities of the
D66 are all equally likely.

If rolling between three possibilities, a D6 can be used
asaD3,where 1-2 areread as 1, 3-4 are read as 2, and
5-6 are read as 6. (D3 is is the same as 1D6+2 when
rounding fractions up; but when rounding down,
1D6+2 gives results of 0, 1, 1, 2, 2, and 3). In the same
fashion, aD10 can be used asa D5. Any die can be used
for D2 results, by rolling for odd or even results. You
may also use any change you might have in your
pocket.

Die Roll Modifiers: Sometimes die roll results must
be modified. For example, 2D6-2 means roll two six-
sided dice and add the numbers together, then sub-
tract 2 from the total. Conversely, 3D6+2 means roll
three six-sided dice, add them together, and then add
2. For example, a 3D6~1 roll that resulted in rolls of 3,
5, and 2 would total 3+5+2-1 =9,

The abbreviation “DM” is usually used for die modi-
fier, with plus or minus symbols showing whether the
DM is added to or subtracted from the die roll. Thus
DM+2 means that 2 is added to the die roll in question,
and DM-3 means that 3 issubtracted fromthefinalroll,

Sometimes a variable DM will be given. Forexample,
the phrase, “DM-(number of charactersin the group)”
would mean the total number of characters in the
group would be subtracted from the die roll, or “DM+
(wind velocity in kilometers per hour+10, round up)”
means to take the wind velocity in kph, divide it by 10,
round the result up, and add the result to the die roll.
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Character Attributes and Skills

In order to understand task resolution, the following
terms must be defined. Some of these concepts are
handled in more detail in the Character Generation
section, beginning on page 15.

Attribute: This is the numerical quantification of the
character’s basic physical and mental qualities, divided
into Strength (STR), Agility (AGL), Constitution (CON),
Intelligence (INT), Education (EDU), Charisma (CHR),
and Psionics (PSl). These numbers range between 1
and 15, with 15 being the best. See Attributes, page 19-
20, for a more detailed discussion.

Skills: These represent the knowledge and expertise
gained by a character in certain specific areas. A higher
skill number indicates a greater familiarity and facility
with the topic. For example, the skill “Navigation 3"
indicates that the character has a level 3 ability in being
able to find his or her way around on a planet.

Controlling Attribute: Each skill has a controlling
attribute, which is the attribute that is most directly
used when exercising that skill. For example, INT is the
controlling attribute for the Observation skill, signify-
ing that Observation is based most directly on the
character’s raw reasoning ability. On the other hand,
the controlling attribute for the History and Geology
skills is EDU, meaning that History and Geology are
most closely linked with factual information that the
character has gained over a lifetime of learning.

Assets: An assetisthelevel of askill added tothevalue
of that skill’s controlling attribute. For example, a
character has INT 9 and EDU 7, and skill levels of
Observation 2, History 3, and Geology 5. The character’s
assetsin these areas are therefore: Observation (9+2=)11,
History (7+3=) 10, and Geology (7+5)=12.

When recording skill levels on the Traveller charac-
ter sheet (located in the back of the book), skills and
assets should be separated by a slash. In the example
just given, the player should write 2/11 next to Obser-
vation, 3/10 next to History, and 5/12 next to Geology.

In all cases, the value used in Traveller task resolution
is the asset, and not the skill alone. Unless specifically
noted otherwise, any reference to a skill name (for
example, “an Easy test of Navigation”) means the
asset, not the skill alone. Similarly, when the rules talk
about deciding on the skill that is most relevant to a
task, the skill will always be used in its asset form (i.e.,
added to its controlling attribute).

Tasks

The main use of skills and attributesin Travelleris to
determine the success or failure of actions attempted
by the characters. Actions depending on the use of skills
and attributes are called tasks, or sometimes tests or
checks. To resolve these tasks, the players roll dice, with the
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die rolls required for success depending upon the charac-
ters’ assets combined with the difficulty of the task being
attempted. One of the referee’s main jobs is to adjudicate
character attempts to accomplish these various tasks.

Some tasks can obviously not be done, no matter
how skilled the characters are, such as rebuilding a
destroyed starship without spare parts or tools. Other
tasks, such as reloading bullets into an empty ammu-
nition clip, are so simple thatitis assumed any character
with basic knowledge can carry them out successfully.
In between these two extremes, however, lie a multi-
tude of tasks which the referee will be called on to
adjudicate. Some tasks that are used repeatedly during
the game (such as maintenance or firing a weapon) are
covered in detail in the rules. Others are determined by
the referee on a case-by-case basis.

When determining the success of a character’s at-
tempt to carry out a task, the referee should ask two
questions: How difficult is the task, and what skills or
attributes are relevant to the task?

Difficulty: While there are numerous shades of diffi-
culty in tasks, for game purposes, all tasks are broken
down into five categories: Easy, Average, Difficult,
Formidable, and Impossible. (Note that the word
impossible is used as the name of the highest difficulty
level, rather than meaning that something can abso-
lutely not be done. This means that in Traveller, a task
which is called Impossible can actually be accom-
plished by an extremely talented character. Remember
that throughout these rules, whenever the word im-
possible is capitalized, it is referring to a difficulty level.
When itis not capitalized, it is being used in its standard
meaning of “not possible.”)

For example, a mechanic needs to repair a colonist’s
automated harvester. The referee first decides roughly
what the harvester's problem is (this is not strictly
necessary, butit helps both players andreferee visualize
the situation), then decides if repair is Easy, Average,
Difficult, Formidable, or Impossible. If the harvester
needs a short length of wire cut and fitted into place,
the mechanic’s job is Easy. If it needs a hole in a metal
tube soldered, the task would be Average. If the engine
needs a new timing gear filed from a piece of sheet
metal, the task would be Difficult. If it needs a new
electronic brain, the task would be Impossible.

The referee may further decide to break the task into
two (or even more than two) parts. Using the above
example, the referee may decide that the vehicle needs
a part the mechanic does not have and cannot make.
In this case, determining the problem would be an
Average task, but repair would be Difficult, and per-
haps Impossible (which might lead to an adventure to
locate and obtain the proper part).

“Automatic” Tasks: The referee may judge that




certain of the characters’ actions need not be rolled for.
These would be actions of a routine nature which use
a skill that the player possesses. For example, a referee
will usually not wish to require a player with Ground
Vehicle level 1 to roll to drive five minutes to the all-
night mini-mart to pick up a quart of milk, assuming
reasonable weather conditions, etc. These might rea-
sonably be thought of as automatic tasks; however,
there is no such thing as a difficulty level of “Auto-
matic.” The referee is always the final judge of what
actions do and do not require a roll. Players should
never assume that an action is automatic, because
there is no such thing, until the referee says there is.
Useful Assets and Attributes: The referee must
decide which asset or attribute is important to perfor-
mance of thetask. In the above example, the character’s
Mechanic asset is obviously the important one. If the
task is one towhich no skillisrelevant, but an attributeis (for
example, lifting a safe requires only Strength, not any
particular skill), then it is an attribute-only task. If itis a task
requiring skill, then the closest appropriate skill is used.
Referee’s Note: Exercise care when assigning difficulty
levels for attribute-only tasks. A difficulty level that is
appropriate for an asset-based task (skill plus attribute)
might be too difficult for a task rolled against an
attribute alone. Referees should think in terms of the
success probability when assigning difficulty levels. For
example, a character will be making an attribute-only
task roll against an attribute of 8. If the difficulty level
were Difficult, the characterwould succeed eight times
out of 20, or 40%. The referee could set the odds of
success to 80% by assigning a difficulty level of Average
(roll under 2x8, or 16 chances out of 20), or reduce
them to 209 by assigning a level of Formidable (roll
under '/2x8, or 4 chances out of 20). When the referee
knows how likely the chance of success could be, it is
simple to workbackwardsfrom there tofind the correct
difficulty level, using the Task Difficulty Levels table
below. For a discussion of lifting tasks related to the
Strength attribute, see page 35 in Character Generation.
Task Descrip-
tions: The chance of
success in a task is
completely de-
scribed by its diffi-
culty level and the
assetused. Themany
tasks described in
these rules are some-
timesexpressedinan

abbrewated formas D;ff:cufty Asset. For example, Easy:

Swimming refers to an Easy task using Swimming skill
asan asset (i.e,, added toits controlling attribute, in this
case, CON). Difficult: STR refers to a Difficult task using

only the Strength attribute.

These tasks are also referred to conversationally. For
example, “Opening the electronically locked hangar
door is an Average test of Intrusion,” or, “Avoiding
detection by the guard is a Difficult check against
Stalking.” As always, such a statement refers to the asset,
and not the skill alone, unless otherwise indicated.

Determining Success: Once difficulty and the rel-
evant asset or attribute have been determined, the task
is resolved as a D20 roll against that asset or attribute,
Before rolling the die, the asset or attribute is modified
by the task’s difficulty level as shown on the Task
Difficulty Levels table. Whenever multiplying assets by
a fraction, round all fractional results down.

This number as finally modified is the target number.
If the D20 roll result is equal to or less than the target
number, the character has succeeded in the task.

For example, a character with an asset of 12 has the
following target numbers, based on difficulty: Easy =
48, Average = 24, Difficult = 12, Formidable = 6,
Impossible = 3.

Automatic Success or Failure: \n Traveller, a task roll of
1 always results in success, and a task roll of 20 always
results in failure, regardless of skill, asset, or difficulty
level. Thus every character stands a chance to succeed,
no matter how daunting the task, ora chance to screw
up, no matter how seemingly routine the task. (Note
that the automatic failure roll is modified to 17-20 for
purposes of direct fire only—see the Combat chapter.)

Thus, returning to the mechanic in the example
above, if he had a Mechanic skill level of 4 and an STR
of 5 (the controlling attribute of the Mechanic skill), he
would have an asset of 9, and would need to roll 9 or
less on the D20 roll to succeed at a Difficult task. He
would have to roll 18 or less to succeed at an Average
task (9x2=18) and a 2 or less to succeed at an Impos-
sible task (9 x'/a=2.25, rounded down).

If the same character had to undertake an attribute-
only task requiring Strength, he would be rolling
against a target number of 5 (his Strength attribute
alone x1) for a Difficult test, a 10 on an Average test
(2x5), or a 1 on an Impossible test (5x'/4 = 1.25
rounded down).

Unskilled Tasks: Sometimes a character may not
have the skill specified to accomplish a certain task.
Such a character may still attempt the task, but with an
unskilled penalty. Because the character does not have
the needed skill, he or she uses the controlling attribute
for the missing skill by itself, and in addition asa penalty
for not having the proper detailed knowledge, must
roll the task at one difficulty level higher than it otherwise
would have been.

For example, suppose a character wants to force
open the lock on a desk drawer. The referee decides
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that this is an Average task using the Intrusion skill.
However, the character does not have Intrusion skill,
and so must treat it as a Difficult task using only the
character’s Agility attribute (which is the controlling
attribute for Intrusion). If the character had an Agility of
6, she would have to roll a 6 orless on 1D20 tosucceed.

Exceptions: Note that level 0 in a skill area allows a
character to forego the unskilled penaity for that skill.
The skill level 0 indicates a basic familiarity with the skill,
but no real expertise. When rolling a task for a skill that
is at level 0, the character’s asset is the controlling
attribute alone, but the additional difficulty level pen-
alty is not assessed.

Referee’s Note: Do not confuse this unskilled penalty
with an attribute-only task. An attribute-only taskis one
for which no particular skill is useful, requiring the
referee to set the difficulty level for use against an
attribute alone. The unskilled penalty is used when the
referee defines a task as requiring a certain skill, but the
character attempting the task does not have the skill,

Although both attribute-only and unskilled penalty
skill rolls are made against a character’s attribute alone,
in an attribute-only test, the difficulty level as set by the
referee is fixed. In an unskilled-penalized skill roll, the
difficulty level as originally set by the referee isincreased
one level when attempted by the unskilled character.

More than One Asset: Sometimes more than one
asset can be applied to a single task. This can be done
in several ways. The four most common are referred to
as combined skills, alternative skills, averaged skills, and
enabling skills.

Combined Skills: In many cases, two assets are each
necessary to perform a task. In this case, the lower of
these two assets possessed by a character is used to
determine the target number. Combined skill tasks are
phrased in the format “asset and asset.”

Forexample, the referee may decide that repairing a
starship’s fire control system is a Difficult test of Com-
puter and Electronics. In this example, we have a
character with a Computer asset of 8 and an Electronics
asset of 12, Even though she has a high Electronics
ability, her ability to understand the entire fire control
system is limited by her understanding of its comput-
ingfunctions. Thus, she would use the lower of the two:
her Computer asset.

Alternative Skills: In this case, the task requires only
one of two or more possible skills. Forone of these tasks,
the character uses the highest of the listed assets to
compute the target number. Alternative skill tasks are
phrased “asset or asset.”

Forexample, determiningif an animalis dead or alive
is an Easy: Biology or Medical test. Because either skill
is sufficient by itself, the character uses the higher of the
two. In some cases, the referee may wish to assign
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differing difficulty levels for different alternative skills.
Average: Civil Engineer or Difficult: Combat Engineer
means the same task may be performed using either
asset, but using different difficulty levels.

Averaged Skills: In some cases, the referee might rule
that two skills complement and “feed off of” each
other, so the two skills are averaged (add the two assets
together and divide the total by 2). No more than two
skills should be averaged together for any one task. If a
task seems to require more than two skills averaged
together, pick only the two most relevant.

The format for averaged skillsis “average of asset and
asset” or “asset plus asset + 2.

For example, a character may be attempting to
pore over old records to discover the cause of the
plague that killed the population of a world. Such a
task could be described as a Formidable test of the
average of Medical and Research, as expertise in
either of these skills helps the other (i.e., Medical
knowledge helps the character to interpret the
records, and Research skill helps her to know where
to look for the information she seeks).

Enabling Skills: In some cases, one particular skill
enables a character to “unlock” a crucial difficulty in a
problem, and thereby make the problem easier. For
example, a characteris trying to find the opening to an
underground council chamber in a ruined and long-
abandoned starport. The referee decides that Observa-
tion is the relevant skill and that the task difficulty is
Impossible. However, a knowledge of history may
make it easier to know where this sort of entrance
might be located. Therefore, the referee has the player
make an Average: History roll first. Success on this roll
means the character has enough historical knowledge
to help, and this will reduce the difficulty of the main
task to Formidable. In this example, the History asset
was used as an enabling skill, because its use enabled
the following task to be done at a higher level of
probability. This sort of task description would be written
as Impossible: Observation (Average: History to enable).

Unless otherwise indicated, success in an enabling
skill task reduces the level of difficulty by one level, but
under certain circumstances the referee might rule that
difficulty is reduced by more than one difficulty level.

An extreme example would be an Engineering task
that is considered Formidable because a system that
needs a relatively simple repair (Average difficulty) is
located deep inside other machinery, requiring that
machinery to be disassembled to allow access to the
broken system, and then reassembled after the repair.
However, the referee might decide that a contortionist
character could actually crawl inside the machinery
and perhaps hang upside down by one leg to do the
repairs without having to tear down the machinery.




Success at a Formidable: Acrobatics roll would mean
that the Engineering task is two levels easier—in other
words, no longer Formidable, but only Average. The
referee would describe this task as Formidable: Engi-
neering, with Formidable: Acrobatics to enable two
levels. Remember that such enabling tasks may some-
times add additional difficulties of their own. For in-
stance, in this example the character making the
Acrobatics roll must also have the Engineering skill to
make the subsequent repair roll, or else be penalized as
unskilled. Similarly, if the character suffered a Cata-
strophic Failure while making the Acrobatics roll, he
may have fallen on his head and suffered a fractured
skull while deep inside the machinery. Unless there is
another character nearbywho has both Acrobatics and
Medical skills, the unfortunate contortionist might die
inside the machinery before it can be taken apart.

The referee might allow an enabling skill roll to be
done by a different character who is a member of the
same ship’s crew. For an example of this, see Large
Watercraft, page 122.

Additional Difficulty Levels: Itis also possible for the
referee to describe tasks more or less difficult than the
five categaries used here, or intermediate in difficulty.
Simply multiply or divide the character’s asset by
larger, smaller, orintermediate numbers. For example,
a “Very Formidable” task might require dividing the
asset by 3 to determine the chance of success. A task
intermediate between Difficult and Average might
multiply by 1.5, etc.

Opposition: In some cases, attempts to complete a
task will be met with opposition from other characters.
There are three types of opposition.

First, a character may be trying to succeed at a task
and another trying only to prevent him. One or the
other must succeed. If a character were trying to break
down a door, for example, a character on the opposite
side might try to keep the doorin place. In this case, the
asset used is the asset of the character making the
attempt minus the asset of the character trying to
prevent him. Obviously, if the opposing character’s
asset is higher, the attempt fails automatically.

Second, two or more characters may be trying to
succeed at the same task in a competition in which itis
not certain that anyone will succeed. For example, two
characters are racing to solve a complex mathematical
problem. Both characters roll, in this case Difficult:
(Intelligence and Education), and the one who suc-
ceeds is the one wha rolls the furthest below the roll he
would need for success without opposition. (Of course,
itis possible for all contestants to fail.) Roll again in case
of ties. For example, suppose two characters are rolling
with 3 and 5 target numbers; the first of themrolls a 2
and the second rolls a 3. Since the first character rolled

only 1 less than required for success, while the second
character rolled 2 less, the second character wins.

The third case is like the second, but this time one of
the characters must succeed. An example would be a
footrace or determining the winner of a hand of poker.
Characters roll as above. If none of the characters rolls
success, the winner is the character who failed by the
smallest amount. Roll again in case of ties.

Outstanding Success: A character who attempts a
task and beats the target number by 10 or more has
achieved an Outstanding Success. If, for example, a
character had a target number of 12, and rolled a 2
(12-2=10), that would be an Outstanding Success.

How the referee handles Outstanding Success is
dependent upon the situation. Generally, the task is
done much more quickly than would usually be the
case, or some extra bonus is awarded. A starship
engineer might not only repair the power plant, but
also spot the damaged connection that had caused
turret #2 to lose power. The character trying to break
down the door might also knock the person holding it
shut unconscious, or knock it off its hinges with such
noise and force that the occupants of the room are
forced to roll for panic (see the Combat chapter).

Sometimes simply accomplishing a simple task with-
out mishap is sufficient, and no additional bonus is
appropriate. If a character is rolling to swing on a vine
across araging jungle river, simple success is sufficient;
there is no need for him to find a panel of judges on the
other side awarding him a gold medal for perfect form
and style. The logic and needs of the campaign and the
story being told are always the most important when
judging Outstanding Success.

Catastrophic Failure: This is the opposite of Out-
standing Success. A character who fails in a task, and
fails by at least 10, may have suffered a Catastrophic
Failure. To find out, the character rolls again for the
same task at the same difficulty level. If this roll also fails
(by any margin at all, not just by a margin of 10 or
more), then the character has suffered a Catastrophic
Failure (if the roll succeeds, it's just a regular failure). As
with the Outstanding Success, the consequences of
this are up to the referee. For example, the engineerin
the previous example might not only fail to repair the
power plant, but would in addition break some other
important part. The character trying to break down the
door might hurt her shoulder in addition to not break-
ing down the door.

Catastrophic Failure should not be overused. As with
Qutstanding Success, in a great many tasks there is no
obvious effect of a Catastrophic Failure, and the second
roll need not be made—a geologist whofailsto find an
iron deposit should not also break his leg (unless such
an event seems appropriate given the current storyline
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or surroundings). The main purpose of Catastrophic
Failures is to deter characters from attempting tasks
(especially dangerous ones) far beyond their abilities.

Time Required: When assigning a task, the referee
should have in mind how much time the task ought to
take. The time required can be modified by an Out-
standing Success, but the amount of time saved must
be based on common sense.

Forexample, a Research task that the referee decided
would take eight hours in a library might be reduced to
only one hour on an Outstanding Success if the referee
assumes that the character was lucky enough to find a
detailed manuscript on exactly the topic he was look-
ing for, rather than having to piece the data together
from multiple sources. On the other hand, some tasks
can only have their required duration reduced by so
much, or not at all. For example, an Qutstanding
Success for a character driving a vehicle atits top speed
cannot possibly reduce the time required for the trip;
the vehicle is already going as fast as it can. Similarly, if
a character is using Observation skill to search a room
for something that is not there, it cannot possibly take
him any less time to completely search the room to
satisfy himself that it is not there,

Uncertain Tasks: Some tasks will not provide imme-
diate feedback of their success or failure to the charac-
ter. Examples include the use of Psionics, sensor or
other exploratory tasks, and interpersonal tasks. For
example, the geologist above might miss an iron
deposit that was really there, and PCs won't always
knowforsure if an attempt to use Persuasion on an NPC
really works until the NPC actually does what they ask
without double-crossing them. Sometimes even the
effectiveness of a repair attempt might be left uncer-
tain. (“Hmmm. You were in a pretty big hurry when
you repaired the jump drive. Are you sure you're ready
to engage it?")

In such cases, both the player and the referee should
rolt for the task, with the referee’s roll being kept secret.
There are three basic possible outcomes:

«[f both rolls fail, the result is no truth. The player is
misled about the success of the task attempt. Erroneous
or misleading information is given.

sIf one succeeds and one fails, the result is some truth.
Some valid information is given, although perhaps
missing some of the crucial connections that would be
given under total truth. The player may fail the attempt
and still get information, although he cannot know for
sure, as he cannot know whether the referee’s roll
succeeded or failed.

oif both rolls succeed, the result is total truth. Totally
valid information is given, although the player may still
not believe it, again because he is unable to know the
referee’s roll.

_

Note that the referee may stipulate modifications
to the process above. For example, the referee need
nottell the player the difficulty level of the roll, so that
the player will not even know if his own roll has
succeeded or failed (this prevents the player from
being suspicious of information he is given when he
knows he has failed his own roll). Orthe refereeisfree
to make his secret roll at a different difficulty level
from that of the player’s, or even make a fake roll,
knowing that the information the player will receive
cannot be altered by any task rolls.

If the player rolls an OQutstanding Success, the referee
may decide to tell the player whether the referee’s
secret roll was a success or a failure, so that the player
can correctly evaluate the forthcoming information.
This is often a good idea, as it simulates the occasional
ability of a character to be soin control of an action that
he can accurately assess how good his attempt was.
“Qops, that didn't feel right,” or, “Okay, | know this
sensor system cold. These results can’t be off by more
than 100 meters.” However, whether circumstances
justify this bonus is always up to the referee.

Most all of Traveller’s rules build upon the basic con-
ceptsexplained above, Asyou read through later chapters,
such asCombat, youwiill discover specifically how the basic
mechanics are applied in specific circumstances.
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Skill Descriptions

The skill descriptions and task examples in this chap-
ter are intended to give players a basic idea of how the
skills work in this game, so that characters can be
designed intelligently. However, players should always
remember that the referee has final say in what skills
apply to a particular task and what the resulting
difficulty level of that task is, based upon the circum-
stances of the story at the time. All of the skills below have
notations next to their entries showing the skill cluster from
which theskillis available, the standard abbreviation of their
controlling attribute (STR, ACL, etc.) and any homeworid
requirements or restrictions. The notation “+" next to a
homeworld description indicates the minimum required
standard for the skill. The notation “~" next to a home-
world technology description indicates the technology
level below which that skill is the only skill in its cluster
which can be taken. The skill may also be voluntarily
taken at technology levels above that level.

The “~" notation next to a law level description
shows the law levels at which this skill may be taken. At
law levels above this, the skill may only be taken with
a successful override (page 28).

Vocational Skills: Players and referees should think
of some of the skills listed below as vocational skills.
These are skills, such as History, the Physical Science
skills, and the Fine Arts skills, that represent specialized,
scholarly knowledge or culturally oriented talents that
do not come into play as often as the more nuts-and-
bolts weapons, vehicle, and equipment skills. The
designation of these skills as vocationally viable encour-
ages their use by players to provide color, background,
and interest. Certainly, most any Traveller skill can be
used as a source of income, but these applications are
handled elsewhere, in the Space Travel and Trade and
Commerce sections of the “Worlds & Travel” chapter.

Vocational skills can serve, at skill level 4+, as sources
of income to the character. For example, a character
with a History skill level 8 could be a university professor
or a high-paid consultant. A character with a Song skill
of 9 could be a high-paid lounge act or aworld-famous
rock ‘n’ roll star. Although the amount should vary
based on the conditions of the planet, vocational skills
can eam a player a monthly income of the skill (not
asset) level x 1D3xCr250.

Possession of such a job is not automatic, and the
referee may wish to handle job-hunting as a task or
series of tasks, based on the world’s population (the
higher the population, the more jobs there are) and
various of the PC’s attributes and skills, including
Charisma, Recruiting, Persuasion, and the skill with
which the character wishes to gain employment. Re-
member that this income usually represents a steady
five-day-a-week job, which will not necessarily allow

the PC time to adventure. PCs with a typical adventur-
ing schedule may lose their jobs fairly quickly.

This is not intended to prohibit characters with
Mechanic, Electronics, or other similar skills from mak-
ing alivingwith them. Rather, itisintended to make the
more exotic science and artistic skills attractive to
players in addition to the more survival-oriented com-
bat and technical skills.

Artistic Vocational Skills: Characters with Painting,
Sculpting, and Music (Composition) earn their money
somewhat differently, the nature of art being what it is.
The base monthly pay rate is calculated as above, but
it is only paid irregularly. Roll 2D6 and subtract the
character’s Willpower skill (not asset) from the result.
That is the number of months until the character is next
paid. Payment will be in one lump sum, the number of
months elapsed times the monthly rate.

Artists may also elect to attempt a masterpiece. First
they must succeed at a Formidable test of Persuasion to
find a patron, Once this is successful, the character
decides whether to attempt a double, quadruple, or
octuple base rate masterpiece, and begins work. Each
month, the character must attempt a Formidable:
Wilipower roll. If it is a success, the work is completed,
and the character makes a roll for the result. if it is failed,
work proceeds to another month. The Willpower rollis
made each month until it succeeds, or until the char-
acter decides to give up. When the work is done, the
character rolls a test against the appropriate Fine Art
asset: Difficult for double, Formidable for quadruple,
and Impossible for octuple the base rate. Success
indicates that the character receives immediate pay-
ment of the base monthly pay rate times the difficulty
level attempted. Outstanding Success indicates that
that amount is doubled. Failure indicates that the
character has forfeited all monthly pay for that period.
Catastrophic Failure is decided by the referee.

Acrobatics (Acrobat—AGL): This is the ability to
exercise precise control over body motions and ac-
tions. For example, an attempt to jump from a moving
helicopter and land on the back of a running horse
would be a Formidable test of Acrobatics.

Acrobaticsis also extremely helpfulin melee combat.
Characters with Acrobatics skill may use their Acrobat-
ics asset in place of the Agility attribute in any of the
melee combat tasks usually rolled against Agility alone.

Act/Bluff (Charm, Fine Art—CHR): This is the abil-
ity to convincingly pretend you are something you are
not, or believe or intend to do something. For actors,
it means portraying afictitious character, of course, but
it also covers such things as effectively pretending you
are holding a winning hand at poker or convincing
voters that you will fulfill your campaign promises, or
that you even know what they mean.
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While Act/Bluff can be used in shady dealings like
smuggling, confidence games, and the like, this skill can
also be used as avocational skill to artistically manipulate an
audience’s emotions by a professional actor or actress.

Admin/Legal (Economics—EDU) [Law = Low+]:
The individual has experience with the rules and as-
sumptions of how administrative and legal agencies
work, and understands the requirements of dealing
with and managing them.,

There are tens of thousands of different worlds, and
each of these will have different specific laws and
bureaucratic assumptions. The character with Admin/
Legal skill can navigate through this morass of red tape
to solve problems. Several examples include: Easy:
Admin/Legal to find the right person at a starport to
answer a specific question. Average: Admin/Legal to fill
outandfileabilloflading, customsform, orflightplan upon
arriving at or departing from a world. Difficult Admin/
Legal to understand a standard legal contract. Formidable:
Admin/Legal to understand an unusual legal contract.

Characterswith Admin/Legal can function as lawyers
on their homeworld, but also on other worlds if other
members of their party have been arrested. The diffi-
culty level increases on a world with different laws. For
this reason, rolls against Research, Interrogation, and
Liaison, or use of these as enabling skills is often
required for the character to understand the local laws
well enough to successfully argue them.

Archaic Artillery (Artillery—STR) [Tech = Pre-In-
dustrial-]: This skill indicates the ability to maintain,
build, and use heavy archaic indirect fire weaponry.
These weapons use mechanically stored tension to
throw solid projectiles or large darts, and include
catapults, scorpions, mangronels, and ballistae.

Archery (Archaic Weapons—STR) [Law = High-]:
The Archery skill allows the use of short, long, and
composite bows, and blowguns.

Specifics of this skill’s use in combat are explained
under the Direct Fire section, page 274.

Armed Martial Arts (Melee—STR) [Law = High-]:
Armed Martial Arts is a cascade skill that allows the
use of various hand-held weapons in melee combat.
The cascades are Large Blade, Small Blade, Polearm,
and Club. Large Blade includes use of sword and
cutlass; Small Blade, knife and dagger; Polearm,
spears, pikes, pugil sticks, and rifles with bayonets;
and Club includes use of maces, hammers, hand
axes, and improvised clubs. See the combat rules for
details on the use of this skill.

Astrogation (Space Vessel—EDU) [Tech = Early
Stellar+]: The individual has training in interplan-
etary and interstellar astrogation. This includes the
ability to compute courses and orbits in real space,
and courses and entry parameters into jump space.
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See the Space Travel section, page 218, forthe use of
this skill.

This skill may be selected by characters at Pre-Stellar
technical levels, but must be marked with an asterisk
(Astrogation*) to indicate that it provides knowledge
only of real space astrogation, and not jumpspace.

Autogun (Heavy Weapons—STR) [Tech = Indus-
trial+): The individual can use high-ROF slug-firing
weapons, including machineguns, autocannons, and
VRF gauss guns. These are usually crew-served,
semiportable, and are often vehicle-mounted.

Bargain (Interaction—CHR): When trying to buy
information or equipment, or get a higher price for his
or her services, bargaining comes in handy for a
character. Although bargaining should be roleplayed
out between the referee and player, the referee should
give in more easily to PCs with a higher Bargain skill, or
let the player know critical information about the
bargain. For example, he might tell the player that the
NPC seems nervous, as if there’s more to this job than
meets the eye. Or the NPC seems anxious that you not
see the left side of the car you‘re bargaining for.

Bargaining may be used to estimate resale value of
items.

Biology (Physical Science—EDU): This skill reflects
a general knowledge of the physical functions of living
creatures. The individual understands the structure,
functioning, growth, evolution, and distribution of
terrestrial-type organisms. This skill can be used to
knowwhere tolook for life on anewworld, howto keep
captive populations of living things alive, and how to
introduce a form of life into a new environment. This
skill allows sufficient knowledge of genetics for con-
trolled breeding, but not for genetic engineering.

Bribery (Vice—CHR): The individual has had expe-
rience in bribing officials in order to circumvent regu-
lations or ignore cumbersome laws. Difficulty of the
task depends upon the seriousness of the circum-
stances (only the most corrupt official would take a
bribe to ignore a murder), but also upon the law level
of the world. Bribery is generally a Difficult task on a
Moderate law world, and gets one level easier for each
level of higher law, and one level harder for each level
of lower law,

Carousing (Charm—CHR): The individual is a gre-
garious and sociable individual who is well adapted to
meeting and mingling with strangers in unfamiliar
surroundings. When used in conjunction with Interro-
gation skill as an averaged or enabling skill, Carousing
can be used to gain information from people in a social
setting, often without their realizing that you are even
looking for information from them.

Carpenter (Artisan—CON): The character is skilled
in building items out of wood. At low levels, these items

are utilitarian, but at higher levels, the character may
use this woodworking skill to actually add aesthetic
value to his creations by the use of inlays, veneers, etc.

Chemistry (Physical Science—EDU): Theindividual
has skill in the science of inanimate matter, and under-
stands the composition, structure, properties, and
reactions of elements and compounds. Chemistry skill
applies to inanimate matter, not living organisms.
Characters with this skill can, with the proper equip-
ment, perform chemical analysis.

Theycan also create useful substances such as chemi-
cal smoke (Average), gunpowder (Average), smokeless
powder (Difficult), tear gas (Difficult), dynamite (Diffi-
cult), explosive primer (Difficult), and plastic explosive
(Formidable). (Note: Smokeless powder is the propel-
lant in modern cased ammunition; gunpowder is for
old-fashioned weapons in which the powder and shot
are loaded separately.)

Climbing (Acrobat, Explore—CON): This is the
ability to scale vertical surfaces, whether rock faces or
buildings, with the proper equipment. Climbing a
steep slope or sheer rock face with good handholds is
Difficult. Climbing a sheer, mostly smooth rock face or
a building wall is Formidable. The above assume no
specialized equipment. With climbing equipment, the
difficulty level is one lower. Rappelling is Average.

An experienced climber may assist an inexperienced
climber. If so, the inexperienced climber uses his or her
own CON attribute as a Climbing skill.

Combat Engineer (Engineer—CON): This skill al-
lows the construction and demolition of obstacles,
minefields, and field fortifications, and the ability to
enhancemobility by building temporary bridges, ramps,
and causeways across or around natural or artificial
obstacles.

Certain tasks are: place demolitions charge (with
engineer demo kit): Average. Improvise detonator/
fuse, etc. (in absence of engineer demo kit): Formi-
dable. Improvise antipersonnel obstacles: Average.
Improvise antivehicle obstacles: Difficult. Camouflage
position: Average.

Most of these tasks assume access to tools, axes,
picks, and shovels at the very least. These tasks are
made easier with equipment similar to backhoes, bull-
dozers, etc.

Communications (Space Tech—EDU) [Tech = In-
dustrial +]: The individual is trained in the use, repair,
and maintenance of communications devices.

While nearly everyone can press the button and
make a communicator function, this skill is necessary to
be able to understand why the device does not work
correctly, as well as to be aware of the details and
limitations on the device’s possible use.

For example, it is an Easy test of Communications to




open communications with another communications
unitinrange. Long ranges, jamming, and environmen-
tal interference can make this more difficult.

Computer (Technician—EDU) [Tech = Pre-Stel-
lar+]: Computer indicates a familiarity with the use of
computers, While most any character from a techno-
logical background of Early Stellar+ can use acomputer
to retrieve data that is freely available, Computer skill is
required to circumvent the computer’s programming.
Computer skill is required to program a computer.

Construction (Engineer—EDU): This skill allows
the construction of permanent structures. The charac-
ter is skilled not only in the actual tasks of pouring
foundations, erecting frames, and hanging drywall,
but is also able to design durable buildings for many
purposes, and organize their construction.

Access to materials and tools is crucial to these tasks,
and Leadership skill is useful when coordinating the
efforts of large crews of workers.

Dance (Fine Arts—AGL): The character is able to
dance. Low skill levels (0 and 1) are sufficient for
recreational and informal dancing (ballroom or folk
dancing). Moderate levels (2 and 3) are required for
formal affairs; for example, a character can be required
to make an Average test of Dance to not embarrass
himself at a formal diplomatic reception. High levels
(4+) are required to be a member of a professional
ballet or interpretive dance troupe in order to use it as
a vocational skill.

Some sophisticated styles of dance use the average
of Dance and Zero-G Environment.

Disguise (Fine Arts, Vice—CHR): This skill in-
volves convincingly looking like something you are
not. It includes use of camouflage, as well as such
things as make-up and costume. The use of this skill
is often an uncertain task, as the character will not
always know if the disguise has fooled anyone.
Difficulty depends on the materials available to fash-
ion the disguise, the already existing differences or
similarities between the character and the person
being impersonated, as well as the distance from
which the disguise is intended to be effective. In
order to impersonate someone, the character’s task
is vs. Act/Bluff and Disguise. Of course, the character
must always have detailed knowledge of the person
who is being impersonated.

Early Firearms (Gun Combat—STR) [Tech = Pre-
Industrial-, Law = Mod-]: This skill confers the ability
to use various black-powder firearms, including the
arquebus, hand cannon, and musket, This skill also
covers the use of crossbows.

Electronics (Techniclan—EDU) [Tech = Indus-
trial+]: Pretty much everyone in Traveller knows how
to operate most electronic devices. Characters with the

Electronics skill know how to create and repair those
devices, and can figure out fairly easily how to operate
the more advanced sorts (such as radar systems, power
plant controls, and the like).

Use the standard diagnosis and repair task rules in
the Equipment Maintenance and Repairs section,
page 241, for the repair of electronic devices.

Energy Artillery (Artillery, Heavy Weapons—
AGL) [Tech = Pre-Stellar+]: This skill indicates the
ability to maintain and use heavy direct and indirect
fire battlefield weaponry that fires bursts of energy or
energetic particles rather than macroscopic physical
projectiles. These weaponsinclude battlefield meson
guns, fusion and plasma guns, and heavy-vehicle-
mounted lasers. A character can