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THE NEW ERA

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 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 God—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” Gutierez
NE1
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Introduction %’§ )

he universe of Traveller is known space several
I 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, a hundred 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 notyou. 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 about it” 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
dukes and emperorscan lead to, and that doesn’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 profitfor-
their employer, 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 is about the people who travel out and 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 is 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 bitthright is the stars. hard as it maybe, 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 or more in about
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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

Humans from the 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,
one of the transplanted branches of humanity that had
already been in space for 8000 years. Their “Grand
Empire of Stars,” or Ziru Sitka 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.

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
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retained certain wolf-ike 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, spliing and reforming around current issues.
This pattern also made the Vargr into natural pirates:
What they 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
Zhodani were almost physically identical to their long-
lost Vilani and Terran cousins, but they had affected
onevery important change upon themselves: a change
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 create lasting difficulies 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 years what it had taken the
Vilani thousand - how to administer a government
that encompassed over 10,000 worlds. The forces of
change they had unleashed over whelmed 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
together as a working economic entity caused a gradual
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, interstellar trade was no longer a dominant
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

1 201 The New Era begins.

—2549  Men from the planet Earth first set foot
upon the Moon. \
60 - Terran bases &WWS&{
-2431 Terrans discover jump drive.
First Terran contact with the Vilar
. Empire at Bamard’s Star..
—2408  First Interstellar War between Vilani
Empire and Terra.

© 2400 Vargr pillaging of Vilani Empire be
2398 Terran Confederatlon‘estabhshed

‘|rst uman contact with Hivers.
76  Collapse of Rule of Man
-1526 Interstellar trade ceases; Long Night
begins.

-650  Sylean Federation established.
200 First human contact with K’
0 Third Imperium established out of Sylean
Federation.
50 First Imperial contact with Zhodani.
500 Imperium expands into Splnward
Marches:, conflict with. lhodanl

606 First Civil War begms
822 First CivilWarends. .
800 Psionics Suppressrons begm
1002 Terra conquered by Third Imperium.
1110  Fifth and last Frontier War between
and Zhodani ends
ot Strephon Aella AlK
ssassinated. . ‘
1117  Third Imperium shatters into factlons,
Final War begins.

Hlvers send ‘contact teams |nto the
Imperlal rums

1195 Humans begln interstellar trade in the

Old Expanses.
Wi %.aague is estat!ished in the Qid
-Expanses.
1199 Dawn League tradmg expedrtlon sent
into Diaspora.
1200 Allships sent to Diaspora declared lost
Dawn League dissolved; Ref
.. Coalition founded.in its plac
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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
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civilization ground to a halt. Vargr raiders poured
across the border into thevilani 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 need for land, particularly the needs of the young,
unlanded Aslan males, or ihatei. During the Long Night,
Aslan expansion toward Solomani territory contacted
pockets of human civiliition, 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.

\\ \ interstellar civilization.
’ After 350 years of slow

but steady growth, its
TR nel 8] leader, Cleon Zhu-
Wy / 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 a new Imperial calendar,
starting at Year 0. 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 Zzhodani, 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 Tovrchedl’, or Thought
Police, who routinely probe their citizens’ minds for
aberrant thoughts in order to re-educate them, only
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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 Imperium in 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
from a single 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 Terran cows 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.

Death knell.

By the early 11 00s, the Third Imperium had been frozen
at its borders for centuries, hemmed in by its neighbors.
Perhaps it was this lack of frontiers that made it stagnant and
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 civil war, but no one would
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 power vacuum, 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. If they could pull a string here or overthrow
a world 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 foryears 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
about its center at a 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
other interstellar 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 right separates the former Imperial
core from the spinward arm of Imperial settlements, and
also from the Zhodani. The lower right 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.

As a 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 refueling and 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 locked in titanic battles. And he showed
us the shiny radiation scars he had earned in
those battles, scars which were red and ugly
and came flickering/y 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.

But | believed. And late a 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 is
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 a character 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 a player
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, filling in 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

Ihe abilities and limitations of a character are determined
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 basicattributes
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
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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 character is 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

rather than rely upon random die rolls. At the 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
will initially 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).
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HARACTERS

There are four stellar regions out-
lined below, which represent a range
of technological settings. While most
characters should be from the same
stellar region, it is possible that char-
acters from 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
interstellar governments:
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 areasof 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 further losses in

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 area is unique, as it has
spent the last 70 years alone, seeking its own solutions
to its problems. Unfortunately, many of these worlds have
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.

| know that all 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 crystal-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 a homeworld. A homeworld is the world on
which a character was raised and probably born. 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: The sample subsectors located in the
“Referees” and “The New Era"chapters detail a typical area
from each of the four types of stellar regions. If the referee

wishes to start the campaign in 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 procedures in 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.

I a homeworld is deliberately created, by either the
referee or the player, it
must contain at least as
much descriptive informa-
tion as is provided by the
Homeworld Random
Generation  table.

Random Generation:
Homeworlds can be cre-
atedsolelyfor purposes of |
character generation by }
using the Homeworld
Random Generation table
to generate world descrip-
tions for the various world
characteristics.  Descrip-
tions are brief statements
that describe conditions
on the world; they pro- }
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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: star-port, size, gravity, atmosphere,
hydrographies, population, government 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
scratch in the Worid Building section. This is to be expected,
as player characters are more likely to come from certain
types of worlds than others.

Tech

Pre-Industrial
Pre-Industrial

Industrial
Industrial
Pre-Stellar
Pre.Stellar

Early Stellar
Early Stellar

2+Gs

Extr

——

Average Stellar ;
Average Stellar
High Stellar




HARACTERS

HOMEWORLD DIE

ROLL MODIFIERS

Starport Gravity Government Tech Level
Apply the following Stel- if size-= Asteroid, Grav=0G = . ifPop =inc, DM -4 In the Wilds, -5
lar Region DMis: if size = Small, DM -3 if Pop = Low, DM -2 Pocket Empire, -3
If size = Mod, reroll 2-3, 11-12 if Pop = High, DM +2 Ref, Coal., -1
Region DM if size = Large, DM +4 SP=A, 43
The Regency None Law fSP=B, +2
Pocket Empire +3 Atmosphere If Gov = Low, DM -2 ifSP=C, +1
Old Expanses +6 if size = Asteroid, Atmos = Vac If Gov = High, DM +2 ¥SP=X, -2
Wilds +8 If size = Small, DM -2 f Gov=Exir, DM +4 If Size = Ast, +1
If size = Large, DM +2 if Hydro = Water, +1
On aresult of E-X, roll 1D6 if Pop = Low, +1
and consult the following: Hydrography If Pop = High, +2
Roll Starport If size = Ast, Hydro = Dst
1-3 E If size = Small, DM -2
4-6 X

I size = Large, DM +2

HOMEWORLD CHARACTERISTICS DESCRIPTIONS

Actual UWP Code ranges are given parenthetically with the
" descriptions (see pages 188-189). :

Starport Codes
A: Excellent-quality installation,
B: Good-quality installation.
C: Limited-quality installation,
D: Poor-quality installation.
E: Primitive installation.
X: No starport.

World Size Descriptions
Asterold (0): Diameter below 200 km.
Small (1-4): Diameter 800-7199 km.
Medium (5-7): Diameter 7200-11,999 km.
Large (8-A): Diameter 12,000-16,800 km.

Atmosphere Descriptions

Vacuum (0-3): Very little (if any) atmosphere (pressure below
0.43 atmospheres). ,

Thin (4-5): Thin nitrogen-oxygen atmosphere (pressure 0.43-
0.7 atmospheres).

Standard (6-7): Standard nitrogen-oxygen atmosphere (pres-
sure 0.71-1.49 atmospheres). ‘

Dense (8-9): Dense nitrogen-oxygen atmosphere (pressure
1.5-2.5 atmospheres). E |

Exotic (A+): Atmosphere, usually dense, consisting of poison-
ous, often highly corrosive, substances.

The T notation on the page 17 table indicates that the
atmospherels tainted by some harmful element or chemical such
as sulfur dioxide, lead, etc.

Hydrosphere Descriptions
~ The hydrosphere is water unless the atmosphere is exotic.
Desert World (0): Water covers less than 5 % of the surface.
Dry World (1-2): Water covers 5-24 % of the surface.
. Wet World (3-9): Water covers 25-94 % of the surface.
. Water World (A): Water covers 95-100 % of the surface.

M e

World Population Descriptions
incidental Population (0-2): Less than 1000.
Low Population (3-5): 1000 to 999,999,
Modetate Population (6-8): 1 million to 1 billion.
High Population (9-A): More than 1 billion.

World Law Level Descriptions
No Law (0): No prohibitions.
Low Law (1-3): Automatic weapons (those with a burst value)

" and high-energy weapons (plasma and fusion guns) prohibited.

Public display of some weapons restricted in some urban areas.
Mod Law (4-7): All lethal firearms and energy weapons (.e., other
than stun guns) prohibited or severely controlled. Public display of
melee weapons prohibited or severely restricted in many urban areas.
High Law (8-9): Allweapons exceptfor cudgels, daggers, hand
axes and slings prohibited.
Extreme Law (A+): No private ownership of weapons is allowed.

World Government Descriptions

Low Gov (0-2): Very little government regulation. Government
organized along corporate or participatory democracy lines.

Mod Gov (3-9): Active, interventionist government but with
numerous constitutional limits on its authority and frequently
required to seek ratification of its actions by the governed, either
through referenda or elections.

High Gov (A-C): Very active government with few genuine
limits on its authority and with little meaningful input by the
majority of the governed.

Extreme Gov (D-F): Repressive government which devotes
routine effort to keeping the population in line with its directives.

Earth History Tech Level Equivalencies
Pre-industrial (0-3): Pre-1800
Industrial (4-5); 1800-1930
Pre-Stellar (6:8): 1950-2000
Early Stellar (9-A): 2000-2100
Average Stellar (B-D): 22nd century+ :
HighStellar (E-G): Extreme hightechnology (flying cities, etc.)

.
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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
(EDV), 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. It is 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, ACL,
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 isdescribed
later in the rules).

| P——————

Shugilii is a belter, not only by profession, but also by
birth. He was bom out in the asteroids, and he's lived mos t
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 1 G 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 learn 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
OC world, actually a space station of some sort+ has a
permanent pseudo-G field either from artificial gravity
or a spun habitat, thusnegating 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 a vacuum world, 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-
ters in 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 (C = 16, H = 17, etc.).

p— N
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Attributes
] UPP ] ] are in the fol-
(Universal Personality Profile) lowing ~ order.

STR, AGL,
666666—-0-A CON, INT.
|| | For ’example,
a character
who is aver-
age in all re-
spects would

Social Standing
’ ’ Psionics
‘ Charisma
| Education
i Intelligence have a UPP of
Constitution 666666. If
Agility the  character
trength were highly
intelligent,

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 characteristic, numbers that are
normally two digits cannot lead to confusion.

Attribute Limits: The initial rolls for attributes range from
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 2C 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 that in most characters is 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: The language spoken throughout the worids
to which humanity has spread is Anglic (sometimes called
Galanglic), a language evolved from ancient Terran En-
glish. All human characters will speak Anglic or a local
dialect of it. Characters from homeworids which have been
isolated from the rest of human culture for a generation or
more will speak Galangtic
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 a human-settled
world  will probably
speak at least some
Anglic as well. Never-
theless, dealing with
aliens and members of
difflerent cultures is easier
if their native language is
understood. The major
languages spoken by
sentient races are Anglic,
Vilani, Sylean, Vargr,
Aslan, Droyne, Hiver,
K'kree, and Zhodani.
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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 dficials who made life difficult
for most of the rest of us practically lined up to help this guy.

Social Standing: Roll 2D6 and subtract 1 to deter-
mine initial Social Standing (abbreviated SOC) on the
character’s homeworld. This is a measure 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
system of self-interest that corrupted and doomed the

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: A knight (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
prefix von, haut, or hault with his or her name to denote
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 futther 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 F indicates 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-

Imperium to the Collapse. eral sectors.
See the History section beginning on page 8 for a fuller The Noble
discussion of local government and leadership traditions. Ranks Table Knight (Sir, Dame)
The noble system discussed below is the old Imperial shows the n/
system, and may be used with changes to suit local range of \ Marquis/Marchion
conditions at the discretion of the referee. Nobles of noble titles Count/Countes
rank baron and above were usually granted fiefs- and their cor- Duke/Duchess
quantities of land that belong to the noble and could responding ’
be used to generate income by renting it out, using it social levels. Emperor/Empress
P —
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Nammg 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 for the 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

ﬁectadw appmmed oiﬁciat

_ Honorific

Sir, Lady/Dame
Sir, Lady/Dare
““Right Honorable (RH,
Lord; Lady
RH Lord, Lady
RH Lord, Lady
- “Most Honorable Lord, Lady
Grace; Lord Duke
Grace, Lord Archduke

Imperial Highness
Imperial Majesty

" The Reverend
Most or Right Reverend,

;Eminence
“Holiress, Holy Father,
.. Most Holy Father

. Excellency
- Honorable

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

the stars. But in a campaign that is intended to be

ative, Bengoﬁ Bad guys ham launched a
g ‘and the navy has moved Rebba up intoa
>arking orbitwhile they deal withit. Uh, waitone...
ngo, navy has splashed the Sig-Delt, but Rebba
has passed the window zmd will have to wait for
next transit, over.”
“%boy Hole Card, areyouon tamet, over?"
‘Roger, Bongo. Go.”

ole Card, chop to Rﬁgue su. We hwe bad

g up our tallpipe. He'll run the fire-

i m the Dz trafﬂc.,‘.

Fadi mateG. sbreak, break. , thisis Rebba, Strike all
m getting some jam trmsftcrap Rebba doesn’t believe in park-
“Hammer, thisis B ts. Rebba is inbound hot, estimating dust at

”Hammer. GCot

: Lxevég ‘minutes. Light up a beacon at dust minus
“Hammer, m B

';@&zgﬂmmmm andhave your bums on the DZ,
“Re Hove s

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) or mellifluous
(Dick  Kabuki, Bat-ringer

Olds, Terrel Skeeter).
The Traveller cam-
paign adds additional
language sources to
choose from. The most
common non-Terran
human names




Character Generation

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, players
working for or with the Reforma-
tion Coalition (StarVikings) will have
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
only by other Star Vikings-such
familiarity must be earned).

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

It isalso desirable to pick a name
with at least some panache. No
Viking, for example, has even been
known to go by the tactical nick-
name Snook-urns, and if a name
like this is picked, it should at least

Pre-Stellar (6)+

Guard}Hunting Beasts

round Vehicle Industrial (4)+

Industrial (4)+
(4-9)

Thin-Dense (4-9)
‘Thin-Dense  (4-9)

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-urns
asa 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
ifyou 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

Pm——

one that has not been earned. Woe to the cocky,
inexperienced youth who insists that the crew must call
him Lightning. If he doesn’t live up to it, the crew might
end up calling him Lightweight.

Background Skills: Characters begin the game with
more than just a background; they also have knowl-
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

homeworfd, as indicated on the chart.
Where more than one limitation appears, all of them
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must be met. This list is not intended to be comprehen-
sive, but is merely representative of most of the sorts of
skills that a person is likely to pick up in childhood. A
referee may decide that a character 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 0 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.

Charactersfroma world 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
any special rules for the career’s efécts on 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, priorservice, and homeworld/region.
Not all careers have all three types of prerequisites, but
most have at least one. In most cases, physical attribute
prerequisites allow the character entry upon meeting
anyone of these (exceptions are noted). All homeworld/
region and prior service prerequisites must be met.

e ———————
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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 I'd
ever done. There was a logic, an elegance to it that I'd
never imagined existed, and nobody was better at it than
| was. Nobody.

Nobody except Veronigque. Veronique dusted me every
time, Veronique was the best | ever saw, the best we had,
and a planet-class cellist as well. I'd watch herplaying the
cello 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? |
aways 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 term in 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 one in their fifth and everysubsequent
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,

Pr————

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 characterwho 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 theskillsin 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
Pickpocket 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 not follow 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 01 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 officer in
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 wony 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

Acharacterwho 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 “0” ranks. This is
because there arenoconvenient, standard rank 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 advancementorrecognition
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 2D6 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. As with 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 2D6
continuation roll at the end of each term through their
characters’ development. If the character wishes to
change careersin the next term, 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 character at that age.

For example, Dr. Wilfred J. Barsz, a professor of
physics, has been through five terms thus far: one as an
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 higherthan the current number of terms, so the good
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doctor goes on to complete another term. At the 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 automatically 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.
Characters who 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 nothing in 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 10096 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, thisskill 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 a computer operatorstays 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 114-1 15 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 ofwhich maybe devoted tothesameskill, ifdesired),
while a few allow none. The number of allowed secondary
activities per term is the number of skill levels received.

Social Standlng: 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
Standing is lowerthan 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
andpick 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 statis tic.

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

Characters obtain two differ-
ent types of skills: initial skills and
acquired ~ skills. Initial  skills include
knowledge of a native language
(orlanguages)and skillssupplied
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 has been com-
pleted, as explained in the Refer-
eeing Travellersection, page 134).
All character skills, whether obtained
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-I 15.

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 will increase 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 10 is 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
Scienceskillclusterincludesthespecificskillsof ~ 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, Glider, and Interface/Grav, and Slug Weapon,
which includes both Slug Pistol and Slug Rifle skills.
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Characters who receive a cascadeskill must 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 riies. His skill
level with slug rifles is 3, while his skill level with slug pistols
is 1 12 rounded down to 1. This skill would be written Slug
Weapon (Slug Riie) 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 I'd
never actually seen one until the Hivers landed. | knew how
electricity was supposed to work-Grandfather made sure
of that-but you don’t really/eam to respect the stuff until
you screw up and it lets you feel what 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 I'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 Llmitations: 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- 15.

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
1 1+ See the Skill List by Controlling Attribute table on
pages 114-1 15 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
roll is 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 character on
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
vacuum world could call in 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 I'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 coverand spotted me for
a leaguer 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-socan 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 prior to play? In Traveller,
those contacts are indicated in a note 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(thousandsof light-yearsofspace
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 regions will have the possibility of off-
world contacts. Whenever a contact is rolled, roll an
additional 1 D1 0 on the table below to see if the contact
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is off-world. Note that the die roll chance is greater in
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 her on
a visit home. For this reason, interstellar meetings
should be exciting events, and offer an excellent chance
for roleplaying as the PC and NPC contact catch up on
old times.

“Boggs! | can’t believe it! | haven’t seen you since 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! You won't believe how
bad things have gotten since you left The Combine has
nationalized all of the minesand hascompletelyclamped
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).

Term with
ial

*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 a member 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.
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Government: Such
contacts were some
form of government
official when the 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: An intelligence
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 is 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
career lists, 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
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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.

Soid Contacts

Solid contactsare 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. Thissimulates
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
diierent 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
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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
those first 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. Veronique had been on one
of those ships-sweet, smart, gentle Veronique.

Grandfather, by then a white-haired patriarch, stood in
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
understand,  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. It is 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 1 D15 (D15
numbers are generated by rolling 1 D20 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.

i 4




HARACTERS

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 1 D15 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's 45th  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 ACL. Not too bad.
Soon, however, it is poor old Admiral
Hutchins’ birthday. He is 65, with a UPP
of 42248A. He rolls for STR, ACL, 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 to invoke 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 graviticstrength
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
anagathiu 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 for income 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 regular 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, +2 if Starport B, +1if Starport C,
+1if 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 Imperial tradition against the use of anagathics
by the hereditary nobility. Thus -1 for SOC C, -2 for
SOC 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 hastwoeffects. First, the die roll to continue
character generation is 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 ACL) are rolled
before this age. Once on the age 49 line, the character
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selects the one characteristic (STR, AGL, or CON) to risk
in an aging roll. The age 65 (12 terms) line of the Aging
Table requiresfoursaving 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 using anagathics, thecharacteradvancesdown
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
frozenatthatpoint. Thisisthecasesolongasaconstant
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 thesupplyof anagathicsfor
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 anagathics to 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 term in which he or she begins retaking anagathics
is treated again asa first 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) represents the 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 character was 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 turn on
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" No effect
Minor growths

Major growths, +2

Minor psychological effects, +6

Major psychological effects, +10

their users. The manipulation of the body’s growth
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
unsightlycystsand 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  Effectstableattheendofeach
aging period once anagathics use has reached 60 years.
Adda+l DM for each 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 to it. Characters who 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 damage to the character. Major growths
require surgerywith moderate danger to the character;
major disfigurations require major surgery with signifi-
cant danger to the character. Psychological effects are
up to the 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 low.)

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 survivesand recovers theattribute 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: ~ Hitcapacityisa measureof theamount
of damage (hit points) a character can take before
sufferingseriousinjury. Hitpointscan besufferedinany
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 is 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 times the sum of the
character's Strength and Constitution-(STR+CON)x2.

Boxes are provided on the character sheet for players to
write in their PCs'wound level thresholds so the players will
knowtowhatdegreetheircharactershavebeenwounded.
See ‘Wound Effects,” page 288, to determine wound level
thresholds and the effects of being wounded. Except for
the Critical column, the values in the boxes on 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 character has taken. The numbersint he
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, weight in kilograms for female characters is calcu-
lated by substituting 65 for 80 in the formula, or
[4X(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
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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 whilethiiload is carried). Note that multiple characters
may add their load capacities to lii heavy objects

Throw Range: The distance (in meters) a character
can throw a one-kilogram weight accurately is called
the character’s throw range. Throw range is4 times the
character’s Strength (STRx4).

Unarmed Combat Damage: Unarmed combat dam-
age indicates the hit-point loss a character inflicts on 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 Artsskill level of 8.7x8=56.56+1 0=5.6, rounded
down to 5. Therefore, Reese will inflict 5 hit points per
unarmed melee combat attack.

INITIATIVE

By the time we hit Hastaan and liberated it from the
benevolent rule of its “God-Emperor” (I am not joking),
we'd all been through enough Chat 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 co button it up. Then we hit
his Sacred Guard 500 of the roughest, toughestguys he had.

| suppose they were prerry goodat  bullying sodbusters and
stealingchickens, butwhen itcame down to their first real fight,
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.
Characterswith a high Initiative score will move further
and/orachieve more actions in a combat turn than will
characters with low Initiatives. is not because the
high-Initiative characters are any faster, 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 character in Travellercan 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 isvery important if 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
results as 1; thus the results are 1, 1, 1,2,2, 3). Military
careers yield a roll of 106. Also, in each of these two
areas, there are some careers that give bonuses to
Initiative, as indicated under each career, beginning on
page 43. (Note that bonuses listed for civilian careers
only apply to the civilian die roll [L D6+2], and not to the
| D6 military die roll. These bonus points are not
cumulative-you can only gain a maximum of +Lto 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 her a 1D6 roll, and the law enforce-
ment would give her 1 D6+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-
ever is higher. The base cash value is determined by the
tech level of the character's homeworld. This rather
generically represents hoth a character'seamning 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
for any term spent in edu-

. cation.
\\\\\\ ‘ ) Also, remember that
W : each term spent seeking
anagathics  (whether suc-
cessful or unsuccessful)
cannot be counted to-
ward generating money.
£ Finally, while it may be
somewhat easier to gen-
erate all starting money
after character genera-
tion is complete, it is ac-
tually more accurate (and
more enjoyable) to do so
term by term as charac-
ters progress through
their careers. This is so
because Social Standing

L
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1 often changes during
&4 character generation. 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
Tech Level

Idustrial

Early Stellar

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 realisticcharacterconcept. 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. For example, 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 a diplomat orwealthy traveller can receive
membership in the TAS in place of 1 ship DM. Member-
ship provides a free high passage ticket every two

*I

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 hasnt 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 ha/f a dozen of us who're going to go in
together. We'll swap out our prize shares and some cash
for enough of a working interest in an antique ship. That 'l
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-
ters may also cash in the ship ownership DMs they have
received for Crl 0,000 each.

One die roll is made for the 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 earned as part of
character generation split up the HPs according to their
DM contributions. Purchased DMs are refunded to the
playerwho 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 worn 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 -1 DM
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 PG must pay 1240 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
Types table, and roll fortheship 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 wear value 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

RQS ownership or standard bank loan

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, govern-
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 accordancewith the directives of the government. In
almost all cases, this requires adherence to certain
shipping schedules. In this way, these government
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. It is much more important that
they stick 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 excessvalue 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 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. Asurvey 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 other interstellar merchant 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-
L rate vessel. A
E Seeker is a
. Scout/Courier
. modified for as-
| teroid-pros-
| pecting and
mining.
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Career List

In Traveller, careers are divided among three broad
categories: Education, Civilian, and Military. Charac-
ters can pursue any types of careerforwhich 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 go to the skill clusterslist to picka specific skill from
that cluster list. Players who select cascade skills must
choose the cascade specialty. When a cluster or cas-
cade is listed with a skill level nurnber 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 highereducation 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 journalism.

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 providesa 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
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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, but a lotofotherlinesofworkcan  benefitaswell
from the things a law student learns.

Prerequisltes: Undergraduate degree, EDU 5+ or
INT St, Homeworld Tech = Indt.

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. No income is received while
attending law school.

MedicalSchool

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 8t. Undergraduate de-
gree, Biology 3+ Chemistry 2+, Homeworld Tech =
Indt.

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 6t and Agility 6+ or (on
High+ Cov 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/
Crav 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:

Pilott. Space Vessel, Leadership.

Contacts: Two military.

Other Effects: No commissions, promotions, or
special duty rolls are made. No income is received while
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attendingflightacademy, 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, equal in
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 = Indt.

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

Technician, Space Tech,
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. No income is received while
attending technical school.

Medical, Economics, Com-

Hiver Technical Academy

In 1193, in an effort to help rebuild the star systems
along theirfrontier, 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
or Intelligence attribute (whicheverisgreater)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: t2 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.

FirstTerm  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
received is4 in the second, 3 in the 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
dutyorspecial 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.

There is no effect if the special assignment roll is failed.

Age Special
(Starr-End) ~ Term  Skils  Assignm

ills

*Or First Term skill packet for first term in a new career.

Promotion: Not every 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
for finishing character generation, roll 2D6 at the end
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 term to
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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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 a society, it seeks escape from its every day
cares by following competitive sports. On some worlds
these sports can be violent and quite dangerous.

Prerequisites: CON 9+ or ACL 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+ for Economics, Charm, Vice,
Perception.

Promotion: 6+, DM +Lif CHR 7+

Contacts: One hbusiness, 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, ACL, 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.
Prerequisltes: Law School.
All Terms

Skills: Charm, Interaction, Economics, Percep-
tlon, 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
per term. +1 SOC per term served. Double SOC when
determining starting money for each term sewed as an
attorney.

Barbarian

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

P mm———

Prerequisites: Homeworld Tech = Pre-Industrial.

First Term

Skills: Perception 2, Acrobat 1,
Handling 1, Melee 1.
Subsequent Terms

Skills:  Determination, Perception,
Charm, interaction, Archaic Weap-
ons, Acrobat, Explore, Animal Han-
dling, Melee, Personal Transport
All Terms

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

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

Contacts: One barbarian per
term. If a special adventure is rolled,
the contact may instead be a trader.

Other Effects: +I 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, plusoccasional deposits
of rare earths and radioactives. A
belter's life is demanding, but of-
ten very rewarding.

Prerequisites: AGL 6+ and Ce-
ology 2+. Homeworld Tech = Pre-
Stellar+.

First Term

Skills: Spacehand 2, Geology 1,
Techniclan 1, Excavation 1, Eco-
nomicsl, Ship’sEngineerl,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 +l if INT 7+

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

or law enforcement.

Explore 3, Animal
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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 SOC if a strike is 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 government 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 malefactor-s
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-
ceotion.  Soacehand. Personal
Tr&-rspdrt.’

All Terms

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

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

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

Other Effects: When figuring
beginning cash, use INT + Street-
wise instead of SOC for each term as a bounty hunter.
If more than one term isserved, +1 to Initiative. 1 ship
DM per term for a Scout/Courier.

Civil Pilot

Bureaucrat

Someone has to oil the machinery of government
in order for it to work 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, Vessel is taken in place of Spacehand.)

Promotion: 7+, DM +2 if INT 8+. If on Low Cov
world, DM +I for SOC 8+. If on High+ Cov 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 +1if 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
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orbital and aircraft piloting tasks were entrusted to
automation, and on manyworlds these craft became
so many murderous angels of death.

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

Prerequisites: Technical school or flight academy,
Pilot 3+, Homeworld Tech = Industrial+.
first Term

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

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

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

Promotion: 6+, DM +L if ACL 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,
All Terms

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

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.

Technician, Interaction.

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 wil 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, youre helping to build a new era.
Prerequisites: Strength 4+ or Agility 5+.
First Term
Skills; Acrobat 1, Engineer 2, Vehicle 2, Technician
2, Artisan L
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 per term, 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, youre a
kidnapper.

Corsairs and pirates are the
people who steal starships and all rd mi/)/Z'j/ A
of the people and cargo inside ” ""'ZN‘/7A
them. A lot of them like to repeat K& ™
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
government doesn’'t approve of it
anymore, even though it’sexactly
the same line of work. Ceez, 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, Technician 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
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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
1 D1 0. 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 Archaic Weapons for Gun
Combat.)
Subsequent Terms

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

v/%’%)m&ﬁ/ (On Pre-Industrial worlds, sub-

/ 7 })&‘% stitute Animal Handling for Ve-

3 )(/“,\9 hicle.)

rﬁ?( & Al Terms

j’ = Special Adventure: 5+ for
® Melee, Gun Combat, Language,
ﬁ& 2] Spacehand, Economics.
Promotlon: 7+, DM +1 if INT

7+

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 INTin 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:CHR or 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 Vehicie.
On Industrial worids, Vessel is taken in place of Spacehand.)

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

Contacts: Two government contacts per term.

Other Effects: Minimum SOCfora diplomat is5 (All
characters with lower SOC have it raised to 5 upon
enlistment.) Each promotion adds 1 to SOC. 1 ship DM
per term for a 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 club in a class-A starport or an 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 +1if INT 7+

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

Other Effects: At the 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.
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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 isnt
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 +1if 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 from wild animals. In advanced civilizations,
the idle rich crave the excitement of big game hunts,
but need experienced guides to take care of them.

Prerequisites: ACL 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.)
Al 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.”

Pemmsme——

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
for exciting 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, Determlnation
1, Perception 2, Interaction 2,
Technician 1.
Subsequent Terms

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

Special Assignment: 6+ for Lan-
guoge, 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
peoplein line, and that'swhereyou
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 they bring
to your beat.

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

Commission: 9+, DM +1 if EDU
7+, DM +Lif INT 8+. If on Low Cov
world, DM +2 for SOC 8+. If on
High+ Cov world, SOC 8+ receives
automatic commission. A commis-
sion makes the character a detective; all other charac-
ters are uniformed police officers.

Law Enforcement
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Skills:

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

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

Commission: 7+, DM+1if INT 8+, DM +1if 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+ Covworld,
SOC 8+ receives automatic pro-
motion.

Contacts: One criminal and one
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
job also takes you to many interesting
places and challenges you with new
problems every day.

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

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

Skills: Economics, Charm, De-
termination, Interactlon, Perceptlon.
All Terms

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

(In Industrial societies, substitute Vehicle for
Spacehand)

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

Contacts: One per term, business or government.

Mechanic

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 ACL +1, Melee 3, Determination 1,
Acrobat 1
Subsequent Terms

Skills: Characters receive skills on the normal basis
from Croup A. Alternatively, for each two levels not
taken from group Ain a single 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 +1if 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+
Vice, Engineer,

(In" Industrial
Spacehand.)

Promotion: 7+, DM +1if CHR

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

for Spacehand, Explore,
Determination.
societies, substitute Vessel for

Other Effects:+1 SOC per term. 1 ship DM per term Other Effects: None.
for a Trader ship.
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Medicine

Forcenturies, 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:Automatic if completed medical school.
Acommission 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,
ception, Physical Science, Medical.

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

All' Terms

Special Adventure: 8+ for Language, Medical,
Spacehand, Vessel.

Promotion: 6+, DM +1if EDU 7+. If on Low Cov
world, DM +1 for SOC 8+. If on High+ Cov world, SOC
8t 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.

Interaction,  Per-

Mercenary

with the PaxImpericaa thing of the past, there is a 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
modemwarfaretechniques. Whetheryou'reastarmerc
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.

P—

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 +1if CON 7+

Contacts: One per term, crimi-
nal, government intelligence com-
munity, military, or another mer-
cenary.

Other Effects: Roll 1 D10 once
perterm. On a roll of 9, the charac-
ter must spend the next term in a
noncombat career due to serious
wounds. A roll of 10 means the
character was captured by the op-
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 orWarship (character’s
choice).

Merchant Marine

Even if a world has trans-orbital
cargo carriers, the most cost-ef-
fective way to move bulk cargo
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 +1if EDU 7+, DM +1if INT 8+.
If on Low Cov world, DM +2 for SOC 8+. If on High+
Cov 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.

N
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Subsequent Terms

Commission: 9+, DM +2 if INT 8+, DM +2 if 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.

Promotlon: 6+, DM +1 if EDU
8+. If on Low Gov world, DM +1
for SOC 8+. If on High+ Gov world,
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

Psionic  Researcher

any one or a combination of the
following:

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

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 L
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 +L1if 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 +1if INT 7+.

Contacts: One per term, medical, academic, or
psionic. On a 1 DL 0 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.

Jr——
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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 +L if INT 7+.

Contacts: One per term, criminal or law enforcement.

Other Effects: If more than one term is served, +1 to
Initiative. Also, roil 1 DL 0 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 tun 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 +2 if EDU 8+, DM +Lif INT 8+.
If on Low or High+ Cov 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, Languagel , Perception
2

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

Commission: 9+, DM +2 if EDU 8+, DM +2 if 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.

HI

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

Contacts: 1 per term, government or scientist.

Other Effects: 1 ship DM perterm as a technician, 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 lie in 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 +l if STR
8+, DM 41 if INT 8+. If on Low Cov
or High+ Cov world, DM +1 for
SOC 8+. A commission makes the

character an officer; all other char-
acters are enlisted.

skiiis:

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

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

Subsequent Terms

Commlisslon: 9+, DM: +l if INT
8+, +1if STR 8+, +1if CHR 8+.

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 Cov or
High+ Cov world, DM +1 for SOC 8+.

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

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

Scout
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Tough

Youre young, Yyoure 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.
Al Terms

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

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

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-
puters into howling insanity, 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-

Undereover 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.

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

P——

First Term

Commission: 6+, DM +Lif EDU 8+, DM +1if INT8+.
If on Low or High+ Cov 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-
cian 2, Vehicle 1, Charm 1.
Subsequent Terms

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

Skills:

Officers: Determination, interaction,
Space Vessel, Space Tech, Economics.

Spocehands: Vehicle, Spacehand, SpaceTech, Tech-
nician, interaction, Vice.
All Terms

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

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

Spacehand,

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, Longuage
action 2, Perception 1, Social Science 1.
Sobsequen t 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.

1, Inter-
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Wealt hy Traveler

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 homewodd 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 +1if EDU 7+,

Contacts: Two per term, business or government.

Other Effects: When calculatingstarting  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.

Fora 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 +1 if EDU 7+, DM +Lif INT8+.
If on Low Cov world, DM +2 for SOC 8+. If on High+
Cov 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, Artillery, In-
teractlon, Medical Acrobat, Tech-
nician, Perception, Personal
Transport Screens.

Promotion: 6+, DM +1 if CON 4
7+. If on Low Covworld, DM +1 for & o
SOC 8+ If on High+ Cov world, S m“
SOC 8+ receives automatic pro- LT
motion.

Contacts: One per term, military.

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 orvacuum, we own it.”

Prerequisites: STR or ACL 7+
Homeworld Tech = Industrial+.
Pop = Moderate+. Atmos= Thin+.
First Term

Commission: 7+, DM +1 if EDU
7+, DM +2if AGL 8+. Ifon Low Gov
world, DM +1 for SOC 8+. If on
High+ Cov world, SOC 8+ receives
automaticcommission. A commis-
sion makes thecharacteran officer;
all other characters are enlisted.
(Minimum SOC 6.)

Skills: .

officers:  Gun Combat 1, Aircraft
3, Vehicle 1, Physical Science 1,
Determination 1, Perception 1.

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

ppte—rs
Aviation

1, Technician 3,
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Subsequent Terms

Commission: 9+, DM +l if INT8, DM +2 if CHR8+
(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 +| if EDU 7+ If on Low Cov
world, DM +1 for SOC 8+ If on
High+ Cov world, 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
tradiions the most jealously. From

vl ...lll(A
Marines

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: ACL 7+. Homeworld Tech = Pre-
Stellar+. Population = Moderate+.
First Term

Commission: 8+, DM +1if EDU 8+ DM +1 if INT8+
DM +1 if CON 8+. If on low Cov world, 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
SOC 5))

Skills:

OfXces:  Gun Combat 2, Armed Martial Arts (Large

J———

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+1 if INT8+, DIVH1 ifCON8H,
DM +2 if CHR 8+ (Minimum SOC 5.)

Skills:

Offices: ~ 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, Acrobat, Techni-
cian, Screens, Slug Weapon (Slug Pistal), Perception,
Personal Transport.

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

Contacts: One per term, military.

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

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+.

Frst Term

Commission: 8+, DM +1if EDU 8+ DM +1L if INT8+
If on Low Cov world, DM +2 for SOC 8+ If on High+
Cov 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 42 if 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.

R
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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 Cov
world, DM +1 for SOC 8+. If on High+ Cov 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).

SpecialOperations

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 INT8+,
DM +1 if CON 8+ A commission makes the character
an officer; all other characters are enlisted. (Minimum
SOC 5)

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+1 if INT8+, DM +1 if CON 8+,
DM +2 if CHR 8+. (Minimum SOC 5.)

Skills:

Officers: Gun Combat, Spacehand, Heavy Weap-
ons,Tactics, Determination, Charm, Personai 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, Artiiiery,Medical, Acrobat,
Technician, Screens, Slug Weapon (Slug Pistol), Per-
ception, Personal  Transport.

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

Contacts: One per term, military.

Other  Effects: Characterswho transfer tospecial opera-
tions do so with the rank they previously held in their prior
military career. If more than one term is served, +1to
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 +Lif INT 8+. If on Low Cov
world, DM +2 for SOC 8+. If on
High+ Cowworld, 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, Technician 2, Artillery 1, De-
termination 1.

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

Subsequent Terms

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

Skills:

Oficers:Artiiiery,  HeavyWeap-
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 +L if CHR 7+. If on Low Cov
world, DM +1 for SOC 8+. If on High+ Cov world, SOC
8+ receives automatic promotion.

Contacts: One per term, military.

Other Effects: None.

“I’ o ‘/.

Wet Navy




Al Honnwoﬁd/kegbanmmmsthemtmm&ewnmmm
unless they are ynderined. Afundedined mummnmbemmmwmwmw

. APrIar Career Ship DMs Gained

beer STt ACL CU# INT = ED
Education )
Undergrad Univ. 5+ SR dastars
Military Academy & 6+ 9+) ModPop (6)+, Ind (4)+
Graduate Univ. Te ey s industrab e R
Law School 5+ 5+ Industrial (4)+ Univ
Medical School 84 8+ o Emindustial (s Univ & Skill1
Flight Academy 6+ 6+ 9+) Ind/Early Stellar (4/9)+
Technical School Industrial (4)+
Hiver Technical Academy 7+ T+ Old Expanses
Chrllian Occupations !
Athlete 9+ 9+ 9+ Mod Pop(6)+
Attorney Law school
Barbarian Pre-Industrial (3)-
Belter 6+ Prestellar 6+ | Geology 2+ 1 Scout/T*
Bounty Hunter 4+ 1 scout
Bureaucrat T+ Mod Law(4)+
Civil  Engineer Master’s, Skill 2
Civil Pilot Industrial  #M s | :  Tech/Flight, Skill3
Computer Operator Pre-Stellar  (6)+ Tech/Univ, Skill4
Construction Worker 4+ 5+ !
Corsair 6+ 6+ Earl; Stellar (9)+ 3 Warship
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Diplomat 7+ 7+ ModPop (6)+ 1 Scout, Yacht/T
Entertainer ° 8+ 5 ; 1 Yacht
Farmer ‘
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journalist 7+ Industrial ~ (4)+ Univ
Law Enforcement &+ . lowlawls | | No Prison Terms
Manager Industrial ?4)+ Univ 1 Trader
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Mechanic Industrial ~ (4)+
Medicine 5+ Industrial (4)+ {Medical School)
Mercenary 4+ Military Career 1 +1 Trader, Warship
Merchant Marine 6+ 5+ d (4)4; ModPop (6)4; WetHyd (3)+
Prisoner Forced by Capture
Professor PhD
Psionic  Researcher Regency Med, PhD Biology
Rebel 5+ " 1 Warship
Scientist 7+ (6+) Industrial (4)+ PhD Physical Sci. 1/5Lab Ship
scout 7% 74 Early Stellac (9)+ {Univ/Flight) 1/3 Scout
Tough 3+ 5- ModPop (6)+
Trader 6+ 6 . Early Stellak (9)+ - {Fight Academy) 2/5 Trader
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E2 Private Private First Class Airman
E3 Private First Class Lance Corporal Airman First Class
E4 Corporal C Sergeant . .,
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E7 Sergeant 1 st Class Gunnery  Sergeant Master ~ Sergeant
E8 First Sergeant First Sergeant Senior Master Sgt
E9 Sergeant  Major Sergeant  Major Chief Master Sgt
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03  Captain j Flight  Lieutenant
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06  Colonel Colonel Group Captain
07 Brigadier ~ General Brigadier Air Commodore
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09 Lt. General . Lt. Genera Air - Marshall
010 General ' . ,:Air thef. Marshail
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03  2nd Officer Detective Lt. Asst.  Professor
04 1 st Officer Detect.
05 Captain
06  Senior Captain
07  Corn modore
Diplomat ! Barbarlan:
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Petty Officer 3d Class.
Petty Officer 2d Class
Petty Officer 1st Class
Chief Petty Officer (CPO)
Senior CPO

Master CPO

Ensign

Lieutenant, j.g.
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Lt. Commander
Commander
Captain
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Vice/Sector ~ Admiral
Admiral/Grand Admiral

Scouts
Scout  Apprentice
Scout  Technician
Scout  Specialist
Asst. Team Leader

Team Leader 1
Senior Team Leader
Junior Leader i
Scout Leader

junior Commander
Scout  Commander
_Senior Commander
~ Expedition Leader

‘Survey  Commander

Corsalr
Spacehand
Technician
Mate
Master-at-Arms
Lieutenant
Captain
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NPCs

NPCs are nonplayer characters. Note the emphasis
on characters. Theonlydifference between a PC and an
NPC is 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. Theiralliesshould be
people to beadmired, 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 reallywell, 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 to interact 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 PC would 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 cases it 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 a detailed 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 theywill trytoget to know
him or her better, or return 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
rule book for character generation for every 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 experience level. On this table, Level
refers to experience level; Initiative refers to the corre-
sponding Initiative rating; Attributes indicates the aver-
age physical attribute level (STR, ACL, CON); Asset
refers to the rating of the NPC’s primary combat assets;
and Damogeindicatesthe 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 attributes is
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 to resist unconsciousness when seriously wounded;
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 thisvariation 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, 558NNN, 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  Attributes Asset ~ Damage
Veteran 4 7
Mrenced 3. .6
Novice 1 6

Combat Assets: The primary combat asset is for the
weapon or system that the character habitually uses in
combat. This figure 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 from the Artillery, Heavy
Weapons, and Vehicle clusters. For a tank gunner, the
primary combat skill would be the tank’s gun (Heavy
Gun, Energy Artillery), for a tank driver it would be a
driving skill (Ground Vehicle [Tracked] or Pilot [Inter-
face/Crav]), for a battlefield screen operatoritwould be
Screens (Nuclear Damper) or (Meson Screen). No
soldierwill have the listed primary combat asset level in
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
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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, seriouslywounded NPCs must
succeed at a D1 00 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
to the head, trading a more diff icult attackforincreased
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

War leader

Stubborn

Loving

Generous

Ruthless

Somewhat ambitious

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
else that serves their purpose,
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  to guar-
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-
ers.
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Ace, Charismatic: The NPCis a charismatic leader to
whom others are naturally drawn. This usually implies
a high CHR attribute and perhaps skill in Leadership.
Some of these NPG 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 will
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 choice is 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
consideration in deciding upon a course of action. Such
characters have no respect for cheats and swindlers,
andtheywillwholeheartedlyassistanyattempttoright
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-
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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
NPG have already killed at least once in a fit of rage. If
not itcertainlywill not be long beforesomeone crosses
them at the wrong time and dies...

Queen, Stubborn: Such NPCs are so stubborn that
once they have made up their mindsabout 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 enjoysuch pastimesascockfights and bear baiting.
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 dovirtuallyanything 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 NPC is a total coward and will run
from danger at every opportunity. (You mightsaysuch
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 steal 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.

NP C 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
moodyou’vesetfortheadventure.Thereareanumber
of things to be considered in doing this.

First, it will help if you take a moment to build a
mental picture of the NPC in 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't forget to appeal to othersenses 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,
or is setting traps for the pests that infect his building.

———
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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, for instance, will have
a lot to do with the NPC'’s attributes and skills. And
once you've appealed to a stereotype in 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 that isn’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 contact is to a PC, and
the more frequently that contact shows up in the
adventure campaign, the more detail will be required
for that contact.

It is 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
notbeallowedtoknowexactnumbersforthecontact’s
attributes, skills, and assets. To a player, the contact
shouldseem like a living personality, not a collection of
numbersthatcan beexploited. Ideally, then, acontact’s
basicdescription will begenerated bythe 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
justifywhy 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.

Notall 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 tomakea living somehow.
Patrons can be a very important way to drive a Traveller
ampaign, as they provide a constant series of missions for
he PCs to carry out Some of these missions are on the up
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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), or who 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)Whatotherthingscan this character do? This gives
the other assets. If the NPC is primarily a fighter, these
can be minor or nonexistent. If the NPC is not a fighter,
theseotherassetsare 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
1 Wilds, and provide essential ser-
1 vices to the low-tech populations
there. Although they may not pos-
sessleadership or persuasiveskills,
their important talents place them
el at the center of the community.
L =] Any community that seeks to arm

VAL itself, even with only metal-tipped
Craftsman 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
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.

. B.F.

Field Scientist

Freelance field scientists are a
special breed. These individuals
take their ships and crews into the
Wilds with little in the way of
organized defenses, in order to
conduct basic and applied re-
search.  Unlikefreelancescoutsand
explorers, these scientists are not
motivated by the desire to re-
cover artifactsand 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 at14.

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 asit 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, but will include at least 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, two at 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 appear in a group, there
should be a leaderwith 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 Rifle),
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, three at 12 (14 for
leader), and three at 9 (10 for P

leader). (Leader adds Leadership
9, Ground Tactics 8.)

Reformation Merchant

e — ]




HARACTERS

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 Technician skills at 12 (14 for leader); any additional
threefrom Physical Science,  Space
Tech, Space Vessel, 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
social order and headed for thehills to
make their own life by their own wits.
These have outwitted theinfluenceof
the local warlords, and escaped a fate
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.

Star Viking

Combat Assets: Slug Weapon,
Energy Weapon, or Early Firearms,
or Archery, as appropriate to the
world’scurrentororiginaltech  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-
.+ gency Marines, to the untrained show

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 a long 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 diierent 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. Specialist soldiers, such as artillerymen, tank
drivers, etc., also add the skills listed under specialistwhich
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), Gre-
nade Launcher, Armed Martial Arts (Large Blade),
Environment Suit.

(Specialists add any two from Aircraft, Artillery, Corn
bat Engineer, Heavy Weapons, Screens, Technician, Ve
hicle.)

Other Assets: Crav 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 Aircraft, Artillery, Corn
bat Engineer, Environment Suit Heavy Weapons, Mk
cal Personal Vehicle, Screens, Technician, Vehicle.)
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 system is designed for humans.
Whenever possible, imagine a motivation that isconsistent
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
theencounter, and to createvariabilityand personality.
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Hivers speak to humans,

Players can expect to meet three main types of Hivers Hivers have a vo-
in the New Era, and all of these in or around the Old cal synthesizer in-
Expanses sector. Hivers are quite different from human ternal to the por-
Beings, apart from their physical appearance. table computers

Hivers have no gender. All Hivers are neuter, and they wear
exchange genetic material with every Hiver they meet strapped to their
in a very matter-of-fact way, by “shaking hands” with “chests.” To un-
their rear most limb (opposite the head). The “larvae” derstand hu-
that result are of no interest to the Hivers until they mans,  Hivers
reach a year in age, and are then welcomed into Hiver must either learn
communities. Anglic, or require

Hivers are also virtually emotionless by human stan- humans to use a
dards. They do not experience anger, love, joy, jeal- Hivervisual trans-
ousy, or greed. They have two major motivations, lator. This device
which are curiosity and their parental instinct. is strapped to a

Curiosity is familiar to humans, but is taken to greater human’s  chest,
extremes. Hivers use every waking moment studying with a video
or fiddling with things, conducting simple experiments screen facing out
with common objects, and recording results in their toward the Hiver.
ubiquitous portable computers. This can make human The human types
companions feel paranoid, as if they are constantly a message into
being studied by their cryptic Hiver shipmate. When the keypad which
exploring a world, Hivers also tend to wander off, is displayed on
attracted by some mystery, and can take much longer this screen in the
than their more businesslike human comrades might Hiver written language. Hivers who know Anglic can
prefer. simply comprehend spoken human speech.

Their parental instinct is naturally linked to the survival of Hivers also have a tendency toward what humans
theirrace and offspring,  but also has a strong side effect: the interpret as secrecy and subtlety. Part of this is due to
urge to help along other promising races (which includes the Hiver sense of racial superiority: They need not
humanity, but not K'kree, Aslan, orVargr). This instinct not justify themselves. Because Hivers do not experience
only prompts them to assist these races in their develop- suspicion asan emotional response, they do not expect
ment, but also to help these races curb their violent that they need to explain their every action. But to the

instincts, which are distasteful to g
the Hivers, and which they con-
sider  uncivilized.

Like many races, the Hivers
are convinced of their racial su-
periority, but the Hivers do not
fight wars in the name of this
belief. Their sense of superiority
is shown in secure confidence,
not in insecure arguing about
who is better, and is expressed
by their lack of interest in con-
stantly explaining themselves to |
companions of other races.

mﬁ%captﬁmimwgeﬁ .

Finally, Hivers are mute. Their I aﬁ;‘théﬂwermighﬁmafemafk‘ -
“spoken” language consists of a ‘uingenuity,suchas,”’!es butyou |
variety of arm gestures (often | .
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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 fact that

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
slap stick are usually not appropriate; rather, a wry sense
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 Hiver is 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 systems installed 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,
anyone asset from SpaceTech, 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.

[thklur 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 disregard face
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

Tﬁe 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.

PI

All Vargr groups
must have a leader,
as indicated 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 on the task,
or is challenged
by another leader
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, Techniclan, 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
imperialists in the
Traveller cam-
paign. While the
Hivers possess a
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
I which do not
practice Aslan val-
ues as Tahiwihte-
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 Aden 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
Aokhoor, “the spirit of strength.” Humans usually trans-
late this as “honor,” but the Aslan point out that this
translation is inaccurate in that the human 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
3 to 1 inAslansociety, actually make the society run, as most
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
behavior is 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 aisai is treated like
an unarmed melee combat hand strike, except that the
aisoi 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 Atrtillery, Tac Missile.

Female: Any four of Slug Weapon or Energy Weapon,
Unarmed Martial Arts, Combat Engineer, Field Artil-
lery, Screens.

Other  Assets:

Male: Crav Belt 12. (Leader adds Leadership 16,
Ground Tactics 16.)

Female: Crav Belt 10, plus anytwo of Cravitics,
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 call in 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.
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Nonplayer Characters

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
Astan 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 status is 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, plusSlug Weapon
(Slug Pistol) or Energy Weapon (Energy Pistol).

Other Assets: Any five from Economics, Engineer,
Interaction, Medical, Perception, Personal Trans-
port, Physlcal 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 classwhich
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 to intendant status, or
an intendant to the nobility.

The Zhodani society is predicated on conformity.
This is ensured by the Tavrchedl’, 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 illnesses, which are
treatedwith 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
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government that
has no concern
for the mental
and psychologi-
cal well-being of
its citizens. Impe-
rials view Zhodani

society as a chill-
ingformof happy
police State,
where there is no
privacy at all, not
even within one’s
own mind.

When pulling
cards for motiva-
tion, take great
care with the use
of thespecialface
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, ifhe orshe has taken great pains toconceal
it. Likewise, the only Zhodani who can receive skills in
the Crime or Vice clusters would be the highly unusual
aberrant Zhodani criminals, orZhodani specialistswho
need Intrusion skill as a portion of their legitimate job
(e.g., spies, commandos).

The three templates below are for the psionicclasses,
two noncombatants and one combatant. A Zhodani
prole is little different in attributes and assets from a
non-Zhodani  human.

Zhodani Nob/e

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 Weapm.
Other Assets: Any three from Aircraft, Determina-
tion, Economics, Engineer, Interaction, Perception,
Personal Transport, Physical Science, Social Sci-
ence, Space Vessel, Tactics, or Vehicle at 12, plus any
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,
orbyablyservingtheirnoblemasters, becausetheircareers
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 basicvarieties: scramblers, directors, and
teleporters. Scramblers use telephysics abilities to dis-
rupt enemy forces (activating or deactivating weap-
ons, turning radiosoff, etc.), directorsuse 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:
Crav Belt 12, plus
Telephysics,  Tele-
percep tion 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 usedforflight, their
homeworld must have had lower gravity and greater
atmosphericdensitythan on aTerran-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, but upon reaching adolescence, immature Droyne
undergo a procedurewhich determines thesocial 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-
icsdoesnotplaytheoverpoweringrolein Droynesocial
structure as it does in Zhodani.

Droyne Sport

The Sport is the most generalized of the six castes,
and hence the least tied to oneformulaic 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
at 14, two at 12, and two at 10. In addition, choose any
two from the Psionic skills cluster (page 248) at 10.

K'kree

Because the border of the K’kree govemment ("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.
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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-
feren 't 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 lean. The New ‘Era
knows these sacrifices, because it 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 . | SN ~IN\ LIV 4 R e
here, and starting now. i W i ' y e =

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 era is 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.




Virus

The phenomenon that forever changed the forward
progress of the sentient races in Charted Space was
given slightly different names in different locales. 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 Wids 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. It is 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 to