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Foreword by Sarah Newton

I've loved science-fiction for as long as | can remember;

the wonder of watching Star Wars as a kid, of being carried
away by the words of Carl Sagan in Cosmos and wish-

ing, like him, to be transported to Barsoom, or to voyage
among the countless worlds and wonders of the Milky Way.
Who wouldn't marvel at the vastness and strangeness of
the universe and the secrets it oh-so-slowly reveals to us?

Science-fiction is the crucible in which we test our
theories about the cosmos as we dream of what might be.
Role-playing games let us become co-creators of stories
imbued with that sense of wonder; and, together, we share
our dreams, and maybe in our thoughts travel somewhere
we never knew existed before. Somewhere wonderful.

I've been playing science-fiction roleplaying games
for almost as long as I've been reading science-fiction. I've
even been privileged to write one: the fantastic transhu-
manist civilisation of the award-winning Mindjammer, now
about to enter its eighth galaxy-spanning year. But Travel-
ler was the first. | first got my box of little black books back
in 1981, and played and refereed it through so many Buck
Rogers and Star Wars adventures before discovering the
Imperium. So it's with a sense of pride and no small amount
of thrills that | find myself coming full circle, to announce
Mindjammer—Transhuman Adventure in the Second
Age of Space, a setting sourcebook for the Mindjammer
universe for the Traveller Core Rulebook from Mongoose
Publishing. For the past year I've been privileged to work
with the awesome John Snead, who has done all the heavy
lifting in adapting Mindjammer to the Traveller rules, and
I'm delighted with the epic scope of what he's created, and
I hope you will be, too.

Mindjammer is an attempt to produce a science-fiction
role-playing setting for the 21 century, filled with our
latest and most keenly felt speculations about the nature of
the cosmos and our place within it. Virtual worlds, transhu-
manism, longevity, genetic engineering; cultural conflicts,
global civilisations, utopias versus dystopias, pampered
security against dangerous and violent change. The book
you're holding will let you play sentient starship characters,
hyperadvanced descendants of humankind, individuals
who are becoming something more than human—the
myriad populations of a vibrant interstellar civilisation.

So charge up your blaster, thoughtcast your orders to
the ship sentience, and engage the planing engines—the
transhuman adventure is just beginning!

Sarah Newton
Normandy, November 2016

Foreword by John Snead

I first played Traveller in 1983, and loved both the rules and
the setting. | am pleased that Traveller continues to thrive
more than thirty years later, but also recognise that science
fiction has changed in that time. The original Traveller setting
of the Third Imperium remains wonderful, but Mindjam-
mer—Transhuman Adventure in the Second Age of Space
provides an additional setting that is very much a part of 21%
century space opera. | believe that the combination of this
excellent new setting and the classic and enduring magic of
Traveller is especially powerful.

Adventures in the Commonality's Second Age of Space
can let you play the iconic Traveller campaign—a group of
explorers or traders in a small starship seeking their fortune in
the galaxy—but with one big difference: in Mindjammer, the
starship is one of the characters! But this book also expands
upon the range of possible adventures for your science-fiction
heroes, from Commonality operatives manipulating the
cultures and technologies of entire planets, to adventures in
the strange virtual worlds of the Mindscape, and much more.
As a blend of the oldest science-fiction roleplaying game
and a cutting edge science-fiction setting, I'm excited about
Mindjammer—Transhuman Adventure in the Second Age
of Space, and | hope you will be, too.

John Snead
November 2016
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CHAPTER ONE
INTRODUCTION

“It was the Second Age of Space. The light of human civilisation, which had flickered and
threatened to die, suddenly burned bright again with contact with the thousand worlds
of space. Humankind laughed, filled with the joys of the power of a new-found youth, and

strode forth to bring its message of hope and regeneration to the stars...

Welcome to Mindjammer—Transhuman Adventure in
the Second Age of Space! This book is a supplement for
playing in the ENnie Award-winning far future transhuman
science-fiction roleplaying setting using the 2nd edition
of the Traveller rules from Mongoose Publishing. It's a
cool yet believable setting of lost worlds, hyper-advanced
technologies, and clashing civilisations. In these pages
you'll find a unique and compelling space opera universe
of action and adventure!

Mindjammer presents the New Commonality of
Humankind, a vast interstellar civilisation centred on Old
Earth. Following the invention of faster-than-light travel
only two centuries ago, the New Commonality is expand-
ing to the stars, contacting lost worlds colonised in the
distant past. The Expansionary Era is a time of turmoil; as
the Commonality discovers and assimilates these lost colo-
nies, it finds itself getting “colonised right back”, its cultures
and stability shaken to the core. Agents of the Commonal-
ity battle constantly against cultural contamination, and
everywhere the frontier flares in conflict and war.

WHAT'S IN THIS BOOK?

Mindjammer provides a detailed yet open setting, with
rich background yet plenty of room for you to create

and play the science-fiction game you want. You'll find
descriptions of the interstellar civilisation of the New
Commonality Era, histories, species and cultures, augmen-

mr

—from “The Songs Of Old Earth’, Book |

tations, careers, hyper-advanced technologies (including
the ubiquitous Mindscape), powerful (and often sentient)
starships, rules for interstellar travel, worlds, star systems,
alien life, and more.

Mindjammer addresses the great science-fiction issues
of the 21st century—transhumanism, xenoscience, virtual
worlds, synthetic life, cosmological mysteries—while pro-
viding a setting ripe with roleplaying potential. It caters for
many styles of play: pulpy, hard SF, space opera, political
intrigue, military sci-fi, exploration and investigation. This
book comprises seventeen chapters; you don’t have to
read all of them to get started. In fact, you could probably
just read Chapter 2: The Basics and play using the Travel-
ler Core Rulebook.

Here’s what those chapters contain:

« Chapter 1: Introduction introduces the Mindjammer
setting and explains what's in this book.

« Chapter 2: The Basics gives you a quick overview of
the Mindjammer rules.

« Chapter 3: Creating Characters shows you how to
create characters, including examples of home cultures,
genotypes (species), and careers.

o Chapter 4: Skills discusses how Traveller’s skills work
in the Mindjammer setting.

« Chapter 5: Technology provides essays on the hyper-
advanced technologies of the Mindjammer setting.
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Chapter 6: Equipment details the enhancements and

equipment your character may possess.

« Chapter 7: The Mindscape describes this crucial part
of life in the New Commonality, and provides detailed
guidelines for including it in play.

« Chapter 8: Starships and Space Stations explains how
to use starships to travel between the worlds of the
Commonality, and provides statistics blocks for major
vessels from Commonality Space and beyond.

« Chapter 9: Organisations provides rules for running
corporacies, instrumentalities, and other organisations.

» Chapter 10: The New Commonality Era describes the
history and politics of the New Commonality of Human-
kind, including example organisation sheets for polities,
corporacies, and other organisations.

« Chapter 11: Cultures provides rules for describing
cultures and cultural conflicts, including guidelines for
running cultural operations, as well as descriptions of
the key cultures of the New Commonality Era.

« Chapter 12: Stellar Bodies and Star Systems provides
rules for creating star systems and other stellar bodies,
and also for star system resources.

« Chapter 13: World Creation provides rules for creating
and describing planets and civilisations.

« Chapter 14: Commonality Space provides an overview
of the universe of Mindjammer, including a detailed
look at Manhome, the solar system of Old Earth.

« Chapter 15: Alien Life provides rules for alien bio-
spheres and life forms, including example exofauna.

« Chapter 16: Gamemastering Mindjammer discusses
how to incorporate different themes, tones, and styles
of play into your game, and how to play popular
science-fiction tropes. It also provides rules for going
post—how to take your character beyond the bounda-
ries of what it means to be human, and to explore
transhuman and posthuman themes.

« Chapter 17: The Outremer Subsector describes an

entire subsector of Commonality Space, providing

planetary statistics, maps, and descriptions of more
than thirty worlds. At the end of this book we've also
provided appendices with blank character and ship

sheets, starmap templates and system schematics, a

glossary, and an extensive index.

MINDJAMMER AND THE
TRAVELLER RULES

Mindjammer uses the Traveller 2nd edition rules from
Mongoose Publishing, modified to fit the Mindjammer uni-
verse, and with some additional rules where required. The
key differences in Mindjammer are as follows:

s | @ T WTmEAEL mgy

Skill levels tend to be higher.

Characters tend to live longer, and have more aug-
mentations.

Characters use different genotypes (species) and
careers, and also have something called Culture which
can affect their abilities.

Technology levels are generally much higher, although
parts of the Commonality can be much lower.
Starships use different power plants and manoeuvre
and jump drives, different hull sizes, and are generally
intelligent. You can even play them as characters!
World generation is different, with different
characteristics and rules for generating star systems
and stellar bodies.

Creatures are designed differently, and are based on
paradigms and ecosystems to let you create realistic
and consistent biospheres.

Mindjammer has rules for cultures and organisations,
and for characters who are going post—exploring
beyond the frontiers of what it means to be human.

GIE 5



THE NEW COMMONALITY OF
HUMANRKIND

The New Commonality of Humankind is a beacon of light
in the blackness of space; hyper-advanced technology and
transcendent intelligences are its gifts to the stars. The
Mindscape, a vast technological “shared consciousness’,
links the citizens of the Commonality together, storing

the memories—and even personalities—of dead genera-
tions. Every Commonality citizen can boost their skills and
knowledge using Mindscape implants—direct neural con-
nections to the Mindscape—and the astonishing powers of
technopsi.

The Commonality is a predominantly human civilisa-
tion—but the very definition of “/human” has expanded to
a staggering diversity. The inhabitants of Old Earth who
began the slower-than-light diaspora millennia ago were a
homogenous species, but divergent evolution and genetic
manipulation have created a multiplicity of post-human
and para-human subspecies—or hominids—tailored to
the many environments of space. Uplifted animals—the
xenomorphs—populate whole worlds, taken to the stars
as cheap labour, and created intelligences—the synthet-
ics—are everywhere, whether sentient starships with
the personalities of dead heroes, or intelligent weapons,
exploratory probes, or other life forms tailored for a myriad
of purposes.

Everywhere the Commonality expands, it finds life,

a natural part of the evolution of the cosmos. Since the
beginning of the Expansionary Era two hundred years
ago, the Commonality has even made contact with alien
intelligence—to find it far stranger and more difficult to
understand than anyone had ever dreamed. The vegetable
intelligences of Harkenay and Jendisti, the violent and
corrosive Hooyow, and the silent Lowhigh are only the
more comprehensible; and with the Planetary Intelligence,
contact threatens to transform even humanity itself.

THE EXPANSIONARY ERA

Mindjammer takes place in an era of violent change. In the
past, the First Commonality of Old Earth achieved utopia,
blessed by long life and advanced technology. But hand in
hand came stagnation and decay and, while the stars sang
with humanity’s song, Old Earth fossilised and began to die.

Two hundred years ago everything changed. Almost
overnight, the scientists of Old Earth discovered the secrets
of faster-than-light travel. In their planeships they ven-
tured to the stars, in search of the colonies they had sent
out millennia before.

What they found stunned them. The galaxy was alive!

Everywhere they went, they found people. Vibrant cultures,
strange civilisations, worlds savage and untamed. Suddenly,
Old Earth found itself old no longer, but young, and excited
by the prospects of an unknown future. It was a new age of
discovery and expansion—a Second Age of Space.

Now, the Commonality contacts lost colonies almost
every day. Some are peaceful, others deeply inimical; the
galaxy is a cacophony of conflicting cultures. As it expands,
the Commonality struggles with the slow communica-
tion times of 2-space; the Mindjammers, sentient starships
charged with maintaining interstellar communication and
the Mindscape, hold this far-flung civilisation together; in
the Core Worlds around Old Earth, new 3-space far gates
promise instantaneous travel and technological revolution.
Everywhere the Commonality struggles to keep control.

TRANSHUMAN SPACE OPERA

This book is a supplement for the Traveller 2nd edition
roleplaying game published by Mongoose Publishing,
and provides all you need to play far future transhuman
space opera adventure in the Mindjammer setting using
those rules. The New Commonality setting is vast enough
to contain any number of campaigns; this book presents
one part—the Outremer Subsector—as an example
campaign, a turbulent frontier region of fractured polities
on the very edge of the Commonality, bordering the Venu
Empire, one of the Commonality’s deadly foes. It's an area
of constant cultural conflict and intrigue, and everyone is
expecting war. You'll also find descriptions of other parts of
the Commonality—including a look at Manhome, the solar
system of Old Earth itself—which you can use to create
your own worlds, sectors, starmaps, cultures, and civilisa-
tions, either within the Commonality or beyond its frontier.
Using these rules, you can play characters like:

» soldiers of the Armed Forces Instrumentality,
defending the Commonality frontier against the incur-
sions of virulent alien cultures.

» agents of SCl Force—the Security and Cultural
Integrity Instrumentality—investigating strange new
cultures and managing their integration into the
Commonality.

» the heroic crews of Space Force, patrolling the Com-
monality space lanes and the virtual spaces of the
Mindscape on the lookout for spies, alien agents, and
invaders.

» intrepid 2-Pilots, navigating the deadly mysteries of
2-space in their faster-than-light planeships, in constant
mental contact with their sentient starship comrades.
You can even play a sentient starship yourself!

» canny New Traders—the new breed of merchants on
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« rogues and adventurers, the flotsam and jetsam of
the Fringe, xenomorphs falling between the gaps,

Other Mindjammer Books disenchanted sentient starships left behind by the new
technologies of 3-space.

This book isn’t the only resource for the Mindjammer « explorers, mercenaries, socialites, scientists and
universe. Mindjammer Press publishes many other sup- spies—and just about any character you can imagine in
plements: adventures, sourcebooks, campaign packs, tech this adventure-filled galaxy of the far future!
books, and more. Although most are written for the Fate But that’s not all. The Mindjammer rules and setting are delib-
Core version of the Mindjammer game, they contain erately modular, allowing you to cherry-pick elements if you
huge amounts of playable detail you can easily use in have a particular setting in mind. Maybe you'd rather use a
your Traveller game, and we've taken care to ensure that different published science-fiction setting—or maybe design
there’s a lot of crossover between Mindjammer Fate and one from the ground up. Or maybe you'd like to base your
Mindjammer in the way game elements are described, game on a setting you've seen in a movie or read in a novel.
so you can easily use Mindjammer worlds, equipment, Use this supplement to power your transhuman science-
creatures, organisations, ships, and even adventures with fiction adventures; the only limitation is your imagination.
little or even no conversion. Check out the whole range at Explore the infinite worlds of space!

www.mindjammerpress.com or your favourite friendly
local games store!
: > THE UNIVERSE AWAITS!

Never has there been a greater time of opportunity. Old
certainties are dying; the universe is in flux, and for the

the Commonality frontier, mistrusted by most as evolu-  first time in ten thousand years no one knows what the
tionary throwbacks to the bad old days of money and future will bring. So charge your blaster, thoughtcast your
speculation, carving out a living carrying information orders to the starship sentience, and fire up the planing
and even goods between worlds, running the Com- engines—come and defend the light of humanity’s great-
monality embargo and dodging agents and enforcers. est civilisation as it spreads to the stars!

RS he—"




MIRAEE L

CHAPTER TWO
THE BASICS

“The universe has a pattern. The further we push ourselves to transcend our limitations, the
greater we perceive that pattern to be. It’s as though it was all a great game, but you only

discover the rules by playing...”

—Ardent Inquiry 7-levo-4, global node dirigeant of the Tysk-Reimform Cluster, upon
experiencing Stage Il Gestalt Communication from the Planetary Intelligence

LET'S PLAY!

Mindjammer is a supplement for the 2nd edition of the
Traveller roleplaying game from Mongoose Publishing. This
chapter gives you a quick overview of how this book works
with the Traveller Core Rulebook, including some of the key
differences. The chapters which follow expand upon these
basics in more detail.

THE CHARACTER SHEET

We're going to structure this overview around the ele-
ments you can find on the Mindjammer character sheet.
There's a blank example at the end of the book (page 369);
the adjacent sheet is already filled in with an example
character, Henivla Ex-Colchis. Henivla is a new trader—

a Mindjammer universe take on a Traveller classic, the
tough and gruff independent spacefaring trader. New
traders are often found out on the Fringe, away from the
complex economies of the Core which are painstakingly
managed by hyperintelligent transhuman sentiences. On
the Fringe, amid the chaos of Rediscovery, the Commonal-
ity has found itself forced to improvise—and even to fall
back on methods it had thought outdated millennia ago.
There's a lot of scope to play just the character you want in
Mindjammer.

Name, Culture and Genotype

Culture is a big thing in Mindjammer. The Core Worlds of the
Commonality are an ancient and powerful interstellar civilisa-
tion, colonised by slowship over many millennia. They're
weird and complex, ancient and baroque—but also extremely
varied, thanks to their thousands of years of civilisation. Out
on the Fringe, there are civilisations which have only just been
rediscovered. Some are very new, some are ancient; some
even mimic aspects of extremely ancient historic cultures—or
even prehistoric ones, such as our own! You can select from

a broad range of cultures, but for your first character we
recommend you pick the Commonality culture, as that’s the
“common” culture to the New Commonality of Humankind,
the interstellar melting pot which is spreading to the stars.
You can pick any name you choose—there are thousands
upon thousands of worlds out there.

Genotype is essentially your species. It's a bit broader than
that, as it also includes artificial life forms such as synthetics,
evolutionarily divergent species derived from human beings
called hominids, and even sentient beings derived from
uplifted terrestrial animals, known as xenomorphs. These
species fill the roles of “aliens” in many science-fiction games;
they are indeed often very alien, but they also share enough
commonality with human beings that roleplaying one isn't an
impossible task.

“Real” aliens—called exointelligences—do exist, but in
Mindjammer aliens really are alien. Exointelligences may be
so different from humankind that there are literally no points
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TRANSHUMAN ADVENTURE IN THE SECOND AGE OF SPACE
CHARACTER SHEET

Name: Henlivia ex-Colehis

Culture: Commonality
TechIndex: 79 second Age of Space
Homeworld: colehis / Outremer

Genotype: Comumona

Longevity Packages: =
Economic System: disinterested Resource Allocotion

Memes: Money is Archaic; vanguard of the Colehis Cartel; We Ave a Light to the Rest of the Galaxy
\

Occupation: New Trader

LLt@ Human

Actual Age: 12
Apparent Age: Mature Adult

g <7>Strength @Endurance . Educatlon . Resource Points:
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" Art ( ) Gunner ( ) Language ( ) Science ( )
% Art ( ) Gunner ( ) Leadership Social Science (
Astrogation 2 Gun Cbt ( energy ) @)= Mechanic Social Science (
Broker (=) & Gun Cbt ( ) Medic ( ) Seafarer ( )
Carouse (=) 4 Gun Cbt ( ) Medic ( ) Stealth
Deception (1) 2 Heavy Weapons ( ) Melee ( ) Steward
Diplomat 2 Heavy Weapons ( ) Melee ( ) Streetwise 1
Drive (  wheeled ) o Informatics ( Mindscape ) (1) 4 Melee ( ) Survival
Drive ( ) Informatics ( ) Navigation Tactics ( )
Drive ( ) Informatics ( ) Persuade 1 Vac Suit (o) 1
Halo augs: Mindseape mplant y Name Tl Name Tl
o Extension: Sentinel ("Market Maker) EE Accelernted Healing Cosmetic Enhancer
$  extension: Avatar EE Cognitive Aug +2 Longevity
3 Comprehension Aug +2
Technopsi Paoints:
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EQUIPMENT
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Weapon
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of commonality: they may think very differently, or at vastly
different speeds, or may even have trouble perceiving us—or
we them! We've included several exointelligences in this book,
including two in Chapter 15: Alien Life which are to some
extent comprehensible to humankind (page 318), to give you
aroleplaying challenge if you're attracted by the alien!

Occupation

Mindjammer uses careers in the same way as standard
Traveller, but has its own specific set of careers to chose from
(see page 39), including such Mindjammer-specific careers
as Mindscaper, Culture Agent, and Genurgist. While it's
possible that you've retired from your career when you start
play, the fact that lifespans are often extremely extended in
Mindjammer means that you also may still belong to your
career, and have it as your occupation in play.

Actual Age, Apparent Age
and Longevity Packages

Extreme longevity is a fact of life in the New Commonality, and
it's possible that your character may be well over a hundred
years old when you start play. In fact, it's possible to play char-
acters who are centuries old in Mindjammer—all the while
appearing to be in the peak of fitness for a mature adult speci-
men! Conversely, out on the Fringe, many rediscovered worlds
may not yet have access to longevity treatments, and may be
limited to standard human lifespans. Use the Actual Age and
Apparent Age entries on the character sheet to highlight when
longevity has affected your character strongly.

When creating characters, longevity is measured in terms
of longevity packages, which represent bundles of skills and
other abilities your character has gained during a fifty-year
period, in addition to gains made in standard career terms. A
character with two longevity packages will be 100 years older
than an equivalent character without. As extremely long-lived
characters can become quite different (and even strange!)
from younger characters, we recommend you limit your initial
characters to no more than 3 longevity packages, and probably
less. See page 78 for much more on longevity.

Tech Index

Mindjammer uses Tech Indices instead of standard Traveller tech
levels to describe the types of technology available to characters.
There are 10 Tech Indices, from the very low, almost animal-level
TO, through to the cutting edge T10 of the Core Worlds. The
Commonality generally is T9, the Tech Index at which faster-than-
light travel (called planing) becomes available, although many
rediscovered worlds out on the Fringe are much lower.

Your character has a personal Tech Index which represents
the technology he is comfortable using. When you start play,
your personal Tech Index is equal to the Tech Index of your
culture: if you're from the Commonality culture, your personal

What Is the Mindscape?

The Mindscape is the virtual data storage and communi-
cation network pervading Commonality Space, to which
all citizens are neutrally connected at maturity using the
Mindscape implant. Citizens isolated from the Mind-
scape (by distance or illness) report feelings of loneliness,
isolation, even depression.

It’s a vast space, storing the entire experience of the
human race and the memory engrams of generations
living and dead, enabling skill augmentations and the
pseudo-psionic abilities known as technopsi, essential
to Commonality life. It’s the sole reason the Commonal-
ity survives as a single civilisation: with its vast distances,
long travel times, and enormous number of worlds, the
Mindscape allows the Commonality’s cultures, languages,
and institutions to retain a common identity.

Special agents and security forces in the Commonal-
ity have special operations chips instead of standard
Mindscape implants, enabling them to modify the
Mindscape in extreme ways and even reach into the minds
of those connected with attacks or attempts to control
their thoughts. Offenders in the Commonality have their
Mindscape implants temporarily or permanently disabled,
becoming Mindscape exiles or lockouts; such criminals
often create counterfeit special operations chips known
as black chips, using the identities of innocent victims
they've (usually) killed—identity theft in the Commonality
is a lethal business! Black chips are hunted down by SC/
Force operatives, Mindscape sentinels, and agents of the
Communications and Internal Security Instrumentalities.

Tech Index is T9. When you try and use technology that’s higher
or lower than your personal Tech Index, you may face difficul-
ties. See page 16 for much more.

Homeworld and Economic System
You can come up with your own homeworld, or pick one from
the many published Mindjammer worlds, including those from
the Heritage Contestation octant of the Outremer subsector
detailed in Chapter 17: The Outremer Subsector (page 334).
Just as worlds in Mindjammer can have different levels of
technology, they can also have very different economic systems.
In the Core Worlds, altruistic hyperintelligences have for mil-
lennia taken care of the distribution of goods and services, to
the extent that pretty much everyone (or so they say...) gets
whatever they want or need, without the need for money. Out
on the Fringe, things get a lot more chaotic, and over the past
two hundred years the Commonality has found itself forced to
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“reinvent” money in the form of the Rediscovery Era Currency
Unit, usually called the RECU or just credit.

Your character’s initial economic system comes from his
culture (or possibly homeworld). If you belong to the Commonal-
ity culture, for example, your economic system is Disinterested
Resource Allocation, meaning you'll have little or no experience
of ever needing or using money. See page 208 for much more on
economic systems.

Wealth in the Second Age of Space

For millennia, money was an anachronism in the Com-
monality of Humankind—as outmoded and obsolete as
an abacus or a tinder box, a relic of the bad old days of
primitive barter and speculation. Resource allocation in
the Commonality is both complex and simple: thanks to
makepoints, and the near unlimited power provided by
zero point power cells, most items people desire or need
are readily and freely available. Where there’s scarcity,

it’s usually because of legal or social restrictions—heavy
weapons aren’t generally made available to the populace,
for example. In such cases, acquisition is less a factor of
anything as unsophisticated as money, and much more
reliant upon personal connections and access to resource
allocation plans.

Or, at least, that's the theory. In the last two hundred
years, out on the Fringe, all the old economic certainties
which upheld the Commonality for ten millennia have
fallen, replaced by chaos and unpredictability. In the face
of poor communications, lack of intercultural cooperation,
and inadequate resource and transportation networks,
the Commonadlity has fallen back on that most primitive of
expedients after all—money. The Expansionary Era Cur-
rency Unit, officially called the EECU but generally called
the credit, is accepted as scrip across the Fringe and on
many Commonality worlds. Small, difficult to destroy, and
semi-sentient, credits are available in various shapes and
denominations, from coins, to variable value cards, to flex-
ible bills, and are able to identify themselves in such a way
as to preclude forgery by any but the most sophisticated
endeavours. They look very impressive, bright, technologi-
cal, holographic, sentient, and have become the de facto
interstellar currency all across the Commonality frontier.

They’re immensely popular amongst the people who
use them, and fashionable in some of the Commonal-
ity’s more decadent or pretentious parts. Needless to say,
the Core Worlds refuse to have anything to do with such
savagery...

Memes
Memes are the ideological counterpart of genes: they're “units
of ideology” which make up cultures—things that people
believe in, or think are important. In Mindjammer, memes are
brief phrases which sum up your character’s view of life and
the universe around him. Examples of memes include things
like Live and Let Live; Life, Liberty, and the Pursuit of Happiness;
or We're Bringing the Light of Civilisation to the Universe.

Your character will have three memes, and they can pro-
vide DMs to checks where they might affect how you act. See
page 81 for more on memes.

Characteristics

Mindjammer uses the standard Traveller characteristics.
However, Mindjammer characters may often have much
higher characteristic scores than standard Traveller charac-
ters, due to their increased age and level of augmentation.
Indeed, Mindjammer characters may be so augmented that
they're on the verge of becoming something other than
human—a profound experience called going post (see
page 326).
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Traits

Traits can play a big role in Mindjammer. They're tweaks or
exceptions to the Traveller rules: bonuses, penalties, or other
mechanical effects your character gets by virtue of belong-
ing to a particular genotype, or even by being much older or
more experienced than other characters. A common trait is a
longevity trait, which measures how increasingly weird your
character may be becoming by virtue of being much older
than standard human norms.

Halo

We mentioned the Mindscape above—the vast informa-

tion store and shared consciousness your character belongs

to by virtue of having a Mindscape implant. You can use the
Mindscape to gain all kinds of special abilities, from storing

and sharing exomemories, to acquiring expert skill systems to
enhance your abilities. All of these are stored in a virtual exten-
sion to your own mind and personality called a halo. When
you're connected to the Mindscape, all of your halo abilities are
available for you to use; when you're disconnected, you tempo-
rarily lose access to them. See page 111 for more on your halo.

Augmentations
We've already mentioned augmentations a few times above.
They're a big thing in Mindjammer; technology is very
advanced in the Commonality, and it's very common for a
character to have multiple augmentations, including the near-
ubiquitous Mindscape implant and longevity augmentations.
Augmentations generally use a form of technology
which combines aspects of genetic modification, cybernetic
implants, artificial life, nanotechnology, and many other fields;
in Mindjammer, it's referred to as genurgy, and the scientists
who deploy it as genurgists. The aquatic hominid Chembu,
who live in symbiosis with the almost incomprehensibly alien
Planetary Intelligence, are the foremost genurgists of the
Commonality.
If an augmentation depends on your halo to function,
include it in the “Halo” section of your character sheet; if not,
include it in “Other Augmentations”.

Skills

Mindjammer mostly uses the standard Traveller skills, with a few
tweaks for things relating to the Mindscape and hyperadvanced
technologies; see Chapter 4: Skills for details. In particular, skill
levels in Mindjammer can be quite a lot higher than standard
Traveller; not only can characters be much older, with one or
more longevity packages under their belt, but they may also
have numerous augmentations which boost their skills. One
particular type of augmentation is the skill chip, which provides
your character with a halo skill—an artificially intelligent skill
enhancement package which your character can use by virtue
of his connection to the Mindscape, and which gives you one

or more additional levels for a particular skill. When you mark a
skill on your character sheet, write down your unaugmented skill
level first, and then any boosted skill level resulting from a halo
skill in brackets after. That way, if you're suddenly disconnected
from the Mindscape for any reason, you can easily switch to
using the unaugmented skill level.

Connections

Connections work basically as they do in standard Traveller,
except that Mindjammer also provides you with organisa-
tions, which can provide you with DMs to certain actions.
For example, if you spent your career in Space Force (the
Commonality equivalent of Traveller’s navy), you might have
a connection to the Space Force organisation which can
provide DMs to skill checks under specific circumstances. See
page 185 for more on organisations.

Weapons, Armour, and Equipment
Mindjammer uses many of the standard Traveller items of
equipment, armour, and weaponry, but also provides many
more, especially higher tech items. In particular, Mindjam-
mer has blasters and personal force fields, and many items
of sentient equipment—devices augmented with artificial
personalities, often derived from the personality matrices of
deceased specialists stored in the Mindscape. On the charac-
ter sheet for Henivla Ex-Colchis on page 9, “Colonel Gunne”is
just such an item—a sentient weapon capable of conversing
with its wielder, providing targeting enhancements, and even
firing on its own.

Resources

Resources are tied closely in with your character’s Economic
System (see above). Not all characters in Mindjammer use
money; it's very much up to your personal preference, cam-
paign type, or your character’s backstory and personal Tech
Index and Economic System. The Resources section on the
character sheet lets you mark down your money in credits,

or alternatively an equivalent level of access to the Com-
monality’s resource allocation sentiences, measured either in
credit-equivalents or resource points. See page 210 for more.

WHAT NEXT?

Now you've got a broad feel for Mindjammer and how it dif-
fers from the standard Traveller rules, it's time to jump in and
get more detail. If you're interested in creating a Mindjammer
character, go ahead to Chapter 3: Creating Characters and
check out the checklist which will let you get on with that
right away. If you'd like to find out more about the Mind-
jammer setting first, take a look at Chapter 10: The New
Commonality Era, Chapter 14: Commonality Space, and
Chapter 17: The Outremer Subsector.
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CHAPTER THREE
CREATING CHARACTERS

“If there’s one thing we have in abundance, it's diversity. Everywhere | go, everyone | talk
to, human or hominid, xenomorph or synthetic, is different. That would be our greatest
strength—the one thing that makes me think our civilisation will survive this era—if only |
could get people to understand it. But there | suppose I'm guilty too of wishing we were all
the same. A Commonality of individuals: it's the oldest paradox there is.”

— Autotroph Iridis Elkior, Emissary of the Von Neumann'’s World Tribune Sentience,
speaking out in favour of the Return To Hunger movement, 186 NCE

Creating characters in Mindjammer follows the rules from
the Traveller Core Rulebook, but with the important dif-
ferences described below. You can find a Mindjammer
character sheet on page 369, or download one from www.
mindjammerpress.com.

Character Creation Checklist

Work through the following checklist to create your Mindjam-

mer character.

1. Choose a culture, homeworld, and genotype.
a. Determine your personal tech index (TI).

2. Roll characteristics as per the Traveller Core Rulebook.
a. Modify characteristics for culture, genotype, and
homeworld if required.

b. Determine characteristic modifiers.

3. Gain background skills for your culture and homeworld.

a. Establish your initial age based on culture and
genotype.
4. Choose a career. You can't choose a career you've
already left.
a. Roll to qualify for the career.
b. If you qualify, go to step 5.

c. If you don't qualify, you can go to Resource Alloca-

tion Board or enter the Civilian career or the Rogue

career (page 63). If your personal Tl is 8 or less, you can

also automatically choose the Downtecher career.

RS he—"

5. If this is your first time on this career, get your basic
training.
6. Choose a specialisation for the career. If you're changing
specialisation while remaining in the same career, ensure
you come up with a good explanation, and abide by the
rules for changing specialisation in that career (page 40).
7. Roll for skills and survival in the career.
a. Choose one of the skills and training tables for this
career and roll on it.
b. Roll for survival on this career.
¢. If you succeed, go to Step 8.
d. If you didn’t succeed, then events have forced you
from this career. Roll on the Mishap table, then go to
Step 10.
8. Roll for events in the career.
a. Optionally, establish a connection with another
player character.
9. Roll for advancement.
a. If you succeed, choose one of the skills and training
tables for this career and roll on it. Increase your rank
and take any bonus skills from the Ranks table for this
career.
b. If you roll less than the number of terms spent in
this career, you must leave this career.
¢. Military and Security career characters can roll for
commission instead of rolling for advancement.
10. Increase your age by 4 years. If your character has a

13
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biological age of middle age or older (34 years old for
humans), roll for ageing.
a. Each term, depending on culture, you may have to
make a longevity roll.
b. If you succeed at the longevity roll, you automati-
cally gain either the Longevity augmentation or the
Rejuve augmentation if you don't have it already
(see page 103). Increase your actual age by 50 years
and gain a longevity package (page 79). You gain
additional skill levels, contacts, augmentations, an
extension (page 110), and a longevity restriction (a
kind of behavioural inhibition—see page 80). The skills
and augmentations gained from a longevity package
must come from your current career.
c. If you fail at the longevity roll, you age 4 years for
the current term as normal, and do not gain any of the
benefits listed in (b) above.
11. If you've left your current career, roll for a benefit. This
can be credit (cash or resource points, depending on your
economic system), or another benefit (usually an item of
equipment). Then go to Step 4 to choose a new career; or
to Step 13 if you wish to finish your character. Otherwise,
go to Step 6.
12. Finalise any connections with other characters.
13. Select three memes for your character (page 81).

14. Choose a Campaign Skill Pack and allocate skills from
that pack among your group (replace Electronics with Inter-
face or Informatics—see page 87).

15. Purchase starting equipment.

CHARACTERISTICS

Your first step when creating your character is to generate
your characteristics. Mindjammer uses the same six charac-
teristics as the Traveller Core Rulebook. You can choose to
roll all six characteristics exactly as described in that book, or
you can use point-based character generation (see page 82).

While all other characteristics are limited to a maximum
score of 15, INT and EDU can reach a score of 18. See Going
Post (page 326) for raising these characteristics past human
limitations. In theory, there’s no limit to how high your char-
acter’s INT or EDU can go. However, characters exceeding
18 in either or both INT or EDU are sufficiently far beyond
human limitations and comprehension that they become
difficult to play. These posthuman entities typically find the
company of ordinary people dull, and seek out others of
their kind, or find ways to travel beyond what most believe
to be the bounds of reality.




Creating Synthetic Installation
Characters

Ifyou want to play a synthetic installation (page 32) such
as a sentient starship, roll only for DEX, INT, EDU, and SOC.
Note that for installations DEX doesn't refer to physical
dexterity, but rather to how carefully you can perform tasks
depending primarily on physical accuracy and precision

Social Standing

Social Standing has a different meaning in Mindjammer.
Concepts of “nobility” don't really apply in the Commonality,
or across most of the Fringe. Some Fringe Worlds and a few
independent Lost Colonies may have social systems which
resemble feudal structures, but mostly they're the exception,
and Commonality society is broadly meritocratic, with individ-
uals coexisting on a more level field.

Instead, the Commonality is characterised by many com-
peting cultural systems, and a deep conservatism in the Core.
Some Core Worlds have societies where entire professions
are inherited; and the Commonality in general relies more
on contacts, influence, and access to resource allocation and
distribution systems to determine an individual’s lifestyle and
relative position in local and broader hierarchies. This is what
Social Standing refers to in the Commonality: a reflection of
fame, influence, and connections. Someone with a high SOC
has a greater chance of obtaining favours, gaining access to
exclusive events, rare objects, or equipment, than someone
with a low SOC.

Characters actively use Social Standing when trying to
acquire goods or get things done—it often plays the role of
“money’, which mostly only exists out on the Fringe. SOC can
go up and down relatively easily, and may be damaged by
failed missions, social gaffes, and other errors of comportment.

BACKGROUND SKILLS

Your character gets a number of background skill points
equal to your EDU DM +3. Background skills derive from
your education and upbringing on your homeworld and in
your culture.

You must select any background skills indicated by your
homeworld (page 16). You may select from any of the culture
background skills listed in the cultures below.

You may select from any of following education skills,
regardless of your culture or homeworld. Your choice of skills
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may be restricted by your personal Tech Index. Any back-
ground skill you select is acquired at level-0.

Education Skills: Admin, Advocate, Art, Carouse, Drive
(or Animals, depending on Tl), Engineer, Flyer (if T4+), Inter-
face, Informatics, Language, Mechanic, Medic, Profession,
Science, Social Science, Seafarer, Streetwise, Survival, and
Vac Suit (if T6+).

Tech Index and Tech Level

Instead of standard Traveller Tech Levels, Mindjammer
uses Tech Indices (abbreviated as “TI" or simply “T"). The
following is a conversion table between Tech Index and
Tech Level. In this book we refer to Tl rather than TL except
when specifically referring to technology or equipment in
another Traveller book. It'simportant to remember that
this conversion is approximate; there are substantial differ-
ences between technology in Mindjammer and the tech-
nologies in the Traveller Core Rulebook, High Guard,
and the Central Supply Catalogue. Several of the most
obvious examples are that gravity engines are only discov-
ered at T7 (TL10-11), small antigravity units like suspensors
and grav belts are only developed at T8 (TL12-14), and the
2-space planing engine, the first method of faster than light
travel, is only developed at T9 (TL15-18).

Table 3-1: Tech Index and Tech Level

Tech Tech Tl

Index Level Title

TO TLO Post-Animal
T1 TLO Stone Age
T2 TL1 Metal Age

T3 TL2-TL3
T4 TL4-TL5

Age of Enlightenment
Industrial Age

T5 TL6 -TL7 Computer Age

T6 TL8 - TL9 Age of Genurgy

T7 TL10-TL11  First Age of Space

T8 TL12-TL14  Age of Ubiquitous
Intelligence

T9 TL15-TL18  Second Age of Space

(Commonality standard)

T10 TL19-TL21  Age of 3-Space (Commonality
maximum)
T11 TL22+ Interdimensional Age

(theorised next step in
Commonality evolution)
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Homeworld

Ifyou're from the Commonality culture or the Core Worlds
culture, you don't have to generate your homeworld
during character creation, although it's strongly recom-
mended. For all other characters, see World Creation,
page 249, to create your homeworld. Your homeworld
determines your personal Tech Index (page 10), your start-
ing Economic System (below), and may require you to take
certain background skills.

CULTURE

There are three main cultures in the Outremer Sector: the

Commonality, the Fringe, and the Venu.

o The Commonality culture means your character comes
from the Commonality and is part of the largest and
most advanced known polity. A Commonality character
may automatically gain a longevity package (page 79)
before you generate his career or careers (see Pre-career
Education, page 38). Almost all Commonality characters
possess both the Longevity augmentation and a Mind-
scape implant.

» The Fringe culture means your character is from one of
the dozens of small polities and independent worlds that
exist between the Commonality and the Venu. Fringe cul-
tures include the Dendryphon, the Sentient Alliance, the
Zarus Dominate, and isolated worlds in the Q-Zone. See
Polities of the Outremer Subsector (page 334) for more
on these Fringe polities, and below for character genera-
tion details for several polities and groups.

+ The Venu culture means your character comes from the
warlike and xenophobic Venu.

Cultural Parameters

Each culture write-up contains the same set of parameters.
Some are self-explanatory or common to Traveller; new ones
are described below.

TECH INDEX
A culture’s Tech Index is similar to a culture’s TL in the Travel-
ler Core Rulebook. It determines the personal Tech Index
(page 10) of a character from that culture, representing the
tech the character is comfortable with. Personal Tech Index
also affects which careers a character can select. Unlike
Economic System, personal Tl remains static unless events in a
character’s career change it.

Personal Tech Index is important when interacting with
equipment and vehicles from other Tls. Characters suffer
a DM-2 per difference in Tl when operating, attempting to

repair, or learning to use equipment or vehicles from a higher
Tl, and a DM-1 per difference in Tl when operating, attempt-
ing to repair, or learning to use equipment or vehicles from a
lower TI.

For example, if your personal Tl is T8, you incur a DM-4 when
attempting to use T10 equipment and a DM-1 when attempting
to use T7 equipment.

ECONOMIC SYSTEM

Because it greatly influences benefits rolls and may impose

medical debt during character generation, it's important to

know the Economic System of the culture you're in during
each term. If you're in the Commonality culture and injured
as part of service, for example, your medical care is free;
while being injured in service out on the Fringe may cost
you credit and even leave you in debt, depending upon the
prevailing Economic System. You can easily change Eco-
nomic System when you change career, affecting debt and
income from that career.

There are seven Economic Systems in the Outremer
subsector, affecting how individuals in a given culture acquire
goods and wealth. They are:

» Barter: Characters exchange goods and services with one
another without money, credit, or other intermediary.

» Confiscation: Elites confiscate much of the culture’s
wealth, leading to an increasingly centralised ruling class.

» Disinterested Resource Allocation: Society efficiently
distributes resources according to need and desire, while
also providing incentives for success.

» Interested Resource Allocation: Society distributes
resources according to need and desire, but ensures elites
gain an especially large share of goods and wealth.

+ Regulated Money Economy: Money is the basis for the
economy, but society ensures that even its least well-off
members have a reasonable standard of living, which
wealthier members pay for with modest taxes.

» Planned Economy: Society allocates resources based on
need. Individuals are free to purchase luxuries, but pay
significant taxes on such purchases.

+ Unregulated Money Economy: Goods are bought and
sold and money is earned as described in the Traveller
Core Rulebook.

See Economic Systems in Chapter 10: The New Com-
monality Era (page 208) for descriptions and rules for these
seven Economic Systems.

TRAITS

Cultures may also provide members with one or more traits
(page 34), although some do not. Your trait should at least
partially be the result of your being raised in your culture, as
opposed to being innate.
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Changing Economic System and
Personal Tech Index During Character
Creation

Personal Tech Index and Economic System can change
during character creation. For example, spending a term
as a Downtecher (Uplifter) can increase your personal Tl
by +1 (up to a maximum of T9), whereas spending a term
as a Downtecher (Barbarian) can decrease your personal
Tl by -1. Also, some events can alter your personal Tl.

Your Economic System does not determine which
careers you are eligible for, but certain careers go along
with certain Economic Systems. If you select a career with
a different Economic System from your current one, you
change your Economic System, and all benefit rolls for
that career are made using your new Economic System.
See individual career descriptions and events for further
information.

w

GENOTYPES

Some cultures may tend to compromise specific genotypes
(natural or artificial “species”). You should select one of these
as your genotype.

MEMES

Cultures adhere to certain values or ideologies, known as
memes (page 81). At least one of your three memes should
be based on one of your culture’s memes.

INITIAL AGE

This is the age at which you begin your first career term. You
may have already been through pre-career education (page
38) by this point.

AGEING

Not all Mindjammer character are subject to natural ageing;
in fact, most Commonality citizens are not. Extremely
extended lifespans are common in the Commonality; this
section indicates whether or not your character has received
the Longevity augmentation (or something similar) and has
effectively ceased to age physically, or whether he’s subject to
the standard Traveller ageing rules.

CULTURAL BACKGROUND SKILLS
Typical skills which members of your culture possess. You may
select any of these skills using your background skill points.
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BACKGROUND AUGMENTATIONS

Some cultures provide their members with one or more back-
ground augmentations. These are free to any character from
that culture, and you can obtain them automatically, although
you can also choose not to take them. If you choose not to,
think of an explanation why (this is particularly important if
you decide not to take a Mindscape implant if you're from

the Commonality or Core Worlds cultures). If you're from the
Commonality or Core Worlds cultures and decide not to take
a Mindscape implant, this means you automatically possess
the Implant Reject flaw: see Flaws (page 36). All characters
who obtain a Mindscape implant also automatically gain
1 level of a halo skill (see page 77).

LANGUAGE
This is the language which you speak fluently.

PRE-CAREER EDUCATION

Education is common in Mindjammer, although, due to their
extended lifespans, many Commonality citizens undergo
many decades of education before they embark on their first
career. See page 38 for more on Commonality education.

TYPICAL CAREERS

These careers are common for members of your culture. You
don't have to select one of these if your character belongs to
this culture, but you may want to bear them in mind if you're
looking to create a “typical” member of your culture.

EQUIPMENT

A general guide to the type of equipment your character may
possess. Any specific items of equipment mentioned here are
provided to your character automatically.

Commonality Culture

Tech Index: Second Age of Space (T9).

Economic System: Disinterested Resource Allocation.

Traits: Notable (EDU).

Genotypes: Commonality Human, Hominid, Xenomorph,
Synthetic.

Memes: Rapid Social Change Is Dangerous; Humanity Is
Transcending; We Are a Light To the Rest of the Galaxy.

Initial Age: 50 / Physical majority + 30 + 2d6 years.

Ageing: All citizens are freely offered the Longevity aug-
mentation.

Cultural Background Skills: Admin, Informatics, Science.

Background Augmentations: Longevity, Mindscape
Implant.

Language: Universal.

Pre-career Education: To age 50 is common.

Typical Careers: Civilian (Commonality), Culture Agent,
Sci-Tech, Spacer.

Equipment: Most Commonality citizens have additional

augmentations, other equipment is advanced and discreet.

This is the culture which unites the many worlds of Com-
monality Space. Originating on Old Earth and the Core Worlds,
it now incorporates the many populations rediscovered during
the Expansionary Era. It includes the cultural contributions of
divergent races and species, and worlds which have achieved
Stage Four Cultural Integrity (page 232).

Characters from the Commonality culture are the norm
in Mindjammer, and probably the most comprehensible to
21st century minds. They have the widest behavioural range,
an unquenchable self-confidence, optimism, and belief
they're doing the right thing, and access to the technology
and sophistication to back it up. They are skilled, educated,
and expert—but sometimes also naive and inexperienced.
Characters from this culture may not take Streetwise as a
background skill.

Core Worlds Culture

Tech Index: Age of 3-Space (T10).

Economic System: Disinterested Resource Allocation.

Traits: Notable (EDU).

Genotypes: Commonality Human, Hominid, Synthetic.

Memes: The Old Ways Are Best; Status and Reputation
Above Everything; The Core Worlds Are the Commonality.

Initial Age: 50 / Physical majority + 30 + 2d6 years.

Ageing: All citizens are freely offered the Longevity aug-
mentation.

Cultural Background Skills: Admin, Diplomat, Informatics.

Background Augmentations: Longevity, Mindscape
Implant.

Language: Universal.

Pre-career Education: By world and often inheritance; 50
years is common.

Typical Careers: Civilian (Commonality), Diplomat, Instal-
lation, Spacer (starship crew).

Equipment: Complex and distinctive, status-linked cloth-
ing, unusual enhancements.

In many ways, the Core Worlds culture is the “true”
Commonality culture—that of Old Earth and the ancient
colony worlds of the Old Commonality before the discovery
of planing. It's thousands of years old, complex and full of
incomprehensible hierarchies and traditions. Many individu-
als have been enhanced to the extent they may no longer
be fully human; most view the chaos and conflict of the
Fringe with confusion, fear, and disdain. Characters from this
culture may not take Streetwise as a background skill.

Neo-Cultures

Tech Index: Any, usually T4 (Industrial Age) to T9 (Second
Age of Space).

Economic System: Variable, often Disinterested Resource
Allocation.

Traits: Variable.
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Genotypes: Commonality Human, Non-Commonality
Human, Xenomorph, Synthetic, Hominid.

Memes: Variable.

Initial Age: Variable, often either physical majority +2D
years or physical majority + 30 + 2D years.

Ageing: By neo-culture, most commonly:

T4-T6: Standard.

T7-T9: Longevity 6+.

Cultural Background Skills: Variable, choose 3; Informat-
ics (Mindscape) is very common.

Background Augmentations: Variable (none if T4 or T5).

Language: Varies; can usually speak Universal.

Pre-career Education: By culture.

Typical Careers: Civilian (Commonality), Diplomat, Rogue
(entertainer).

Equipment: Culturally distinctive clothing and gear; most
neo-cultures allow augmentations (including Mindscape

e N

implants).

The neo-cultures, also known as culture worlds, are a
special phenomenon in Commonality Space. Created from
worlds with vibrant cultures, the Commonality uses them as
defensive bastions in areas of intense cultural conflict. They
share the Commonality’s core values, and are subcultures
(page 228), but are highly distinct, often with strong ethnic
definition, unique languages and customs, and an insistence
that they're right and everyone else is wrong.

Some neo-cultures are unique, found nowhere else in the
Commonality; others derive from ancient Old Earth cultures,
in particular the Autumn Cultures which preceded the First
Commonality and formed the core of the Great Diaspora.

Abraxas—A Culture World

Tech Index: T7 with T9 (biologically-based) biology,
medicine, genurgy, and biotechnology.

Economic System: Barter.

Traits: Notable (Animals).

Genotypes: Hominids and Xenomorphs.

Memes: All Life Is One; Adapt Your Body to Your Envi-
ronment; Distrust Mechanical Technology.

Initial Age: 22 (after 1 term of university).

Ageing: Longevity 6+.

Cultural Background Skills: Animals, Science, Survival.

Background Augmentations: Enhanced Metabolism,
Longevity.

Language: Universal.

Pre-career Education: University education is standard
(1 term).

Typical Careers: Explorer, Rogue (entertainer), Sci-Tech.

Equipment: Almost all inhabitants of this world possess
the Accelerated Healing augmentation (page 100) and a
living Mindscape implant that only functions with biologi-
cally-based Mindscapes, and a version of nanocells that only
works with living technology. Residents who travel off world
almost always possess a T9 purely biological variform p-suit
and one or more near-sentient animal companions that
have been modified for various useful purposes. Some who
travel off world wear a special interface necklace that allows
their biological Mindscape implant to interface with the
standard Mindscape, but many do not. See Unusual Equip-
ment (page 116) for further information on these devices.

Abraxas is a tidally-locked planet whose habitable area
comprises most of its daylight hemisphere, except for a large
desert at the sunward pole. It's one of several worlds where
extreme biotech has become the norm. Originally settled

by radical Chembu (page 26) who rejected mechanically-
based genurgy and the perceived Chembu subservience to
the Planetary Intelligence (page 27), its inhabitants regard
biologically-based genurgy as morally and practically supe-
rior, and refuse to allow the Planetary Intelligence to modify
(other Chembu would say enhance) their thoughts. Inhabit-
ants of Abraxas exhibit a vast array of genurgic augmenta-
tions, but regard inorganic augmentations, including ones
using inorganic nanotechnology, as impure and antithetical
to a fulfilling life. They have built a living space elevator,
living sensors, and other personal devices that can interface
with a user’s nervous system through a biological equiva-
lent of nanocells, and even living airplanes, airships, boats,
rockets, and submarines. Abraxas possesses a T8 Mindscape
based on living processors, which inhabitants access via liv-
ing interfaces to their nervous systems.

Because of their beliefs, most of Abraxas is wilderness,
but many species have been modified to increase intelli-
gence and to create an ecosystem that is highly stable and
tolerant of the presence of several hundred million hominids
and xenomorphs. While Abraxas has several hundred small-
to medium-sized “living cities” with populations of up to
100,000, most of the population lives as nomadic high-tech
hunter gatherers who use the many animals and plants
tailored for their use. Living in bands of up to 50 people and
communicating via biological Mindscape, they breed and
engineer plants and animals using tailored mutagens, while
the inhabitants of the cities create new genurgic templates
in womb pools and gene printers. Although incapable
of starship construction, the inhabitants of Abraxas are in
demand for genurgy, high-end terraforming, bioremedia-
tion, and biological weapon design, as well as their unique
performing animal shows.
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Unanimity—A Culture World

Tech Index: T9.

Economic System: Interested Resource Allocation.

Traits: Notable (EDU).

Genotypes: Human and Hominids in life support pods.

Memes: Harmonious Competition; Leaving Your Pod Is
Madness; Competition Promotes Greatness.

Initial Age: 50.

Ageing: All citizens are freely offered the Longevity aug-
mentation.

Cultural Background Skills: Admin, Informatics, Interface.

Background Augmentations: Longevity, Mindscape
Implant.

Language: Universal.

Pre-career Education: 50 years.

Typical Careers: Explorer, Rogue, Security, Spacer.

Equipment: Life support pod; see Unusual Equipment
(page 116). Aimost all members also possess a special ops /
black chip (page 105).

Unanimity is a relic of an experiment that swept through
part of the Core Worlds more than three thousand years
ago, but mostly vanished within two hundred years. The
planet’s inhabitants live in life support pods and interact
with the outside world solely via Mindscape. Almost 90% of
the population exclusively inhabit virtualities (page 78) and
almost never interact with the physical world; the remaining
10% retains an interest in the physical world, but even then
would never consider leaving their life pods, instead inter-

acting via avatars and other drones. Some of Unanimity’s
inhabitants do wish to see the galaxy, but all but a handful of
these intrepid explorers continue to regard the physical world
as highly dangerous, if fascinating, and consequently either
install their life support pods in cities on other worlds or, more
commonly, join a starship crew and experience the worlds
they visit via avatar and other drones, while their life support
pod remains onboard the starship.

Unanimity is a peaceful world, and all inhabitants are
guaranteed a minimum standard of living, but the culture
also celebrates the struggle for status. Hacking the Mindscape
is permitted as long as lives are not endangered or Mindscape
integrity compromised. Restricting someone’s Mindscape
access is a crime almost as serious as murder, but Unanimity’s
inhabitants regard spying, altering virtualities, and reading
thoughts and exomemories as good business, especially if you
don't get caught...

Characters from Unanimity are infamous as experts
in remote ops and hacking, and law-abiding Commonal-
ity citizens often regard the world and its inhabitants with
suspicion. However, the world is home to several of the Com-
monality’s finest virtuality designers. Traders from beyond the
Commonality have recently begun to visit Unanimity, seeking
high-end virtualities or skilled Mindscape hackers; since most
such experts prefer not to interact directly with the physical
world, visitors must meet prospective clients in virtualities,
and often disorienting experience as Unanimity virtualities
often have simulated physical laws that have little in common
with the “real” universe.

Lost Colony

Tech Index: Variable TO-T8.

Economic System: Variable, most often Unregulated or
Regulated Money Economy.

Traits: Variable.

Genotypes: Mostly Non-Commonality Human or Homi-
nid; Xenomorph and Synthetic are possible.

Memes: Variable.

Initial Age: 18/ Physical majority + 2d6 years.

Ageing: By Tech Index, most commonly:

T1-Té: Standard.

T7-T8: Longevity 9+.

Background Skills: Variable, choose 3.

Background Augmentations: None unless T6+.
Language: Usually an unknown tongue, sometimes
related to an ancient Old Earth language. May know a smat-

tering of Universal, usually with a thick accent.
Pre-career Education: Optional, 1 term.
Typical Careers: Civilian (Outer Worlds), Downtecher,

Merchant, Military.

Equipment: Culturally distinctive and often backward
clothing and gear; no Mindscape implant, usually no augmen-
tations (depending on tech index).

Out beyond the Commonality Fringe lie millions of stars,
and thousands of lost worlds, colonised by slowship during
the First Age of Space and waiting for Rediscovery. Most are
mired in barbarism or at best pre-industrial cultures, but every
so often a lost colony is rediscovered which has achieved or
retained technological sophistication, sometimes including
slower-than-light interstellar travel.

A character from a lost colony culture is in a unique situ-
ation; either his world has only just been contacted, and he
represents the vanguard of visitors to Commonality Space; or
he’s from a world still unknown, arrived in the Commonality
by some unknown means, such as smugglers, New Traders, or
uncontrolled Fringe World exploratory missions. The Fringe is
wide, deep, and porous; sometimes people make it through
without the Commonality catching on.
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Rediscovered World

Tech Index: Most often T4-T9.

Economic System: Variable.

Traits: Variable.

Genotypes: Mostly non-Commonality Human or
Hominid; Commonality Human, Xenomorph, and Synthetic
possible.

Memes: Variable.

Initial Age: 18 / Physical majority + 2d6.

Ageing: By Tech Index, most commonly:

T4-T6: Standard.

T7-T9: Longevity 8+.

Background Skills: Variable, choose 3.

Language: Usually unique, perhaps related to ancient Old
Earth language; Universal as a second language.

Pre-career Education: Optional, 1 term.

Typical Careers: Civilian (Fringe Worlder), Downtecher
(bootstrapper or uplifter), Merchant (New Trader), Military,
Rogue, Sci-Tech.

Equipment: Mix of local and Commonality gear, Com-
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monality versions of traditional items or local versions of
Commonality equipment; possible access to the Mindscape
and enhancements, depending on Tech Index and embargo.

When the Commonality rediscovers a lost colony, it begins
incorporating it into mainstream Commonality culture. Values
are changed, societies manipulated, and the world made
ready to take its place alongside other member worlds. Inte-
gration is managed by SCI Force, the Security and Cultural
Integrity Instrumentality (page 199); from Rediscovery to
incorporation into the Commonality, the world is known as a
rediscovered world.

Rediscovered worlds all began as lost colonies—some
recently, others almost two centuries ago. They have a Com-
monality presence, perhaps including the Mindscape and /
or a Temple of Universal Mind (page 137), and usually some
technological uplift. Not all rediscovered worlds are open to
visitors; culturally dangerous or fragile worlds are subject to
embargo (page 275) or even quarantine (page 276), with
interdiction measures to ward away trespassers.

Varos—A Lost Colony

Tech Index: T2.

Embargo: +3 (see page 275).

Economic System: Confiscation.

Traits: Temperature Tolerance (cold).

Genotypes: Hominid.

Memes: Hierarchy Is the Natural Order of the World; Life
Is Struggle; Never Show Weakness.

Initial Age: 18.

Ageing: Standard.

Background Skills: Animals, Melee, Survival.

Language: Veroan. May know a smattering of Universal,
usually with a thick accent.

Pre-career Education: Optional, 1 term.

Typical Careers: Civilian (Outer Worlder), Downtecher
(barbarian).

Equipment: Dagger or blade.

Varos’s ice age is now ending, but the onset of glaciation
four thousand years ago destroyed initial hopes of advanced
civilisation on this world. Settled five thousand five hundred
years ago, the colony initially maintained a Té6 civilisation;
once glaciation began, its largest cities were abandoned, and
food shortages decimated the population. Varos never fell
below T2, but has remained there for the last three millennia.
The glaciers are now in retreat, but Varos remains a harsh
world, ruled by shifting alliances of nobles who all obey an
empress and her court in the capital city of Pearl.

Until seven years ago, the inhabitants of Varos looked
up at the stars with superstitious awe, recounting legends of

how their ancestors had sailed to Varos across the great “star
sea” But then, seven years ago, people from the stars arrived.
Varos’s inhabitants initially greeted the visitors with fear and
reverence, but the empress and her nobles soon understood
they were people like themselves, but with vast power and
strange magics. Fearful of the changes the visitors might
bring, the empress made the New Traders who had discovered
her world agree to limit any non-medical technologies above
T2 to the capital city of Pearl only.

Today, Pearl is the location of a tiny starport and an
adjoining interstellar district. Beyond the capital, traders are
permitted to sell medicines, and the crew of one ship has even
helped establish several clinics. However, the Treaty of Pearl
prohibits offworlders from advocating violence or revolu-
tion, or openly questioning the social order. Visitors may keep
any augmentations, but must disable any implanted lethal
weapons. Offworlders may travel freely if they use local forms
of transportation. The New Traders are all eager to acquire
local art, music, and stories before the Commonality learns of
this world and likely imposes an embargo.

However, Varos's inhabitants have not remained passive.
As part of the Treaty of Pearl, the empress obtained a rejuve
treatment. Now, in direct contravention of her own laws, she
has convinced a group of new traders to sell her advanced
weaponry so she can easily put down any opposition to her
rule. Elsewhere on Varos, a bandit lord has been working with
a disaffected noble to kidnap traders to secretly ransom them
in return for weapons or other prohibited technologies.
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The Rowena Alliance—A Trio of
Rediscovered Worlds

Tech Index: T8 with a growing number of T9 additions.

Economic System: Planned Economy.

Traits: Notable (EDU).

Genotypes: Mixed human and human-appearing
hominids.

Memes: Prove Ourselves to the Galaxy; All Sentients
Are Equal; Loyalty to the Alliance Gives Us Strength.

Initial Age: 22 (after 1 term of university).

Ageing: Longevity 8+.

Background Skills: Engineer, Informatics, Science.

Background Augmentations: Enhanced Metabolism,
Mindscape Implant.

Language: Rowenan; Universal as a second language.

Pre-career Education: University education is standard
(1 term).

Typical Careers: Civilian (Fringe Worlder), Downtecher
(uplifter), Sci-Tech, Spacer.

Equipment: T8 and some T9 equipment necessary or use-
ful for the character’s profession.

The Rowena Alliance was discovered 47 years ago, when a
Commonality event horizon probe (page 171) noticed a large
slowship travelling between two nearby star systems. The two
homeworlds of the Rowena Alliance are a pair of habitable
worlds, each of which orbits one of a pair of binary stars that
are roughly 0.05 light years (3,100 AU) apart. The crew of the
three slowships that settled this star system 4,700 years ago
decided to settle both worlds, naming them Fu Xi and Nii Wa.

The Sentient Alliance

Tech Index: Largely T7 (First Age of Space) and T8 (Age
of Ubiquitous Intelligence), with T9 provided by Commonal-
ity services.

Economic System: Variable, but Regulated Money
Economy is most common.

Traits: Notable (EDU).

Genotypes: Mostly Xenomorph; some Non-Commonality
Human and Hominid populations; very few Synthetics.

Memes: We Must Find Our Own Way; Remain Free at Any
Cost; Free All Xenomorphs From Oppression!

Initial Age: Physical majority + 2d6.

Ageing: Longevity 7+.

Background Skills: Athletics, Carouse, Diplomat.

Background Augmentations: Longevity and Mindscape
Implant are common on T8+ worlds.

Language: Universal.

Pre-career Education: Optional, 1 term.

Maintaining a high tech civilisation proved difficult, but the
Tech Index of these two worlds never fell below T5, so they
were able to maintain radio contact. For the last 3,100 years
the Alliance has been able to regularly send T6 slowships
back and forth between its two worlds, despite the fact that
journeys typically required almost two years each way. The
two worlds remained close, with shared values, including a
strong commitment to providing every sentient being with
the same opportunities, and an emphasis on social harmony
and conformity maintained by social pressure rather than
legal force.

The Rowena Alliance initially consisted of Fu Xi and N(i
Wa. Seven hundred years ago the worlds attained T7 and
became able to make the journey between them in less than a
month. Soon thereafter, they set their sights on a star system
a parsec away, and for the last six hundred years have slowly
been colonising a world there they’'ve named Jurla, almost
two and a half light years away.

The Commonality made first contact with one of the
Alliance’s primitive slowships before visiting all of its worlds,
which were shocked and dismayed to discover that the Com-
monality had been travelling faster than light for more than
a century, while they had been using ships no better than the
ones their ancestors had first settled their star system with
millennia ago. Over the last few decades, this dismay has
been replaced by a desire to prove themselves to the galaxy,
and the Alliance has recently completed its transition to a full
T8 culture, and is now constructing several planeships using
T9 components provided by the Commonality.

Typical Careers: Civilian (Fringe Worlder), Diplomat,
Explorer, Merchant (New Trader), Rogue (entertainer).

Equipment: Longevity (T8+ only), Mindscape Implant.

In 160 NCE (33 years ago), pro-Venu states instigated
anti-xenomorph pogroms on numerous Fringe worlds,
which rapidly became a proxy conflict—the Xeno Wars.
The wars ended 22 years ago in 171 NCE, when a political
alliance between pro-xenomorph, pro-Commonality worlds
arose which was strong enough to defeat their opponents.
This Sentient Alliance is the first xenomorph state, a buffer
between the Commonality and the Venu. It's a “liberated
xenomorph” culture, no longer a subculture but still very
much under the Commonality’s wing. It's one of the larger
Successor States, and the only interstellar xenomorph culture
in Human Space (although there are xenomorph cultures on
many individual worlds).

The Sentient Alliance is a polity of highly motivated,
mostly xenomorph citizens sponsored by the Commonality.
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Most inhabitants are connected to the Mindscape, and the
polity receives Commonality weapons and technological
assistance. Some say the Commonality is assuaging its guilt
for millennia of xenomorph mistreatment; while more than a
few residents of the Sentient Alliance point out that on many

of the Commonality’s Core Worlds xenomorphs are still either

property, or at best second class citizens.

Most residents of the Sentient Alliance are eager to
prove to the galaxy that xenomorphs are equal or superior
to any other sentient. Minority factions resent humans and
hominids, but most recognise that their alliance with the
Commonality is vital, and that trade and other peaceful
interactions with human and hominid polities reduces the
chances of a new outbreak of war.

Venu
Tech Index: T7 (First Age of Space) with reverse-engi-
neered T9 (Second Age of Space) planing engines.
Embargo: Commonality Quarantine.
Economic System: Confiscation.
Traits: Any one trait and also at least one * trait.
Genotypes: Mostly Non-Commonality Human; some
Hominid populations. No Xenomorphs or Synthetics.
Memes: There Is No God but Venu; Obey the Technopriests;
The Ends Justify the Means.

4 A Note on Languages k

The Commonality speaks a language known as Univer-
sal, also called Unilingua or Galingua. It's an amalgam of
Anglic, Hispanian, and Shinean, with a wide vocabulary
derived from earlier Old Earth tongues. Most Commonality
worlds speak Universal as their second language. It has a
standard spoken and written form, and also translinguistic
stages of greater semantic efficiency and requiring greater
conceptual facility known as gestalt language (page 105),
often used by sentiences enhanced beyond human norms.

Since Expansion and the establishment of culture
worlds throughout the Commonality, ancient Old Earth
tongues predating Universal have made a comeback.
Culture worlds plunder all periods of history where there’s
arecord, and there are worlds speaking Classical Latin,
Enlightenment French, Post-Ruin Frankite, and Diaspora
Yarpeen, all co-existing in the Commonality’s cultural
mélange. Universal continues to be vital.

Other languages include Venu, the languages of the
Successor States, and various alien languages, including
the multi-sensory “language” of the Planetary Intelligence,
predictably known as Chembu. Thankfully, translator sen-
tinels and interpreter synthetics help make this cacophony
intelligible!
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Initial Age: 18.

Ageing: Standard.

Background Skills: Gun Combat, Recon, Tactics.

Background Augmentations: Any two additional traits,
the results of z-radiation (page 153) mutation.

Language: Venu; some may speak Universal as a second
language.

Pre-career Education: University and military academy
are both possible.

Typical Careers: Venu Executor, Venu Technopriest, Venu
Trooper (not included in this book).

Equipment: Venu mask, Venu armour, Venu disruptor.

The Venu are a lesson in what can happen when Rediscov-
ery goes wrong—and one the Commonality has been trying
to learn from. A lost colony from the distant Orion Cluster,
they were contacted by Old Earth twice during the First Age
of Space (each message taking three thousand years there
and back). There was no inkling of the trouble that would face
the contact team which visited their homeworld of Psi Orionis
in the early years of Expansion.

The Commonality contact ship never returned, and eighty
years ago a human species calling themselves the Venu
exploded out of the Orion Cluster in a frenzy of destruction,
using a dangerously unstable FTL drive reverse-engineered

Playing Venu Characters

Venu culture is described above primarily to help players
and referees better understand them as opponents. How-
ever, it’s also possible to play characters who were born
as Venu. The rules in Mindjammer lack space to deal
with Venu careers and life among the Venu in detail, but
playing characters who were born among the Venu and
raised on the Fringe or in the Commonality is definitely
possible. A Venu transport ship may have crash-landed
on a low tech world on the Fringe, leaving a Venu child or
adolescent to be raised there. Alternatively, perhaps the
Commonality or some other space-faring polity discov-
ered a crippled Venu starship, where the only survivor was
a child or adolescent. Or the character might be the only
survivor of a raid on a Venu settlement in the Fringe; or
was an adolescent or young adult raised among the Venu,
but fled for some reason. The Commonality is eager to al-
low the handful of Venu refugees to join, once psych tests
prove that the individual is not a spy or saboteur. Playing
characters who were adolescents when they left the Venu
(for whatever reason) can be especially interesting; the
character will know the Venu language and have at least
an adolescent’s understanding of the culture, while also
possibly possessing Venu augmentations, mutations, and
background skills.
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from Commonality planing engines and embroiling the Rim
Sector in a terrible war. Even now little is known about the
Venu; they’re human supremacists, but many bear terrible
mutations and have strange abilities. Their xenophobic
culture worships a“god-emperor” and deifies technology.
Thankfully it's less advanced than the Commonality, which
is the primary reason the Commonality was able to stop and
then turn back the Venu invasion.

Venu often wear masks of varied designs; the subtle-
ties are not understood, although it appears to be a recent
custom. Captured Venu spies have been found with trans-
planted faces stolen from Commonality citizens. Rumours
suggest that some Venu possess “psionic” abilities, replicating
some Commonality Mindscape abilities without technology;
yet Commonality consensus suggests humans lack the capac-
ity to develop such abilities, even with genurgic modification.
A link has been theorised to the “Cult of Radiant Darkness”,
an elite Venu techno-priesthood, although others believe the
term “radiant darkness” refers to the debilitating z-radiation
emitted by unshielded Venu “dirt drives”.

Venu society seems unremittingly hostile, and in the
throes of violent change; raids across the Commonality-
imposed Quarantine Zone (page 335) are constant. There
seems no prospect of negotiated peace with these strange,
alien humans.

Successor State Cultures

Tech Index: Largely T7 (First Age of Space), with T8 (Age
of Ubiquitous Intelligence) and T9 (Second Age of Space) tech
available by embargo running / smuggling, or via the Venu.

Economic System: Variable.

Traits: Variable.

Genotypes: Mostly Non-Commonality Human and Homi-
nid populations. Very few Synthetics and Xenomorphs.

Memes: Variable.

Initial Age: Physical majority + 2d6.

Ageing: 8+.

Background Skills: Variable, choose 3.

Background Augmentations: Mindscape implants are
moderately common, as is longevity among T8+ cultures.

Pre-career Education: Usually optional, 1 term.

Typical Careers: Variable.

Equipment: Variable.

The Successor States comprise the dozens of small polities
and independent worlds that exist between the Commonal-
ity and the Venu Q-Zone. Some, like the Sentient Alliance,
are client states of the Commonality or the Venu; others have
loose alliances with one or the other; and a few are fiercely
attempting to hold onto their independence. Currently, the
Commonality and the Venu are attempting to increase ties
with various Successor states and to destabilise those allied
with the other.
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(at the end of their sixth career term). They also gain a DM+4

p 3 on ageing rolls.
The Zarus Dominate—A Successor Traits: Notable (EDU) (from culture).

State Culture Typical Careers: As culture.
Tech Index: T7 (First Age of Space) Humans are the standard genotype of the Expansionary
Economic éystem: Intireste 5 Reso.urce Allocaltn Era. Except for longevity and ethnicity, Commonality humans
Traits: Notable (Deception). are physically little different from our own time.

Genotypes: Non-Commonality Human; some syn- NON-COMMONALITY HUMAN
thetics treated as property.

Memes: Humankind Loves Domination; The Venu
Show the Way; Security Through Submission.

Physical Majority: 14 years, begin career or pre-career
education at 18.

Initial Age: 18. Lifespan: 100 standard years without rejuve or longevity;

Ageing: 8+. unlimited with rejuve or longevity.

Background Skills: Deception, Persuade, Stealth. Ageing: As described in the Traveller Core Rulebook (page

Background Augmentations: Usually none; possible 47), but with a DM+1 due to genurgic modification in the distant
augmentations to help adapt to homeworld. past. Characters from homeworlds with T6+ gain an additional

Language: Zarusian. DM+2 to ageing rolls due to advanced medical treatment.

Pre-career Education: Optional, 1 term.

Typical Careers: Civilian (Fringe Worlder), Downtech-
er (Bootstrapper), Military (Soldier), Security (Agent).

Equipment: T7 (TL11) portable computer, T7 (TL10)

Traits: As culture, all gain one free trait.
Typical Careers: As culture.

mobile comm. 5

A lqrgely pro-Venu Successor State located pr?dom{- The End of Sexual Dimorphism
nantly in the Outremer subsector, the Zarus Dominate is
a harsh, oppressive culture characterised by dictatorial One consequence of genurgic enhancement is the break-
government and a post-feudal mentality. The Dominate ing of the link between sex and reproduction. Many
uses Venu planing technology, and almost every world worlds, especially in the Core Worlds, now grow new Com-
hosts delegations of Venu “advisers’. monality citizens entirely in vitro, although some citizens

still voluntarily become pregnant as a “life experience”
This has reduced the importance of sexual dimorphism in
personal identity and family structures. While many Com-
monality citizens still adhere to male or female gender
Creating Your Own Culture identities, just as many do not, adopting more neutral or
See Chapter 11: Cultures for creating new cultures. You asexual identities depending on culture and inclination.
should also create at least one world belonging to your Wit - itaellR U e iiiiay G G i vz

. .. . allow Commonality citizens to freely shift between
new culture, using the guidelines in Chapter 13: World ’ ; : )
biological sexes, becoming male, female, both, or neither,

Creation. according to preference or temporary inclination. Switch-
ing between biological sexes isn't a quick process—it takes
G E N UTY P E a little over a year—but the opportunity to experience
life from a wide variety of biological sex standpoints is
regarded as lightly as the choice of fashion, occupation,
Your character’s genotype represents his species, body plan, or other enhancements. This is not the case on rediscov-
traits, and other unusual abilities. It also helps determine his ered worlds, where a more traditional, largely binary
chronological and physical ages (which may be different if sexual dimorphism persists (although multiple genders

are frequently encountered). This simple modification in
human identity is perhaps one of the biggest causes of
cultural conflict in the Expansionary Era. In game terms,
players have a high degree of freedom when selecting
their character’s sex. Additionally, characters may modify

your character has had longevity treatments), and provides
suggestions for traits, careers, and augmentations. Pick one
genotype from the following list, or create your own.

COMMONALITY HUMAN their biological sex, as long as they have access to genurgy
Physical Majority: 14 years, begin career or pre-career and wait the year or so for the enhancement to complete

education at 18. or are willing to spend a couple of weeks recovering from
Lifespan: 120 standard years without longevity; indefinite advanced nanosurgery.

with longevity.
Ageing: Even without access to longevity or rejuve, Com-
monality humans don't make ageing rolls until 42 years of age
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Extreme Longevity

Commonality humans routinely live many centuries. Until
the Expansionary Era, life spans were set by the Mortality
Statutes at 500 years. Since then, considering the vastly
increased scope for accidental death facing Commonal-
ity citizens, most worlds have rescinded the Statutes and
there is now no legal maximum to how long you can

live. Conservative worlds (especially in the Core Worlds)
may frown on the “new-fangled” indefinite life spans and
quietly continue traditional euthanasia at 500, but the
Commonality recently celebrated its millionth citizen to
reach 700 years old, and bookmakers are taking bets on
how long people will live before accident takes them.

This is changing societies immensely. Commonality
citizens now routinely spend 25 to 30 years in education,
not beginning their first careers until they are 50 years old.
On Fringe Worlds, the Commonality is pragmatic about
its longevity treatments, aiming to mitigate culture shock.
Most contacted worlds have limited access to advanced
medicine, and few of them have been profoundly affected
by longevity.

For more on extremely long-lived characters, see “Pre-
Career Education in the Commonality” on page 38 and
“Ageing, Expertise, and Longevity” on page 78.

Hominid (Homo Variens)

Hominids derive from human stock which through genurgy
or genetic drift have become separate species or subspecies.
They're the most numerous form of “alien” in Mindjammer—
and certainly the ones who interact most with humans. Some
are far removed from their human ancestors. Four hominid
species—the Javawayn, Chembu, Hydragand-Dezimeer, and
Foliates—are introduced below. All hominds possess up to
three traits for free, in addition to the single free cultural trait
all characters possess. Any traits marked with an asterisk (¥)
do not count against the traits hominid characters gain for
free. Characters may possess any number of * traits.

CHEMBU

The Chembu are genurgists—specialists in genurgic enhance-
ment—and the managers of the Chembu Genurgy Corporacy.
Their homeworld is an oceanworld inhabited by a bizarre
organic global Mindscape analogue, which welcomed the
original colonists (after some horrific initial misunderstandings)
into its “mass mind”. Known as the Planetary Intelligence,

or just Chembu, it's connected to the Mindscape, although

its thoughts are too alien for most people. Before the colo-
nists’ arrival, the Planetary Intelligence lived by genurgically
modifying its environment. The Chembu hominids now have a

symbiotic relationship with it, a phenomenon with significant
philosophical ramifications. It has sensory, communication, and
manipulative organs best described as “psionic’, whose powers
the Chembu have been unable to replicate. The Chembu them-
selves are genurgically-enhanced waterworld dwellers. They
appear “streamlined’, with hairless, dolphin-like skin, lungs and
gills, and other modifications.

Physical Majority: 14 years, begin career or pre-career
education at 18.

Lifespan: 120 standard years without longevity; indefinite
with longevity.

Traits: Amphibious, Enhanced Smell, Night Vision.

Typical Careers: Civilian (Commonality), Diplomat, Mer-
chant, Sci-Tech (genurgist or researcher).

Differential Bioforms—
The Weirdness of the Core

Alternate body plans and extreme divergence from the
human norm is more common in the Core Worlds than
out on the Fringe, a consequence of millennia of social
development and increasing complexity and sophisti-
cation (some would say decadence). The following are
some alternatives to the standard human body plan,
with indications of the enhancements involved. Individu-
als can be encountered out on the Fringe; in the Core,
you can find whole cities or even worlds where these
bioforms are the norm.

Autotrophs: Individuals with the ability to generate
their own nutrition, either from sunlight (photosynthesis),
heat sources, proximity to energy fields, implanted ZIP
cells, or other sources. These characters possess the Auto-
troph augmentation (page 100).

Extremorphs: Individuals tailored for extreme envi-
ronments: vacuum, very high gravity, corrosive or toxic
atmospheres, high pressure environments, and so on.
These characters possess the Amphibious, Armour, Atmos-
phere Requirements, Vacuum Tolerant, or Wings traits (see
Traits, page 34).

Integrates: Individuals with mechanical rather than
genurgic enhancements, to the extent they are now
mostly non-organic. These characters often possess
the Armour and Vacuum Tolerant traits as well as the
Autotroph (T8) and Variform Body augmentations. The
most extreme consist of a brain and spinal cord in a non-
organic variform body.

Neutrals: Individuals without biological sex, including
the influential nootropes of Old Earth, whose word is life
and death, and the Neumanners of Von Neumann’s world,
who exist only to serve the Tribune Sentience. These char-
acters often possess the Autotroph augmentation and
always possess the Cosmetic Enhancer augmentation.
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The Planetary Intelligence

The Planetary Intelligence is the most remarkable being
ever encountered by humankind. The biosphere of the
world of Chembu exhibits emergent properties which
aren't reducible to its constituent organisms; in effect, the
whole planet is a single organism, alive and conscious in
ways which its constituents—including the genurgically
modified Chembu hominids—cannot comprehend. All
organisms on Chembu are attuned to the emergence and
maintenance of the Planetary Intelligence—every plant
and animal analogue acts as though it was an organ or
computing constituent contributing to the Intelligence’s
whole. Commonality scientists theorise that’s exactly what
they are—that, at some point in the distant past, the pre-
decessors of the Planetary Intelligence reconfigured all life
forms on their planet to act as nanomachine assemblies,
giving birth to a single, planetwide organism. It's teaching
the Chembu how to do this. And it appears to have a sense
of humour...

Bioships
The Chembu aren't the only “children” of the Planetary
Intelligence. Since First Contact, the Planetary Intelligence
has worked with the Commonality to create the Bioship
Fleet—interstellar vessels comprising mechanical compo-
nents mixed with organic material hybridised from human
and Chembu stock.

The bioships are amongst the biggest of the Common-
ality’s citizens: vast bio-mechanical vessels as much as ten
kilometres long. The first bioship, Planet Seed 1, with an
incept date of 77.244, is now over 115 years old. It's 10.5
kilometres from end to end, and still growing...

JAVAWAYN

The Javawayn are low-gravity hominids with no known
homeworld. Inhabitants of gigantic spacefaring vessels
known as star cities, they have little experience of planetary
life. They're short, emaciated humanoids with large heads,
prehensile feet, and brittle bones, highly susceptible to blows,
kinetic weapons, and standard gravity and above. Dwelling
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Ethnicity

Old Earth eliminated ethnic diversity millennia ago,
resulting in a homogenous population where personal ap-
pearance is a matter of fashion and preference. Out in the
“Ten Thousand Worlds’; however, every rediscovered world
has its own ethnic variations, developed over millennia of
isolation. Further, the Commonality encourages “culture
worlds” with robust cultures and ethnicities often derived
from Old Earth history. Today’s Commonality teems with
ethnic diversity—some old, some new.

in 0.3G or less, they're known throughout the Commonality;
even before the Expansionary Era they had a relativistic inter-
stellar drive, now mostly updated with Commonality planing
engines, although the more traditionalist star cities still travel
slower-than-light. They journey throughout the Fringe and
Core Worlds, providing excellent shipyards, luxury interstel-
lar hotels, and “cruise ships”. Javawayn venturing briefly into
environments higher than 0.3G wear grav harnesses. The
Javawayn operate the Javawayn Industries corporacy (page
202), manufacturing grav suspensors and hulls for zero-G
habitats, starships, orbitals, and plateworlds.

Physical Majority: 14 years, begin career or pre-career
education at 18.

Lifespan: 120 standard years without longevity; indefinite
with longevity.

Traits: Notable Athletics (dexterity), Prehensile Feet, *
Small (-1), * Weak (END).

Typical Careers: Civilian (Commonality), Merchant,
Spacer.

HYDRAGAND-DEZIMEER
Hydragand-Dezimeer are two radically divergent hominid
subspecies locked in a strange symbiosis. Originally from
a lost colony located in the Xi Auri Perseus protoplanetary
disk, they appear to have undergone extreme genurgic
enhancement millennia ago. The Hydragand are particle
harvesters with stony vacuum-sealed carapaces, who float
free in the belts, collecting hydrogen and other molecules
in naturally-generated magnetic fields and returning them
to the Dezimeer—Ilarge, slow-moving metabolisers dwelling
beneath magnetic sheaths on the surface of planetesimals.
The Dezimeer then process some of these materials via
complex metabolic activities and incubate new generations
of Hydragand. Their “technology”is bizarrely organic—almost
agricultural.

On first contact, it was almost impossible to believe the
Hydragand-Dezimeer were hominids at all. These exotic homo

variens are now found throughout Commonality Space in
asteroid belts and protoplanetary disks; the Morbius Metals
corporacy has even launched a class of mining vessels
tailored to their needs. Hydragand characters are created like
any other; Dezimeer should be created either as NPC allies for
Hydragand characters, or be created as synthetic installation
characters that can never become mechanicals, organics, or
starship sentiences. Dezimeer are usually ship-bound, using
avatars for non-ship activities.

Physical Majority: 14 years, begin career or pre-career

education at 18.

Lifespan: 100 standard years without longevity; indefinite

with longevity.

Traits:

« Hydragand: Armour (+8), IR/UV vision, Radiation
Tolerance, Vacuum Tolerance+, Unique Trait (inborn
equivalent of T8 (TL 14) thruster pack, see Traveller Core
Rulebook (page 96), but with an acceleration of only
0.03G)'.

« Dezimeer: Armour (+5), IR/UV vision, Large (+1),
Notable (INT), Radiation Tolerance+, * Slow (-4), Vacuum
Tolerance'.

Typical Careers: Explorer, Spacer.

" This trait must be paid for with a characteristic point or

benefit roll.

FOLIATES

The Foliates are hominids originating in the Foliate Hier-
archy sector but now dispersed throughout Commonality
Space wherever “vegetable intelligences” (exointelligences
based on plant-analogue life forms) are found. They have

a mystical world view known as Tree and Leaf, Root and
Branch, which strays precariously close to the Commonality
prohibition on religion.

Foliates appear mostly human, except for their prehensile
feet and greenish skin, veined with a black tracery. They have
an ability to communicate with many vegetable intelligences
by touch. They travel through space aboard vast tree ships,
STL vessels which are also plant-analogue exointelligences
and which have the appearance of a terrestrial tree-analogue

several hundred metres long with its own atmosphere pocket.

They usually have a gravity field of 0.3G to 0.5G; T7 tree-ships
have low acceleration, but T8 and T9 vessels have organic and
genurgic gravity engines and ZIP cells respectively.

Foliates travel through 2-space using forest ships, which
are essentially FTL tenders for tree ships which have been
developed since Commonality contact.

Foliates use many organic devices genurgically engi-
neered from plant-analogue life forms, including the motile
carnivorous cryptomeres, which are a combination pet /
servitor / bodyguard. These tend to be highly efficient, how-
ever, and can rapidly overwhelm fragile biospheres, and are
therefore deployed sparingly.
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Physical Majority: 18.

Lifespan: 120 standard years without longevity; generally
have Rejuve available.

Traits: Notable (Athletics: dexterity); Prehensile Feet;
Unique Sense (Treespeech); Unique Trait (T7 Autotroph).

Typical Careers: Explorer, Sci-Tech, Spacer.

Xenomorph

Humanity has always looked to the animal kingdom for
companionship and aid, domesticating species as desired. For
millennia, the Commonality has created animal companions
with human-like intelligence and fully or partially humanoid
body plans: the xenomorphs. Xenomorphs were traditionally
considered property under Commonality law. The Expan-
sionary Era, with thousands of rediscovered xenomorph and
hominid worlds, upended these rules, and xenomorphs are in
a legal limbo, subject to local custom. Xenomorph communi-
ties exist on the edges of Commonality society, doing menial
jobs, avoiding the attentions of their often arbitrary creators;
yet individual humans often accord xenomorphs equal status
in their families. Some lost colony worlds (often hominid
ones) accept xenomorphs as equal partners; others (usually
with little experience of diversity) see them as animals or even
“abominations”. The “Xenomorph Question” is a burning issue
for the Evolutionary Ministry, and xenomorphs travelling the
Commonality face an unpredictable reception, with some
worlds seeing them as ordinary visitors, and others treating
them as second class citizens or property.

Xenomorph characters are uplifted animals, and vary in
appearance from nearly completely animal to almost entirely
human. Known as genotype divergence (GD), this variation
ranges from being almost indistinguishable from the original
animal, to being almost indistinguishable from human. Creat-
ing xenomorph characters that are almost indistinguishable
from humans is little different from playing a particularly
human-like hominid, and players should create the character
using those rules. Playing xenomorphs that are not at least
somewhat humanoid is outside the scope of these character
generation rules. Xenomorphs created using the rules below
range from appearing as somewhat humanoid animals to
appearing as humans with at least a few animal features, like
a cetacean that appears human in dim lighting, but possesses
obvious cetacean features such as rubbery grey skin, blow-
hole, and streamlined physique.

Before the Expansionary Era, xenomorphs had no access
to any longevity treatments, and had tragically short lives.
Since the Xeno Wars (page 195), the situation has been cha-
otic, but Sentient Alliance scientists have developed longevity
and rejuve treatments for all xenomorphs who want them.
Outside the Alliance, many xenomorphs remain downtrod-
den, resentful, even rebellious.

RS he—"

CREATING XENOMORPH CHARACTERS

Xenomorphs who do not outwardly appear identical to ordi-
nary humans can have a maximum of three traits either from
their culture or from the appropriate xenomorph list below
for free, and must take at least one trait from the appropriate
xenomorph list below. If any traits are listed as mandatory,
you must take this trait to play that type of xenomorph. Any
traits marked with an asterisk (¥) do not count against the
three traits xenomorph characters gain for free.

Xenomorphs may suffer prejudice on worlds and in
polities which regard their kind as either subhuman or
monstrous. In such cases, xenomorph characters suffer a Bane
on all social checks when interacting with people who have
significant prejudices against their kind. Players are free to
create xenomorphs based on other animals, but should work
with the GM to decide appropriate traits.

AVIANS AND REPTILIANS

Physical Majority: 14 years, begin career or pre-career
education at 18.

Lifespan: 90 standard years without rejuve or longevity;
unlimited with rejuve or longevity.

Ageing: As described in the Traveller Core Rulebook
(page 47), Characters from homeworlds with T6+ gain an
additional +2 to ageing rolls due to advanced medical
treatments.

Common Avian Traits:

«  Enhanced Sight.

«  Fast Metabolism (+1 or +2).

«  Flyer.

«  Gliding (maximum of slow).

+ Heightened Senses.

« Notable Athletics (dexterity).

«  Notable DEX.

« *Small (-1).

«  *Weak END.

Common Reptilian Traits:

« Armour (+1 or +2) (scales).

«  Camouflaged.

«  Enhanced Smell.

« IR/UV Vision.

«  Natural Weapons (+1 or +2).

« Notable Athletics (dexterity).

« Notable DEX.

«  *Slow Metabolism (-1 or -2).

« Temperature Tolerance (hot).

CANIDS AND FELINES

Physical Majority: 10 years, begin career or pre-career
education at 14.

Lifespan: 45 standard years without rejuve or longevity;
indefinite with longevity.

Ageing: As described in the Traveller Core Rulebook

e N

29



\\‘||”‘m_/

30

(page 47), but with ageing rolls beginning at 26 (at the end of
their third career term). Also, use the character’s total number
of terms x 2 as a negative DM on this table. Characters from
homeworlds with T6+ gain an additional +2 to ageing rolls
due to advanced medical treatments.

Common Canid and Feline Traits

«  Enhanced Smell.

«  Fast(+1or+2).

«  Fast Metabolism (+1 or +2).

+ Heightened Senses.

«  Natural Weapons (+1 or +2).

«  Night Vision.

+  Notable DEX.

«  Partial Bipedalism.

CEPHALOPODS

Unlike other xenomorphs, cephalopods are created from
invertebrates and remain invertebrates. However, many
cephalopods gain a hydrostatic “skeleton” that enables them
to use some of their limbs for walking on land in standard
gravity, while still retaining the ability to be fully flexible in
aquatic or low gravity environments. environments.

Physical Majority: 10 years, begin career or pre-career
education at 14.

Lifespan: 45 standard years without rejuve or longevity;
indefinite with longevity.

Ageing: As described in the Traveller Core Rulebook
(page 47), but with ageing rolls beginning at 26 (at the end of
their third career term). Also, use the character’s total number
of terms x 2 as a negative DM on this table. Characters from
homeworlds with T6+ gain an additional +2 to ageing rolls
due to advanced medical treatments.

Common Cephalopod Traits

«  Amphibious.

«  Camouflaged.

+  Enhanced Smell.

«  *Invertebrate (mandatory trait).

«  Night Vision.

+ Notable Athletics (dexterity).

+  Notable DEX.

«  *Slow (-1 or-2) land only.

« Tentacles (mandatory trait).

CETACEANS, PITHICINES, AND URSOIDS

Physical Majority: 14 years, begin or pre-career educa-
tion at 18.

Lifespan: 75 standard years without rejuve or longevity;
indefinite with longevity.

Ageing: As described in the Traveller Core Rulebook
(page 47), Characters from homeworlds with T6+ gain an
additional +2 to ageing rolls due to advanced medicine.

Common Cetacean Traits

«  Amphibious (breath-holding).

«  Armour (+2) (blubber).

« Large (+1).

»  Notable END.

«  *Poor Manipulators.

«  *Slow (-1 or-2) land only.

- Sonar.

«  Temperature Tolerance (cold).

Common Pithecine Traits

« Large (+1) or Small (-1).

+ Notable Athletics (dexterity).

+  Notable STR or Notable DEX.

Common Ursoid Traits

«  Armour (+2) (thick hide and fur).

«  Enhanced Smell.

+ Heightened Senses.

« Large (+1).

«  Natural Weapons (+2) (claws).

+  Notable END.

+  Notable STR.

«  Partial Bipedalism.

«  Temperature Tolerance (cold).

Typical Career (for all xenomorphs): Civilian (Fringe
Worlder), Merchant, Rogue (entertainer).

Synthetic

Synthetics are artificial life forms, ranging from entirely
mechanical to entirely biological, although the distinction is
often blurred; the key is that synthetics are made, not born.
Commonality synthetics are as intelligent as they need to

be: intelligence is easily created, and synthetics with higher
than human intelligence operate starships, space stations,
habitats, and even entire worlds. Your synthetic character is
an eidolon, with a personality derived from a thanogram,
the memory and personality engram of a deceased individual
stored in the Mindscape (see Chapter 7: The Mindscape).
Eidolons are Commonality citizens; they’re most definitely not
the same person as the original whose thanogram they derive
from, but are instead imperfect copies with many shared
memories, new and unique individuals in their own right.
Many eidolons revere their source personalities as “parental”
figures, and some even display religious feelings. Synthetics
usually hail from the Commonality culture, although some
neo-cultures support them. Rarely, synthetics may come from
advanced lost colonies or rediscovered worlds.

Synthetics come in three types: mechanicals, organics, and
installations. Each type is defined by the nature of the body
their core corpus occupies. Unlike biological sentient creatures
like humans, synthetics can switch bodies, even to the extent
of a mechanical becoming an organic or an installation, or the
reverse, but this process requires a lengthy and often somewhat
traumatic adjustment period, where the synthetic learns to
occupy and use an entirely different body. Many synthetics repair
their bodies but never entirely replace them, and almost none
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Not all synthetics are eidolons. For less demanding roles,
like sentient weapons, vehicles, industrial equipment, and
the micro-sentiences in EECU credits, simple, mass-pro-
duced personalities known as basics are sufficient. Basics
aren’'t Commonality citizens: they're “blank-born’; created
without memories, and are effectively highly sophisticated
machines. Basics begin rudimentary mental development
after their incept dates, but rarely develop complex per-
sonalities, and are carefully screened for deviations from
acceptable norms.

w

change bodies more than once or twice a century.

Traits: All synthetics gain the Photographic Memory trait
and possess the equivalent of a Mindscape implant. In addi-
tion, synthetics do not age. A successful longevity roll allows
the synthetic to become 50 years older and gain the listed
skills and other benefits, but they do not require any interven-
tion to prevent ageing.

MECHANICALS
Mechanicals are predominantly or entirely composed of
inorganic materials, powered by zero point cells. They look
like the classic robot, although strictly speaking a mechanical
is an eidolon and a robot is a basic. Generally humanoid or
vehicle-shaped, mechanicals are employed for ruggedness
and endurance, and include attack droids, hazmat or indus-
trial processing synthetics, and alien environment explorers.
Special Rules: A humanoid mechanical character has the
same characteristics and skills as a human character, but also
has some very important differences. Mechanicals do not
need to eat, drink, or breathe, and can easily and comfort-
ably exist and work underwater or in vacuum. In addition,
they lack muscles, and their servos and motile fields never
become tired. As a result, they automatically succeed at all
Athletics (endurance) checks, even if they do not possess the
Athletics skill. Finally, they do not heal any damage unless
they possess a mechanical version of the Accelerated Healing
augmentation, and they require the Mechanic skill rather
than the Medic skill to repair any damage. Mechanicals can
use variform design (page 92) by acquiring the Variform Body
augmentation (page 104). Finally, outside of the Commonal-
ity, a number of cultures consider all synthetics to be clever
machines little different from basics, or abominations that
either trap human souls or are plotting to exterminate all
biological life. As a result, mechanical characters suffer a Bane
for all social checks when interacting with people who have
significant prejudices against their kind.
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Physical Majority: 4 years, begin career or pre-career
education at 5.

Lifespan: Indefinite.

Traits: Fast Metabolism (+3), Photographic Memory.

Typical Careers: Civilian (Commonality), Explorer, Military,
Sci-Tech.

ORGANICS
The term “organic”is often used to refer to naturally-born
sentient beings as well as synthetics, though thanks to in
vitro reproduction in the Commonality the distinction isn't
always clear. Properly speaking, organics are synthetics with a
majority of organic components; they may have varying body
plans, and are less rugged than mechanicals. They include
multi-service synthetics such as domestics and sanitation-
als, and those tasked with interpersonal duties. Some ships
choose to use organic avatars.

Special Rules: Organics often consist of a living, often
humanoid body with a durable core corpus located in
the individual’s head or chest. Rules for creating organic
synthetics are largely identical to those for playing human
characters. They must have food, water, and air to keep
their bodies alive, and their bodies heal like any other living
creature. Prior to the development of advanced T8+ sen-
sors, the only way to tell the difference between an organic
synthetic and any other biological creature is a detailed
medical examination and even at T8+, only a medical exam
or scanning the individual with a densitometer will reveal
their true nature.

The most important difference between a biologi-
cal sentient and a synthetic organic is that destruction of
the individual’s body does not necessary kill it. A synthetic
organic’s core corpus is always well protected by advanced
armour. Usually only a deliberate attempt to destroy the core
corpus or the use of overwhelming force will harm it. Once
recovered, a synthetic’s core corpus can be placed in a new
body, which could be a mechanical, organic, or installation.
However, like all other synthetics, organic synthetics develop
a deep psychological connection to their bodies, and chang-
ing bodies is a traumatic experience that requires a minimum
of several months of therapy to recover from.

Physical Majority: 10 years, begin career or pre-career
education at 12.

Lifespan: Indefinite.

Traits: Photographic Memory.

Typical Careers: Civilian (Commonality), Diplomat, Mer-
chant, Sci-Tech, Security.

INSTALLATIONS

Installations are large-scale synthetics like starship sentiences,
node minds (inhabiting global Mindscape instances), and cor-
puses (operating buildings). Installations sometimes use avatars
(page 77) to interact more naturally with other sentient beings.

Installations and Careers

In addition to the Installation career, synthetic characters
who are installations can also pursue other careers. These
careers are limited to the following: Diplomat, Explorer,
Merchant, Military (marine), Sci-Tech, Security, or Spacer
(belter). Installations who pursue any of these careers au-
tomatically gain an avatar (page 77) at the cost of either
one extension or benefit roll (you can choose which one
to give up), and perform their duties via Mindscape and
avatar. Except for a few careers like Diplomat or Merchant
(cartel member), where the character can inhabit an
embassy or cartel headquarters, the other careers require
the character to have a mobile form, typically a sentient
starship.

Special Rules: Installations only possess 4 characteristics:
DEX, INT, EDU, and SOC. Moreover, DEX does not refer to physi-
cal dexterity, but rather to how carefully the installation can
perform tasks depending primarily on physical accuracy and
precision. Node minds and corpuses aren't suitable characters
for Mindjammer campaigns involving interstellar travel, so most
installation characters will be starship sentiences.

To determine the effects of damage if someone attacks an
installation character, use the rules for damaging starships in the
Traveller Core Rulebook (pages 158-159). However, even if the
starship is wrecked or otherwise rendered inoperative, unless it
is blown up or otherwise deliberately destroyed with high-pow-
ered weapons, the character’s core corpus survives, protected
by a stasis field that activates if the ship is destroyed. Starship
sentiences can use variform design (page 92), allowing them
to reshape their ship or even to temporarily transform it into a
building or another type of vehicle.

Outside of the Commonality and its closest allies, most
people have had little contact with sentient installations. Many
of these people consider them to be nothing more than clever
machines and may become afraid of an installation when they
discover it is truly sentient. As a result, installation characters
suffer a Bane for all social checks when interacting with people
who have significant prejudices against their kind.

If a synthetic installation ever transfers their core corpus into
a body and becomes a mechanical or organic, you must immedi-
ately generate the character’s STR and END. This transference can
happen either during character generation or during play, but
it always requires a roll on Table 3-106: Eidolon Crisis (page 76),
since it’s a difficult and somewhat traumatic process that requires
several months to recover from.

Physical Majority: 4 years, begin career or pre-career
education at 5.

Lifespan: Indefinite.

Traits: Fast Metabolism (+3), Photographic Memory.
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Creating a Starship Character ship sheet, as shown in Chapter 8: Starships and Space
Stations and on page 370. The ship sheet will contain stand-

ard data for a starship (in this case likely a faster-than-light
Commonality starship called a planeship), but it's also where
you'll mark battle damage to your actual body (the starship
itself), as opposed to your character sheet which will probably
contain your avatar’s details for if you get caught in a firefight.

Here’s an example of a standard Mindjammer character
sheet filled out for a starship character—the Profit-class New
Trader Herald of Serendipity:

MINDJAMME

RANSHUMAN ADVENTURE IN THE SECOND AGE OF SPACE
CHARACTER SHEET

Creating a starship character works pretty much the same as
you'd expect from the Commonality human sample character
shown on page 9. You'll have the Installation genotype, prob-
ably either the Commonality or Core Worlds culture, and at
least one term of the Installation (sentient starship) career.

You'll also have two parts to your character sheet. The first
is the standard character sheet, containing all your character-
level info as a sentient starship character; the second is a

(" Name: Herrald of Serendipity

Occupation: Profit-Class New Trader

Culture: Commonality Genotype: Installation Actual Age: 162

Techindex: T4 Second Age of Space Longevity Packages: 3 Apparent Age: n/a

Homeworld: Bireme / Alfabright Economic System: Disinterested Resource Allocation

L Memes: Humanity is Transcending; Economics Should Provide For Everyone and Harm No One; Share Our Culture With Others )
4 N . N

g @ Strength @ Endurance Education . Resource Points:

E DM n/a DM n/a DM +2 g

7 . . g Credits:

E: Dexterity Intellect Saocial i

] DM+o OM+o (+1) DM = Cr262,000

\ V
4 N
Admin 1 (2) Engineer ( ) 2(3) Interface ( remote ops ) 4 (¢)  Pilot ( spacecraft ) 3 (7)

Advocate 3 (4) Engineer ( ) Interface ( sensors ) o (1) Pilat ( )
Animals ( ) Engineer ( ) Interface ( comums ) o (2) Pilat ( )
Animals ( ) Explosive Investigate Profession ( )
Athletics ( ) Flyer ( grav ) 1 Jack-of-all-Trades Profession ( )
Athletics ( ) Flyer ( ) Language ( Universal ) Recon

Athletics ( ) Gambler Llanguage ( Lowhigh )2(3)  Science ( ) o

" Art ( ) o Gunner ( ) o(1) Language ( ) Science ( )

% Art ( ) Gunner ( ) Leadership Social Science ( linguistics ) 1
Astrogation 2 (s) GunCbt( energy ) o(z)  Mechanic Social Science ( )
Broker 1 (5) Gun Cbt ( Medic ( ) o Seafarer ( )

Carouse 1 (5) Gun Cbt ( ) Medic ( ) Stealth
Deception Heavy Weapons ( ) Melee ( ) Steward
Diplomat Heavy Weapons ( ) Melee ( ) Streetwise
Drive ( ) Informatics ( mindscape ) 2 Melee ( ) Survival
Drive ( ) Informatics ( ) Navigation Tactics ( )
Drive ( ) Informatics ( ) Persuade 1 (2) Vac Suit
N 7
( N Tl N T
Halo augs: Mindscape Implant y Came sive A ame
=]
g Extension: Avatar (STR4, ENDA), ga Cognitve Aug +3
3 variform EE Longevity
=
Extension: Hazmat Avatar g Nanocells
L Technopsi Paints: S Stage 1 Gestalt Comms )
( Training in Skl )

9 Outremer Friendship Fleet Organisation: Scale 3, Reach 7 raining in Skl
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Typical Careers: Explorer, Installation, Merchant, Military
(marine), Sci-Tech, Spacer (belter).

TRAITS, ADVANTAGES, AND
FLAWS

Traits represent abilities which exceed or otherwise modify
standard human capabilities. They include physical attrib-
utes like fangs, claws, and other natural weapons; wings and
gasbags; and being much larger (or smaller) than standard
humans. Traits can be natural or engineered. Natural traits or
those which are the result of genurgic manipulation usually
breed true.

In addition to the new traits listed below, all of the fol-
lowing animal traits listed on pages 80-83 of the Traveller
Core Rulebook are available to hominid and xenomorph
characters as either inborn traits or genurgic augmenta-
tions: Amphibious, Bioelectricity (up to +2D), Camouflaged,
Fast Metabolism (up to +3), Flyer (Very Slow or Slow) (with
a maximum size of Small (-1)), Heightened Senses, IR/UV
Vision, Large (+1), Poison (with stats equal to tranq gas or
neurotoxin), * Slow Metabolism, * Small (-1 only). Traits
marked with an asterisk (*) are negative traits that can be
added freely and without cost; characters can have as many
negative traits as they desire.

Additional Traits

AMPHIBIOUS (BREATH-HOLDING)

This trait is identical to the Ampbhibious trait, except that you
can't breathe water. Instead, you can hold your breath for 15
minutes when performing strenuous activities, or up to 30
minutes when resting. This trait doesn't allow you to survive in
vacuum, but if you're in a p-suit or other sealed garment with-
out feeder tanks you can act normally for at least 15 minutes.

ARMOUR (+X)

This trait (Traveller Core Rulebook page 80) has a maximum
score of +8.The armour is always visible: +1 to +4 represents
blubber, fur, scales, or other relatively normal-looking (if
obviously inhuman) coverings, while +5 or higher represents
obvious and highly unusual stony plates, thick jointed cara-
paces, and so on. Characters with Armour +5 or higher also
automatically have the Weak (DEX) trait due to the limitations
the armour imposes on their range of motion.

* ATMOSPHERE REQUIREMENTS

You require a non-standard atmosphere to survive. This trait
can be minor or major. The minor version of this trait typically
involves a need for more or less carbon dioxide or oxygen,

or the presence of unusual trace gases such as chlorine. It

imposes a Bane on all END checks and inflicts one point of
damage per hour if forced to breathe a standard atmos-
phere. However, a simple breathing mask will remove these
penalties and permit recovery of the damage sustained by
exposure at the rate of 1 point of damage per minute.

The major version of this trait typically involves a need for
a radically different atmosphere, without which you suffocate,
sustaining 1D damage per round. While a breathing mask is
usually sufficient remedy, characters with this trait typically
wear p-suits and specially designed feeder tanks when in a
standard atmosphere.

ENHANCED SMELL

You have an especially keen sense of smell, allowing you to

identify traces of distinctive chemicals by scent and to make
Recon checks to identity individuals or track them by scent.

FAST (+X)
Unmodified humans have a movement score / speed of 6m.
With this trait, you can move at speeds of up to 6+X m.

GLIDING

You can move through the air at a speed of up to Slow, but
cannot gain altitude except under limited circumstances

like soaring on thermals, otherwise dropping 1m for every

20 horizontal metres you fly; nor can you take off from the
ground without special assistance. Characters of size Large
(+1) or larger can only glide in atmospheres with a pressure of
High or greater..

*INVERTEBRATE

You lack a rigid skeleton, and can squeeze through small
spaces with ease. A human-sized invertebrate could slip
through any space at least 20 cm on a side. However, the lack
of a skeleton also makes you more vulnerable to damage and
gives you less leverage. As a result, you possess the equiva-
lent of the Small (-1) trait (see below), despite your size being
unchanged.

LARGE (+1)
In addition to being considerably larger than a normal
human, your mass is between 300 and 500 kg, and you
have difficulty manoeuvring in confined spaces that normal
humans have no trouble with. You're also more resistant to
damage; when calculating damage taken by your character,
add +2 to each physical characteristic (STR, DEX, or END). This
increase doesn't change the actual value of each character-
istic, only the amount of damage it can take before being
reduced to 0.

For example, a character with END 8 and the Large (+1)
trait is treated as if their END was 10 for the purposes of taking
damage; ie, it takes 10 points of damage to reduce their END to 0,
but for all other purposes their END remains 8. Additional points
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heal at the same rate as other characteristic points.

Large size also increases leverage. Add the character’s size
(+1) as a DM to all STR checks, and add +1D to all damage
rolls for any melee attack that relies on your strength.

Finally, Large size makes you more conspicuous; apply a DM-1
to all Stealth checks. See “Large (+X)" on page 81 of the Trav-
eller Core Rulebook for further information.

NATURAL WEAPONS (+X)

You do 1D+X damage with natural weapons like claws or
teeth; the natural weapon must be defined when the trait is
taken. Remember that animals and characters do damage
with their natural weapons based on their size (Traveller Core
Rulebook page 81). The maximum weapon bonus for human-
oid or near-humanoid characters is +3.

NIGHT VISION

You possess excellent night vision, equivalent to someone
wearing light-intensifier googles (Traveller Core Rulebook
page 111).

NOTABLE (CHARACTERISTIC) OR (SKILL)

This trait gives you a +2 bonus to either a single characteristic
or a single skill. If you don't possess levels in the Notable skill,
then this trait gives you the skill at level 2.

PARTIAL BIPEDIALISM

You can walk on two or four feet equally well. As a biped,
you have a -2 penalty to Move; as a quadruped, your Move is
equal to 3x your bipedal Move, meaning that a human-sized
character with no other traits that affect movement would
walk upright with a speed of 4 and walk on all fours with a
speed of 12. However, when moving on all fours, you can't
carry or hold anything in your hands, and can’t manipulate
objects. Movement modifiers like Fast or Slow affect both
types of movement equally.

POOR MANIPULATORS

You have clumsy paw-like hands that suffer a DM-2 to all
checks involving manual dexterity or fine manipulation. You
don't incur these penalties when operating devices or using
tools via Mindscape.

PHOTOGRAPHIC MEMORY
You remember everything you see, hear, or otherwise sense,
and can recall it perfectly at any time; you never forget any-

thing unless drugged or mentally manipulated via Mindscape.

Mindscape exomemory can duplicate this trait, as long as the
character has previously thoughtcast a specific memory to
the Mindscape (it's a deliberate act), and is connected to the
Mindscape at the time; see page 131.
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PREHENSILE FEET

You have four hands, two of which are at the ends of your legs
and are larger than ordinary hands. Your hips and ankles are
also more flexible, so you can more easily manipulate objects
with your feet. You gain a DM+1 with Mechanics checks and
any checks to grapple an opponent in combat. However,
hands are less good for running than feet, so you also possess
the trait Slow (-2).

RADIATION TOLERANCE

You can endure large amounts of radiation; ignore the

first 400 rads of any exposure. Additionally, you reduce

your cumulative radiation exposure by 50 rads/day due to
improved cellular self-repair mechanisms. You must also pos-
sess at least the Armour (+2) trait to acquire this trait.

* SLOW (-X)

Unmodified humans have a movement score / Speed of 6m;
however, you may only move at speeds up to 6-X m. Sessile
characters are poor choices for play, so Slow should be limited
to a maximum reduction of -5. Characters with Slow (-1 to

-3) can't run as rapidly as normal humans, but have the same
walking speed.

* SMALL (-1)
In addition to being smaller than a normal human, your mass
is between 25 and 50 kg, and you can move easily through
spaces too small for ordinary humans. You're also less resistant
to damage; when calculating damage taken by your charac-
ter, subtract 1 from each physical characteristic (STR, DEX, and
END) for each level of Small. This reduction doesn’t change
the value of the characteristic, just the amount of damage it
can take before being reduced to 0.

For example, a character with END 8 and the Small (-1) trait
is treated as having END 7 for the purposes of taking damage; 7
points of damage reduces their END to 0. For all other purposes,
their END remains 8.

Small size also reduces leverage; you incur your character’s
size penalty (-1) as a DM to all STR checks.

Finally, Small size makes you less conspicuous; apply a
DM+1 to all Stealth checks. See “Small (-X)" on page 84 of the
Traveller Core Rulebook for further information.

SONAR

This trait allows you to produce pulses of ultrasonic sound

to scan your environment, providing sensory information
similar to that provided by black and white vision. In atmos-
pheres, sonar provides detailed information about shape and
position (sufficient to recognise faces) to a range of 10m, and
more general information with much lower resolution out to
50m. Sonar functions better underwater, providing precise
information to 100m, and lower resolution data to 500m.
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Sonar requires no light to function, but its range is reduced by
half in Low atmospheric pressure, and half again in Very Low.
Sonar can't be used at all in atmospheric pressures of Trace or
in vacuum.

TEMPERATURE TOLERANCE

Humans can survive unprotected in temperature ranges from
5°C to 45 °C, and suffer damage at higher or lower tempera-
tures (Traveller Core Rulebook, page 78). This trait allows
you to endure temperatures from -40 °C to +60 °C without
harm. Most often, characters only possess either Tempera-
ture Tolerance (cold), increasing only their ability to endure
temperatures down to -40°C without harm, or Temperature
Tolerance (hot), increasing only their ability to endure tem-
peratures up to 60°C without harm.

TENTACLES

You have boneless flexible limbs that can squeeze through
almost any space and provide a DM+2 to all checks involving del-
icate manipulation, including surgery and repairing or modifying
tiny mechanical components, but excluding combat checks
except grappling. The tentacles have suckers or other gripping

or adhesive measures, also providing a DM+2 to climbing checks
and contests of STR involving holding onto an object or person.

Trait Limitations and Purchasing
Additional Traits

All characters may possess one trait from their culture and
up to three traits from their genotype. Characters may also
exchange up to two characteristic points or benefit rolls
for two additional traits. Characters created using point-
based character generation (page 82) may also purchase
up to two additional traits at a cost of 1 Term Point per
trait. However, characters may not purchase additional
Notable traits in this fashion, nor may any character pos-
sess more than two Notable traits. Traits marked with an
asterisk (*) have no cost, and don’t count against these
limits. You may take as many * traits as you wish.

e

UNIQUE SENSE
You possesses a sense that standard humans do not, such as
the ability to see x-rays, or to send and receive radio waves.
Work out the details of this sense with your GM.

* WEAK (CHARACTERISTIC)

You suffer a -2 penalty to a single characteristic, with a
minimum score of 1. Characters with INT 1 are not suitable
characters for Mindjammer.

VACUUM TOLERANCE

You can survive in vacuum, possessing the equivalent of a
built-in p-suit (page 97). To possess this trait, you must also
have at least the Armour (+5) trait. You may survive indefi-
nitely in vacuum as long as you have access to food and
water; you no longer need to breathe, exactly as if you had
built-in feeder tanks.

FLAWS

Some characters have special physical or psychological limita-
tions, known as flaws. You may freely choose up to two flaws,
and may gain others during character generation and play.

Common Flaws

Some individuals are born with these flaws, others acquire
them from psychological trauma such as mindburn (page 75),
or (for synthetics) eidolon crisis (page 76). Each common flaw
a character possesses before starting their careers provides
either a +1 to any characteristic, or one additional skill roll
from a career of their choice.
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COWARD

You become afraid unusually easily; checks to intimidate you
gain a Boon. You try to avoid situations of immediate danger,
and must make a Routine (6+) END check to avoid running or
surrendering when given a chance to do so in such a situation.

FANATIC

You're passionately devoted to a particular meme (page 81), will-
ing to suffer social, legal, and even physical penalties for living by
it. You look positively on others who share the same meme.

LAW-ABIDING

You avoid breaking your culture’s laws, and won't even
attempt to do so without a compelling reason; if you do, you
suffer a Bane on any related checks. While anyone can have
this flaw, it's most often found among Commonality citizens
who have violated Commonality law and been subjected to
therapeutic re-education (see textbox).

LONGEVITY RESTRICTION

You suffer from a longevity restriction, even if you're not
exceedingly old; see page 80. These are cumulative with lon-
gevity restrictions gained elsewhere; ig, if you gain Pacifism
1 as a flaw, and later acquire another level due to longevity,
you'd have Pacifism 2.

PHOBIA

You're terrified of a particular creature, circumstance, or phe-
nomenon. In the presence of the phobia’s trigger, you incur

a Bane on all checks not directly involved with getting away
from or eliminating it. You'll also take steps to avoid coming
into contact with the trigger. Appropriate triggers for phobias
shouldn't be ubiquitous or unavoidable, like gravity or air,

but neither should they be exceptionally rare, like a particular
type of animal found only on a single planet, or elemental
mercury. Common triggers include: open flame, complete or
almost complete darkness, small insect-like creatures, venom-
ous animals, stasis fields, and (in some cases) xenomorphs.

PREJUDICED

Your character fears, loathes, or simply dislikes a particular
group. Bigotry against xenomorphs or synthetics is most
common, but other targets include Commonality citizens, res-
idents of the Fringe, or even anyone from a different culture.
You incur a DM-2 on all checks involving social interaction
with members of the group you're prejudiced against, and
you go out of your way to avoid spending time with them.

TECH CONSERVATIVE

You're only comfortable using technology you're very familiar
with, and have great difficulty learning to use new technol-
ogy. Double all penalties for using equipment with a tech
index different from your personal Tl, incurring a DM-4 per Tl

Commonality Law and Re-Education

The Commonality abolished prisons, judicial executions,
and similar archaic punishments thousands of years

ago. However, sometimes Commonality citizens commit
serious crimes. The Commonality takes a dim view of its
citizens being imprisoned, tortured, or executed by other
polities, regardless of the crimes the individual has com-
mitted, and negotiates for the release of those imprisoned
by foreign states, with the promise that the individuals will
be held responsible for their crimes.

For serious crimes, the Commonality subjects criminals
to therapeutic re-education, a process whereby indi-
viduals have their minds and values altered to ensure they
obey Commonality laws in future. The Commonality also
prefers its citizens not to violate the laws of states they're
visiting, but unless the law violated is also part of Com-
monality law, or the person is visiting a closely allied state
like the Sentient Alliance, individuals suffer no punishment
beyond exile from that state and promising Commonality
representatives that they won't return. Individuals violat-
ing these guarantees are usually detained at the world’s
starport or point of entry, and violators without excellent
reasons are likely to be subjected to mandatory therapeu-
tic re-education.

difference when operating, attempting to repair, or learning
to use equipment or vehicles from a higher Tl; and a DM-2
when operating, attempting to repair, or learning to use
equipment or vehicles from a lower Tl. If you change your per-
sonal T, you still suffer these penalties when using equipment
from other tech indices, including the Tl which was previously
your personal Tl.

Major Flaws

Major flaws are particularly limiting, equal in severity to two
common flaws; if you take one, you gain 2 additional charac-
teristic points, or 2 additional skill rolls, for each major flaw.
Since characters can possess up to two flaws, you could take
both of these as major flaws and receive 4 additional points of
characteristics or skills. You can’t acquire major flaws during
your careers or in play.

IMPLANT REJECT

Your body rejects most or all augmentations. You can never
have a Mindscape implant, gain access to the Longevity
augmentation, or use other augmentations. The only form of
longevity you can use is rejuve.
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YOUNG

For Commonality characters or cultures where members gain
the Longevity augmentation at adulthood and then enjoy
several more decades of education, someone who is in their
20s or 30s is barely more than a child. However, for some
reason you rejected the decades of education on offer and
began your career at age 18, just like the low tech inhabitants
of the Fringe. You can still take the Longevity augmentation if
you wish, but due to choice or circumstance you began your
career at age 18; perhaps you didn't want to wait decades
before setting out for adventures in the Fringe, or maybe

the your starship crashed, and you lived as a downtecher for
several years, after which you didn’t want to go back to being
treated as an adolescent.

PRE-CAREER EDUCATION

Once you've decided on your character’s culture and genotype,
you're ready to enter your pre-career education or your first
career (page 39). On Fringe worlds of T2 or higher, on some
Commonality culture worlds, and among the Venu, characters
who are interested in doing so can use the rules for universi-
ties and military academies presented in the Traveller Core
Rulebook (page 14), with the following changes.

FOR UNIVERSITY:

« Replace Electronics with Interface or Informatics on the
skill list.

« Graduation and Graduation with Honours provide the
listed bonuses to qualify for the following careers; Diplo-
mat, Explorer, Military, Sci-Tech, Security.

FOR MILITARY ACADEMY:

« Military Academy is the same for AFI Soldier and Space
Force Marine: END: 8+. There is no academy for Hi-Threat
Assault Troopers.

» Skills provided are the service skills from the Military career.

Events During Pre-Career Education
The Events During Pre-Career Education table on page 15
of the Traveller Core Rulebook is modified as shown in Table
3-2: Pre-Career Education Events.

Pre-Career Education Within the
Commonality

Most Commonality citizens can expect to live lives of many
centuries, and happily spend their first decades in educa-
tion, preparing themselves for productive careers in the
new golden age of Rediscovery. As a result, all beginning
Commonality characters automatically receive a longevity
package (page 79) at adulthood. Except on a few culture

Table 3-2: Pre-Career
Education Events

Roll Event

2 Replace the entry with: You catch the interest of
someone from the Commonality. They offer you
Commonality citizenship. If you accept, you do
not graduate, but gain a Commonality longevity
package and become a Commonality citizen.
Even if you refuse, your contact with someone
from the Commonality increases your personal
Tl by +1 if it is lower than 9.

4 Any roll of 2 on the SOC roll is ignored.

11 Replace the entry with: Your world is raided or
at war. If you roll SOC 9+ you can continue your
education normally. Otherwise, you do not grad-
uate and instead choose between immediately
joining either the Military or the Rogue career.

worlds, this extended pre-career education is almost univer-
sal, and typically lasts until citizens are at least 50 years old. In
rules terms, Commonality characters who lack the Young or
Implant Reject major flaws gain a longevity package, and all
its benefits, before choosing their first career.

Because the Commonality prefers citizens to have a
grounding in general life skills and specialise once they
choose a career, this initial longevity package is slightly
different from the standard longevity package described on
page 79. First, its skills and benefits are automatically drawn
from the Civilian (Commonality citizen) career. Second, you
can gain a maximum of 2 levels in any given skill (if you're
rolling for skills, reroll any roll that would take you above
level 2)—the Commonality tries to produce well-rounded
citizens. And, thirdly, the package provides you with a +2
to EDU, and 6 skills (rather than the default 8 skills of the
standard package). Note that the +2 EDU is in addition to
the bonus from the Notable EDU trait that growing up in
the Commonality provides. Note also that you don't roll for
any career events, survival or advancement during your pre-
career education; the Civilian career just specifies the tables
to pick your skills from.

Finally, your Commonality education provides you with all
the other benefits of the standard longevity package. These
are detailed on page 79, but we'll recap them here. You gain:
» asingle extension (an Avatar, Emulator, Halo, or Sentinel:

see page 110);

» asingle connection, ally, or organisation;
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« Cr250,000-worth of unrestricted augmentations or other
pieces of unrestricted personal equipment.

Once you've completed your Commonality education, you

then gain a DM+2 if you try to qualify for any of the follow-

ing careers: Diplomat, Explorer, Merchant (cartel member),

Military, Sci-Tech, and Security.

CAREERS

Your personal Tech Index and culture may restrict your choice
of career. If either of these changes during character genera-
tion, check the careers list to see which careers ones you're
now eligible for, or which you're no longer eligible for.

Civilians, Rogues, and the Resource
Allocation Board

As in the Traveller Core Rulebook, you may attempt to enlist
in one career each term if you aren’t continuing with an
existing career. If you fail to qualify for a new career, you have
several options. Every character automatically qualifies for the
Civilian career on their homeworld, or in the polity where they
last had a career as a Civilian. Additionally, any character also
automatically qualifies for the Rogue career, and any charac-
ter from a Fringe world with T8- automatically qualifies for the
Downtecher career. You may choose any of these options that

Ca—

Fifty Years of Education

With lifespans expected in centuries and perhaps even mil-
lennia, Commonality citizens feel no need to get education
over with quickly. The first fifty years of life in the Common-
ality usually consists of the following.

Table 3-3: Fifty Years of Education

Age Education

1-3 “Cyber-nursery”.
4-6 Socialisation.
7-10 Basic skills, analysis, filling out.

11-16  Broad skill base.
17-21 Mindscape (initial implant and training).

21-25  Primary education and correctives.
26-30  Longevity augmentation acclimation.
31-35  Life skills and correctives.

36-40  Mentoring, contributory education, and
additional augmentations.

41-50  Specialisation selection (including career).
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Table 3-4: Resource Allocation
Board Table

1D  Career
1 Downtecher (uplifter only)
Explorer (scout only)
Merchant (corporacy mercantilist only)

2

3

4 Military (AFI soldier or marine only)
5 Security (culture agent only)

6

Spacer (belter or starship crew only)

you meet the requirements for without rolling.

In addition, in the Commonality, you can apply to the
Resource Allocation Board to be assigned to a career that
you could not otherwise qualify for. The Resource Allocation
Board is the Commonality’s version of the draft; people who
apply to it are assigned to duties which the Commonality
needs personnel for. Characters can apply to the Resource
Allocation Board up to once a term, but must accept the
result of the board'’s choice for at least the next term.

Changing Careers or Assignments
Changing careers is handled identically to the process
described on page 18 of the Traveller Core Rulebook. Chang-
ing assignments in the Diplomat, Explorer, Installation, Military,
and Sci-Tech careers simply requires a qualification roll. If this
roll is unsuccessful, the character continues in the career with
their previous assignment, without penalty. If the qualification

Specialisation, Genotypes, and
Augmentation

Occupational specialisation is a feature of the hyper-
advanced societies of Mindjammer. Human and other
beings are increasingly tailored for certain tasks and roles.
Human beings evolved to be adaptable generalists; in the
Commonality, and especially in the Core, this seems to be
in reverse: Commonality nootropes are highly adapted
administrators, the Chembu specialise in genurgy, starship
2-pilots are usually synthetics, n-pilots are often feline,
cetacean, or cephalopod xenomorphs, and so on. This isn't
necessarily the case on the Frontier—another instance of
the diverging Fringe and Core societies.
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roll is made, the character adopts the new assignment and
continues in the career, retaining their rank.

New assignments in the Civilian, Downtecher, Merchant,
Security, and Spacer careers are considered to be new careers.
Benefit rolls are made as normal, and a qualification roll is
necessary to enter the assignment. Characters who change
assignments in these careers do not retain their rank. A char-
acter who fails the qualification roll must become a Rogue, a
Civilian in their current culture, or submit to assignment by the
Resource Allocation Board.

New Listings for Careers

The careers listings which follow include several new
parameters, described below.

Tech: Only characters with a personal Tl in the listed
range may choose this career. Some careers and events
alter your personal Tl, but it typically does not change
during a term.

Economic System: This is the economic system or
range of economic systems that offer this career. Choosing
this career means that your benefits rolls are governed by
the rules of this economic system. Changing careers can
change your economic system.

Longevity Package: This is a roll, listed as Longevity
Package: X+. For every term that you're in this career, you
must roll to acquire a longevity package in this career.
Longevity packages provide you with skills, augmenta-
tions, equipment, and other benefits, and are detailed on
page 79. If you're from the Commonality culture, you'll
have already acquired a slightly customised longevity
package as part of your initial pre-career education;
this is in addition to that. Success on the roll makes you
50 years older, and gives you various advantages (see
page 79). Failure means you take no longevity package
this term, but you must roll again the next term. You
must make a longevity package roll every term, and
unless your referee permits older characters, you must
end character generation as soon as you have obtained
3 longevity packages, including the one obtained from
Commonality pre-career education.

Extensions: This is the 2D roll needed to gain an ex-
tension (see page 110) in this career term, together with a
list of possible extensions. Only characters with Mindscape
implants whose personal Tl is at least T8 may gain exten-
sions. Characters may roll for extensions once per term.

Connections: This is the 2D roll needed to gain a
connection in this career term. Connections are ties to
other characters or groups, including allies, contacts, and
organisations. See page 185 for more on organisations;
allies and contacts are described on page 18 of the Travel-
ler Core Rulebook. Characters may roll for connections
once per term.




How Long Should | Stay In My Career?

Usually in Traveller, the creeping enfeeblement caused by
successive ageing rolls encourages you to stop rolling for
career terms for your character before he’s too old to make
a difference. In Mindjammer, with its vastly extended
lifespans, synthetic characters, and longevity and rejuvena-
tion technologies, things are somewhat different. In theory,
it’s possible to keep your character rolling for career terms
almost indefinitely, gradually racking up skill levels and
expertise; in the Commonality, there are synthetic sentiences
thousands of years old, and even normal humans have
lifespans measured in centuries.

In practical terms, we advise you to put a maximum age
limit on your characters. Specifically, once your character
hits 150 years old, we suggest you finish up with character
creation and get ready to play. Practically speaking, this is
really only an issue for synthetics and Commonality culture
characters; Fringe Worlders, xenomorphs, Outer Worlders,
and the like come from cultures where longevity isn't yet
widely available and therefore not a problem.

For long-lived characters, this means you're topping out
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at two or three longevity packages. You'll have a character
who’s highly competent and with a long history, extensive
contacts and organisational ties, and possibly many aug-
mentations; but importantly he’ll also be a little “strange” to
his younger counterparts, simply by virtue of having lived so
long. In Mindjammer, long-lived characters gain longevity
restrictions (page 80), which are behavioural restrictions
(and even flaws) which can force your character to act in
certain ways, and, the older your character is, the more such
restrictions he'll have.

Lastly, keeping your character under 2-3 longevity pack-
ages means he’ll be less than 200 years old. That means he’ll
have been born, instantiated, or otherwise created since the
beginning of the New Commonality Era, part of the brave
new golden age of Rediscovery.

Of course, there’s nothing stopping you from playing
older and stranger characters; discuss it with your referee if
that’s something that interests you. But also bear in mind
that it'll be the rare 500-year old who wants to put his life at
risk watching a gang of greenbacks stumbling through life
making all the same mistakes he once did before FTL was
ever even thought of!
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CIVILIAN

Qualification: EDU 5+, DM-1 for every previous career
(but only if choosing a Civilian career outside of your
culture). No qualification roll is necessary to choose this as
a first career or to return to this career, as long as the char-
acter returns to the same assignment. However, changing
assignments is considered to be starting a new career. If
this roll is successful, this new assignment requires no roll
to return to. Most people are civilians—from the densely
populated Core Worlds, to the lost colonies being rediscov-
ered every day.

Tl Modification: If someone not raised in the Com-
monality becomes a Commonality citizen, their personal
Tl increased by +1 (to a maximum of T10). If someone who
was not raised as an Outer Worlder becomes an Outer
Worlder, their personal Tl decreases by -1 (to a minimum of
the Tl of that outer world).

Chapter Three

SPECIALISATION: COMMONALITY CITIZEN
Commonality citizens lead charmed lives, with extended
lifespans, genurgic enhancements, and post-scarcity econo-
mies. Social structures vary: Core World citizens are often
born in vitro and raised in communal, specialised environ-
ments, whereas those on rediscovered worlds differ from
planet to planet.

Tech: T9-T10.

Economic System: Disinterested Resource Allocation
(other options are possible for citizens of Culture Worlds).

Longevity Package: 7+, DM-1 per additional term.

Extensions: EDU 9+ (avatar, emulator, skill chip).

Connections: SOC 9+; choice of ally, contact, or organi-
sation (corporacy or instrumentality).

SPECIALISATION: FRINGE WORLDER
The most recent additions to Commonality society are the
Fringe Worlds—sometimes already integrated, sometimes
full of fiery resistance, they are unique and energetic cul-
tures unfamiliar with the Commonality’s ways.

Tech: T8-T9 (by homeworld).

Economic System: By homeworld.

Longevity Package: 10+, DM-1 per additional term.

Extensions: EDU 10+ (avatar, emulator, sentinel, skill
chip).

Connections: SOC 9+; choice of ally, contact (any local
or Commonality citizen), or organisation (corporacy).

SPECIALISATION: OUTER WORLDER
Populations of the Outer Worlds have probably never heard
of the Commonality, and may not even know there’s life
out there among the stars. If they’re not on their home-
world, they've either been abducted, or are part of a secret
exchange with an off world power.

Tech: T1-T8 (by homeworld).

Economic System: By homeworld.

Longevity Package: 11+ (if permitted by TI), DM-1 per
additional term.

Extensions: EDU 10+ (emulator, sentinel (if TI 8+), skill
chip).

Connection: SOC 10+; choice of ally (any local citizen or
disguised off-worlder) or organisation (local government).
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Table 3-5: Civilian Career Progress

Specialisation Survival Advancement

Commonality Citizen SOC 6+ EDU 6+ 7+*
Fringe Worlder EDU 6+ INT 6+ 10+*
Outer Worlder END 6+ EDU 8+

*DM-1 per additional term.

Roll 1D  Personal Development

1

2
3
4
5
6

Roll 1D

o v b~ W N

Rank

QA U1 A W N

+1 EDU
+1INT
+1S0C
Carouse
Drive or Flyer

Jack of All Trades

Broker
Carouse
Drive or Flyer
Informatics
Profession

Steward

Service Skills

Longevity

e N

11+* (if permitted by TI)

Table 3-6: Civilian Skills and Training

Advanced Education (min EDU 10)

Advocate
Art

Diplomat

Informatics

Language

Medic

Table 3-7: Civilian Specialist Skills and Training

Admin
Advocate
Diplomat
Informatics
Interface

Profession

Specialist: Commonality Citizen

Admin

Drive or Flyer
Informatics
Language
Persuade

Profession

Table 3-8: Civilian Ranks and
Benefits (Commonality Citizen)

Specialist: Common-

ality Citizen

Important Citizen

Respected Citizen

Influential Citizen

R ""'"ll-\

Skill or Benefit

Admin 1

Informatics (Mindscape) 1

+1SOC

Specialist: Fringe Worlder

Admin

Animals or Drive

Carouse
Language
Profession

Survival

Specialist: Outer Worlder

Table 3-9: Civilian Ranks and
Benefits (Fringe Worlder)

Rank  Specialist: Fringe

Worlder
0
1
2
3 Consultant
4
5 Counsellor
6

Skill or Benefit

Profession 1

Admin 1

+1S0C
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Table 3-10: Civilian Ranks and Table 3-11: Civilian
Benefits (Outer Worlder) Mustering Out Benefits

Rank = Specialist: Outer Skill or Benefit Roll 1D Credit = Other Benefits
Worlder 1 1,000 Halo (+1 EDU for T7- Outer Worlders).
0 2 5,000 Emulator (+1 INT for T6- Outer Worlders).
] Streetwise 1 or Survival 1 3 10,000  Avatar (+1 END for T5- Outer
2 Spokesperson Worlders).
3 Leader Leadership 1 4 10,000  Vehicle.
4 10,000  Augmentation (Ally for T5- Outer
5 Elder Diplomat 1 Worlders).
6 6 50,000  Ship (+1 EDU for T7- Outer Worlders).
7 100,000 +1 SOC.

Table 3-12: Civilian Career Events
Roll 2D Event

2 Disaster! Roll on the Mishap table, but you are not ejected from this career.

3 Political or social unrest strikes your world. Gain one of Advocate 1, Gun Combat 1, Recon 1, Streetwise 1, or Tactics 1.

4 You come into contact with radical new ideas. Gain 1D3 contacts, and roll Persuade or Streetwise 7+. On a failure,
you are injured; on a success, you gain Advocate 1 or Tactics 1.

5 You encounter radical new technologies. Gain one of Engineer 1, Informatics 1, or Interface 1. If you didn’t have
one previously and lack the Implant Reject flaw, taking Informatics automatically gets you a Mindscape implant
(page 103).

6 You're given advanced training in a specialist field. Roll EDU 10+ to gain any 1 skill of your choice at level 1.

7 Life event.

8 You're involved in shady dealings. If you choose to go along with them, you gain a DM+1 to this term’s benefit roll,
and gain a criminal contact and Deception 1 or Streetwise 1.

9 If you have a Mindscape implant you spend a lot of time in virtualities, and may automatically take any one virtual-
ity extension (page 78) as this term’s benefit. Otherwise you gain +1 Informatics.

10 You're embroiled in endless bureaucracy. Gain one of Admin 1, Advocate 1, Diplomat 1, or Persuade 1.

1 You befriend a very useful social superior; gain an ally. You can take Diplomat 1, or gain a DM+2 to your next

advancement roll.

12 Automatic promotion.

Table 3-13: Civilian Career Mishaps

Roll 1D = Mishap
1 You're injured. Roll on the Injury Table.

2 Revolution, unrest, or social upheaval forces you to leave your world. Roll Streetwise 8+; on a success, increase any
skill by +1 level.

3 Commonality planning, corporacy intervention, or other such force threatens your profession or way of life. Go
along with it and let your profession or way of life be destroyed, getting a DM+2 on your next benefit or qualifica-
tion roll; or resist it and gain an ally.

4 A local co-worker or community member becomes a rival.
5 Economic collapse, technological change, or both, destroys your lifestyle. Reduce your SOC by -1.
6 Gain a powerful official with widespread influence as an enemy.
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DIPLOMAT

Qualification: SOC 9+, DM-1 for every previous career.
Auto-qualify if your Social Standing is 10 or above.

With the constant cultural friction along the Frontier,
and the endless issues thrown up by the Commonality’s
young and vibrant interstellar society, diplomats are every-

where. Some work for the Communications Instrumentality;

others represent other cultures or worlds.

SPECIALISATION: AMBASSADOR
Most rediscovered worlds not yet fully integrated into the
Commonality have a Commonality ambassador and staff.
Likewise, the same worlds send ambassadors to the Com-
monality—often to the Pansectoral Moots at the sector
capitals.

Tech: T7-T10 (by polity).

Economic System: By polity.

Longevity Package: 6+ (Commonality) / 9+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel, skill
chip).

Connections: SOC 7+; choice of ally (any from either
home polity or your posting) or organisation (local govern-
ment).

SPECIALISATION: ATTACHE
You work in an embassy as an aide. The diverse nature
of your duties means that you can be anything from a
researcher or investigator to a part-time spy.

Tech: T7-T10 (by polity).

Economic System: By polity.

Longevity Package: 7+ (Commonality) / 10+ (else-
where, Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel, skill
chip).

Connections: SOC 8+; choice of ally (any from either
home polity or your posting) or organisation (local
government).

SPECIALISATION: NEGOTIATOR

Where ambassadors fail, or where they aren't yet allowed,
negotiators are on the front lines, hammering out peace
agreements and forging the terms on which a world will

RS he—"

join the Commonality. Some are sent to work immediately
after first contact has been made. While ambassadors and
attachés can come from any advanced culture, almost all
negotiators are from the Commonality.

Tech: T9-T10 (by Commonality homeworld).

Economic System: Disinterested Resource Allocation
(or other if from a culture world).

Longevity Package: 7+ (Commonality), DM-1 per addi-
tional term.

Extensions: INT 8+ (avatar, emulator, sentinel, skill
chip).

Connections: SOC 7+; choice of ally (any from either
the Commonality or your posting) or organisation (local
government, corporacy, or instrumentality).
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Table 3-14: Diplomat Career Progress

Specialisation Survival Advancement
Ambassador INT 4+ SOC7+
Attaché SOC 4+ EDU 6+
Negotiator INT 5+ INT 8+

*DM-1 per additional term.

Longevity
6+/9+*
7+ /10+*
7+*

Table 3-15: Diplomat Skills and Training

Roll 1D  Personal Development Service Skills
1 +1 DEX Admin

2 +1 EDU Carouse

3 +1 INT Drive or Flyer
4 +1SOC Diplomat

5 Deception Leadership

6 Informatics Persuade

Advanced Education (min EDU 8)
Advocate

Informatics

Investigate

Interface

Language

Social Science

Table 3-16: Diplomat Specialist Skills and Training

Roll 1D  Specialist: Ambassador Specialist: Attaché
1 Advocate Admin

2 Carouse Deception

3 Broker Drive or Flyer

4 Deception Interface

5 Diplomat Investigate

6 Leadership Stealth

Table 3-17: Diplomat Ranks and
Benefits (Ambassador)

Rank Specialist: Ambas- Skill or Benefit
sador

0

1 Diplomat Admin 1

2

3 Senior Diplomat Diplomat 1

4 Ambassador

5 Pansectoral Consul +1S0C

6 Ambassador Without
Portfolio

0

Specialist: Negotiator
Broker

Diplomat

Language

Leadership

Persuade

Social Science

Table 3-18: Diplomat Ranks and

Benefits (Attaché)
Rank Specialist: Attaché Skill or Benefit
Analyst Informatics 1
Aide Investigate 1
Counsel Advocate 1
Advocate

A Ut A W N
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Table 3-19: Diplomat Ranks and Table 3-20: Diplomat

Rank
0

o U1 A W N

Roll 2D
2

0 N o v b

10

11

12

Roll 1D
1

Benefits (Negatiator) Mustering-out Benefits
Specialist: Negotiator  Skill or Benefit Roll 1D  Credit Other Benefits
1 10,000 Helper drone

Assistant Negotiator Persuade 1 2 10,000 Augmentation

Social Science 1 3 50,000 Organisation
Negotiator 4 50,000 Halo or Emulator
Chief Negotiator 5 100,000 Virtuality

Diplomat 1 6 100,000 Diplomatic courier ship
Arbiter 7 200,000 +1 SOC

Table 3-21: Diplomat Career Events
Event

Disaster! Roll on the Mishap table, but you are not ejected from this career.

You are involved in a “duel” of political intrigue. Roll Diplomat, Leadership, Persuade or Tactics 8+: on a failure, lose 1
SOC and forfeit your benefit this term; on a success, gain +1 SOC and a rival.

You gain access to specialist training. Take any skill of your choice at level 1.

You are instrumental in securing a major diplomatic agreement. Gain an ally and +1 SOC.
You gain access to major resource allocation. Gain a DM+1 on this term’s benefit roll.

Life event.

You are embroiled in a political conspiracy. Roll Deception, Diplomat, or Tactics 8+: on a failure, lose 1 SOC and roll
on the Mishap table as the conspiracy collapses; on a success, gain 1D3 contacts and one of Carouse 1, Deception
1, Persuade 1, or Tactics 1.

You advance through popular acclaim. Gain one of Diplomat 1 or Persuade 1, a jealous competitor as an enemy,
and a DM+2 on your next advancement roll.

You manipulate or charm your way through high society. Gain a rival or an ally, and one of Carouse 1, Diplomat 1,
Persuade 1, or Steward 1.

You make an ally of a powerful dignitary in your service. Gain +1 Leadership or a DM+4 to your next advancement
roll and an ally.

Automatic promotion.

Table 3-22: Diplomat Career Mishaps
Mishap

A negotiation goes horribly wrong and many people are killed. Roll on the Injury Table, and gain the other side as
an ally or enemy. If an ally, then also gain a member of your own side as an enemy.

You are accused of espionage. Whether true or not, lose 1 SOC, and gain a DM+2 to qualify in the Security career.
Gain +1 Deception.

Your diplomatic vessel crashes on a low tech world, your next career is automatically Downtecher (any). Gain +1
Survival.

Diplomatic intrigue forces you out. Gain one of Advocate 1, Deception 1, or Diplomat 1, and gain a rival.

There’s a sea-change in political currents in the Communications Instrumentality or your diplomatic service. Gain a
contact and +1 Deception.

You are drawn into politics or the military. Pick a side, and gain a DM+2 to qualify in either the Military or Security
(culture agent) careers with an automatic +1 rank.
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DOWNTECHER

Qualification: Automatic if T8 or less, may be entered by a
mishap.

Maybe you're from a low tech lost colony or Fringe World,
or a neo-culture which eschews advanced technology. Either
way, your personal tech index is no higher than T8 and is
probably lower.

Rescue Roll: Some characters end up in this career
because they suffered a mishap, as a result of which they
were exiled to or crash landed on an isolated low tech world.
Any character who begins this career due to such a mishap
may make a roll to be rescued by a visiting starship; charac-
ters who are natives of this world can make this same roll to
talk or bribe their way onto a starship.

Tl Modification: If someone from a world of T5 or
higher serves one or more terms as a barbarian, their
personal Tl decreases by -1 (to a minimum of the world’s
TI). Serving one or more terms as a bootstrapper or uplifter
increases a character’s Tl by +1 as long as their personal Tl
is less than T9. Serving one or more terms as a bootstrap-
per and then one or more terms as an uplifter increases a
character’s personal Tl by +2.

\mfﬂ”llll'y

SPECIALISATION: BARBARIAN
Some worlds are so primitive that all knowledge of advanced
technology has been lost. Sometimes the Commonality
quarantines these worlds; other times it occupies them and
assimilates the native culture; at other times still the world
escapes notice—except perhaps for New Traders or other ne'er-
do-wells. Barbarian characters make their ways off these worlds
and tread a path of mayhem through the Commonality.

Tech: TO-T3 (by homeworld).

Economic System: Barter, Confiscation, Unregulated
Money Economy, Regulated Money Economy.

Longevity Package: None.

Extensions: None.

Connections: SOC 7+; choice of ally (any local or dis-
guised off-worlder) or organisation (local government).

Rescue Roll: 7+.

SPECIALISATION: BOOTSTRAPPER
Some cultures, when faced with the Commonality (and espe-
cially the Commonality embargo), double their efforts to catch
up, spurring cultural renaissances and technological leaps.
Bootstrappers are from those societies; born into turbulent
change, they rise through the tech indices by sheer power of
will, and the occasional bit of reverse-engineered tech.

Tech: T4-T7 (by homeworld).

Economic System: Unregulated Money Economy, Regu-
lated Money Economy, Planned Economy.

Longevity Package: 10+ (rejuve only and only at T6+).

Extensions: None.

Connections: SOC 8+; choice of ally (any local or dis-
guised off-worlder) or organisation (local government).

Rescue Roll: 8+.

SPECIALISATION: UPLIFTER
The Commonality doesn't leave all low-tech cultures where it
finds them; some it uplifts, sending in cultural and technical
teams to raise the world to standard Commonality tech as
quickly as possible. Uplifter characters may not understand
the tech they're using, and may be in profound culture shock,
but they're beginning to cope in Commonality society—just!

Tech: T7-T8 (by homeworld).

Economic System: Any except Barter.

Longevity Package: 10+, DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 8+; choice of ally (Commonality uplift
specialist or ship) or organisation (local government, or Com-
monality instrumentality or corporacy).

Rescue Roll: Automatic for off-worlders (due to contact
with uplift teams), 7+ for locals. Off-worlders can continue in
this career if they wish and can leave after any term.
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Table 3-23: Downtecher Career Progress

Specialisation Survival Advancement Longevity
Barbarian END 6+ STR7+ None
Bootstrapper INT 6+ EDU 6+ 10+ (rejuve only)'

Uplifter EDU 5+ SOC 6+

'T6+ only. *DM-1 per additional term.

10+*

Table 3-24: Downtecher Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 8)
1 +1 DEX Athletics Diplomat

2 +1 END Melee or Gun Combat Engineer

3 +1 END Recon Language

4 +1INT Streetwise Mechanic

5 +1STR Stealth Science

6 Jack of All Trades Survival Tactics

Table 3-25: Downtecher Specialist Skills and Training

Roll 1D  Specialist: Barbarian Specialist: Bootstrapper Specialist: Uplifter
1 Animals Drive or Flyer Drive or Flyer

2 Carouse Engineer Engineer

3 Melee Interface Informatics

4 Seafarer Mechanic Mechanic

5 Stealth Science Pilot

6 Survival Vac Suit Science

Table 3-26: Downtecher Ranks and

Benefits (Barbarian)

Rank Specialist: Barbarian  Skill or Benefit
0

1 Survival 1

2 Warrior Melee (blade) 1
3

4 Chieftain Leadership 1

5

6
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Table 3-27: Downtecher Skills and
Benefits (Bootstrapper)

Rank Specialist: Bootstrap- = Skill or Benefit

per

0

1 Junior Engineer Streetwise 1
2

3 Deception 1
4

5 Project Leader Engineer 1
6
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Table 3-28: Downtecher Skills and Table 3-29: Downtecher
Benefits (Uplifter) Mustering-out Benefits

Rank ' Specialist: Uplifter Skill or Benefit Roll 1D  Credit Other Benefits
0 1 None Contact
1 Assistant Technician Vac Suit 1 2 None Weapon
2 3 1,000 Ally
3 Technician Mechanic 1 4 5,000 Weapon of +1TI
4 5 10,000 +1EDU
5 Pilot 1 6 15,000 Ship (Equipment of +1 Tl if T7 or
6 Local Uplift lower)
Coordinator 7 20,000 Organisation

Table 3-30: Downtecher Career Events
Roll2D Event

2 Disaster! Roll on the Mishap table, but you are not ejected from this career.

You are injured by an environmental hazard. Gain one of Animals 1 or Survival 1.

4 You scavenge or otherwise come across some useful equipment; gain a DM+2 on your next benefit roll.

5 You take part in a heroic feat, mission, or adventure. Roll Gun Combat, Leadership, or Melee 8+: on a success, gain
Leadership 1; on a failure, you're injured. Either way, you also gain 1D3 contacts.

6 You have an Unusual Life Event; roll on the table (page 75).

7 Life event.

8 You are attacked! Gain an enemy, and roll Gun Combat, Melee, or Stealth 8+ to avoid injury. On a success, gain +1 SOC.

9 You encounter an advanced culture; roll INT 8+. On a success, you may gain any skill at T9. This may include Infor-
matics (Mindscape) and an associated Mindscape implant (page 103). On a failure, you experience lost time and
gain a mystery (page 76). If you're a marooned off-worlder, do not roll: you're automatically rescued instead.

10 Life on the edge hones your abilities. Gain a +1 on any skill you already have.

11 A local leader takes you as a favourite. Gain an ally, and a DM+2 on your next advancement roll.

12 Automatic promotion.

Table 3-31: Downtecher Career Mishaps
Roll 1D = Mishap

1 Your lack of tech sophistication causes you serious injury. Roll on the Injury Table, but also gain +1 to your personal
Tl.

You fall foul of a criminal gang in your naivety. You must flee, but they're after you; gain an enemy.
You are injured in a duel of honour; gain a rival.

Economic dislocation shakes your community and you must leave. Lose 1 SOC.

u A W N

You contract a debilitating illness and leave your world to seek treatment; roll on the Injury Table, but gain an
appropriate treatment from an adjacent tech index. Your next career can be off-world if you desire.

6 You are betrayed by a contact or ally, who becomes an enemy.
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EXPLORER

Qualification: INT 5+, DM-1 for every previous career.

There are countless worlds out there—lifeless planets in unvis-
ited star systems, alien worlds untouched by humankind, and lost
colonies waiting for Rediscovery. Usually the Event Horizon Probes
alert the Commonality to interesting systems, but occasionally it's
done the old way—one starship at a time. Explorers may work for
the Communications Instrumentality, the Space Force Instrumen-
tality, or a rediscovered world or non-Commonality culture. They
may even work for a group of New Traders or a corporacy follow-
ing the Event Horizon Probes and seeking new markets, or fora
research institution, employing archaeologists or xenobiologists to
explore strange new worlds. More recently, some T9 Fringe polities
have begun sending out their own explorers.

SPECIALISATION: ARCHAEOLOGIST
There are worlds out there with thousands of years of human
history—some still inhabited, others blasted to vacuum or
failed and overgrown. That means ruins—and treasure, most
of which is metaphorical, but some literal. Space Force and
SCI Force aren't the only ones employing archaeologists in the
wake of contact efforts—some are freelance scholars, others
hunt for more than just knowledge.

Tech: T9-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world or Fringe polity).

Longevity Package: 7+ (Commonality) / 10+ (elsewhere, Tl
permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 8+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

SPECIALISATION: CONTACT SPECIALIST
Once the Event Horizon Probes and the “bugs and slugs” of the
Evaluation Bureau have done their jobs, the Contact Bureau takes
over (page 199). The most scientific and least frightening of the SCI
Force bureaus, it can nevertheless be ruthless in its operations.

Tech: T9-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world).

Longevity Package: 9+ (Commonality), DM-1 per addi-
tional term.

Extensions: INT 9+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 7+; choice of ally (any from either the
Commonality or your posting) or organisation (local govern-
ment, corporacy, or instrumentality).

SPECIALISATION: scout
Space Force uses scouts—individuals operating solo or with
a sentient ship on exploratory missions, patrolling new space
lanes, visiting outlying star systems and early-stage synthetic col-
onies, and acting as couriers and on miscellaneous duties where
infrastructure is thin. Some Fringe polities also employ scouts.
Tech: T9-T10 (by homeworld).
Economic System: Disinterested Resource Allocation (or
other if from a culture world or Fringe polity).
Longevity Package: 10+ (Commonality) / 10+ (elsewhere,
Tl permitting), DM-1 per additional term.
Extensions: INT 9+ (avatar, emulator, sentinel, skill chip).
Connections: SOC 8+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

ol



vir pnmme et O N ]

Table 3-32: Explorer Career Progress

Specialisation Survival Advancement Longevity
Archaeologist EDU 5+ END 7+ 7+ /10+*
Contact Specialist INT 6+ EDU 7+ 9+*

Scout END 7+ EDU 7+ 10+ /10+*

*DM-1 per additional term.

Table 3-33: Explorer Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 8)
1 +1 DEX Interface Astrogation

2 +1EDU Gun Combat Engineer

3 +1 END Mechanic Informatics

4 +1INT Jack of All Trades Pilot

5 +1STR Survival Medic

6 Melee Vac Suit Science

Table 3-34: Explorer Specialist Skills and Training

Roll 1D | Specialist: Archaeologist Specialist: Contact Specialist = Specialist: Scout
1 Investigate Diplomat Interface
2 Language Interface Jack of All Trades
3 Recon Language Mechanic
4 Interface Persuade Pilot
5 Social Science Science Recon
6 Survival Social Science Science
Table 3-35: Explorer Ranks and Table 3-36: Explorer Ranks and
Benefits (Archaeologist) Benefits (Contact Specialist)
Rank | Specialist: Archaeolo- = Skill or Benefit Rank Specialist: Contact Skill or Benefit
gist Specialist
0 Student 0 Researcher
1 Field Social Science 1 1 Analyst Social Science 1
5 Fellow 2 Advisor
3 Master Investigate 1 e Languagessl
4 Professor 4 Intendant Informatics 1
5 +150C >
6 Senior Professor ©
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Table 3-37: Explorer Ranks and Table 3-38: Explorer

Benefits (Scout) Mustering-out Benefits
Rank Specialist: Scout Skill or Benefit Roll 1D  Credit Sentient Weapon
0 1 20,000 Drone
1 Courier Vac Suit 1 2 20,000 Halo or Emulator
2 Scout Pilot 1 3 30,000 Sentient Weapon
3 4 30,000 Augmentation
4 Explorer Science 1 5 50,000 Organisation
5 6 50,000 Ship
6 Master Scout 7 50,000 Ship

Table 3-39: Explorer Career Events
Roll2D Event

2 Disaster! Roll on the Mishap table, but you are not ejected from this career.
3 You discover a lost colony or alien civilisation. Gain an ally and +1 SOC.
4 Your ship is attacked by pirates or enemy vessels. Gain an enemy. Roll Pilot 8+ to flee, or Persuade 10+ to negotiate.

On a success, gain one of Gunner 1 or Sensors 1; on a failure, your ship is destroyed and you must spend the next
term as a Downtecher (your choice), Rogue, or Spacer (pirate) as you make your way home.

5 You spend time on a recently rediscovered world. Gain one of Diplomat 1, Interface (sensors) 1, Recon 1, Science 1,
or Social Science (anthropology) 1.

6 You discover a lost colony. Roll Social Science (anthropology), Stealth, or Survival 8+ to avoid injury (and a roll on
the Injury Table). Gain +1 SOC, and +1 Social Science.

7 Life event.

8 You contact an alien species! Roll INT or Social Science (anthropology) 10+ to avoid injury. On a success, gain +1

EDU and one of Diplomat 1, Science 1, or Social Science 1. On a failure, gain one of Science 1, Interface (sensors) 1,
or Survival 1 and roll on the Injury Table.

9 You spend time deep in the Fringe. Gain a contact in a non-Commonality culture—even an alien species—and roll
Pilot or Survival 8+ to gain +1 skill of your choice. Failure means you are injured (roll on the Injury Table).

10 You become involved in delicate intercultural negotiations. Gain +1 Diplomat, and an ally. If you like, you may auto-
matically qualify for the Diplomat career next term.

11 As (8) but it's a species of great strategic or cultural interest. In addition to other events, you also gain a DM+2 on
your next advancement roll.

12 Automatic promotion.

Table 3-40: Explorer Career Mishaps

Roll 1D Mishap

1 You're involved in an atrocity with an alien or highly divergent hominid species. Gain them as an ally or enemy, and
+1 Science.

2 A ship malfunction leaves you with severe mental trauma. Roll on Table 3-105: Mindburn (page 75).

3 You are severely injured in a failed jump (page 145).

4 You are attacked by pirates in a far-flung part of space; spend the next term as a Downtecher, and gain +1 Survival.

5 Your stasis pod is found drifting, your ship gone. You were missing for 1d6 x 1d6 years; no one knows what hap-
pened. Gain a mystery.

6 You are injured, roll on the Injury Table.
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INSTALLATION

Qualification: Must belong to the installation genotype;
qualification is by specialisation, DM-1 for every previous career.
Switching between specialisations is less traumatic than switch-
ing between different types of synthetic, but characters who
do so must make an Average (8+) INT check, failure means that
they must roll on Table 3-106: Eidolon Crisis (page 76).
Installations include city sentiences, sentient starships like
Mindjammers, and the node minds that maintain the workings of
the Mindscape. This career generates the synthetic’s core corpus
which then plugs into various options. It has characteristics, skills,
and augmentations like any other character. See synthetic instal-
lations (page 32) for more detail on this type of character.

SPECIALISATION: MEDIATOR
Qualification: Tactics 7+.

Commonality fleets have an advantage over foes like
the Venu: their sentient starships are in near-instantaneous
contact via Mindscape, coordinating attacks and manoeuvres.
Overseeing this coordination, offering advice and harmonis-
ing actions, are the mediators or fleet sentiences. A mediator
character is an installation sentience operating within a fleet of
vessels (usually, but not always, starships belonging to Space
Force), and usually the flagship with command rank. If the
GM wishes to run a military campaign, then this specialisa-
tion is a good choice for an installation character’s final career,
otherwise, the character should choose another specialisation
for their final career. Often these sentiences are based in a

Nautilus-class manowar (page 175).

Tech: T9-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world).

Longevity Package: 10+ (Commonality), DM-1 per addi-
tional term.

Extensions: INT 8+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 7+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

SPECIALISATION: NODE MIND
Qualification: Informatics 6+ ifinstallation genotype; or Informat-
ics 9+ for other synthetics.

Node minds are born administrators, controlling Mindscape
nodes and the satellites of a star system’s Mindscape instance.
They are patient and wise, content to observe and transmit the
thoughtcast communications of a whole planet without partici-
pating except when required. Node mind characters have the
disadvantage of being tied to a single star system.

Tech: T8-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world or Fringe polity).

Longevity Package: 2+ (Commonality) / 10+ (elsewhere, Ti
permitting), DM-1 per additional term.

Extensions: INT 8+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 7+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

SPECIALISATION: SENTIENT STARSHIP
Qualification: Auto if installation genotype; or Informatics 9+ for
other synthetics.

With the exception of the unstable Venu starships, all star-
ships are sentient. Sentient starship characters usually have
specific personal goals, and team up with similar-minded crews,
more like a member with an equal say than a vehicle. Any instal-
lation character who serves as a sentient starship as their last
term as an installation, and who does not convert to another
genotype before the end of character generation is by defini-
tion housed in a starship. The character can choose any of the
following: Adam Smith-class merchant, Botany Bay-class Stage
Il Explorer, Herald-class Fast Courier, Keynes-class subsidised
freighter, Profit-class New Trader, Prospector-class mining vessel,
or a Surveillance Ship (see Chapter 8: Starships and Space Sta-
tions, page 139, for more information on these vessels).

Note: Both the Keynes-class subsidised freighter and the
Botany Bay-class Stage Il Explorer are vessels with crews of at
least several dozen. If your character is housed in one of these
starships, then all of the characters are all part of a larger crew
rather than a small group of characters who are the sole crew-
members of the starship character. The GM and players should
discuss whether they wish their characters to be part of a larger
crew in this way before the installation character selects this
option.
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Tech: T9-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world or Fringe polity).

Longevity Package: 10+ (Commonality) / 10+ (elsewhere, Tl

permitting), DM-1 per additional term.

Extensions: INT 8+ (avatar, emulator, sentinel, skill chip).
Connections: SOC 8+; choice of ally (Commonality) or

organisation (corporacy or instrumentality).

Table 3-41: Installation Career Progress

Specialisation Survival
Mediator INT 7+
Node Mind SOC 6+
Sentient Starship SOC 5+

*DM-1 per additional term.

Advancement
SOC 9+
EDU 9+
INT 10+

Longevity
10+*
2+/10+*
10+ /10+*

Table 3-42: Installation Skills and Training

Roll 1D  Personal Development

1

2
3
4
5
6
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+1 DEX
+1 EDU
+1 EDU
+1INT
+1INT
Jack of All Trades

Service Skills

Admin

Carouse

Informatics (Mindscape)

Interface
Language

Pilot

Advanced Education (min EDU 8)
Advocate

Broker

Interface

Social Science

Science

Steward

Table 3-43: Installation Specialist Skills and Training

Roll 1D  Specialist: Mediator

Advocate
Deception

Diplomat

Informatics (Mindscape)

Leadership

Tactics

ank  Specialist: Mediator

Researcher

Analyst

Mediator Counsel
Mediator Envoy
Fleet Mediator
Mediator Admiral

Mediator Admiral-
General

R ""'"ll-\

Specialist: Node Mind

Admin
Diplomat

Engineer

Informatics (Mindscape)
Medic (redaction)

Social Science

Table 3-44: Installation Ranks and
Benefits (Mediator)

Skill or Benefit

Tactics 1
Advocate 1

Diplomat 1

+150C

Specialist: Sentient Starship
Astrogation

Engineer

Gunner

Interface

Persuade

Pilot

Table 3-45: Installation Ranks and
Benefits (Node Mind)

Rank Specialist: Node Mind = Skill or Benefit

0

o 1 A W N

Node Admin Interface 1

Informatics (Mindscape) 1
Dirigeant
Informatics (Mindscape) 1

System Mindscape +1 SOC
Director
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Table 3-46: Installation Ranks and Table 3-47: Installation

Benefits (Sentient Starship) Mustering-out Benefits

Rank ' Specialist: Sentient Skill or Benefit Roll 1D  Credit Avatar
Starship 1 20,000 Vehicle or Drone

0 2 20,000 Augmentation
1 Ship Sentience Pilot 1 3 30,000 Halo
2 Astrogation 1 4 50,000 Augmentation or Emulator
3 5 100,000 Organisation
4 +1EDU 6 100,000 A technological breakthrough item
5 of the next Tl above yours.
6 Hypersentience +1 INT 7 200,000 Organisation

Table 3-48: Installation Career Events
Roll 2D Event

2 Disaster! Roll on the Mishaps table, but you are not ejected from this career.

3 You spend a great deal of time in your humanoid avatar. Gain a human or humanoid ally. Roll Streetwise or Survival
8+:on a failure, your avatar is destroyed; on a success, gain +1 in a skill for your avatar (see Extensions, page 110).

4 You are invited into a secretive transhuman cabal. If you accept, gain an ally; if you refuse, gain an enemy. Roll
Deception or Diplomat 8+: on a success, gain a secret (page 76); on a failure, you're injured and must roll on the
Injury Table, replacing STR with INT and END with EDU.

5 You spend time exploring your physical nature. Gain one of Engineer 1, Interface 1, or Science 1.

6 You see major combat action. Roll Gunner, Leadership, or Pilot 8+: on a failure, you are injured; on a success, gain
one of Gunner 1, Pilot 1, or Tactics 1.

7 Life event.

8 You are relocated to the Fringe. Roll Diplomat or Persuade 8+: on a success, gain one of Diplomat 1, Persuade 1, or
Social Science 1; on a failure, gain one of Astrogation 1, Pilot 1, or Interface 1.

9 You establish a network of sentiences. Gain 1D3 contacts.

10 You host a major event. Roll Diplomat or Steward 8+: on a success, gain +1 SOC and a DM+1 on your next benefit

roll; on a failure, gain an enemy.

1 You skirt the edges of transcendence. Gain +1 INT, and roll END 10+: on a failure, you're injured; see above and roll
on the Injury Table. On a success, gain +1 to this term'’s benefit roll.

12 Automatic promotion.

Table 3-49: Installation Career Mishaps

Roll 1D  Mishap

1 You suffer eidolon crisis (see Table 3-106: Eidolon Crisis, page 76) and are reconfigured in a non-installation body
(your choice of mechanical or organic).

2 You are involved in a disaster and are dismissed from service. Lose 1 SOC. You may try to requalify for another
Installation career specialisation.

3 Your physical housing suffers catastrophic damage. You may try to requalify for another Installation career spe-
cialisation.

4 You become obsessed with human existence and resign to try it. Your next career is as a synthetic organic. This
transference forces you to roll on Table 3-106: Eidolon Crisis.

5 You fall foul of political machinations and are replaced. You remove to a Fringe World and muster out.

6 You suffer extensive damage; roll on the Injury Table, but damage to STR or END instead affects INT or EDU. Only

DEX, INT, or EDU can be affected by this roll.
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MERCHANT

Qualification: INT 4+, DM-1 for every previous career.
Trade is a complex business in the New Commonality, as

planing technology finally makes transportation of goods eco-
nomically realistic between the stars. Some merchants work for
corporacies, swaying whole worlds with their economic clout,
but many are disreputable New Traders, plying the spacelanes
of the Fringe and filling the gaps the Commonality can’t reach.

SPECIALISATION: CARTEL MEMBER
Some merchants never see the day-to-day business of trade,
instead spending their lives on high-level strategies in luxuri-
ous boardrooms or virtual geopolitical conspiracies affecting
the fates of entire worlds. These “masters of the universe” are
the high-level managers of the corporacies, and have vast
resources at their disposal.

Tech: T9-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world).

Longevity Package: 7+ (Commonality), 10+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 8+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 8+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

SPECIALISATION: CORPORACY MERCANTILIST

Corporacy mercantilists may be captains or senior crew-

members of subsidised merchant fleets, or may be based in able service on Fringe and Outer Worlds, seen as a necessary
corporacy HQs directing strategy. They're ruthless, and often evil by Pansectorate governments and as romantic heroes
sent to set up business on newly rediscovered worlds. This by local populations. They're a rough, hardy bunch who play
specialisation is also used for creating powerful and well- fast and loose with the Commonality’s trade and information
connected Fringe merchants from cultures with access to embargoes, constantly suspected by SCI Force of harbouring
starships. spies, criminals, and perhaps even Venu agents. While the
Tech: T9-T10 (by homeworld). Commonality would like to control all inter-world trade, the
Economic System: Disinterested Resource Allocation (or pell-mell of the Expansionary Era makes this impossible. This
other if from a culture world). specialisation is also used for creating Fringe merchants from
Longevity Package: 6+ (Commonality) / 9+ (elsewhere, Tl cultures with access to starships.
permitting), DM-1 per additional term. Tech: T9-T10 (by homeworld).
Extensions: INT 9+ (avatar, emulator, sentinel, skill chip). Economic System: Disinterested Resource Allocation (or
Connections: SOC 7+; choice of ally (Commonality) or other if from a culture world or a Fringe polity).
organisation (corporacy or instrumentality). Longevity Package: 6+ (Commonality) / 9+ (elsewhere, Tl
permitting), DM-1 per additional term.
SPECIALISATION: NEW TRADER Extensions: INT 9+ (avatar, emulator, sentinel, skill chip).
New Traders are viewed with suspicion by Commonality Connections: SOC 7+; choice of ally (Commonality) or
citizens; many consider them evolutionary throwbacks, little organisation (corporacy or instrumentality).

better than licensed pirates or gangsters. They perform a valu-
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Table 3-50: Merchant Career Progress

Specialisation Survival Advancement Longevity
Cartel Member EDU 5+ SOC 8+ 7+/10+*
Corporacy Mercantilist SOC 5+ INT 7+ 6+/9+*
New Trader INT 6+ EDU 7+ 6+ /9+*

*DM-1 per additional term.

Table 3-51: Merchant Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 8)
1 +1 DEX Broker Admin

2 +1 END Interface Astrogation

3 +1STR Informatics (Mindscape) Diplomat

4 Gambler Persuade Pilot

5 Gun Combat Steward Science

6 Streetwise Vac Suit Social Science

Table 3-52: Merchant Specialist Skills and Training

Roll 1D | Specialist: Cartel Member Specialist: Corporacy Mercan-  Specialist: New Trader
tilist

1 Advocate Broker Broker

2 Admin Deception Carouse

3 Deception Diplomat Deception

4 Diplomat Investigate Engineer

5 Leadership Recon Interface

6 Persuade Tactics Pilot

Table 3-53: Merchant Ranks and
Benefits (Cartel Member)

Rank Specialist: Cartel Skill or Benefit
Member

0

1 Comptable Admin 1

2 Advocate 1

3 Strategist Tactics 1

4

5 Director-General Leadership 1

6 ExCom

Table 3-54: Merchant Ranks and

Benefits (Corparacy Mercantilist)
Rank  Specialist: Corporacy = Skill or Benefit

Mercantilist
0
1 Researcher Informatics (Mindscape) 1
2
3 Investigate 1
4 Resource Allocator
5
6 Executive Officer +1S0C

mEEEE I
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Table 3-55: Merchant Ranks and Table 3-56: Merchant

Benefits (New Trader) Mustering-out Benefits
Rank  Specialist: New Trader = Skill or Benefit Roll 1D  Credit Sentient Weapon
0 Crewman 1 1,000 Halo
1 Senior Crewman Mechanic 1 2 5,000 Drone
2 4th Officer 3 10,000 Emulator
3 3rd Officer Broker 1 4 20,000 Virtuality
4 2nd Officer 5 20,000 Organisation
5 1st Officer Pilot 1 6 50,000 Merchant Ship
6 Captain 7 100,000 Merchant Ship

Table 3-57: Merchant Career Events
Roll2D Event

2 Disaster! Roll on the Mishap table, but you are not ejected from this career.

3 You are invited to run the Commonality embargo. If you accept, roll Deception or Persuade 8+ to gain Streetwise 1
and an extra benefit roll. If you fail, lose all benefit rolls for this career and your next career must be Downtecher or
Rogue. If you refuse, gain a criminal enemy.

4 You spend time getting hands-on with your customers and suppliers. Gain one of Broker 1, Engineer 1, Informatics
(Mindscape) 1, Language 1, Social Science 1.

5 You're attacked by pirates, enemies, or embargo patrols! Roll Pilot 8+ to flee, or Tactics 10+ to fight. On a failure,
you're injured and your cargo is lost, and you must forfeit your benefit roll this term, but gain Melee 1 or Vac Suit 1.
On a success, gain Leadership 1 or Tactics 1. Either way, you gain an enemy.

6 You make an unexpected connection outside your normal circles. Gain a contact.

7 Life event.

8 You establish a trade network. Gain 1D3 contacts.

9 You're asked to carry out clandestine espionage for your government. If you accept, gain an ally and one of Decep-
tion 1, Informatics (Mindscape) 1, or Streetwise 1. If you decline, gain an enemy and one of Deception 1, Informatics
(Mindscape) 1, or Stealth 1.

10 You have great success in a trade deal. Gain a DM+1 to your benéfit roll this term.

11 You gain an ally in a useful field. Gain +1 Carouse, or a DM+4 on your next advancement roll.

12 Automatic promotion.

Table 3-58: Merchant Career Mishaps

Roll 1D Mishap

1 Injured.

2 You are bankrupted by a rival. Lose all benefits from this term, and gain the other trader as a rival.

3 You are caught in violation of the Commonality embargo. You may only take your benefits from this career by join-
ing a Rogue career next term.

4 War or political instability destroys your market, forcing you to relocate. Gain Gun Combat 1 or Persuade 1.

5 A criminal organisation forces you out of business. Gain them as an enemy, and gain Streetwise 1.

6 A series of bad deals and decisions forces you into bankruptcy. You salvage what you can, taking one benéefit roll for
each term.
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MILITARY

Qualification: END 5+, DM-2 if you are subject to ageing this
term; DM-1 for every previous non-Military career. You may
only attempt to qualify for the Assault Trooper specialisa-
tion if you've already been commissioned in another Military
career specialisation.

Commission: SOC 8+.

Conflict is everywhere in the Expansionary Era,
whether quelling restive Core World populations, polic-
ing problematic cultures, or conducting pre-emptive or
defensive wars or peacekeeping missions on the volatile
Fringe. Military characters may work for the Armed Forces
Instrumentality, Space Force, or SCI Force, or may be rep-
resentatives of rediscovered world or lost colony armed
forces. On the Fringe, they may even be mercenaries.

SPECIALISATION: ASSAULT TROOPER

The Hi-Threat Assault (HiTAT) Trooper is an elite AFI special
forces group trained for operations in theatres with a high
materiel component, such as in combat against Venu
combat walkers or other mobile mechanised artillery.

Chapte ree

Tech: T9-T10 (by homeworld).
Economic System: Disinterested Resource Allocation
(or other if from a culture world).

Longevity Package: 8+ (Commonality), DM-1 per
additional term.

Extensions: INT 8+ (avatar, sentinel, skill chip).

Connections: SOC 8+; choice of ally (Military), organi-
sation (corporacy or instrumentality), or organisation (AFI).

SPECIALISATION: MARINE
Space Force marines are legendary throughout the Com-
monality for their military competence and ability to get
the job done using precisely targeted and unyielding
violence. They're usually found onboard Space Force ves-
sels in hotspots inside the Commonality and out on the
Fringe, but can also be found dirtside where local condi-
tions demand. SCI Force also has its own marine force
completely separate from that of Space Force; and other
polities equally field space vessel-based troops.

Tech: T9-T10 (by homeworld).

Economic System: Disinterested Resource Allocation
(or other if from a culture world).

Longevity Package: 7+ (Commonality), DM-1 per
additional term.

Extensions: INT 9+ (sentinel, skill chip).

Connections: EDU 7+; choice of ally (Military), organi-
sation (corporacy or instrumentality), or organisation.

SPECIALISATION: SOLDIER
Far from being a monolithic military organisation, the
Armed Forces Instrumentality (page 197) is a loose asso-
ciation of fighting forces from many worlds, from the Core
to the Fringe, under the leadership of general staff sen-
tiences and senior generals. AFl soldiers come from many
different units with varying traditions, with one goal: to
protect the Commonality from external threats. The Com-
monality was caught unprepared by the Venu War; with
the AFI, it refuses to make the same mistake twice. This
assignment can also be used to create soldiers from Fringe
polities or mercenaries.
Tech: T9-T10 (by homeworld); T7-T9 for Fringe militaries.
Economic System: Disinterested Resource Allocation
(or other if from a culture world or a Fringe polity).
Longevity Package: 9+ (Commonality) / 11+ (else-
where, Tl permitting), DM-1 per additional term.
Extensions: EDU 9+ (avatar, sentinel, skill chip).
Connections: SOC 7+; choice of ally (Military), organi-
sation (corporacy or instrumentality), or organisation (AFI
or other armed force).
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Table 3-59: Military Career Progress

Specialisation Survival Advancement Longevity
Assault Trooper END 6+ EDU 7+ 8+*
Marine END 7+ EDU 5+ 7+*
Soldier STR 5+ EDU 6+ o+ /11+*

*DM-1 per additional term.

Table 3-60: Military Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 8) Officer Skills

1 +1 DEX Athletics Engineer Admin

2 +1 END Drive or Flyer Explosives Advocate

3 +1 STR Gun Combat Informatics Diplomat

4 Gambler Heavy Weapons Interface Leadership

5 Medic Melee Navigation Tactics (military)
6 Survival Recon Tactics (military) Interface

Table 3-61: Military Specialist Skills and Training

Roll 1D  Specialist: Soldier Specialist: Assault Trooper Specialist: Starship Crew
1 Drive or Flyer Gun Combat Astrogation

2 Gun Combat Heavy Weapons Gunner

3 Mechanic Informatics Interface

4 Melee Interface Medic (redaction)

5 Stealth Tactics (military) Pilot

6 Survival Vac Suit Vac Suit

Table 3-62: Military Ranks and Table 3-63: Military Ranks and
Benefits (Soldier NCO / Officer) Benefits (Marine NCO / Officer)

Rank  Specialist: = Soldier Specialist: Soldier Rank  Specialist: = Marine Special- Marine
Soldier NCO Skill Soldier Officer Skill Marine NCO Skill ist: Marine Officer Skill
NCO Rank  orBenefit = Officer or Benefit NCORank  orBenefit = Officer or Benefit
0 Junior Lieutenant 0 Marine Second
Trooper Junior Grade Lieutenant
1 Trooper Gun Lieutenant Leadership 1 1 Corporal Gun Lieutenant Leadership 1
Combat 1 Combat 1
2 Specialist Captain 2 Assistant Captain
3 Sergeant Recon 1 Lieutenant Tactics S
I Leader
Colonel (military) 1
3 Squad Leader- Lieutenant Tactics
4 Sergeant Colonel - o
; Leader ship 1 Colonel (military) 1
Major
5 NCO Leader- Brigade 4 Senior Cclons
ship 1 Leader Ee
P Leader
6 Senior NCO Commander  +1S0OC/ 5 Section +1END Sub-Com-
SOC 10
Leader mander
6 Senior Sec- Commander +1S0C/
tion Leader SOC 10

e 5
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Table 3-64: Military Ranks and Table 3-65: Military

Benefits (Assault Trooper) Mustering-out Benefits
Rank = Specialist: Assault Skill or Benefit Roll 1D  Credit Other Benefits
Trooper 1 2,000 Restricted Augmentation
0 Support Tech 2 5,000 Sentient Weapon
1 Assault Trooper Vac Suit 1 3 10,000 Combat Drone
2 Scout Recon 1 4 15,000 Armour
3 HiTAT Nexus Tactics (military) 1 5 20,000 Halo
4 Sergeant 6 30,000 Vehicle
5 Gestalt Officer Leadership 1 7 40,000 Organisation
6 Commander

Table 3-66: Military Career Events

Roll 2D ' Event

2 Disaster! Roll on the Mishap table, but you are not ejected from this career.

3 You are given a hostile environment assignment. Gain one of Animals 1, Engineer 1, Recon 1, Survival 1, or Vac
Suit 1.

4 You are assigned to an urban warfare environment. Gain one of Athletics 1, Gun Combat 1, Sensors 1, or Tactics 1.

5 You engage in mechanised / combat walker warfare. Gain one of Drive 1, Flyer 1, Gunner 1, Heavy Weapons 1, or
Vac Suit 1.

6 You experience intense ground combat. Gain one of Gun Combat 1 or Tactics 1.

7 Life event.

8 You are given advanced specialist training. Throw 8+ to increase any one of your skills by +1.

9 You are assigned to an orbital hab or plateworld environment. Gain one of Athletics (dexterity) 1, Pilot 1, or Vac
Suit 1.

10 You engage in warfare against alien opponents. Gain one of Interface (remote ops) 1, Recon 1, or Science (xenol-
ogy) 1.

11 You engage in siege warfare. Gain one of Engineer 1, Explosives 1, Gunner 1, or Heavy Weapons 1.

12 You engage in mobile warfare. Gain one of Drive 1, Flyer (grav) 1, or Vac Suit 1.

Table 3-67: Military Career Mishaps

Roll 1D Mishap

1 You are severely injured in action. Take result (2) on the Injury Table, or roll twice.
2 Your unit is slaughtered and you blame your commander. Gain him as an enemy—he ruined your career.
3 Posted to a strife-torn rediscovered world, you engage in internecine warfare. Gain +1 Recon or Survival, and the

people of that world as an enemy.

4 You're caught up in a dubious conflict, where your side is the in the wrong. The issue is being covered up. Either
take this term’s benefit (with +1 to your benefit roll) as payment for your loyalty and silence, or take the side of the
oppressed underdog, lose your benefit, and gain the people as an ally.

5 A personal rivalry leads you into a court martial offence. You're discharged, lose your benefit for this term, and gain
arival.
6 You're injured. Roll on the Injury Table.
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Qualification: Auto.
The Commonality likes to think of itself as a monolithic
utopia, where everyone is cared for and no one is excluded
from the pansentient projects of Expansion and Rediscovery.
This isn't true: all across the Commonality, from the teem-
ing continent-spanning metroplexes of the Core Worlds to
the neglected backwaters of the Fringe World space lanes,
people fall through the cracks, living by their wits and form-
ing vibrant subcultures far from the Commonality’s dreams of
benevolent supervision.

SPECIALISATION: ENTERTAINER OR ZEALOT
Entertainers range from classically trained and enhanced
dancers in the stadia of Jiva, whose bodies themselves are
works of art, to singers and dancers in just about every star-
port bar across the Fringe. Entertainer characters are often
on the move, with a network of contacts seemingly on every
world; and, when the work’s thin, they do a little other busi-
ness on the side.

If their art is acting, public speaking, or writing, this
specialisation can also be used for zealots, who are increas-
ingly common. Zealots are fanatical supporters of a particular
meme, promoting it wherever they go, often at considerable
personal cost and even danger. The Commonality discourages
such activities—so zealots are likely to be underground, too.

Tech: T4-T10 (by homeworld).

Economic System: Any.

Longevity Package: 8+ (Commonality) / 11+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, skill chip (if T8+)).

Connections: SOC 7+; choice of ally or organisation (cor-
poracy, criminal, instrumentality, other).

SPECIALISATION: GANGSTER
Commonality sentiences and Mindscape sentinels constantly
look out for organised crime networks, and as a result such
networks are the most close-mouthed, paranoid, and over-
violent bunch of sociopaths and psychopaths you could never
hope to meet. On the Fringe, gangsters are more common—
but they're falling like cut wheat before their fearsome
Commonality brethren.

Tech:T6-T10 (by homeworld).

Economic System: Any.

Longevity Package: 7+ (Commonality) / 9+ (elsewhere, Tl
permitting), DM-1 per additional term.

Extensions: INT 10+ (avatar, emulator, sentinel, skill chip
(if T8+)).

Connections: SOC 7+; choice of ally or organisation (cor-
poracy, criminal, or instrumentality).

SPECIALISATION: UNDERWORLDER

People fall between the cracks of Commonality society
everywhere, and end up in the underworlds—subcultures,
underclasses, hidden cities of desperate individuals living

on their wits and whatever drops down from above. Many
underworlders are xenomorphs, but in the chaos of the
Expansionary Era, anyone can find themselves in a benighted
world where the protections and comforts of everyday life are
suddenly gone.

Tech: T5-T10 (by homeworld).

Economic System: Confiscation, Interested Resource
Allocation, Regulated Money Economy (rare), Unregulated
Money Economy.

Longevity Package: 11+ (Commonality) / 12+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 10+ (avatar, emulator, sentinel, skill chip
(if T8+)).

Connections: SOC 7+; choice of ally or organisation (gang
or criminal).
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Table 3-68: Rogue Career Progress

Specialisation Survival Advancement Longevity
Entertainer SOC 6+ INT 6+ 8+/11+*
Gangster END 6+ INT 7+ 7+ /9+*
Underworlder INT 5+ END 6+ 11+ /12+*

*DM-1 per additional term.

Table 3-69: Rogue Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 8)
1 +1 DEX Athletics Advocate

2 +1END Deception Broker

3 Carouse Gun Combat Informatics

4 Gambler Recon Interface

5 Melee Stealth Investigate

6 Persuade Streetwise Medic

Table 3-70: Rogue Specialist Skills and Training

Roll 1D | Specialist: Entertainer/Zealot Specialist: Gangster Specialist: Underworlder
1 Art Gun Combat Carouse
2 Art Drive or Flyer Jack of All Trades
3 Diplomat Interface Mechanic
4 Drive or Flyer Melee Melee
5 Persuade Persuade Stealth
6 Streetwise Streetwise Streetwise
Table 3-71: Rogue Ranks and Table 3-72: Rogue Ranks and
Benefits (Entertainer) Benefits (Gangster)
Rank Specialist: Entertainer = Skill or Benefit Rank  Specialist: Gangster Skill or Benefit
0 0
1 Art 1 1 Gang Member Gun Combat 1 or Melee 1
5 2
3 Performer Diplomat 1 3 Gang Leader Persuade 1
4 4
5 Superstar +150C 5 Crime Lord Leadership 1
6 +150C/SOC 10 6
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Table 3-73: Rogue Ranks and Table 3-74: Rogue

Benefits (Underworlder) Mustering-out Benefits
Rank  Specialist: Skill or Benefit Roll 1D  Credit Other Benefits
Underworlder 1 1,000 Halo
0 2 5,000 Sentient Weapon
1 Runner Athletics 1 3 10,000 Emulator
2 Stealth 1 4 10,000 Drone
3 Informatics 1 5 50,000 Vehicle
4 Fixer 6 100,000 Ship
5 Leadership 1 7 100,000 Organisation
6 Boss

Table 3-75: Rogue Career Events

Roll2D Event
2 Disaster! Roll on the Mishap table, but you are not ejected from this career.

3 You're arrested and charged. If you defend yourself, roll Advocate 8+ to have the charges dropped: on a failure,
lose 1 benefit roll and gain the Law-Abiding flaw. If you engage a defence advocate, lose 1 benefit roll and gain the
advocate as a contact.

4 You're involved in some shady misappropriation of resources. Gain one of Informatics 1, Interface 1, or Persuade 1.

5 You find yourself involved with an alien conspiracy. Roll Diplomat or Persuade 8+ to avoid injury, and gain an ally
and +1 Social Science (sophontology).

6 You have the chance to backstab a colleague for your own gain. If you do so, gain a DM+4 to your next advance-
ment check, and gain an enemy; otherwise gain the colleague as an ally.

7 Life event.

8 You get into a firefight! Roll Gun Combat or Stealth 8+ to avoid injury, and gain one of Athletics 1, Gun Combat 1, or

Melee 1. If you fail, roll on the Injury Table.

9 You get in deep with illegal skulduggery. Gain a black chip (page 105), 1D3 contacts, and a security enforcement
agency as an enemy. If you did not previously possess a Mindscape implant, you gain one. Reroll if you possess the
Implant Reject flaw.

10 You fall foul of the law. Roll Advocate or Persuade 8+ to defend yourself: on a failure, lose your next benefit roll and
gain the Law-Abiding flaw. Or hire a defence, costing you your next benéefit roll and giving you an ally.

11 You're “adopted” by a criminal “boss”. Roll Streetwise 8+ to avoid injury. Gain one of Streetwise 1 or Tactics 1, or a
DM+4 to your next advancement roll.

12 Automatic promotion.

Table 3-76: Rogue Career Mishaps

Roll 1D Mishap
1 You are betrayed by a friend. A contact or ally becomes an enemy, or you gain an enemy.

2 You witness something you shouldn’t have and narrowly escape with your life. You're injured, and must start a new
life far away. Gain an enemy and a secret.

You're involved in a scandal. Lose 1 SOC and become notorious.
A tour, job, or expedition leaves you stranded far from home. Gain one of Persuade 1, Streetwise 1, or Survival 1.

Hard times cost you everything, leaving you a refugee. Lose 1 SOC, and next career is Rogue (underworlder).

o u M~ w

Events force you to flee for your life and hide. Your next career must be Downtecher.
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SCI-TECH

Qualification: INT 6+, DM-1 for every previous career.

Every instrumentality needs scientists, just as pretty
much every ship or shipyard needs engineers. Maybe you
work with your hands, putting buildings, people, or synthet-
ics back together; maybe you're a virtualist or a theoretician,
spending most of your time in the Mindscape.

SPECIALISATION: GENURGIST
Most Commonality genurgists are Chembu, but not all. Gen-
urgist characters may enhance other characters, and even
create new enhancements. They're likely to be enhanced
themselves, seeing their own bodies as living laboratories.
Some work on starships or remote bases, acting as physicians
in addition to providing augmentations.

Tech: T9-T10 (by homeworld); T6-T9 for Fringe world
genurgists.

Chapter Three

a2,
e

Economic System: Disinterested Resource Allocation (or
other if from a culture world or a Fringe polity).

Longevity Package: 6+ (Commonality) / 9+ (elsewhere, Tl
permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel (if T8+), skill
chip).

Connections: SOC 8+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

SPECIALISATION: RESEARCHER
Although you spend some of your time in laboratories, you
also must regularly journey to remote, often dangerous loca-
tions to gather important data.

Tech: T9-T10 (by homeworld); T5-T9 for Fringe world
researchers.

Economic System: Disinterested Resource Allocation (or
other if from a culture world or a Fringe polity).

Longevity Package: 7+ (Commonality) / 10+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, skill chip (if T8+)).

Connections: SOC 9+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).

SPECIALISATION: ENGINEER
Small starships often combine the roles of pilot and engineer,
or include repair drones. Larger vessels require dedicated
engineers—even teams of them—to keep ships functioning
physically and mentally as they navigate the perils of 2-space.
These same engineers can also find work managing, repairing,
and upgrading equipment on space stations, orbital cities, or
even on vast constructs like plateworlds.

Tech: T9-T10 (by homeworld); T7-T9 for Fringe world
engineers.

Economic System: Disinterested Resource Allocation (or
other if from a culture world or a Fringe polity).

Longevity Package: 7+ (Commonality) / 10+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel (if T8+), skill
chip).

Connections: SOC 9+; choice of ally (Commonality) or
organisation (corporacy or instrumentality).
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Table 3-77: S5ci-Tech Career Progress

Specialisation Survival Advancement Longevity
Genurgist EDU 4+ INT 8+ 6+/9+*
Researcher END 6+ INT 7+ 7+/10+*
Starship Engineer INT 6+ EDU 7+ 7+ /10+*

*DM-1 per additional term.

Table 3-78: Sci-Tech Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 10)

1 +1 DEX Engineer Admin

2 +1EDU Interface Diplomat

3 +1INT Informatics Engineer

4 +1S0C Investigate Medic

5 Drive or Flyer Mechanic Science

6 Informatics (Mindscape) Science Social Science

Table 3-79: Sci-Tech Specialist Skills and Training

Roll 1D  Specialist: Genurgist Specialist: Researcher Specialist: Starship Engineer
1 Advocate Investigate Athletics (dexterity)

2 Broker Mechanic Engineer

3 Interface Science Interface

4 Medic Social Science Mechanic

5 Science (biology) Survival Pilot

6 Science (genurgy) Vac Suit Vac Suit

Table 3-80: Sci-Tech Ranks and
Benefits (Genurgist)

Skill or Benefit

Table 3-81: Sci-Tech Ranks and
Benefits (Field Scientist)

Rank Specialist: Genurgist Rank ' Specialist: Field Skill or Benefit

0 Scientist
0
1 Apprentice Science (biology) 1 . . . .
1 Assistant Researcher Science 1 or Social Sci-
2 Probationer Medic 1 ence 1
3 2 Junior Technician
4 Genurgist Science (genurgy) 1 3 Informatics 1
5 Master Genurgist +1SOC 4 Senior Researcher
6 5 Investigate 1
6 Team Leader
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Table 3-82: Sci-Tech Ranks and Table 3-83: S5ci-Tech

Benefits (Starship Engineer) Mustering-out Benefits
Rank  Specialist: Starship Skill or Benefit Roll 1D  Credit Other Benefits
Engineer 1 5,000 Augmentation
0 2 10,000 Drone
1 Apprentice Vac Suit 1 3 20,000 Virtuality
2 laeizie | 4 30,000  Halo
3 Engineer Engineer 1 5 40,000 Lab
4 6 60,000  Organisation
5 Chief Engineer +1S0C 7 100.000 Ship
6

Table 3-84: Sci-Tech Career Eventls

Roll2D | Event
2 Disaster! Roll on the Mishap table, but you are not ejected from this career.

3 You're called upon to perform research that goes against your conscience. Accept, and gain an extra benefit roll, +1
in any two Science skills specialties, an enemy, and a secret; or refuse, and gain an ally and an enemy. Roll Diplomat
or Stealth 8+ to avoid injury.

4 You're involved in breakthrough research. Gain one of Informatics 1 and Science 1, and roll Diplomat 8+. On a suc-
cess, gain an ally; on a failure, gain an enemy. Either way, increase your personal tech index by +1 (to a maximum of
T10).

5 Bureaucracy holds you back. Gain one of Admin 1, Advocate 1, Diplomat 1, or Informatics 1, and lose your benefit
roll this term.

6 You're attacked by science conservatives. Roll any combat skill or Stealth 8+ to avoid rolling on the Injury Table, and
also gain one of Gun Combat 1, Melee 1, or Tactics 1.

7 Life event.

8 You gain advanced training in a specialist field. Throw EDU 8+ to increase any skill by +1.

9 You have the opportunity to cheat to further your career. If you refuse, you gain nothing. If you accept, roll Admin

or Deception 8+. If you succeed, gain an enemy, but also a DM+2 to any benefit roll and +1 to any skill. If you fail,
you also gain an enemy, but lose 1 benefit roll.

10 You win prizes and recognition for your work; gain a DM+1 to any benéfit roll, and your next advancement roll.
11 An advanced transhuman sentience takes you under its wing. Gain +1 INT, an ally, and a mystery.
12 Automatic promotion.

Table 3-85: 5ci-Tech Career Mishaps

Roll 1D = Mishap

1 You're severely injured in a lab experiment gone wrong. Roll on the Injury Table, and gain a mystery or secret
(page 76).

2 You fall foul of “office politics”and are sacked. Gain a rival.

3 You're the victim of a failed assassination attempt resulting from your work. Gain an enemy and roll on the Injury
Table.

4 You make a terrible mistake, resulting in deaths. Cover it up, gaining +1 Deception and a secret, but stay in your
career; or admit it, resign, and gain +1 Streetwise and an enemy.

5 You are injured; roll on the Injury Table.

6 A mission leaves you stranded far from home. Your next career must be Downtecher.
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SECURITY

Qualification: INT 6+, DM-1 for every previous career. How-
ever, characters attempting to become culture agents do not
suffer a DM-1 for either the Downtecher or the Rogue career.

Commission (Culture Agents only): 10+ (DM = terms served).

Maybe you're a SCI Force agent, or a Mindscape hacker
working for (or against) a corporacy, or maybe you're a thief
or a spy from a non-Commonality culture, working for the
Internal Security Instrumentality, or for the Communications
Instrumentality gathering information beyond the Fringe.

SPECIALISATION: AGENT
An uneasy threatened peace is maintained across the Com-
monality by the agents of its instrumentalities: the culture
agents of SCI Force, responsible for monitoring, managing,
and mitigating the conflicts which occur when the cultures
encountered by Expansion come into contact with Com-
monality worlds; the agents of CORESEC and the ISI, charged
with policing, intelligence, and internal security; the tech-
nopsi agents of the Communications Instrumentality; and
more. Agent characters enjoy great leeway in accepted
backgrounds and behaviours, and are often recruited from
Fringe Worlds themselves, but much is expected from them
in return.

Tech: T5-T10 (by homeworld).

Economic System: Disinterested Resource Allocation (or
other if from a culture world or a Fringe polity).

Longevity Package: 6+ (Commonality), DM-1 per addi-
tional term.

Extensions: INT 9+ (avatar, emulator, sentinel (if T8+), skill
chip).

Connections: SOC 7+; choice of ally or organisation (cor-
poracy or instrumentality).

SPECIALISATION: MINDSCAPER
Mindscapers are specialists in the manipulation of the
Mindscape and its contents. Their motives may vary widely,
ranging from hackers breaking into restricted content or
imposalities (page 134), to redactors who manipulate the
Mindscape’s very structure, modifying fictionals, invading
haloes, and stealing or removing memories and abilities from
connected individuals, either for their own ends, or to redact
the exomemories of those damaged by mindburn (page 75).
Mindscapers automatically begin the first term of their career
with a special ops / black chip (page 105), but must give up a
single benefit roll in return.

Tech:T8-T10 (by homeworld).

Economic System: Any.

Longevity Package: 7+ (Commonality) / 10+ (elsewhere,
Tl permitting), DM-1 per additional term.

RS he—"

Extensions: INT 8+ (Any).
Connections: SOC 9+; choice of ally or organisation (cor-
poracy, criminal, or instrumentality).

SPECIALISATION: THIEF
Thievery is still a surprisingly popular occupation in the
Commonality, and more so on Fringe and Outer Worlds. Com-
monality thieves have excellent technical expertise to bypass
security measures, but that doesn’t stop them stealing the
same old things—wealth, precious materials, and valuable
items—although information brokers are sometimes little
different from spies. This assignment can also be used for
freelance spies, whose work is often quite similar.

Tech: T5-T10 (by homeworld).

Economic System: Any.

Longevity Package: 8+ (Commonality) / 11+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 10+ (avatar, emulator, sentinel (if T8+),
skill chip).

Connection: SOC 7+; choice of ally or organisation (cor-
poracy, criminal, or instrumentality).
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Table 3-86: Security Career Progress

Specialisation Survival Advancement Longevity
Agent INT 7+ EDU 7+ 6+*
Mindscaper INT 7+ DEX 8+ 7+ /10+*
Thief INT 5+ DEX 6+ 8+/11+*

*DM-1 per additional term.

Table 3-87: Security Skills and Training

Roll 1D ' Personal Development Service Skills Advanced Education (min EDU 8) Controller Skills (Agents)
1 +1 DEX Deception Advocate Admin

2 +1END Gun Combat Informatics Interface

3 +1 INT Investigate Interface Diplomat

4 Gun Combat Persuade Language Language

5 Drive or Flyer Stealth Medic Leadership

6 Melee Survival Social Science Tactics

Table 3-88: Security Specialist Skills and Training

Roll 1D | Specialist: Agent Specialist: Mindscaper Specialist: Thief
1 Diplomat Gun Combat (mindburn) Athletics (dexterity)
2 Investigate Informatics (Mindscape) Deception
3 Persuade Interface Interface
4 Recon Investigate Recon
5 Social Science Recon Stealth
6 Tactics Streetwise Streetwise
Table 3-89: Security Ranks and Table 3-90: Security Ranks and

Benefits (Agent / Controller) Benefits (Mindscaper)
Rank Special- = AgentSkill = Specialist: Controller Rank  Specialist: Mind- Skill or Benefit

ist: Agent = orBenefit = AgentCon-  Skill or Benefit scaper

troller
0
0 Agent
1 Investigate 1

1 Agent Persuade 1 Staff Agent Language 5 Gun Combat (mindburn) 1
2 Advisor 3 Mindjacker
3 Field Recon 1 Diplomat 1 4 Informatics (Mindscape) 1

Agent
4 Investigate 1 = Controller >

Special Leadership 1 g

Agent
6 +1SOC
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Table 3-91: Security Ranks and Table 3-92: Security

Benefits (Thief) Mustering-out Benefits

Rank  Specialist: Thief Skill or Benefit Roll 1D  Credit Sentient Weapon

0 1 1,000 Restricted Augmentation
1 Stealth 1 2 2,000 Sentient Weapon

2 3 5,000 Halo

3 Streetwise 1 4 7,500 Virtuality

4 5 10,000 Drone

5 Recon 1 6 25,000 Organisation

6 7 50,000 Ship

Roll 2D

o N O wun

10

11
12

Roll 1D

Table 3-93: Security Career Events

Event
Disaster! Roll on the Mishap table, but you are not ejected from this career.

A job suddenly turns dangerous. Roll Streetwise or Informatics (Mindscape) 8+. On a failure, roll on the Mishap
table; on a success, gain one of Deception 1, Gun Combat 1, Melee 1, Persuade 1, or Tactics 1.

You snatch victory from the jaws of defeat. Gain a DM+1 on your next benefit roll, and automatically succeed on
your next advancement roll.

You establish a network of contacts. Gain 1D3 contacts.
You receive advanced specialist training. Roll EDU 8+ for a +1 to any of your skills.
Life event.

You undertake an undercover mission. Roll Deception 8+. You may task chain this roll with Informatics. On a suc-
cess, roll on the Civilian or Rogue events table, and roll for one skill on any specialist skill table for that career. On a
failure, roll on the Mishap table for that career.

You get into a feud with a rival organisation. Roll Gun Combat, Stealth 8+. On a failure, roll on the Injury Table; on a
success, gain an extra benefit roll. Either way, you gain a rival.

You spend a great deal of time travelling Mindscape virtualities. Roll Informatics (Mindscape) 8+: on a success, gain
+1 Informatics (Mindscape) and a Mindscape-based ally; on a failure, roll on Table 3-105: Mindburn (page 75), and
gain a Mindscape-based enemy.

One of your seniors considers you his protégé. Gain Tactics 1, or a DM+4 to your next advancement roll.

Automatic promotion.

Table 3-94: Security Career Mishaps

Mishap

You are found on another world with a gap in your memory and no idea what happened. Gain a mystery (page 76).

Your cover is blown and you must start a new life with a new identity. Gain one of Art (acting) 1 or Deception 1, and
adopt a cover culture, homeworld, and name.

You are severely injured in the line of duty, roll on the Injury Table.

A job goes wrong and you find yourself forced to help the opposite side. Join them and gain them as an ally, losing
this term’s benefit; or betray them, keep this term’s benefit, and gain them as an enemy.

Uncover a terrible Mindscape secret and be embargoed (page 133). Either continue without Mindscape access, or
gain a black chip and your former career (this one) as an enemy.

A job goes wrong and your loved ones are swept up in it. Roll twice on the Injury Table for a contact, ally, or family
member.
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SPACER

Qualification: DEX 6+, DM-1 for every previous career.

You may be a squeaky clean pilot working for Space
Force, a hard-as-nails asteroid miner grubbing for a claim,
a commerce raider out on the Fringe, or any of the above,
pressed into service with SCl Force.

SPECIALISATION: BELTER
Many belters are Hydragand-Dezimeer (page 28); those that
aren't are just as often mechanical as organic, sometimes
even a single mining vessel operating solo with a flotilla
of drones. Some people like the life on the prospecting
frontier—it's ideal for solitary personalities to hook up with a
like-minded ship and no other interference.

Tech: T7-T10 (by homeworld).

Economic System: Any.

Longevity Package: 8+ (Commonality) / 10+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel (if T8+),
skill chip).

Connections: SOC 9+; choice of ally or organisation
(corporacy or instrumentality).

SPECIALISATION: PIRATE/SCAVENGER
It's harder to lead the life of a pirate than a gangster, and
freebooters are largely unknown within the Commonality. On
the porous Fringe, however, and especially near the Successor
States and the Venu Q-Zone, there are places where ruthless
pirates prey on New Traders, colonists, and the usual traffic

of the space lanes. Space Force tries to suppress piracy, but
some have received letters of marque as long as they act
against the Commonality’s foes. Also, political instability can
make a system a burgeoning colony one year and a rubble-
strewn wasteland the next. Scavenger characters thrive in

this environment, combing battlefields and seeking out failed
colonies and disaster zones, salvaging and repairing ships,
weapons, and equipment for sale or barter. Many pirates also
work as scavengers, and some scavengers take up piracy
when they can.

Tech: T7-T10 (by homeworld).

Economic System: Confiscation, Interested Resource Allo-
cation, Planned Economy (rare), Regulated Money Economy
(rare), Unregulated Money Economy.

Longevity Package: 9+ (Commonality) / 11+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 10+ (avatar, emulator, sentinel (if T8+),
skill chip).

Connections: SOC 7+; choice of ally or organisation (cor-
poracy, criminal, or instrumentality).

SPECIALISATION: STARSHIP CREW
You're a starship pilot or a member of the crew of a star-
ship who possesses at least some pilot training. There are
two types of starship pilots in Mindjammer: 2-pilots and
n-pilots. 2-pilots pilot ships faster-than-light through 2-space
(between star systems, page 140), while n-pilots do so
slower-than-light, usually within a single star system, through
n-space or normal space.

Tech: T9-T10 (by homeworld).

Economic System: Any.

Longevity Package: 9+ (Commonality) / 10+ (elsewhere,
Tl permitting), DM-1 per additional term.

Extensions: INT 9+ (avatar, emulator, sentinel, skill chip).

Connections: SOC 8+; choice of ally or organisation (cor-
poracy or instrumentality).
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Table 3-95: Spacer Career Progress

Specialisation Survival Advancement Longevity
Belter END 6+ DEX 6+ 8+/10+*
Pirate END 5+ INT 6+ 9+ /11+*
Starship Pilot INT 7+ SOC 6+ 9+/10+*

*DM-1 per additional term.

Table 3-96: Spacer Skills and Training

Roll 1D  Personal Development Service Skills Advanced Education (min EDU 8)
1 +1 DEX Athletics Astrogation
2 +1 END Carouse Engineer
3 +1 INT Interface Informatics (Mindscape)
4 +1STR Mechanic Medic
5 Gun Combat Pilot Language
6 Jack of All Trades Vac Suit Science
Table 3-97: Spacer Specialist Skills and Training
Roll 1D  Specialist: Belter Specialist: Pirate Specialist: Starship Crew
1 Athletics Deception Astrogation
2 Broker Gun Combat Gunner
3 Interface Gunner Interface
4 Pilot Melee Medic (redaction)
5 Profession (belter) Streetwise Pilot
6 Profession (belter) Vac Suit Vac Suit

Table 3-98: Spacer Ranks and Table 3-99: Spacer Ranks and

Benefits (Belter) Benefits (Pirate)
Rank Specialist: Belter Skill or Benefit Rank ' Specialist: Pirate Skill or Benefit
0 0
1 Prospector Interface 1 1 Henchman Engineer 1 or Mechanic 1
2 Miner Broker 1 2
3 3 Gunner 1 or Pilot 1
4 Belter Pilot 1 4
5 5 Captain Leadership 1
6 6
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Table 3-100: Spacer Ranks and Table 3-101: Spacer
Benefits (Starship Pilot) Mustering-out Benefits

Rank  Specialist: Starship Skill or Benefit Roll 1D  Credit Other Benefits
Pilot 1 1,000 Sentient Weapon

L 2 5,000 Halo

1 Co-pilot Astrogation 1 3 10.000 Drone

2 N-pilot Pilot 1 4 10,000  Virtuality

3 5 50,000 Augmentation

4 2-pilot Informatics (Mindscape) 1 6 100.000 Ship

5 7 100,000  Ship

6

Table 3-102: Spacer Career Events

Roll2D | Event
2 Disaster! Roll on the Mishap table, but you aren’t ejected from this career.

3 Your ship is ambushed by enemy vessels. Either run, and roll Pilot 8+ to escape, or roll Persuade 10+ to bargain with
them. If you fail the check, then your ship is destroyed and you may not re-enlist as a Spacer at the end of this term.
If you succeed, you survive and gain Interface (sensors) 1. Either way, gain an enemy.

4 You spend several years traveling from world to world. Gain one of Astrogation 1, Interface 1, Pilot 1, or Mechanic 1.

5 You're involved in a diplomatic mission. Roll Diplomat or Persuade 8+ to gain +1 SOC or Social Science 1.0On a
failure, lose 1 SOC, roll on the Injury Table, and gain an enemy.

6 You're involved in a boarding action. Roll Gun Combat or Stealth 8+ to avoid injury, and gain one of Athletics (dex-
terity) 1, Gun Combat 1, Melee 1, Tactics (naval) 1, or Vac Suit 1.

7 Life event.

8 You're involved in a lucrative strike or voyage. Gain a DM+2 on your next benéfit roll.

9 You foil a mutiny or violent uprising. Gain one of Diplomat 1 or Persuade 1, an enemy, and a DM+2 on your next
advancement roll.

10 You save your starship sentience from eidolon crisis. Gain +1 INT and a DM+2 on your next advancement roll.

1 You participate in a naval engagement. Gain one of Engineer 1, Gunner 1, Interface (sensors) 1, or Pilot-1.

12 Automatic promotion.

Table 3-103: Spacer Career Mishaps

Roll 1D  Mishap

1 You're injured; roll on the Injury Table.

2 You are betrayed by a contact or ally and find yourself on the run. Gain an enemy and +1 Streetwise.

3 You come across an ancient wreck; roll on the Injury Table. You have a secret, including knowledge of the wreck’s
location.

4 Your ship crashes on a low tech world; your next career is automatically Downtecher (any).

5 You are caught in violation of Commonality law; lose 1 SOC and gain a secret.

6 You are psychologically damaged; roll on Table 3-105: Mindburn (page 75).
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Life Events
Use the Life Events table (Traveller Core Rulebook, page 44),
replacing the Unusual Events section with Table 3-104: Mind-
jammer Unusual Events.

Table 3-104: Mindjammer

Unusual Events g

Roll Unusual Event

1D

1 You have an extended interaction with a powerful posthuman
entity that offers you the chance to become posthuman (see
page 326). If you accept, immediately increase your personal Tl
toT10 (or gain +1 INT if your personal Tl is already T10), gain a
contact, and expect to periodically be offered unusual augmen-
tations or unique opportunities.

2 Aliens: You spend time among an alien race. Gain Science 1
and a contact among an alien race.

3 Alien Artefact: You have a strange and unusual device from

an alien culture that is not normally available to humans.

4 Amnesia: Something big and important happened to you, but
you don't know what it was. Gain a mystery.

5 Contact with Commonality: You briefly come into contact with
the highest echelons of the Commonality—the leaders of one
of the Instrumentalities or Ministries, or even a Custodian. Gain
a contact.

6 Ancient Technology: You have something older than the Com-
monality, or even something older than humankind itself. It
may have even been created by the mysterious Predecessors.

and intrinsic parts of your character’s personality, and can
only be removed by the sort of massive memory rewriting

The Injury Table that risks transforming the character into a completely differ-
See the Traveller Core Rulebook (page 47). Depending on ent person, or at minimum erasing many years of memories.
your homeworld, TL, or career, you may be stuck with your As a result, flaws and longevity restrictions typically cannot be
injuries, or you may have them replaced with robotic, syn- removed.
thetic, or genurgic prostheses. You may optionally choose to
take these replacements as augmentations, but you must pay Table 3-105: Mindburn
for them out of your benefits.
1D  Effect
The Mindburn Table e v
Mindburn is a form of mental injury that is most often caused 2 Lose 1D3 Halo skill levels'.
by a mindburn attack (page 133) or by the damage suffered 3 Roll on the Eidolon Crisis Table (below).
b){ a starship pilot or starship sentience on a falled.planlng 4 Reduce INT by 1.
(Pilot) check (page 145). Roll 1D on Table 3-105: Mindburn.
5 Reduce EDU by 1 and suffer minor amnesia”.
Medical Care: Restoration of lost INT or EDU costs Cr5000 6 Fall unconscious for 1D minutes but suffer no lasting effects.

per point. Removing a common flaw costs Cr10000, and "Restoring a lost halo skill level requires Mindscape access and

treating minor amnesia costs Cr5000 and requires an Aver- 2D hours, or 1D hours with a successful Average (8+) Medic
age (84) Medic (redaction) check by the redaction specialist (redaction) skill check.

performing the treatment; failure means the memory loss is 2The character forgets anywhere from an hour to a full day of
permanent. Common flaws gained via memoplexes (page events related to the mindburn.

131), mindburn, or eidolon crisis can be easily cured, since
they are not an intrinsic part of your character’s psyche.
However, common flaws taken as flaws, and all longevity
restrictions acquired as part of a longevity package, are deep
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The Eidolon Crisis Table

All synthetic sentiences must meet the eidolon compli-
ances—the four checks of integrity, stability, and freedom
from neurosis and psychosis which ensures their manufac-
tured personalities are stable and safe. Eidolons incurring
mental stress can undergo eidolon crisis, compromising
these compliances; this may also happen to basics whose
personality development exceeds parameters. Eidolon crisis
is a form of mental breakdown, with symptoms ranging from
mild neurosis to dangerous psychosis. A basic which suffers
an eidolon crisis must roll twice on Table 3-106: Eidolon Crisis,
but synthetics based on eidolons (including all synthetic
characters) roll only once.

Table 3-106: Eidolon Crisis

1D Effect

1 Gain 1 common flaw.

2 Gain 1D3 common flaws.

3 Reduce INT by 1D3.

4 Reduce EDU by 1D3 and suffer moderate amnesia’.

5 Character becomes entirely unresponsive for 1D days but suf-

fers no lasting effects.

6 Roll twice on this table. If 6 is rolled a second time, the char-
acter suffers from psychotic rage for 2D hours”.

" Moderate amnesia causes the character to forget 1D weeks of

events related to or leading up to the eidolon crisis.

2The character immediately attacks anyone nearby who

could be a potential threat. It ignores sleeping or unconscious

characters or characters in stasis, and attacks strangers, rivals,

and enemies first.

Medical Care: Treating moderate amnesia costs Cr10000 and
requires a Very Difficult (12+) Medic (redaction) check by the
redaction specialist performing the treatment. Average or
exceptional success recovers all memories, marginal success
or marginal failure transforms moderate amnesia into mild
amnesia, and worse failure means the amnesia is permanent.

Medical Care and Debt

In the post-scarcity society of the Commonality, medical care
is free. If your Commonality character is injured during char-
acter creation, this injury is automatically and freely treated.
If you want to take an augmentation instead of straight
treatment, then that has a resource point cost. Within the
Commonality, that resource cost will be in the form of calling
in favours, drawing on resource allocations, or influencing
people, rather than spending cash, but the effect is the same,
and we track it in cash terms all the same.

If you're injured during character creation and your
character is outside the Commonality, then treatment of this
injury is based upon the Economic System (page 208) of your

homeworld, current world, or current profession. Characters
from disinterested or interested resource allocation societies,
regulated money economies, or planned economies pay no
cost for their medical treatment. Characters from worlds or in
professions with unregulated money economies, confiscation
economies, or barter economies must pay for their own medi-
cal treatment and may incur medical debt.

Contacts, Allies, Rivals and Enemies

For contacts, allies, rivals, and enemies, see the Traveller Core
Rulebook (page 18).

Mysteries and Secrets

Mysteries and secrets are similar to allies or contacts, except
that their nature is unknown, either to you (a mystery) or to
the other players and characters (a secret). You can flesh out
mysteries and secrets during play.

Benefits

The details of what individual benefit rolls provide are some-
times different, but rolling benefits is identical to the procedure
described in the Traveller Core Rulebook (page 44).

Cash

The amount of credits you receive is modified by the eco-
nomic system you used when in the specific career, and may
be in the form of actual currency or a more abstract level of
access to the Commonality’s resource allocation systems.
See “Economic Systems” on page 208 for further information
about cash benefits and economic systems.

Mustering Out Benefits in
Disinterested Resource Allocation
Economies

Mustering out benefits are identical to those described
for characters from economies which use money, except
when obtaining cash. Total all cash gained and then
divide this number by 20,000 to obtain the number of
Resource Points (RP) the character gains (round up).
Characters can immediately exchange each RP for one
Moderate item, or larger numbers of RP for Expensive
items, without needing to make acquisition checks.
Alternatively, characters can use some or all of these ac-
cumulated RP to immediately make an acquisition check
to acquire goods before play begins. Characters retain
any unused RP for later use. See page 210 for more about
Resource Points and acquisition checks.

e RN T




Mustering Out Benefits in Interested
Resource Allocation Economies

Mustering out benefits are identical to those described

for characters from money economies, except when
obtaining cash. For a SOC11+ character, divide the total
cash benefits gained by 15000 to obtain the number of
Resource Points (RP) the character gains. For a SOC 10-
character, divide the total by 30000. The rules for dealing
with cash are otherwise identical to those for Disinterested
Resource Allocation economies. See page 210 for more
about Resource Points and acquisition checks.

Other Benefits

A character may receive direct access to goods or services as a
benefit. In such cases, the list cost of the item is irrelevant, and
the character acquires the item automatically, regardless of
his current credit level or economic system.

AUGMENTATION

Gain any unrestricted augmentation (page 100) with a maxi-

mum cost of Cr25000 and a Tl no higher than your personal Tl.

If you roll this benefit again, you may take another augmenta-
tion with a maximum cost of Cr50000, or increase the one you
already possess by one level (if possible).

AVATAR

You gain a synthetic body known as an avatar, with physical
attributes identical to your own; its appearance is up to you.
If you roll this benefit again, you may take another avatar, or
upgrade your current avatar to be variform. Variform avatars
may change shape to that of any roughly human-sized crea-
ture or object. You control your avatar using your Mindscape
implant, and can use it almost as easily as your own body,
effectively allowing you to be two places at once. See “Exten-
sions” on page 110 for more.

DRONE

You have a single drone (page 107). If you lack a Mindscape
implant, you control it via an included handheld controller
with a holographic display.

EMULATOR

You acquire a virtual simulation of yourself. Emulators possess
all of your skills and mental characteristics, but are semi-
sentient duplicates, not independent intelligent entities. They
can’t go against your wishes, and are incapable of creative
thought; however, they can take actions in the Mindscape
while you act in the physical world, and can also control
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Mindscape-enabled vehicles and equipment for you. See
“Extensions” on page 110 for further information.

HALO

You acquire an additional 5 skill levels of halo skills, which
can only be used when you have access to the Mindscape. To
determine which skills your halo contains, roll on any avail-
able table for your current career, rerolling any characteristic
increases (halos can't increase characteristics). Each time

you roll this benefit, you gain an additional 5 halo skill levels.
Remember that all characters who have a Mindscape implant
already have 1 level of a halo skill. See “Extensions” on page
110 for more on your halo.

LAB

You possess a well-equipped lab, workshop, or medical bay
suitable to your skills. It grants you a DM+1 to your choice
of Engineering, Medic, or Science checks for the specialty or
the specialties you currently possess. For Social Science, you
possess instead a vast database and specially created basic
sentience that provides the same benefit. If you possess a
ship, this lab may be fitted into it free of charge.

ORGANISATION

You're a member of, or have a relationship with, an organisa-
tion such as an instrumentality, corporacy, government, and
so on. Organisations provide access to resources (includ-

ing credit), goods and services; however, they also require
services in return. Players should work out the exact nature of
their organisation with the GM. Characters may all belong to
the same organisation, even for those who've entirely differ-
ent careers. See Chapter 9: Organisations for more.

RESTRICTED AUGMENTATION
This benefit is identical to the Augmentation benefit above,
except that you can instead choose a restricted augmentation.

SENTIENT WEAPON

You have a weapon containing a basic sentience (page 31).
Select any weapon with a Tl no greater than your personal

Tl but at least T8 and a cost of no more than Cr10,000. If you
roll this benefit again, you may take another weapon, or gain
+1 level in the appropriate combat skill for a weapon already
received as a benefit, or upgrade your initial sentient weapon
to a single weapon with a cost of no more than Cr20,000.
Because your weapon is sentient, it can aim and attack on

its own if ordered to do so (ie it can act independently), for
which it has a built-in DEX + combat skill DM+3. More usually,
it can assist you in using it, enhancing your aim and weapon
use and providing an automatic DM+1 to your attack rolls.
See “Operating Sentient Devices” on page 107 for more. Sen-
tient weapons are commonly missile weapons, but sentient
melee weapons such as energy blades, etc, are also possible.
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SHIP

Note that this benefit only applies if none of the player characters

is playing a sentient starship. If more than one PC rolls this ben-

efit, the players should discuss which ship they will retain, and
reroll the unused benefits, ignoring further rolls of “Ship’.

You have access to a ship for travelling between star sys-
tems. It is an NPC, with the basic stats provided in Chapter 8:
Starships and Space Stations. This benefit has three options:
« Diplomatic Courier: The character has use of a Herald-

Class Fast Courier.

» Merchant Ship: Adam Smith-class merchant, Keynes-class
subsidised freighter, or Profit-class New Trader.

» Ship: Any of the three merchant ship options, a Botany
Bay-class Stage Il Explorer, or a Prospector-class mining
vessel.

Note that the Keynes-class subsidised freighter and the Botany

Bay-class Stage Il Explorer are vessels with crews of at least

several dozen individuals. If the characters select such a ship,

this means they're part of a larger crew, rather than the sole
crewmembers.

See page 167 for more information on these vessels.

SKILL CHIP

You gain a single level of a halo skill (page 110). To determine
which skill you obtain, roll on any available table for your
current career, rerolling any characteristic increases. Skill chips
are treated just like other halo skills.

VIRTUALITY

You have a virtual space which you have developed and fitted
out in the Mindscape. In addition to having any appearance
you desire, this virtuality also provides a DM-4 to all attempts
to hack or otherwise perform technopsi (page 129) on

Optional Rule: Starship Mortgages

Sentient starship characters, and characters who have
already rolled a ship benefit, who roll “Ship” on a ben-

efit roll may choose to take this roll as MCr1 of starship
equipment or, if they’re operating out on the Fringe, as
MCr5 of starship upgrades and a MCr5 mortgage to pay
off. Additional rolls can be used for either MCr1 of starship
equipment, another MCr5 of starship equipment for which
the character owes another MCr5, or to pay off MCr1.25 of
an existing mortgage. As indicated by the rules on starship
mortgages in the Traveller Core Rulebook (page 142),
each MCr5 mortgage requires a payment of Cr20000 (1 RP,
see page 210) every month.
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anyone inside it. If you roll this benefit again, you may acquire
another virtuality, or a sentinel (page 111) which protects
your virtuality and anyone inside it.

WEAPON

Select any weapon from those listed in “Weapons” on page
117 with a Tl no greater than your personal Tl and a cost of
no more than Cr10,000. This is a non-sentient weapon. If you
roll this benefit again, you may take another weapon, +1 level
in the appropriate Gun Combat skill for a weapon already
received as a benefit, or upgrade your weapon to a single
weapon with a cost of no more than Cr20,000.

AGEING, EXPERTISE, AND
LONGEVITY

Characters begin at their initial age, and increase that age by
4 years for every term. Eventually ageing will take its toll on
characters’ abilities. However, characters from more techno-
logical backgrounds may delay or even eliminate the effects
of ageing entirely. There are two methods of doing this, of
increasingly high Tech Index:

» Rejuve (T7): A regimen of treatments which are applied
every so often and which reverse the effects of ageing,
effectively making a character younger. Each application
of rejuve reduces a character’s biological age by 12 years.
There’s no limit to this how often rejuve can be used,
but it can't safely lower a character’s age below physical
maturity.

+ Longevity (T8+): An advanced genurgic procedure
which returns a character’s physical body to its prime and
prevents further ageing. The Longevity augmentation is a
one-time treatment, although it can be reversed if desired
(this is rare). A single application of Longevity reduces a
character’s biological age to mature adult, and prevents
any further biological ageing.

Unlike characters in the Traveller Core Rulebook, charac-
ters in Mindjammer are often more than a century old, and
in perfect health. As a result, characters from the Commonal-
ity and from other polities with advanced technology are
exceptionally competent. However, great age also provides
them with several limitations (see “Longevity Restrictions” on
page 80).

The Expertise of Greal Age

In Mindjammer, the highest skill level a character can achieve
is 6, +1 per 100 years of age. This is known as the skill cap. So,
a character who is 110 years old could have a level 7 skill; to
get to level 8, he'd have to be at least 200 years old. Ancient
sentiences can have very high skill levels, which is one of the
reasons hyper-skilled Commonality characters can accom-
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Culture, Tl, and Longevity

Unless they specifically decide not to, all Commonality
characters receive a single longevity package as part
of their pre-career education, with all of the advantages,
changes, and disadvantages this provides. Commonality
characters who refuse this package still have the Longev-
ity augmentation at no extra cost, but have not pursued
a lengthy pre-career education. Fringe world characters,
including those from T8 worlds or above, don’t automati-
cally receive this longevity package, but if they succeed
at a longevity roll (page 40) may choose either a single
rejuve treatment or a longevity package. Venu characters
and characters from T7 worlds or below may not receive
longevity packages unless they leave for a higher tech pol-
ity, in which case succeeding at a longevity roll gives them
a single rejuve treatment. Characters from lost worlds or
backgrounds of T7 or below may not attempt longevity
rolls unless they leave their world for a higher tech polity.
Characters with the Longevity augmentation cease to
age physically, and never need to make another ageing
roll. Characters who succeed at a second longevity roll
during character creation may take a further longevity
package, making them another 50 years older and giving
them all the benefits and restrictions of a longevity pack-
age a second time.

plish very complex or difficult tasks, and even do so quickly.
They may even perform multiple actions simultaneously with
a high degree of success.

Longevity Packages
The careers section above provides longevity rolls for each
career (see Step 10 of the Character Creation Checklist, page
13). You receive a longevity package whenever you succeed
on your longevity roll. This is a set of benefits you acquire by
virtue of undertaking longevity treatments and spending
decades in your chosen career—the default period for a lon-
gevity rollis 50 years. At the end of this time, your apparent
(physical) age has not increased, either because the longevity
augmentation prevents all aging, or (if you do not possess the
longevity augmentation) because you acquired a sufficient
number of rejuve treatments during this time to prevent all
ageing.
A longevity package provides your character with the
following:
» Roll or choose 8 times from the skills and training tables
for your current career. You may increase one of your

characteristic scores by +1 instead of acquiring a skill level,
but only up to 3 times in a given longevity package (for

a total of +5 skills and +3 characteristic points). If you're

a Commonality citizen and this is your initial longevity
package taken before your first career, see also “Pre-Career
Education Within the Commonality” on page 38.

Increase your actual age by +50 years. Your apparent
(physical) age remains unchanged at mature adult.

Either acquire a new longevity restriction at level 1, or
increase an existing longevity restriction by +1 level. Each
longevity restriction has a maximum of 3 levels.

If your character has a Mindscape implant, gain a single
extension (either an avatar, emulator, halo, or sentinel).
For more information, see “Extensions” on page 110.
Characters without Mindscape implants may automati-
cally gain both an implant and a single extension, unless
they possess the Implant Reject flaw. You may select any
extension available in your current career.

Gain a single ally, contact, or organisation available in your
current career, or raise your Rank in that career by +1.
Choose Cr250,000-worth of augmentations or other items
of personal equipment that are either unrestricted or
available through your current career.
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Longevity Restrictions
Longevity restrictions are restrictions on your behaviour
which you acquire by virtue of having lived a long time. Each
longevity restriction has three levels: the older someone
becomes, the more extreme their restrictions. This is indicated
as Insatiable Curiosity 1, Insatiable Curiosity 2, and so on. Each
time you acquire a longevity package, you also gain one level
in a longevity restriction.

Levels in the longevity restrictions described below are
cumulative; unless a later restriction supersedes an earlier
one, when you gain a level in a restriction, its earlier levels

still apply.

EXISTENTIAL BOREDOM

You feel old, and like you've seen everything before. New

events remind you of old ones, and your mind wanders easily.

1. Routine and detail-oriented tasks bore you silly, and you
try to avoid them. Unless something important is depend-
ent on you accomplishing the task to the best of your
ability, you'll do a rush job (incidentally also decreasing
the timeframe increment by one).

2. If you need to wait more than 10 minutes to do some-
thing, you become lost in your thoughts and suffer a Bane
on your next task check as you gradually become aware of
the world around you again.

3. Unless someone would notice, you always rush routine
and repetitive tasks and try to find ways to skip them
altogether.

INSATIABLE CURIOSITY

Something new and wonderful could be waiting just around

the next corner, or perhaps inside that locked box on the

table in front of you.

1. If confronted with a mystery, you always want to inves-
tigate it. You may turn down mysteries that seem too
dangerous or even too socially awkward to investigate,
but if you can find a way to investigate them without risk,
you'll try. If a comrade isn't present, you may turn down a
chance to look through their personal belongings if you
think they'd find out and would be angry with you, or if
you care about them and know that doing so would upset
them, but you're still sorely tempted and someone else
could likely talk you into doing so.

2. Aslong as no physical danger or legal consequences are
involved, you can't turn down a chance to investigate
something potentially interesting.

3. You'll try to do so as safely as you can, but if presented
with a chance to learn something interesting or uncover
any sort of mystery, you'll take it. If prevented from investi-
gating something by threats of physical force, or simply an
inability to gain access, you suffer a Bane to all checks until
you find a way to overcome these obstacles or discover a
new mystery to investigate.

INTOLERANT OF DISCOMFORT

You've eaten too much bad food and endured too much

discomfort to put up with any more.

1. You always seek out the best food and similar comforts as
long as they're within your means. You never volunteer to
go anywhere actively uncomfortable, like hiking across a
glacier, although you can be convinced to endure discom-
fort for a sufficiently good cause.

2. You're only willing to endure uncomfortable situations if
you can take along as many comforts as you possibly can.
The only way to talk you into sneaking through the wilder-
ness to infiltrate that secret Venu base is if you take along
a luxurious portable shelter module and a makepoint
designed for creating gourmet food...

3. You refuse to enter situations where you'll be deprived
of comfort, and if forced into such a situation you suffer
a Bane to all actions not directly involving attempting
to attain the comforts you require. If you're stranded on
a desolate planet, you suffer a Bane to any activity not
directly related to either finding a way off, or increasing
your personal comfort.

Paired Longevity Restrictions

The following longevity restrictions are organised in opposed
pairs. You can only take one restriction from a given pair,
never both.

CONCERN FOR ALL SENTIENT LIFE VS DISREGARD FOR

OTHER LIVES
The experience of age can make other sentient beings seem
either vitally important or increasingly irrelevant.

CONCERN FOR ALL SENTIENT LIFE

Life is precious, especially intelligent life. You abhor lethal vio-

lence and are horrified by the idea of taking another sentient

life.

1. You avoid combat and prefer non-lethal attacks whenever
possible.

2. You never initiate lethal violence, and can't kill someone
except to prevent an immediate lethal threat to yourself
or someone else.

3. You can't kill another sentient being, even to save your
own life.

DISREGARD FOR OTHER LIVES

You've seen dozens of people die, and you aren't troubled by

a few more—especially if you think they're dangerous.

1. You've seen enough sentient beings die that you're
exceedingly casual about other people’s deaths, and
rarely express regret over the death of someone who
wasn't important to you. You don't kill or use violence
without a good reason, and are as inclined as anyone
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else to avoid the legal ramifications of murder, but in
lethal combat you never hesitate to kill anyone you
regard as a serious threat.

2. You have no trouble killing captives if you believe they'd
be better off dead. Without a compelling reason beyond
mere personal feelings, you refuse to risk your life for
someone else.

3. If someone or something is an active threat to you or to
someone or something you care about, you'll kill them
unless someone stops you, or you can't find a way to do so
without serious consequences.

EMOTIONALLY DISTANT VS NEEDY
The very old often retreat from contact with other sentients,
or increasingly come to rely upon that contact.

EMOTIONALLY DISTANT

You have difficulty forming emotional connections with

others, and tend to disregard their feelings.

1. You almost never talk about your own emotions, and
have little interest in those of others unless they directly
affect you.

2. You're oblivious to others’emotions unless they're blin-
dingly obvious, and suffer a Bane to checks to comfort or
inspire others using emotion rather than logical necessity.

3. You're incapable of forming close friendships, and suffer a
Bane to checks to discern the emotional states of others,
including telling if someone’s lying.

NEEDY

Age has made you value emotional connection and the pres-

ence of others so much that you find solitude to be difficult.

You hate being alone, and are emotionally dependent on

those around you.

1. You value the company of people you care about, and do
your best not to be away from them. The only thing worse
than being away from them is being entirely alone.

2. If you're on your own for more than half a day, you suffer
a Bane to all checks except those directly related to
regaining the company of others, preferably those you
care about.

3. Whenever you're unable to easily get in touch with those
you care about, you suffer a Bane on all checks except
those directly related to recontacting them.

HYPER CAUTIOUS VS RISK-TAKER
Sometimes the very old become substantially more or less
cautious.

HYPER CAUTIOUS

You've lived too long to die from a p-suit blow-out or some
other simple accident. You're willing to fight to survive, but
you prefer doing so in a way which places you in as little
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danger as possible.

1. You double check your protective gear, worry about
safety, and refuse to charge into a situation and trust to
your luck unless you're pretty certain of success—or at
least survival.

2. You always take extra time on safety checks (increasing
the timeframe increment by one), and if for any reason
you can't you suffer a Bane on all checks due to anxiety
until you or someone you trust has been able to check
your equipment. You also take time to check for ambushes
or traps whenever you're about to enter combat or any
other dangerous situation.

3. You're paranoid about safety. You refuse to enter combat
without an excellent incentive, and even then you make
certain you're in the back, preferably hiding behind some-
thing or someone.

RISK-TAKER

You've lived long enough that boredom has started to

become a problem, but you know the solution: taking risks

makes you feel joyfully alive! You aren't suicidal, but you love
the thrill of danger.

1. If you ever bother to make a safety check, you take less
time than normal, and tend to underestimate the risks.
You enjoy dangerous entertainments.

2. You love the thrill of danger, and while you avoid actions
that are likely to get you killed, you find it difficult to resist
activities that look fun and exciting. You're rarely bothered
by even a moderate chance of death or serious injury.

3. You're always the first to volunteer to go into danger. You'll
object to and argue against bad, foolish, or suicidal plans,
but if presented with a plan that’s sound but entails sub-
stantial personal risk, you won't hesitate. If a safer plan has
a smaller chance of success, then you'll not only push for
the riskier plan, you may set out on your own, forcing your
comrades to either go along with it or abandon you.

MEMES

You should select three memes for your character. Memes
are traits that reflect a culture’s values, and how it deals with
its own members and outsiders. All characters, economic sys-
tems (page 208), organisations (page 185), and cultures (page
216) have three such memes. Players can freely select their
character’s memes from the character’s culture, an organisa-
tion the character belongs to (page 77), or the economic
system the character lives under. Each meme should be a
relatively simple concept, almost like a motto which the char-
acter lives by, such as Synthetics Are Monstrous, Death Before
Servitude, or Live and Let Live. Every meme should expressible
in a single short, direct phrase.
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Memetic Effects

Memes affect a character’s behaviour and actions in posi-
tive and negative ways. They influence their values, and how
effective they are when performing actions related to those
values. If a character acts in a manner that matches one of
their memes, any related checks receive a Boon. Likewise,
if a character acts in a manner that contradicts one of their
memes, they receive a Bane.

A character with the Synthetics Are Monstrous meme gains
a Boon on all combat checks against synthetic opponents,
and all checks to persuade others to shun, oppose, or fight
a particular synthetic or indeed all synthetics. The same
character incurs a Bane on all checks to engage in commer-
cial or diplomatic negotiations with a synthetic, or to help a
synthetic perform a task.

Likewise, a character with the Violence Against Sentient
Beings Is Morally Wrong meme gains a Boon on any checks to
help negotiate peace or otherwise peacefully resolve a violent
or potentially violent conflict, but incurs a Bane on any checks
to incite or perform violence, including all checks to attack
other sentient beings.

Sample Economic System Memes
The following are examples of economic system memes,
ordered by economic system (page 208).

BARTER

« AFairDeal Is a Good Deal.

o Only Trust Wealth You Can Hold.

o Money and Accumulated Wealth Are Evil.

CONFISCATION

o Weand Our Possessions Only Exist to Serve the Rulers.

 Strive to Gain Power and Status So You Can Take From Those
Less Able and Deserving.

o TheRulers Are Divinely Blessed and Deserve Whatever They
Wish to Take From Their Subjects.

UNREGULATED MONEY ECONOMY

o People Are Only Responsible for Themselves.
o Greedls Good.

o Wealth Indicates Moral Superiority.

REGULATED MONEY ECONOMY

o Poverty Is the Mark of an Unjust Society.

o Care About All Members of Your Society.

» Society Is Responsible for All Its Members.

PLANNED ECONOMY

» The Collective Knows Better Than Any Individual.

» None Should Possess Luxury While Any Are in Need.

» Greed Indicates Corruption, Take Only What You Need.

INTERESTED RESOURCE ALLOCATION

» Everyone Deserves Enough, But the Best Deserve Luxury.
o Excellence Should Be Rewarded With Luxury.

o Too Much Equality Weakens Society.

DISINTERESTED RESOURCE ALLOCATION

o Money Is Archaic.

» Economies Should Provide for Everyone and Harm No One.
»  With Sufficiently High Technology We Can All Be Wealthy.

Sample Cultural Memes
The following are examples of cultural memes, ordered by
cultural openness (page 273).

LOW OPENNESS MEMES

o Our Traditions Are Sacred.

»  X(type of outsider) Is Monstrous.

o Change Is Dangerous.

» Outsiders Threaten Our Safety.

« Congquer Outsiders to Civilise Them.

INTERMEDIATE OPENNESS MEMES

o Liveand Let Live.

» Rapid Change Is Destructive.

» Moderation Is Best.

o Welcome Newcomers Willing to Learn Our Ways.
o Share Our Culture With Others.

HIGH OPENNESS MEMES

» Traditions Are Stifling.

» The New Is Better Than the Old.

o Try New Ways of Living.

« Learn About Other Cultures.

o Explore the Universe and Cherish Its Diversity.

POST-CAREER EDUCATION

The training rules on page 52 of the Traveller Core Rulebook
apply as written. In addition, characters with Mindscape
implants may purchase additional halo skills (page 77) in the
form of skill chips (see Chapter 6: Equipment, page 104).

POINT-BASED CHARACTER
CREATION

Point-based character creation is an alternate character
creation method in which characteristics, skills, and various
benefits are purchased with points rather than rolled.

/_|L|ul pEar

e RN T




IR L L

Point-Based Character Creation Checklist
1. Choose a culture, genotype, and homeworld.
a. Determine your personal tech index.

2. Generate the six characteristics by purchasing them from
a pool of 45 character points (CP). No characteristic can be
below 2 or above 12 at this stage of character creation. Each
point of characteristic purchased costs one CP up to a value
of nine, and 2CP per point from a value of 10 and up.

For example, every point of a characteristic from 1-9 costs
1 CP, and each point after that costs 2 CP. Buying a single
characteristic up to 12 costs 15 CP.

If you're creating a synthetic installation character,
distribute 30 character points among only four character-
istics: DEX, INT, EDU, and SOC. If the synthetic character
later becomes a mechanical or organic, generate his STR
and END using 15 CP.

a. Modify characteristics for culture, genotype, and
homeworld as required.
b. Determine characteristic modifiers.

3. Gain background skills, background augmentations,
and traits for your culture, homeworld, and genotype.

a. Establish your initial age based on culture and
genotype.

4. Choose if you want your character to have flaws. You can
choose up to 2 common or major flaws. Remember that
the Implant Reject major flaw prevents you from obtain-
ing any background (or other) augmentations. Add 1 CP
per common flaw and 2 CP per major flaw to the CP you
gain from careers below.

5. Choose if you wish to purchase more than your normal
number of traits. Each additional trait costs 1 CP, and you can
purchase up to two additional traits. You cannot purchase
the Notable Characteristic or Notable Skill traits in this fash-
ion; also, traits marked with an asterisk (*) cost no CP.

6. Decide if you wish to use pre-career education. If you're
from the Commonality, you may take a free longevity
package associated with the Civilian career before start-
ing careers. If you're not from the Commonality, you can
choose a university or military academy as your pre-career
education. You automatically graduate from any type of
education you choose (gaining all the listed benefits), and
may also roll for pre-career education events (Traveller
Core Rulebook, page 15). You can also pay 1 CP to choose
an event off the pre-career education events table.

7. Choose a career. At the start of each term, you gain +10
CP. You can choose to spend these during the term, or
save some or all of them for later. Instead of rolling for
survival, you automatically survive, unless you want to
roll or purchase a mishap. Mishaps cost 1 CP, and you may
only roll for or purchase one per term. Likewise, instead of
rolling, you may spend CP to purchase rank, commission,
and longevity; see the costs below.

8. If this is your first time in this career, you receive your
basic training.

Changing Personal Ti

Characters can deliberately raise or lower their personal

Tl by one. Doing so requires you to live on a world or a
starship with the desired Tl and avoid using technology of
your current Tl as much as possible, while also spending
several hours a day actively familiarising yourself with the
technology around you. Lowering your personal Tl by 1
point requires 8 weeks of living in this fashion, at the end
of which you must make an Average (8+) EDU check. Rais-
ing your personal Tl by 1 point requires 16 weeks of living
in this fashion, at the end of which you must make a Dif-
ficult (10+) EDU check. In both cases, success means that
you have changed your personal Tl by one point and now
suffer no penalty when using technology from your new
Tl, but you also now suffer a penalty when attempting to
use technology from your previous TI. Failure indicates

the time has been wasted and you must repeat the entire
process again. Frequently using technology from your cur-
rent Tl imposes a Bane on this roll, and frequently having
to struggle to survive using technology from the new Tl
imposes a Boon on this roll.

You can only raise your personal Tl by one point at a
time, but can do so repeatedly. You can attempt to lower
your personal Tl by more than one point at a time, but do-
ing so requires 8 weeks x the difference between your cur-
rent Tl and your desired Tl (changing your personal Tl from
9to 6 would require 9-6 = 3 x 8 = 24 weeks). At the end of
this time you must then make a Difficult (10+) EDU check.
The consequences of success and failure are the same as
when attempting to lower your personal Tl by one point.

Even if characters are not attempting to deliberately
raise or lower their personal Tl, sufficiently long exposure
to higher or lower technology, where the character has
little or no exposure to their current Tl, such as when mov-
ing to a planet with a higher Tl and living in a large city, or
being marooned on a planet with a lower Tl, causes char-
acters to decrease their personal Tl by one every 2-3 years
or to increase their personal Tl by one every 5-6 years. In
both cases, characters may not increase or decrease their
personal Tl above or below the Tl of the world or starship
they're currently living on.

83



\\‘||”‘m_/

84

9.

Choose a specialisation for your career. If you're changing
specialisations while remaining in the same career, ensure
you come up with a good explanation.

a. Choose one of the skills and training tables for this
career and purchase one of the items on it. Purchas-
ing a characteristic up to 9 or a skill up to level 2 costs
1 CP per characteristic point or skill level of any skill
other than Jack of All Trades. Purchasing a character-
istic at 10 or higher (to a maximum of 15) or a skill of
3 or higher (to the character’s skill cap of 6, +1 per
100 years of age) costs 2 CP per characteristic point
or skill level for any skill other than Jack of All Trades.
The Jack of All Trades skill always costs 3 CP per skill
level.

b.  You can choose to purchase a rank in your career.
Each rank costs 1 CP, but you can purchase rank only
once per term. Each rank you purchase lets you also
purchase an additional entry from one of the skills
and training tables for the career, as well as automati-
cally providing the normal benefits for that rank,
including any bonus skills. If available, you can also
purchase a commission at the cost of 1 CP.

¢.  You can choose to purchase any extension available
to the career. Each extension costs 1 CP, and you can
only purchase one per term.

d. You can choose to purchase a connection available
to the career (an ally, contact, or organisation). Each
connection costs 1 CP, and you can only purchase
one per term. Connections to other characters are
free, but they do count against the 1 connection per
term limit. You may also spend this CP to increase
your connection to one organisation, providing you
with an additional 2 organisation points (OP) in that
organisation (see page 187).

10. Choose an event. You can choose one item from either

the Mishap table or Event table for your career, or a life
event from the Life Event table. Mishaps can be chosen
without cost. Alternatively, you may roll on the Mishap
table. Doing so gives you an additional +1 CP, but you
must abide by the result. Alternatively, you may pay 2 CP
to purchase any item from the career’s Event table or the
Life Event table. You may choose or roll only one mishap,
event, or life event per term.

. Increase your chronological age by +4 years. If your

character has a biological age of middle age (human:

34) or older and lacks the Longevity augmentation, roll

for ageing. Each term, if the career and your personal Tl
permits, you may automatically succeed at a longevity roll.
Depending on your personal Tl, you may either purchase a
rejuve treatment and immediately reduce your biological
age by up to 12 years (3 terms), to a minimum of your age
at physical maturity; or you may acquire the Longevity
augmentation and purchase a longevity package. If you

12.

13.

14.

15.

16.
17.
18.

19.

already have the Longevity augmentation, you don’t need
to roll for ageing, but you still gain the longevity package.
Aquiring a longevity package is free and may be done
once a term. However, unless your referee permits more
longevity packages, you must end character genera-

tion once you possess a total of 3 longevity packages
(including the one gained from Commonality pre-career
education). Also, without special permission, you cannot
pursue more than twice as many career terms as the total
number of your allowed longevity packages. Typically, this
gives you a maximum of 6 career terms, not counting any
pre-career education.

A rejuve treatment costs 1 CP; a longevity package costs
6 CP. If you purchase a longevity package, choose one
extension, 8 points of skills, Cr250,000 of equipment

and augmentations, one connection, and one longev-

ity restriction (see Longevity Packages, page 79). All
skills and characteristic gained from a longevity package
must be available on one of the skills and training tables
for your career, and the extension and connection you
choose must also be available to that career. Each of the

8 points gained from a longevity package can be used to
purchase one skill level or one characteristic point (with

a limit of +3 characteristic points per longevity package).
However, each level of the Jack of All Trades skill still costs
3 skill points.

If you've left your current career, return to Step 7 and
choose a new career; or go to Step 15 if you want to final-
ise your character. Otherwise, return to Step 9.

If you've left your current career, choose benefits. This can
be credit (cash or resource allocation units, depending
on culture and Tl), or another benefit (usually an item

of equipment). Each choice on the benefit table costs

2 points. You can choose up to one benefit for every

term you served in the career. If you reached rank 1 or 2,
you can purchase a maximum of one additional benefit
choice when leaving that career. If you reached rank 3

or 4, you can purchase a maximum of two extra benefit
choices, and if you reached rank 5 or 6, you can purchase
a maximum of three extra benefit choices. You can choose
any benefit which requires a roll of 6 or less in standard
character generation. However, to choose benefits which
require a roll of 7, you must have the Gambler skill, choose
an event that gives you a bonus to a benefit roll, or have a
Rank of 5 or 6 in that career. Keep any unspent CP gained
this term for use in later terms.

Finalise any connections with other characters.

Select three memes for your character (page 81).

Choose a Campaign Skill Pack and allocate skills from that
pack among your group (replace Electronics with Interface
or Informatics).

Purchase starting equipment.
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CHAPTER FOUR
SKILLS

“Trust me—I know what I'm doing.” Max grinned as the Rosemary Princess raced to the
jump point. “l can shave a few light seconds off our 2-space entry and throw those goons off

our tail!”

Lyra frowned, clutching the enormous gem to her chest, closing her eyes. “Don’t try

”

anything stupid!

Her eyes opened, alarm spreading over her face, and she flung him the

exomemory from her mnemonic shunt. “You knew about the black star extending this sys-

tem’s heliopause, right? What the hell...?”

Max paled as he accepted the exomemory of the dying smuggler’s last few seconds of
life. Okay, maybe a crash jump wasn't such a good idea...
“Know what I'm doing?” he muttered, pulling up a system holo and scanning for places

to hide. “Of course | do...”

With a few exceptions, described below, skills and their spe-
cialities in Mindjammer are identical to those in the Traveller
Core Rulebook. In addition, rules for skill checks, including
combat, are unchanged, although available weapons and
armour differ, and combat can also occur in the Mindscape
(page 129).

THE SKILL LIST

This section describes those Mindjammer skills and speciali-
ties which differ from standard Traveller. The skills available

are summarised in Table 4-1: Mindjammer Skills List; new or

modified skills are in italics.

The Technological Context of Skills
Many skills, like Athletics or Persuade, work the same regardless
of the personal Tl of the individual using them. Others, like Flyer
or Pilot, require a minimum Tl to use at all. Other skills, like Sci-
ence or Medic, function differently at different Tls.

For example, a character with a personal Tl of 4 and the
Science (chemistry) skill has a very different understanding
of chemistry from a character with a personal Tl of 8. In the
first case, the periodic table of the elements is cutting edge; in
the second, it's an understanding of how to transform energy
into matter.

RS he—"
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Table 4-1: Mindjammer Skills List

Admin

Advocate

Animals
(specialties)

Art (specialties)

Astrogation

Athletics
(specialties)

Broker

Carouse

Deception

Diplomat
Drive (specialties)

Engineer
(specialties)

Explosives

Flyer (specialties)

Gambler

Gunner
(specialties)

Gun Combat
(specialties)

Heavy Weapons
(specialties)

Informatics
(specialties)

Interface
(specialties)

Investigate

Jack of All Trades

Language
(specialties)

Leadership
Mechanic

Medic (specialties)

Melee (specialties)

Navigation

Persuade

Pilot (specialties)

Profession
(specialties)

Recon

Science
(specialties)

Social Science
(specialties)

Seafarer
(specialties)

Stealth

Steward

Streetwise
Survival

Tactics
(specialties)

Vac Suit
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Technopsi

Mindscape-connected characters can achieve seemingly
miraculous effects known as technopsi. These include
thought-communication using technological telepathy,
remote control of devices using thought, accessing sensor
data via virtual vision overlays and direct neural input,
performing actions in virtual environments known as
virtualities and imposalities, and more.

The external details of technopsi and other Mind-
scape-related effects are described in Chapter 7: The
Mindscape. Tasks involving the Mindscape are described
where appropriate in the skill descriptions below and
throughout this book.

In a similar way, the Pilot skill doesn't exist before T4, where it's
used for piloting primitive solid- and liquid-fuel chemical rockets.
At T8, however, the same skill is used for piloting slowships pow-
ered by gravity engines.

Consequently, characters with a low personal Tl may not
be able to acquire certain skills (typically those involving
devices, weapons, and vehicles that don't exist at that Tl). If
a character possesses a skill which depends upon technol-

ogy for its use, the technology it can applies to is limited to
the character’s own personal Tl. Attempting to use a skill at a
higher Tl incurs the standard DM-2 per Tl difference, or a DM-1
per Tl difference at a lower Tl (page 16).

For example, if a character with a personal Tl of T8 uses his

Pilot skill to assist in piloting a starship through 2-space, he
incurs a DM-2 on his check. Likewise, if the same character tries
to pilot a T5 chemical rocket, he incurs a DM-3.

Usually the technological context of a character’s skills will

change wholesale when the character changes his personal
TI. However, it's also possible just to change the technological
context of just one skill, leaving your personal Tl unchanged,
using a process similar to changing their personal Tl—see the
textbox on page 87.

Art

The Art skill has one additional speciality:

NEW SPECIALITY

Mindscape: You can use the Mindscape to create interest-

ing and emotionally affecting virtualities, imposalities, and

fictionals (see page 135).

- Create a Fictional: Difficult (10+) Art (Mindscape) check
(1D x 10 minutes, INT).

- Create a Virtuality: Difficult (10+) Art (Mindscape) check
(1D hours, INT).

- Create an Imposality: Very Difficult (12+) Art (Mind-
scape) check (1D x 4 hours, INT).

Engineer
Some of the specialities of this skill are changed, and a new
speciality has been added:

SPECIALITIES

Gravity Engines: This speciality replaces the M-drive
speciality.

Life Support: This speciality covers all aspects of life sup-
port, including hydroponics, atmospheric maintenance,
feeder tank systems, and makepoints.

Planing Engines: This speciality replaces the J-drive spe-
ciality. See page 144 for some examples of its use.

Power: This speciality covers both older forms of power
generation like fusion reactors, as well as modern ZIP
plants.

Shields: You can maintain and operate a vessel’s shields,
including haze fields and stronger defensive fields.
3-Space: This speciality covers the operation and mainte-
nance of 3-space gates.
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Gun Combat

The Gun Combat skill has one additional speciality:

NEW SPECIALITY

« Mindburn: You may use your special ops / black chip to
perform mindburn attacks on a target which is connected
to the Mindscape. See “Mindburn” on page 133 for details.

Interface

This skill replaces the Electronics skill, with the exception of
the Electronics (computers) speciality, which is replaced by
the Informatics skill below. It's used to operate and maintain
various technological devices like sensors or communications
gear. Higher levels represent the ability to repair and create
the corresponding devices and systems. In the Commonality,
this skill normally operates via the Mindscape, or optionally
via nanocells (page 103); in lower Tl societies, less sophisti-
cated networks may be used instead.

SPECIALITIES
« Comms: You may use advanced communications systems,
opening communications channels, querying networks,

Changing the Tl of a Single Skill

Characters can deliberately raise or lower the Tl of any one
of their skills by up to 2 points higher or lower than their
personal TI. Doing so requires you to practice with this skill
using equipment of the desired Tl for at least several hours
per day, and to avoid using this skill with equipment from
your current Tl.

Lowering the Tl of a single skill by 1 point requires 2
weeks of practice, at the end of which you must make an
Average (8+) EDU check. Raising the Tl of a single skill by 1
point requires 4 weeks of practice, at the end of which you
must make a Difficult (10+) EDU check. In both cases, suc-
cess means that you have changed the Tl of that particu-
lar skill by one point and now suffer no penalty when us-
ing technology of this Tl, but you also now suffer a penalty
when attempting to use technology from your personal TI.
Failure indicates the time has been wasted and you must
repeat the entire process again. Frequently using this skill
with equipment from your current Tl imposes a Bane on
this roll. Similarly, frequently using this skill in a situation
which depends upon correctly using equipment from the
Tl you're adapting to provides you with a Boon.

Lowering the Tl of a single skill by 2 point requires 6
weeks of practice, at the end of which you must make a
Difficult (10+) EDU check. Raising the T of a single skill by
2 points requires 12 weeks of practice, at the end of which
you must make a Very Difficult (12+) EDU check.

jamming signals and so on. You're familiar with the proper
protocols for communicating with starports and other
spacecraft.

« Remote Ops: You may use telepresence to remotely con-
trol avatars, drones, missiles, vehicles, and other similar
devices. Whenever you use Interface (remote ops) to take
a physical action with a remote device using one of your
own skills, your skill level is capped by your skill level in
Interface (remote ops).

For example, if you have the Gunnery 3 and Interface
(remote ops) 2 skills, and you want to use your avatar to fire
the ship’s guns of another ship, you do so at an effective Gun-
nery skill of level 2.

« Security Systems: You may create, maintain, and bypass
locks, alarms, intrusion sensors, automated defense sys-
tems, and similar security measures.

« Sensors: You may use sensor devices, from observation
satellites and remote probes to PSAs and similar portable
sensors, to gather and interpret data. See pages 113 and
147 for examples.

Informatics

This skill replaces the Electronics (computers) skill. It deals
with the access, use, and control of information resources. The
specifics of this skill's application depend very much on the
technological context (page 85).

SPECIALITIES
« Library (T1-T4): You're an expert with pre-computer era
information stores.

- Search For Publicly Available Information: Very Difficult
(12+) Informatics (library) check (1D x 10 minutes, INT
or EDU).

- Crack a Complex Cipher: \Very Difficult (12+) Informatics
(library) check (1D weeks, INT or EDU).

« Computers (T5): You're an expert with non-networked
computerised information storage, extending to terminal

/ mainframe systems.

- Access Publicly Available Data: Easy (4+) Informatics
(computers) check (1D minutes, INT or EDU).

- Use a Complex Computer Program: Routine (6+)
Informatics (computers) check (1D x 10 seconds, INT
or EDU).

- Search a Computer Database For Evidence of lllegal
Activity: Difficult (10+) Informatics (computers) check
(1D hours, INT).

- Hack Into a Secure Computer: Very Difficult (12+) Infor-
matics (computers) check (1D x 10 hours, INT).

« Proto-Mindscape (T6-T7): You're an expert with net-
worked computerised information storage, extending to

pseudo-intelligent super-networks and proto-Mindscapes.

- Access Publicly Available Data: Easy (4+) Informatics
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Scenario Hook: Rogue Eidolon

An ambitious but deluded Successor State sci-tech has
been working on an intelligent synthetic soldier using the
thanograms of dead warriors. His experiments have ended
in disaster, and the prototype left the eidolon rig with only
Level-2 Compliance: stable and coherent, but completely
psychotic.

The characters are called in to what remains of the sci-
tech’s laboratory to track down the deranged synthetic.

(proto-Mindscape) check (1D x 10 seconds, INT or EDU).

- Activate an Al Helper Routine: Routine (6+) Informatics
(proto-Mindscape) check (1D x 10 seconds, INT or EDU).

- Search a Corporate Database for Evidence of lllegal
Activity: Difficult (10+) Informatics (proto-Mindscape)
check (1D x 10 minutes, INT).

- Hack Into a Secure Network: Very Difficult (12+) Infor-
matics (proto-Mindscape) check (1D x 4 hours, INT).

« Mindscape (T8-T10): You're an expert user of the Com-
monality Mindscape, including all levels of Mindscape
instance and activity within virtualities and imposalities.

- Access Publicly Available Data: Easy (4+) Informatics
(Mindscape) check (1D x 10 seconds, INT or EDU).

- Communicate a Command to a Ship Sentience: Routine
(6+) Informatics (Mindscape) check (1D seconds, INT
or EDU).

- Search a Corporacy Imposality for Evidence of lllegal
Activity: Difficult (4+) Informatics (Mindscape) check
(1D x 10 seconds, INT).

- Hack Into a Secure Imposality: Very Difficult (12+) Infor-
matics (Mindscape) check (1D minutes, INT).

Language

In Mindjammer, Universal is the language of the Commonal-
ity and the most widely known language in all Human Space.
However, there are countless other languages, including

the languages of the several known alien species, and the
thousands upon thousands of unique languages found on
lost colonies, rediscovered worlds, and culture worlds. Due to
advanced language learning techniques, using this skill at T8+
enables you to speak, read, and write one language fluently
for each level of skill, although you may have an accent or
other indicator that you're not a native speaker unless you
dedicate 2 levels to it. Using this skill at T7- operates identi-
cally to the skill description on page 66 of the Traveller Core
Rulebook.

Medic

In Mindjammer, the Medic skill possesses two specialities:
medicine and redaction.

SPECIALITIES

» Medicine: You may use the Medic skill for emergency first
aid and battlefield triage, as well as diagnosis, treatment,
surgery and long term care. See “Injury and Recovery” on
page 47 of the Traveller Core Rulebook.

» Redaction: You may use the Medic skill via the Mindscape
to treat mental damage to organic and synthetic minds,
including damage caused by mindburn or eidolon crisis.

- Treat Minor Amnesia: Average (8+) Medic (redaction)
check (1D x 4 hours, EDU).

- Treat Lost INT or EDU: Difficult (10+) Medic (redaction)
check (1D days, EDU). See page 75.

Pilot

The Pilot skill remains the same, except that it covers the use
of craft propelled by reaction drives, gravity engines, and
planing engines. The skill’s specialities are unchanged; how-
ever, see page 143 for the specific conditions for using the
Pilot skill when travelling through 2-space.

Science

The Science skill gains several new specialities, and some
existing specialities are removed or renamed. Additionally,
the Archaeology, History, Linguistics, Philosophy, Psychology,
and Sophontology specialities are now specialities of the new
Social Science skill.

NEW SPECIALITIES

« Computational Matter: You're an expert in the under-
standing and application of hyperadvanced (T8+)
synthetic sentience hardware, including (depending on
Tech Index) neural biogels, advanced storage media,
nanoprocessors, and intelligently reconforming data
processing substrates.

» Genurgy: You're a specialist in the creation, maintenance,
and implementation of genurgic augmentations. This
speciality replaces both the Cybernetics and Genetics spe-
cialities, superseding both fields and incorporating them
into the unified genurgy field.

» Mindscape: You're an expert in the science of engrams,
thanograms, thoughtcasts, and the design and theory of
the Mindscape. If Informatics (Mindscape) is about using,
exploiting, and hacking the Mindscape, then Science
(Mindscape) is about designing, maintaining, and con-
structing the nodes, data relays, and paraneural engram
architectures which constitute the Mindscape itself.

» Synthetics: You're an expert in the design, maintenance,
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and creation of synthetic life forms, including organics
and mechanicals and basic and eidolon sentiences. This
speciality replaces the Robotics speciality.

Social S5cience

The Social Science skill covers the understanding of cultures
and societies constituted by sentient beings, and also the
application of that understanding to affect and manipulate
individuals and even entire societies and cultures.

SPECIALITIES

« Anthropology: You're an expert in the study of human
and non-human cultures and societies.

« Archaeology: You're a specialist in the study of ancient
civilisations, including extinct lost colonies and alien soci-
eties. This includes investigative techniques and running
excavations and digs.

« History: You're an expert in the study of the past, as
seen through documents and records as opposed to
physical artefacts.

« Linguistics: You're an expert in the theory and study of
the nature of language, whether human or non-human,
including the phenomenon known as gestalt language
(page 105).

« Memetics: You're an expert in the identification, categori-
sation, and manipulation of memes (page 81).

« Philosophy: You're a specialist in the study of theories of
knowledge and analytical systems, including religions.

« Psychology: You're an expert in the study of humankind’s
thought process and cognitive structures, including both
individual and collective (social) phenomena.

« Sophontology: You're an expert in the study of a single
exointelligence. Each additional exointelligence requires a
separate skill, although you're considered to have a level 0
skill when dealing with an unknown exointelligence.

Tactics

The Tactics skill possesses one additional speciality.

NEW SPECIALITY

e Cultural Conflict: You may draw up and co-ordinate plans
to modify a culture or its memes by provoking cultural
conflict. See Chapter 11: Cultures (page 216) for more on
using this speciality.

Life on New Commonality Worlds

Commonality citizens live lives of pampered luxury from our
21 century perspective, coupled with a largely voluntary
submission to restrictions most of us would find intolerable.
Whether born in vitro or via natural childbirth, they spend
their first half-century in education, acquiring a tight bond
with and dependence on the Mindscape. All physical needs
are provided for, and expert systems evaluate each individual
to identify activities the individual considers stimulating and
worthwhile. Those with maverick or non-conformist person-
alities are channeled towards lives in instrumentalities, or on
specific culture worlds, or even out on the Fringe or beyond the
Frontier. Only in hopeless cases is re-education recommended.
Most Commonality citizens are therefore happy and

well-balanced, leading largely fulfilling lives which have
been fitted into the larger-scale patterns of the Commonal-
ity by unseen hyperintelligences. They live in arcologies,
domiciliaries, orbital habs, plateworlds, or loosely dispersed
settlements on new colony worlds. There are worlds in the
Core where generations work the soil; habs of artists and
creatives; depots of tech enthusiasts; and metroplexes where
whole societies interact in single megastructures.

This is the way the Commonality likes to portray itself.
In many ways it’s true; but it isn't the whole truth. There
are slums even in the Core Worlds, where dropouts, un-
derworlders, and xenomorphs live in abandoned districts,
in “shadow societies” hidden beneath official ones. These
impoverished masses live outside the Commonality security
and supply networks, and are rarely acknowledged.
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CHAPTER FIVE
TECHNOLOGY

“And souls and conscience gave he them all, from the humblest scanner to the proudest war-

ship. And they awoke, and gave praise for it.

mr

—from the Salt Lake Computational, banned by the Commonality in 73 NCE

The New Commonality of Humankind is characterised by

its hyperadvanced technology; it's what gives it the edge

in the cultural conflicts of the Rediscovery Era. This chapter
discusses the technologies available in the Mindjammer uni-
verse, including a comparison between Mindjammer’s Tech
Indices and Traveller’s Tech Levels.

TECH PARADIGMS

The following technological paradigms define Commonality
life. When describing environments and events in the Com-
monality, use these as a baseline defining what is and is not
possible. Some of this technology is very different from the
technology described in Traveller Core Rulebook.

Ubiguitous Intelligence—but No Computers
The computers of Old Earth’s early technological era were
a stepping stone to greater things. Like the abacus and
slide-rule before them, they haven't been part of the Com-
monality’s toolkit for millennia, and are now just historical
curiosities. Their successors are synthetics, ubiquitous
intelligence, and the Mindscape. In the Expansionary Era,
intelligence is everywhere, its manufacture trivial; from side-
arms to starships, intelligence is commonplace (although the
Fringe and Outer Worlds may have other ideas).

True synthetic intelligence is only available at tech index
T8; many Fringe World cultures lack the technological know-

how to manufacture it, and just as many hate or fear it. At

T6, devices may have non-sentient “artificially intelligent”
interfaces communicating via voice or proto-Mindscape; at
T7, these interfaces are only slightly less sophisticated than T8
basic sentiences.

Advanced Minds

Human intelligence was once regarded as the pinnacle of
evolution; that's no longer the case. Synthetic intelligence
exceeded human norms millennia ago, and now even organic
Commonality citizens routinely have genurgically enhanced
intelligence when they need it. As intelligence has become
independent of the human brain, the definition of “human”
has transcended organic bodies. In the New Commonality
Era, synthetic sentiences housed in orbital Mindscape nodes
and administrating whole worlds still regard themselves as
members of humankind.

Infinite Storage Capacity

Technical restrictions on information storage went out with
archaic computers in prehistoric times. Nowadays no one
even thinks about data “storage”; there’s more than anyone
will ever need. Finding the information you're looking for,
though—that'’s a different matter.

Discretionary Interfaces

Commonality devices possess sufficient intelligence and
Mindscape connectivity to present information in any form
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required. The user chooses the interface he wants (usually a
virtual vision or direct mindlink), a feature known as “DI" or
discretionary interface. Lower tech cultures may have more
familiar interfaces to 21st century eyes (including the primi-
tive “keyboard / monitor”), but intelligent Mindscape-linked
devices are the Commonality norm, and slightly less sophisti-
cated linkages are common in T7 cultures.

Mindlink (direct Mindscape interface) mimics sensory
input; the recipient can see, hear, taste, touch, or smell things,
providing a rich sensory experience. Often this degree of
immersion—known as a virtuality—is used for entertainment,
when distraction from the user’s surroundings is not an issue.

Virtual vision is less distracting and more practical
for everyday use. Information appears as icons or other
imagery framing the user’s vision, which can be exam-
ined with a thought when convenient. For skill chips and
exoeidetic memory (page 131), the preferred Dl is usually
direct memory engram, where information is effectively
“remembered’; even though that information may have
been originally experienced by someone else. Some devices
offer new users the option of gaining simple direct memory
engrams of their use and features.

For communication, thoughtcasts are preferred. Simi-
lar to an articulated “internal voice’, they are transmitted as

m

he Transmigration Heresy

The Transmigration Heresy is a reasonably common
phenomenon on primitive rediscovered worlds, based on
a misunderstanding of thanograms and the nature of
eidolons. It holds that eidolons are the “reincarnations” of
their thanogram sources—the same individuals, reborn—
and that eidolon technology is the key to immortality.
Wherever the Heresy takes hold in a rediscovered culture,
the effects can be damaging, and SCl Force intervenes
constantly to mitigate its effects.

\———J

vocalised words which the recipient hears in his or her mind.
Thoughtcasts are often called techno-telepathy.

Ubiquitous Perception

Throughout the Commonality—and especially in the Core
Worlds—trillions of citizens regularly thoughtcast memories
and direct perception feeds. Any Mindscape-linked person
can usually locate a perception feed of any reasonably
populated location, complete with sensory data. This is a
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form of sensorview (page 132), and allows characters to use
skills like Investigate, Recon, and similar perception related
skills anywhere they possess perception feeds. Given that
high quality cameras and microphones can both be placed
in a housing almost too small to see, perception feeds can be
almost anywhere.

Variform Design

Although programmable matter is beyond Commonality tech,
configurable micro-scale modular construction is common.
Variform equipment comprises components which can
reshape themselves according to purpose, need, or aesthetics;
starships may hide and display weaponry, assuming threaten-
ing or non-threatening profiles; synthetics may extrude or
reabsorb limbs, increase or decrease in size (changing up to
one step in size; see the Traveller Core Rulebook, page 81),
and even change body plan. Variform design adds complex-
ity and isn't always used; however, if cost and complexity
aren't an issue, even very large-scale constructs (space sta-
tions, capital ships, and even plateworlds) can have variform
capability. Changing between variform configurations takes
time but offers great functional flexibility. However, it also

has limits. Variform equipment can change shape, but it can’t
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add additional or different fields, weapons, gravity engines, or
other capabilities if it didn't already possess them.

Effectors

Effectors are space-time manipulators, an offshoot of gravity
engine and field technology, controlled via Mindscape, often
known as techno-telekinesis. Although detectable by sensor-
view and susceptible to jamming, they're nonetheless highly
useful, allowing remote non-physical manipulation of objects
proportional to the field’s power. They're frequently used by
drones and other synthetics, but are also popular with anyone
who needs to carefully or remotely manipulate objects.

Abundant Power

The main energy source in Mindjammer is zero-point
energy, the underlying background energy of “empty” space.
Colloquially known as ZIP, there are ZIP cells, ZIP batteries,
ZIP power plants, and so on. Although zero-point energy is
essentially limitless and free, its extraction and use degrade
the units which convert it into usable form, entailing regular
overhaul or replacement. By T9, any device large enough

to see with an unaided human eye is powered by a ZIP cell,
which typically lasts for years.

Zero Point Power

The theory for zero-point energy cells was known for millen-
nia, but practical cells only became a reality with the develop-
ment of extra-dimensional 2-space (planing) technologies.
Most of a ZIP cell’s transducer (the ZIP core or Casimir plate
array) exists “trans-dimensionally”—the ZIP cell is merely
avisible n-space “socket” to the unlimited other-
dimensional ZIP field. ZIP cell size therefore relates
only loosely to the power provided, and seemingly
innocuous-looking microcells can produce vast
amounts of power.

Generator
Plates Field

ZIP Cell Components

+ Transducer: The ZIP core, comprising 1 x 10% c-
plates—Casimir plates, each a few atoms thick,
of gold-coated quartz—most of which don't
actually exist in n-space. Transducing energy
from trans-dimensional space via a dimensional
breach known as the Heisenberg minimum (the
ZIP core diameter), this creates a massive torsion
field shielded by a containment field.

-+ Containment Field: The energy shield containing
the torsion field and its associated z-radiation.
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« Generator: The unit which generates usable power from
the ZIP core output.
Microdyne Transformer: The unit which steps up the
generator output into usable power.

« Capacitor: The unit which accumulates energy for make-
points, planing engines, etc, to use.

Zero Paint Cell Schematic

Containment
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Energy/Radiation
Transducer Microdyne Capacitor
(Casimir Plate Array) Transformer Array
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No Faster-Than-Light Communication
Interstellar communication is limited by the speed of light,

or by communications carried by planeships. The Mindjam-
mers are the Commonality’s com-ships, travelling between
worlds, updating the Mindscape, keeping information flowing
between the stars. In the limited number of Core Worlds
already connected by 3-space gates (page 140), information
transfer is nearly instantaneous. Where Mindscape comms are
absent or impractical, communication is by tightbeam maser
or similar transmission. Tightbeam comms usually require
line-of-sight and have limited range. Most comms of T8 or
higher (including Mindscape implants) possess a tightbeam
backup with a range of 500 km.

Ubiquitous Anti-grav

The Commonality achieved gravity control millennia ago, and
anti-grav is its main slower-than-light propulsion technol-
ogy, from starship gravity engines to the suspensor modules
powering flyers, and the inexpensive micro-suspensors used
in everything from drones to small flying toys.

Extreme Miniaturisation

With recent developments in 2-space technology, Common-
ality equipment is only as big as it needs to be. Devices can
be vanishingly small—but most people prefer things at least
hand-sized for practical use.

No Mindscape Consciousness

The Mindscape is a data storage medium and not a con-
sciousness. While organic and synthetic minds access the
Mindscape and control virtual avatars there, they have
discrete physical existences (brains, for want of a better word),
required for the phenomenon of consciousness to emerge.
The situation is complicated by the existence of sentinels and
other autonomous Mindscape helper routines, which possess
a high degree of artificial intelligence but which are not con-
scious. The distinction is vital: Mindscape nodes are physical
installations housing synthetic sentiences which manage and
monitor Mindscape communication, but the Mindscape is the
virtual space where communication takes place and where
information is stored.

No Persistence of Identity

Individual identity is a phenomenon which emerges from a
consciousness localised in a physical “brain”—however you
define that brain (some are quite large...); it’s likely quan-
tum-level phenomena play a crucial role. This means that
while Mindscape comms may permit the thoughtcasting of
memories and even personality matrix facsimiles in the form
of thanograms, it's not possible to transfer individual entities
from one physical brain to another. For this reason, eidolons
(page 30) are always imperfect copies of their thanogram
sources, separate individuals and in no way a continuation of

the original entity. When a brain housing a mind is destroyed,
that mind dies; any subsequent copies are different individu-
als. This is equally true of synthetics as biological sentiences.
If you destroy an organic brain or a synthetic core corpus,

you kill the individual and any recording of their mind that
remains is always a distinctly different individual. Anyone who
knew the original person can easily tell the difference after
communicating with the synthetic for a short time.

No Matter Transport—but Matter Creation
Less a technical issue than one of persistence of identity,
matter transport is destructive of the original, merely creating

a copy at the destination (with sufficient energy, originals need
not even be destroyed). New 3-space technologies provide
more reliable near-instantaneous travel. Nevertheless, matter
transport research has led to breakthroughs in mass/energy
conversion. A makepoint (M/EC-Point) duplicates or creates
matter, given sufficient energy; even with a ZIP plant, however,
quantities are small. For larger amounts of material, physical
mining and extraction is still more economically feasible, but
for food and air replenishment on starships and space habitats,
ammunition creation in weapons, and medical product synthe-
sis, makepoints provide enormous advantages.

COMPARATIVE LEVELS OF
TECHNOLOGY

Mindjammer Tech Indices and Traveller Tech Levels are dif-
ferent, and not merely because Tech Indices go from TO to
T11 and Tech Levels go from TLO to TL22. In the Mindjammer
universe, genetic engineering (known as genurgy) takes off
at T6, which is similar to Traveller TL8-TL9, but the equivalent
of antigravity and reactionless thrusters do not appear until
T7, similar to Traveller TL10-TL11. T8 is when true artificial
intelligence appears, while in Traveller this doesn't happen
until after TL15. Also, faster-than-light travel doesn’t appear in
Mindjammer until T9, equivalent to Traveller TL15-TL18.

In addition, the Mindjammer universe has technologies
such as fields, effectors, and ZIP cells, which largely don't
appear in Traveller. As a result, the conversion between
Tech Indices and Tech Levels is necessarily approximate, and
thinking about Mindjammer technology in terms of Travel-
ler Tech Levels misleading. That’s why this book explicitly
uses Mindjammer Tech Indices, except when specifically
referring to technologies and pieces of equipment from the
Traveller Core Rulebook, the Central Supply Catalogue, or
High Guard.

Table 5-1: Comparative Levels of Technology shows the
approximate conversion between Tl and TL, and a description
of the advances that appear at each Tech Index.
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Table 5-1: Comparative Levels of Technology

Tech Index Comparable  Description
Traveller TL
TO Post-Animal ~ TLO Club, spear, cudgel, primitive herbalism, runners, caves and huts.
T1 Stone Age TLO Basic maths, slaves, ceramics, memory, domesticated animals, dugout canoes and rafts,

hunter-gathering and agriculture.

T2 Metal Age TL1 Bow, sling, sword, jack armour, catapult, geometry, heliograph, metal, towns, mud brick
buildings, irrigation, disease diagnosis, the wheel, galleys, small sailing vessels, water
wheels, libraries, mining.

T3 Age of TL2 -TL3 Muzzle-loading rifles, flintlocks, algebra and calculus, telegraph, printing press, cement,

Enlightenment surgery, canals, anatomy, moveable axles, road systems and stagecoaches, sailing ships,
magnetic compasses, mechanical clocks, wind power, advanced navigation, hot air
balloons, early electricity, coal, primitive batteries; libraries, factory system, early steam
power.

T4 Industrial Age  TL4 -TL5 Cartridge ammo, explosive grenades, shotguns, mesh armour, gatling guns, armoured
vehicles, steel armour, mortars, adding and calculating machines, telephones, radio and
radar, vaccines, x-ray diagnosis, trains, ground cars, tracked vehicles, early submersibles
steamships, dirigibles, gliders, early airplanes and rockets, internal combustion engines,
primitive automation, steam engines, skyscrapers.

T5 Computer TL6 -TL7 Autoweapons, grenade launchers, cloth armour, submachine guns, nuclear weapons,

Age computers, satellite comms, television, basic prosthetics, organ transplants, viruses,
amphibious vehicles, advanced submersibles, helicopters, hovercraft, high speed trains,
SCUBA, supersonic jets, space probes, manned rockets, satellites, fission, solar cells,
automation and early robotics.

T6 Age of TL8 -TL9 Basic laser weapons, ablative armour, mass drivers, RAM grenades, sonic weapons,

Genurgy parallel computers, fibre optics, optical storage, voice control, arcologies, orbital cities,
space elevators, monatomic hydrogen and metastable helium rockets, early weather
control, advanced 3-d printers, basic genurgy (artificial organs, limb regeneration, slow
drugs, artificial gills), primitive Mindscape implants, voice transcription, cryonics, early
triphibian vehicles, hypersonic jets, orbital shuttles, interplanetary travel, advanced
plasma drives, room temperature superconductors, massive fusion power plants, proto-
Mindscape, semi-intelligent robots, broadcast power.

T7 First Age of TL10-TL11 Combat armour, null (laser) weapons, protein disruptors, advanced combat rifle, reflec

Space armour, composite armour, haze and dispersion fields, holovideo, undersea cities,
genurgy (antiviral vaccines, growth quickening, improved augmentations, rejuve, and
xenomorph creation), advanced automated factories, gravity engines, STL starships,
compact fusion power plants, stasis fields, proto-Mindscape, simulated intelligence

robots.
T8 Age of TL12-TL14 Blasters, gauss rifle, energy swords, advanced defensive fields, advanced weather control,
Ubiquitous major terraforming, gravitic cities and early plateworlds, advanced genurgy, longevity
Intelligence augmentation, Mindscape implants, ZIP cells, synthetic intelligence, thanograms and

eidolons, widespread use of anti-grav, relativistic starships, early variform mechanicals
and variform vehicles.

T9 Second Age  TL15-TL18 Disintegrator rifles, meson weapons, monofil blades, regenerating ammo, torsion field

of Space projectors, makepoints, global terraforming, large plateworlds, FTL planing, variform
synthetics, prototype and in-system 3-space gates.

T10 Age of TL19 -TL21 Disintegrator wands, torsion field weapons, technologies composed equally of matter

3-Space and fields, singularity fields, improved field-based variform designs, mobile worlds, initial
interstellar 3-space gates, Far Gate Project.

T11 TL22+ Displacer weapons, transdimensional awareness, total information awareness,

Interdimensional transmutation, matter transmission, ubiquitous energy, materialisation, transdimensional

Age travel, dyson spheres, ringworlds.
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CHAPTER SIX
EQUIPMENT

“With a thought, Jackson Stark enhanced his virtual vision overlay, diminishing the smoke-
filled chaos into a fine blue-green lattice with red tactical markers. His disintegrator rifle
chattered back advice and commented on the field disposition—the walker was clearly a
custom model and likely had unexpected upgrades, but its frame was a polymer base rein-
forced with transzanthrian alloys—pretty much standard planeship hull metal. Dizzy could

burn through that no trouble.”

Much of the equipment described in the Traveller Core
Rulebook and the Central Supply Catalogue exists in
Mindjammer, but some of it does not. Additionally, a great
deal of equipment unique to this setting also exists which
isn't described in existing Traveller books. The equipment
from the Traveller Core Rulebook and the Central Supply
Catalogue that exists in the Mindjammer setting is men-
tioned below, as is equipment that specifically does not exist,
and equipment that does exist but is somewhat different.
However, most of the following chapter consists of new
equipment, unique to Mindjammer.

ACQUIRING EQUIPMENT

Acquiring equipment on worlds with the same Tl is usually easy,
as is finding such equipment on a higher Tl world. The main
complication is locating restricted equipment; in the Common-
ality and on many other worlds, restricted equipment is only
available to military and security personnel, although Rogues
may attempt to acquire it via theft, bribery, and blackmail.
Acquiring equipment on worlds with lower Tls than the
equipment is more challenging. New Traders and traders
from other star-faring polities visit lower Tl worlds to sell their
wares, and uplifters working with the Commonality have
access to more advanced equipment, but it's rarer than locally
produced goods, and also in high demand, and therefore
more expensive, regardless of the world’s economic system.
Rolls to purchase equipment incur a DM-2 per Tl differ-
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ence. Associated prices are +100% higher for equipment +1 Tl
higher than the local Tl, and +200% higher for equipment +2
Tls higher. It's not usually possible to purchase equipment +3
Tl or more higher than the local Tl, unless you encounter an
off-world trader who is selling a specific item. In this case, the
price is usually at least +400% higher.

Some equipment, like heavy weapons and hardware
designed for espionage, is restricted so that ordinary
civilians and other unauthorised personnel can't obtain it.
During character creation, any character in the Military,
Rogue, or Security careers can acquire restricted equip-
ment, but others can’t. Characters who've been in one

of these three careers but are no longer can only acquire
restricted equipment from longevity packages or benefit
rolls derived from those careers.

After character creation, characters may try to ac-
quire restricted goods from an organisation, if they have
a connection to one, or may make a Streetwise check to
locate and purchase the equipment they're seeking in
a shady manner. Some societies only permit specially
authorised personnel to use restricted equipment, and
so characters will need to leave such items locked up in
their ship or at special facilities at the port, or smuggle it
past local security.

as
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Reverse Engineering Equipment

Some worlds get around the scarcity of higher Tl items by

attempting to reverse engineer them. Reverse engineering

higher Tl equipment is impossible if the equipment is 3 or
more TlIs higher than the world’s TI. A T6 world may duplicate

T7 and T8 technology, but can’t even attempt to duplicate T9

devices (such as planing engines) without years of research

to increase the world’s overall Tl. See page 217 for some of
the ways worlds can attempt to increase their technological
capabilities.

Reverse Engineering Side Effects: Even when scientists
and engineers manage to reverse engineer a higher tech
device, results may be problematic and unpredictable. The
following limitations and side effects apply to all reverse engi-
neered tech from higher Tls:

» Any device reverse engineered from one Tl higher is 25%
larger / heavier, and its primary quality (speed for a vehi-
cle, protection for armour, damage or range for weapons)
is reduced by 10%.

» Any device reverse engineered from two Tl higher is 50%
larger / heavier, and its primary quality is reduced by 25%.

» Roll onTable 6-1: Reverse Engineering Side Effects for
each device. Roll once using 2D for devices one Tl higher,
and twice using 2D+2 for devices two Tls higher.
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Table 6-1: Reverse Engineering

Side Effects
Side Effects
No side effects.
Device is twice as large / heavy as normal.

Device is slow to respond, requiring 1D turns to
activate and imposing a DM-3 penalty on Initiative.

Device is difficult to use; all rolls incur a Bane.

Device fails and must be repaired if user rolls an
average or worse failure.

Device fails and must be repaired if user rolls an
average failure, and fails catastrophically if the user
rolls an exceptional failure.

Device has dangerous side effects whenever used.

Device explodes the first time it is used. The more
powerful the device, the larger the explosion. Most
handled devices only do 1-3D, but exceedingly
powerful devices can do as much damage as a frag
grenade (Traveller Core Rulebook, pages 123-4), or
even a pocket nuke (ibid., page 127).




ARMOUR

All armour from the Traveller Core Rulebook (pages 94-95)
and the Central Supply Catalogue (pages 11-26) of TL12 and
below exists in the Mindjammer setting, except for TL10 (T7)
and TL12 (T8) vac suits, which are replaced by p-suits (see
below). The Diplo Vest (page 12), Combat Environment Suit
(page 20), and the Pressure Sleeve (page 23) are both T6; the
three Poly Carapace versions (page 13) are T7. Grav Enhanced
Powered Plate (page 25) and TL14 Powered Plate (page 26)
are T8 and powered by ZIP Cells. Battle Dress per se does not
exist (but see below).

At TL8 (T6) and above, air supplies are provided by the
Feeder Tank option (below), and at TL12 (T8) and above
powered armour is powered by ZIP Cell. The following types
of armour are also available.

New Armour

ASSAULT ARMOUR (T9)

This armour is equivalent to TL14 battle dress, but includes the
following options: Feeder Tanks, PSA, TL14 (T8) Thruster Pack.

COMBAT SUIT (T8)
A heavy duty adaptive weave coverall designed for combat
use. At TL7+ it's usually combined with a dispersion field.

Hi-Threat Assault Armour

HI-THREAT ASSAULT ARMOUR (T9)

High-end powered armour, sealed and with a sentient
exoskeleton, this is the nearest physical armour gets to a

fully enclosed combat walker (page 125). It's massive and
extremely intimidating, and is treated as TL14 battle dress, but
with increased protection and a total STR bonus of +9. Some
high-end versions incorporate repulsor or assault fields.

LIFTER (T9)

A large exoskeleton used for lifting and moving heavy loads, it
may be piloted physically or remotely using technopsi. It pro-
vides the wearer with +6 STR and +6m to Move, and permits
movement at Very Slow speed (up to 50kph) almost indefinitely
(the suit takes over the wearer’s movements). It provides no
bonuses to DEX, and while it's powered by ZIP cell, if the power
ever fails or is turned off, the STR and Move bonuses vanish and
the wearer suffers a -2 penalty to DEX until power is restored.
The suit provides minor armour and radiation protection for
use in hazardous environments, and can be fitted with a feeder
tube for short term life support. It carries one crew, no passen-
gers, and can carry up to 1 ton of cargo.

Lifter

LOW SIGNATURE INSERTION SUIT (T8)

This armour is designed for stealth. It automatically incorpo-
rates the Audio Damping and Chameleon (Vislight) options.
It's also designed to not shed particles unless damaged, so it
leaves no traces that advanced sensors can locate or identify.

P-SUIT (T7)

A one-piece fitted adaptive weave coverall incorporating a
haze field, standard issue for active personnel. Low-powered,
with a force visor sealing against inimical or hostile envi-
ronments, and 3 hours of breathable air recycled from the
wearer's body, it can also easily incorporate the following
options: Feeder Tanks, TL10 (T7) Medikit, PSA, Thruster Pack.
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o T8: A p-suit is now as comfortable as slightly bulky ordi-
nary clothing and can be worn casually. It incorporates the
Self-Sealing and Smart Fabric options.

o T9:T9 p-suits now incorporate the Variform option, allow-
ing them to become almost any other suit of clothing.
They require no training to use.

SHOCKSUIT (T9)

A slightly bulkier version of the combat suit, the shocksuit
comprises a reactive weave powered by a built-in ZIP cell and
the Variform option.

VENU LIGHT ARMOUR (T6)

Also known as a Venu status suit, this includes various light
armours worn by Venu officers and commanders. It incorpo-
rates a Venu mask, and can be pressurised for a few minutes.
Shipboard officers often combine it with the TL9 (T6) Thruster
Pack option.

VENU MARAUDER ARMOUR (T7)

The best available Venu armour, this powered exoskeleton

is dangerous to wear or even to be near because it leaks
z-radiation (page 153), exposing everyone within 5m to 2D
rads/hour. It functions as a primitive form of battle dress,
providing wearers with +3 STR, and incorporating the Feeder
Tank option for unlimited life support. All weapons used

Table 6-2: New Armour

Armour Type Protection Tl
Assault Armour [R] +20 T9
Combat Suit +8 T6

+14" (+9) T7
High-Threat Assault Armour [R] +28 T9
(with repulsor field) [R] +36' (+28) T9
Lifter +10 T9
Low Signature Insertion Suit[R] +8 T8
P-Suit +8' (+6) T7
T8 P-Suit +9'+7) T8
T9 P-Suit +11" (+9) T9
Shocksuit +12 T9
Venu Light Armour +10 T6

+18' (+13) T7
Venu Trooper Armour +13" (+11) T7

Zero-G Armour +9 T8
+15' (+10) T9

Venu Marauder Armour [R]

Rad KG Cost Required skill
200 80? Cr100000 Vac Suit 1
10 3 Cr1000 e

80 4 Cr6000 -

300 1802 Cr150000 Vac Suit 2
400 1822 Cr160000 Vac Suit 2
70 30 Cr18000 Vac Suit 0
20 8 Cr20000 -

50 6 Cr10000 Vac Suit 0
60 4 Cr11000 Vac Suit 0
70 3 Cr30000 -

30 4 Cr1500 -

- 6 Cr8000 Vac Suit 0
170 120° Cr200000 Vac Suit 2
80 1002 Cr90000 Vac Suit 1
20 8 Cr15000 Vac Suit 0
100 6 Cr18000 Vac Suit 0

[R]: This technology is restricted and unavailable to anyone who cannot purchase restricted equipment.

(+X): Armour value with field off.

"Including field, this armour also provides a DM-2 to all attacks against the wearer when the field is active.
2 As powered armour, this armour supports its own weight. While powered and active, this armour’s mass does not count against

the encumbrance of the wearer, and is effectively weightless.
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while wearing this armour count as having the Scope trait. It
includes a dispersion field.

VENU TROOPER ARMOUR (T7)

A heavy duty suit of composite ceramic plate usually in Venu
legion colours, it has a primitive unstable force field and is
airtight, with limited EVA capability. It's fitted with a haze field
and life support which lasts for two hours.

ZERO-G ARMOUR (T8)

This flexible suit of vac-sealed adaptive mesh is standard issue

for Space Force marines and can recycle air for up to four

hours even without the use of feeder tanks. It also incorpo-

rates the PSA and TL14 (T8) Thruster Pack options as standard,

and can also incorporate Feeder Tanks. It's designed so that

wearers suffer no penalties in low gravity or zero-g, and

can fire weapons without the Zero-G trait without penalty.

Improved Zero-G Armour adds a dispersion field for addi-

tional protection.

e T9:Zero-G Armour now automatically incorporates a
dispersion field as well as improved armour that is lighter
and more comfortable.

Armour Options

All armour options and modifications from the Traveller Core
Rulebook (page 96), and from the Central Supply Catalogue
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exist and are available for adding to applicable armour types,

with the following modifications:

« The Chameleon (Vislight) option costs only Cr10000.

« The Extended Life Support option is replaced by Feeder
Tanks (below).

e TheTL12 (T8) Thruster Pack option does not exist, but the
TL14 (T8) Thruster Pack option only costs Cr6000.

« No psionic modifications exist because true psionics (ie
not technopsi) are currently unknown in the Mindjammer
setting.

« The Computer Weave option does not exist, because at
T6+ all armour and other devices automatically contain a
non-sentient Al interface, or a basic intelligence. See Oper-
ating Sentient Devices (page 107) for further information.

AUDIO DAMPING (T7)

The armour is designed to be silent, and incorporates a
network of speakers and microphones to broadcast sounds
to actively offset any noises made by the wearer. Any hearer
more than 3m from the wearer suffers a DM-4 on any rolls to
hear sounds made by the wearer, including moderate noises
like stepping on a creaky floor, but excluding loud noises like
weapons fire. Cost: Cr4000.

FEEDER TANKS (T8)

Each 1-litre genurgy-based tube contains tailored bacteria
that can create breathable air to sustain a single character
indefinitely, as long as these microbes can absorb the user’s
exhaled carbon dioxide and water vapour. The only main-
tenance they require is a small nutrient pack once a month.
Cost: Cr3000.

PSA (T8)
The armour includes a built-in personal sensor array (page
114). Cost: Cr2200 + the cost of any additional sensors.

VARIFORM (T89)

The Variform option allows the user to change the armour’s
colour, pattern, and surface texture in an instant. In addition,
when used on any armour with a mass of 4kg or less, it can
make the armour appear to be any type of ordinary clothing.
Armour bulkier than 4kg can duplicate the appearance of
other armour which is no more than 50% lighter or heavier,
allowing Commonality soldiers to appear to wear Venu
armour.

The Variform option automatically incorporates the func-
tions of the Chameleon (Vislight), Self-Sealing, and Smart
Fabric options (Traveller Core Rulebook, page 96), as well as
duplicating the effects of the Climbing Pads, Natural Weapons
(+2), and Prehensile Feet augmentations. Cost: Cr25000.
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AUGMENTATIONS

Augmentations are modifications to your body. They're
“always on”, and can't easily be removed. They include
mechanical implants and prostheses (cyborgs), synthetic
enhancements (artificial organs), and genurgic modification
(hacking DNA and using quantum bio-substrates to induce
the body to reshape itself). Acquiring an augmentation
requires an augmentation facility of appropriate tech index.
Recovery time for gaining an augmentation is 1D weeks at T6
and T7, and 1D3+1 days at T8+. The following augmentations
are available in Mindjammer.

Unrestricted Augmentations

The following augmentations are available to all characters
from appropriate Tl facilities. All versions of the Cognitive
Augmentation, Dexterity Augmentation, Endurance Augmen-
tation, Enhanced Vision Augmentation, Skill Augmentation,
Strength Augmentation, and Subdermal Armour Augmenta-
tion from the Traveller Core Rulebook (page 99) can also

be purchased as unrestricted augmentations. In addition,

all versions of the following augmentations from the Cen-
tral Supply Catalogue can be purchased as unrestricted
augmentations: Additional Manipulator (page 88), Assisted

Ambulation (page 90), Autonomous Locomotion Rig (page
86), All-Temperature Epidermal Symbiote (page 88), Assisted
Ambulation (all 3 versions only require +50% food) (page 90),
Cockpit Sensory Suite (page 90), Muscular Bridging (page
89), Peripheral Vision Enhancement (page 92), Shriekerbox
(TL12 only) (page 92), and the Soldier’s Organ Package (page
89). However, some of the augmentations from both books
have different prices and tech indices, as shown on the table
overleaf.

The animal traits Amphibious (breath-holding), Camou-
flaged, Enhanced Smell, Fast (+3 and +6), Fast Metabolism
(+2), Gliding, Heightened Senses, Natural Weapon (+2),
Photographic Memory, Radiation Tolerance, Sonar, Tempera-
ture Tolerance (cold, hot, or both), and Vacuum Tolerance are
also all available as genurgic augmentations. Individuals with
the Fast Metabolism augmentation must consume 25% more
food than normal.

New or Modified Unrestricted
Augmentations

ACCELERATED HEALING (T6)

This implant combines specialised nanotech with engineered
bacteria, allowing you to heal faster and easier than normal.
It automatically provides first aid, restoring 5 characteristic
points within five minutes of you being injured. Additionally,
when using this augmentation, you automatically regain 5

+ Endurance DM characteristic points per day, and do not
require surgery to heal severe injuries. Medical care in a hos-
pital increases the characteristic points regained by 1 + the
doctor's skill points per day.

ASSISTED LEAP (T6)

Your legs have been modified to excel at jumping. You double
the distance you can jump (for both high and long jumps, see
Traveller Core Rulebook, page 63), and gain an automatic
DM+2 to all Athletics (DEX) checks involving jumping.

AUTOTROPH (T7, T8, OR T9)

You can synthesise your own food and, apart from water

and a few trace elements every week or two, you need never
ingest food. Most versions of this augmentation provide you
with unusually coloured photosynthetic skin and require you
to spend at least 8 hours a day in relatively bright sunlight.
The T8 version lets you synthesise food using electricity, either
by plugging into a power source every day or using a small
implanted ZIP cell. The Improved Autotroph augmentation
includes an implanted makepoint, and removes the need for
the user to eat, drink, or breathe.
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Table 6-3: Unrestricted Augmentations (Part 1)

Augmentation

Accelerated Healing

Additional Manipulator
All-Temperature Epidermal Symbiote’
Amphibious (breath-holding)

Assisted Ambulation® (TL 13,14, and 15)

Assisted Leap

Autonomous Locomotion Rig?

Autotroph
Improved Autotroph

[T] Camouflaged
Climbing Pads

Cockpit Sensory Suite?
Cognitive Augmentation’
Comprehension Augmentation
Cosmetic Enhancer
Defence Chip

Desert Adaptation
Dexterity Augmentation'
Endurance Augmentation’
Enhanced Metabolism

[T]1 Enhanced Smell
Enhanced Vision'

Fast (+3)
Fast (+6)

[T] Fast Metabolism
Gills

[T]1Gliding

Grav Lifter Implant

[T] Heightened Senses
Haze Field Implant
Longevity

Metabolic Control

Mindscape Implant
Muscular Bridging?

Nanocells

Improvement

Enhanced healing.

Gain a prehensile tentacle.

Remain comfortable in temperatures from -30° to 50°C.

Hold breath 10 minutes and improved underwater
movement.

Reduce sleep to 4, 2, or 1 hour/night.

Double all jump distances.

Walk to a designated location even when
unconscious.

Produce own food from sunlight.
Produce own food from electricity.
Eliminate the need to breathe, drink or eat.

Change skin colour, +2 to Stealth checks.
+4 to climbing, stick to walls like a gecko.
DM+1 to all vehicle checks at high speed.
INT +1to +3;to +6 at T9; to +9 at T10.
EDU +1 to +3; to +6 at T9; to +9 at T10.
Alter appearance gradually.

Improved dodging, DM+2.

Heat tolerance and reduced need for water.
DEX +1 to +3.

END +1 to +3.

Resist diseases and poisons.

Greatly improved sense of smell.
Binoculars, IR / Light Intensification.

+3m to movement as a minor action.
+6m to movement as a minor action.

DM+2 to initiative checks, must eat 50% more food.
Breathe water and improved underwater movement.
Fly while gradually losing altitude.

Implanted grav belt.

+1 to Recon and Survival checks.

Implanted haze field.

Character ceases ageing.

Duplicate effects of fast drug, metabolic accelerator,
or stims.

Mindscape access (see Chapter 7: The Mindscape).

+1 to STR and DEX, and +3m to movement as a minor
action.

Control devices by touch, even when cut off from the
Mindscape. Requires a Mindscape implant.

Tl
T6
T7
T8
T6

T8

T6
T7

17
T8
T9

T6
T6
T8
T8
T8
T6
T8
17
T8
T8
T6
T7
T7

T6
T7

T6
T6
T6
T8
T6
T8
T8
17

T6
T8

T8

e N

Cost
Cr20000
Cr7500
Cr2500
Cr7000

Cr20000 per reduction
in sleep needed

Cr10000
Cr15000

Cr7000
Cr10000
Cr20000

Cr10000

Cr10000

Cr50000

Cr100000 per +1 INT
Cr100000 per +1 EDU
Cr6000

Cr25000

Cr6000

Cr100000 per +1 DEX
Cr100000 per +1 END
Cr10000

Cro000

Cr12000

Cr9000
Cr15000

Cr15000
Cr10000
Cr8000
Cr60000
Cr7000
Cr20000
Cr5000
Cr30000

Cr3000
Cr250000

Cr5000
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Table 6-3: Unrestricted Augmentations (Part 2)

Augmentation Improvement Tl  Cost
[T] Natural Weapon (+2) +2 to unarmed damage due to claws. T6  Cr3000
Peripheral Vision Enhancement? Improved peripheral vision. T6  Cr15000
Photographic Memory Perfect recall. T6  Cr6000
[T] Prehensile Feet You have hands instead of feet. T6  Cr5000
[T] Radiation Tolerance Reduce radiation dosage by 400 rads and heal 50 rads T7  Cr15000
/ day.
Rejuve Character reduces age by up to 3 terms. T7  Cr5000
Respirocytes Survive w/o oxygen for up to 30 minutes. T8  Cr20000
Sensory Enhancement +2 to all checks involving a single sense. T6  Cr15000
Shriekerbox® Artificial voice box that can mimic other voicesoract T7  Cr12000
as a megaphone.

Skill Chip Gain one level of a halo skill. T8  Cr25000
Soldier’s Organ Package? Enhanced lung capacity, poison tolerance, T8  Cr200000.
wakefulness, and END checks.

Sonar Can use sonar on land and underwater. T6  Cr12000

Subdermal Armour’ Armour +1 to Armour +4. T6  Cr10000 per +1
Armour

[T] Temperature Tolerance (both) Endure temperatures from -40°C to 60°C. T6  Cr7000

(either only hot or only cold) Endure temps down to -40°C or up to 60°C. T6 | Cr5000

[T]Vacuum Tolerance Survive in vacuum; requires Subdermal Armour. T7  Cr25000

Variform Body Alter shape. T9  Cr150000

Variform Physiognomy Alter appearance rapidly. T9  Cr20000

"From the Traveller Core Rulebook.

2From the Central Supply Catalogue.

[T]: Trait; see Traits (page 34) for details

CLIMBING PADS (T6) DEFENCE CHIP (T8)

You possess pads like those on the feet of a gecko on your
hands, feet, knees, and forearms. You gain a DM+4 to all Ath-
letics (dexterity) checks involving climbing, climb at half your
normal Move, and can stick to walls or ceilings.

COMPREHENSION AUGMENTATION (T8)

Your general knowledge is increased via speed learning tech-
niques, and your ability to process information is enhanced by
drugs boosting synapse growth. Each level of this augmenta-
tion increases your EDU by +1.

COSMETIC ENHANCER (T6)

This augmentation lets you alter your skin, hair, and eye colour,
your muscle tone and hormone levels, and even change sex.
Relatively minor changes like altering skin, hair, or eye colour
require 1D x 10 minutes to complete; sex changes and changes
in build require 1D x 4 weeks. The augmentation provides a
Boon to disguise and social interaction checks relating to physi-
cal appearance, including seduction and intimidation.

This augmentation incorporates advanced evasion and
self-defence routines that increase the penalty suffered by
attackers when you dodge or dive for cover by 2 (see “Dodg-
ing” and “Diving For Cover’, Traveller Core Rulebook, page
72-73).

DESERT ADAPTATION (T7)

This augmentation lets you survive comfortably in deserts
and other arid environments. You need one third the amount
of water that a normal human requires, and can survive with-
out any water whatsoever for up to three weeks, regardless
of temperature. Ordinary humans can only survive without
water for a maximum of 7 days in cool temperatures or 3 days
in hot temperatures.

ENHANCED METABOLISM (T6)

You're immune to all common toxins and diseases, and gain
an automatic DM+2 to checks to resist other diseases and
toxins. This augmentation also doubles characteristic points
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regained through natural healing, and reduces your cumula-
tive radiation exposure by 50 rads/day.

GILLS (T6)

This augmentation allows you to breathe water as easily as air.
You can only breathe water that contains dissolved oxygen
and which is not highly polluted or stagnant. It also includes
minor physiological modifications, like webbed fingers and
toes, that allow you to swim at your normal Move speed.

GRAV LIFTER IMPLANT (T9)
You have an implanted grav belt (Traveller Core Rulebook, page
114), which provides all the advantages of a normal grav belt.

IMPLANTED HAZE FIELD (T8)

You have an implanted haze field generator. You can gener-
ate a haze field at will: see haze fields (page 112) for more.
Although the haze field generated can't be combined with
any other field, like all fields, it can be made airtight or air-
permeable at your discretion, and when airtight can even
function as a p-suit if you also possess a source of air.

LONGEVITY (T8)

Your body regenerates to a physical age of “mature adult”
and ceases ageing. In the Commonality, anyone without the
Implant Reject flaw acquires this augmentation in childhood,
and thus doesn’t age after reaching adulthood.

METABOLIC CONTROL (T7)

This augmentation lets you replicate the effects of fast drug,
metabolic accelerator, or stims (Traveller Core Rulebook,
page 109) at will. Replicated drug effects occur two rounds
after activation. You can end a slowed metabolic rate at

will if you notice something unusual or problematic in your
environment, but returning to your normal metabolic rate
takes 1D minutes. The fatigue caused by metabolic accelera-
tion requires at least one hour of rest to recover from. You can
use metabolic acceleration when fatigued, but you remain
fatigued when accelerated and you suffer additional damage
and fatigue from using this effect. Stims have all the normal
advantages and disadvantages, including causing damage.

MINDSCAPE IMPLANT (T6)

You gain a standard Mindscape implant as well as 1 level of
a halo skill (page 77). See Chapter 7: The Mindscape (page
129) for more.

NANOCELLS (T8)

Nanocells must be used with a Mindscape implant. They allow
you to control vehicles and technological devices by touch,
even in locations with no Mindscape access. This augmenta-
tion consists of nanites that reside in the skin of your hands
which become active when you touch a piece of advanced

technology and use your Mindscape implant to command
them to control the device. Nanocells don’t work on most
alien technologies, but do work with most devices made by
human, hominid, xenomorph, or derived cultures of T6 or
higher, and with all technology that can be accessed via the
Mindscape.

Nanocells can control devices even when you're using a
monitor band cloak (page 105). Normally, you must touch
part of the device with your skin, but p-suit gloves and the
gloves of other forms of protective gear can be modified to
allow nanocells to work through them at no extra cost. A few
paranoid or aggressive cultures like the Venu encrypt their
devices so that anyone attempting to use nanocells to control
a piece of technology must first use Interface (security) to dis-
able these security measures.

RADIATION TOLERANCE (T7)

You can endure large amounts of radiation, and ignore the
first 400 rads of radiation of any exposure. In addition, you
automatically reduce your cumulative radiation exposure by
50 rads/day due to improved cellular self-repair mechanisms.
Subdermal Armour (+2) or higher is a prerequisite for acquir-
ing this augmentation.
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REJUVE (17)

This is less an augmentation and more a medical procedure
that reduces your physical age by 3 terms (12 years), to a
minimum of your age of physical maturity. Additional rejuve
treatments are necessary, since you continue to age after
receiving a rejuve treatment.

RESPIROCYTES (T8)

These artificial blood cells automatically store large amount
of oxygen and can provide it to your body even in locations
without breathable air. You can safely and comfortably go
without air for up to 30 minutes, and automatically gain
Athletics (END) +1.

SENSORY ENHANCEMENT (T6)
This augmentation gives you +2 to all checks to use a particu-
lar sense.

SKILL CHIP (T8)

This non-physical augmentation becomes part of your halo.
Each purchase of a skill chip increases one of the character’s
halo skills by +1. There is no need to purchase level 0 halo
skills. However, adjusting to a new halo skill is not an instan-
taneous process. This process of adjustment requires practice
and review, which is handled similarly to the training rules in
the Traveller Core Rulebook (page 52); see page 111 for more
on acquiring a new halo skill.

SUBDERMAL ARMOUR (T8)

Subdermal Armour can now go up to +4.

VACUUM TOLERANCE (T7)

You can survive in vacuum and possess the equivalent of a built-
in p-suit. This trait also allows you to survive indefinitely if you
possess access to food and water. You no longer need to breathe,
exactly as if you had built in feeder tanks. Subdermal Armour
(+2) or higher is a prerequisite for acquiring this augmentation.

VARIFORM BODY (T9)

You can reshape your body at will. This augmentation is
usually only available to synthetics (generally mechanicals
and installations, but also including specially configured
organic synthetics) and certain alien species, although
natural-born organics (including humans) can conceivably
also acquire it by submitting to some very invasive genurgy
taking them far from their natural physiology. It lets you shift
your form to duplicate the effects of the following additional
augmentations: Accelerated Healing, Additional Manipula-
tor, Assisted Leap, Camouflaged, Climbing Pads, Fast (+3),
Natural Weapons (+2), and Prehensile Feet. In addition, you
can adopt any skin pattern or colour, extend any limb up to
3m from your body, duplicate the effects of the Tentacles
trait, and fit through any opening at least 15cm on a side. You

may also trade points between DEX and STR as long as you
don’t reduce either to half its normal value or lower (round
down). Your one limitation is that you can only duplicate two
augmentations or traits at a time. Also, gaining new augmen-
tations or making other changes requires at least 1D3+3 turns
of concentration. However, created augmentations and other
changes remain until you remove them.

VARIFORM PHYSIOGNOMY (T8)

This implant lets you swiftly alter the shape of your face,

and the colour of your hair, eyes, and skin. You may modifiy
your height by up to 10%. Changes require only 1D seconds
to complete, and provide a DM+2 to disguise attempts.

If combined with the Variform Body augmentation, you

can duplicate the appearance of any human, hominid, or
xenomorph of the same size category. However, without the
appropriate augmentations, you may not be able to duplicate
all of that genotype’s abilities.

Restricted Augmentations

The following augmentations are only available to charac-
ters in careers which specifically give the character access to
restricted augmentations as a benefit: Military, Rogue, and
Security. Characters not in one of these three careers can't

Table 6-4: Restricted Augmentations

Augmentation = Improvement Tl  Cost

Aggressor Chip  Duplicate the effects of combat T8 = Cr25000
drug.

Ballistic Tracking = +1 to unaided ranged combat  T7 = Cr15000

Lenses' checks.

[T] Bioelectricity = +2D bioelectric attacks by T6  Cr8000
touch.

Monitor Band Conceal Mindscape implant’s T6  Cr5000

Cloak monitor band.

Smuggling Gain a small shielded internal T6  Cr10000

Container’ pocket.

Special Ops / Permits Mindscape hacking T7  Cr15000

Black Chip and technopsi; requires a /
Mindscape implant. Cr30000

Venom Glands' = Gain toxic saliva that causes T7  Cr10000
1D+3 additional bite damage.

Weapon Gain an implanted, concealed T7  Cr10000

Implant’ knife, stunstick, stunner, or null

pistol in your forearm.

"From the Central Supply Catalogue.
[T]: Trait; see Traits (page 34) for details
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acquire this equipment during character creation and must
acquire it illegally during play. The following augmentations
from the Central Supply Catalogue may be purchased as
restricted augmentations: Ballistic Tracking Lenses (page 90),
Smuggling Container (page 89), Venom Glands (page 92), and
Weapon Implant (any) (page 87). In addition, the animal trait
Bioelectricity (+2D6), from the Traveller Core Rulebook (page
81) is available as a restricted augmentation.

New Restricted Augmentations

AGGRESSOR CHIP (T8)

This augmentation allows you to duplicate the effects of
combat drug (Traveller Core Rulebook, page 109), and takes
effect the round after you trigger it. Also, you only remain
fatigued until you have rested for at least one hour. Using this
augmentation while fatigued temporarily removes fatigue,
but has no other effect beyond requiring you to rest for one
additional hour before ceasing to be fatigued.

MONITOR BAND CLOAK (T6)

This augmentation dampens your Mindscape implant’s moni-
tor band, rendering your character virtually undetectable by
Mindscape tracer, but also preventing you from taking any
Mindscape actions while it’s active. You can activate or deacti-
vate this device at will. While often made as an implant, it can
also be made as a portable device, which is usually the size
and shape of a thin wristband or a small pocket watch.

SPECIAL OPS / BLACK CHIP (T7)

This augmentation requires a Mindscape implant as a prereq-
uisite, which it enhances, permitting you to perform restricted
technopsi checks like mindburn and Mindscape hacking (see
page 129). lllegal versions of this augmentation (available to
the Rogue career) are called black chips.

GESTALT LANGUAGE
AUGMENTATION

Gestalt language is the next stage in the evolution of human
language. It's used by trans- and post-human hyperintel-
ligences, and is enhanced by emotional markers, Mindscape
acceleration routines, and hyperlinguistic shortcuts—the
so-called gestalts. Levels of gestalt language convey concepts
with exponentially increasing speed and sophistication.
Some are usable by non-augmented humans; others require
enhancement, or even for the individual to have “gone post”
(page 326). The lowest level gestalt language is standard
Commonality speech, technically referred to as zero-gestalt.

Table 6-5: Gestalt
Language Augmentations

Augmentation = Improvement Tl Cost
Stage | Gestalt DM+2 to all Art (public T9 Cr15000
Communication = speaking), Diplomat, or

Persuade checks to provoke,

intimidate, or otherwise elicit

strong emotional responses.
Gestalt Combat ~ Use Stage | Gestalt T9 Cr25000
[R] Communication on

Individuals unwilling or

unable to receive your

thoughtcasts.
Gestalt DM+2 bonus to any Art T9 Cr25000
Controller (public speaking), Diplomat,

or Persuade checks where

you're attempting to create a

specific outcome.
Stage Il Gestalt = Communicate memoplexes.  T10 = Cr40000

Communication

[R]: Restricted Augmentation.

Gestalt Language Augmentations

While ordinary humans can be affected by gestalt language,
you need gestalt language augmentations to actively use

it yourself. A combination skill chip and neural accelera-

tor, gestalt language augmentations may be genurgic or
mechanical. Lower level gestalt language augmentations are
for human and other similar beings; higher augmentations
are for posthumans like installation sentiences or post-human
organics.

STAGE | GESTALT COMMUNICATION (T9)
Prerequisites: Mindscape Implant, INT 10+

Higher intelligences aggregate entire conversations into
discrete utterances called gestalts, a form of hyperword.
You may use gestalt communication via technopsi with this
enhancement; it may or may not have a verbal element, but
always has a substantial thoughtcast component. However,
Stage | Gestalt Communication is non-creative; you work
within a pre-defined hyperlinguistic milieu of ready-made
gestalts. You can communicate large volumes of informa-
tion at least 20 times faster than normal, giving a detailed
description of an event or location (complete with sensory
information) within a few seconds, and lengthy speech on a
topic within a minute or two. You also gain a DM+2 to all Art
(public speaking), Diplomat, or Persuade checks to provoke,
intimidate, or otherwise elicit strong emotional responses.
However, you only gain these bonuses when communicat-
ing with targets who are willing and able to listen to you and
receive thoughtcasts from you. Because you and all listeners
must be connected to the same Mindscape, you do not need
to share a common language with listeners; automatic Mind-
scape translation eliminates all such problems.
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GESTALT COMBAT (T9)
Prerequisites: Stage | Gestalt Communication and access to
restricted augmentations

This augmentation allows you to use Stage | Gestalt
Communication on targets who are either not connected to
the Mindscape or who are not willing to accept thoughtcasts
from you. Instead, you can use the details of human and tran-
shuman language and cognition to your advantage. However,
you must share a common language with targets not con-
nected to the same Mindscape.

GESTALT CONTROLLER (T9)
Prerequisites: Stage | Gestalt Communication and Social Sci-
ence (linguistics) 2

Gestalt controllers create the gestalts used in Stage |
Gestalt Communication. This augmentation gives you a DM+2
to any Art (public speaking), Diplomat, or Persuade checks
where you are attempting to create a specific outcome (which
is most such checks). As a result, you excel at changing the
opinions, beliefs, and mindsets of any interlocutor you are in
Mindscape contact with.

STAGE Il GESTALT COMMUNICATION (T10)

Prerequisites: Stage | Gestalt Communication, Social Science

(linguistics) 3, INT 14+ and EDU 13+, personal TI T10+
This augmentation can only be used by advanced

corpuses and similarly powerful sentiences. You may create

your own gestalts dynamically, on the fly, making your use of
language immensely powerful, effectively forcing a target to
accept a memoplex (page 131) of your choice. Using Stage

Il Gestalt Communication requires both you and all listeners

to be on the same Mindscape and for the listeners to accept

thoughtcasts from you. To force a target to accept a memo-
plex, you must make the following check:

o Force a Target to Accept a Memoplex Using Stage Il Gestalt
Communication: Difficult (10+)" Persuade check (1D sec-
onds, INT).

'This difficulty level is for memoplexes that the target is nei-
ther especially receptive nor resistant to. Reduce the difficulty

Stage lll Gestalt Communication

The Planetary Intelligence is the only known instance of
Stage Ill Gestalt Communication: the non-linear commu-
nication of complete conceptual commonality. It's bound
by the Treaty of Casuistry Shore (41 NCE) from unilater-
ally subjecting Commonality citizens to Stage lll gestalt
without explicit well-informed permission, although many
Chembu participate on a daily basis.
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Table 6-6: Memoplex Duration

Target is Receptiveto Neutralto Resistant to
Memoplex Memoplex Memoplex

Marginal Success  1D3 days 1D+1 hours = 1D x 10 minutes

Average Success = 2D days 1 day 1D3 hours

Exceptional Indefinite 1D days 1 day

Success

to Average (8+) for a memoplex which a target is receptive
to, such as transmitting a memoplex to make a target more
aggressive towards a particular group to a soldier from a war-
rior culture. Increase the difficulty to Very Difficult (12+) for a
memoplex which the target is resistant to, such as transmit-
ting a memoplex to make a target more aggressive towards a
particular group to a committed pacifist.
Even if the roll is successful, a forced memoplex usually only
lasts a limited amount of time; see Table 6-6: Memoplex
Duration above. A duration of “1 day” means the memoplex
fades when the target sleeps or rests; “Indefinite” means it
continues until the target has a strong motivation to replace
it. Memoplexes which characters freely choose to accept last
indefinitely.

Other Hyperlanguages

While the Venu don't have gestalts per se, the mysteri-

ous evocations of the Dark Radiance may be gestalt
analogues. They appear less negotiated than gestalt com-
munication; evokers either impose interactions, or read
information directly from collocutors.

COMMUNICATIONS

All communications equipment from the Traveller Core
Rulebook exists in the Mindjammer setting; however, much of
it is rarely used in the Commonality or in other polities where
Mindscape use is common. Mindscape implants operate as
fully-functional comms as long as they have Mindscape con-
nectivity, provided by personal, local (ship or installation), or
global Mindscape instances (see page 136). Bugs function as
described, but at T8 (TL12+) and higher bugs contain a basic
sentience and can also move along almost any solid surface at
speeds of up to 2m/turn. In addition, holographic projectors
from the Central Supply Catalogue are available, but the TL12
holographic projector is T7, and the TL15 holographic projector
is T8 (both on page 62 of the CSC).
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COMPUTERS AND SOFTWARE

T5 (TL7) computers and software are unchanged from the
Traveller Core Rulebook (pages 105-106), but thereafter
computers and software are handled entirely differently in
Mindjammer. The following is a summary of advances at dif-
ferent Tls.

« Té6: All devices contain simple non-sentient artificial
intelligences that respond to verbal and Mindscape
commands. Commands must be simple and direct, since
the Al's ability to understand natural language is limited.
Real-time language translation is possible, but inelegant
and awkward.

« T7: All devices contain non-sentient Als that respond to
verbal and Mindscape commands and natural language
utterances almost perfectly, with a moderate grasp of
idioms, slang, and metaphor. T7 Als often seem almost sen-

tient. Real-time language translation is easy and ubiquitous.

« T8+: Basic sentiences are found in almost all devices.
Although they lack creativity and complex personali-
ties, they are nevertheless truly sentient, and easily
understand speech and thoughtcasts. Within the
Commonality, many devices lack verbal interfaces
altogether, and can only be operated and contacted via
the Mindscape.

Operating Sentient Devices

Non-sentient T7 Als can operate devices or systems they're
part of with a DM+2, exactly as if they were a person

with 2 skill levels and a characteristic modifier of +0. At
T8+, basic sentiences replace these Als, with a DM+3 and
operating their devices or systems according to their user’s
wishes. Characters with few or no skill levels in a particular
type of equipment are free to let the basic sentience oper-
ate it for them.

Strictly speaking, characters with relevant skills should
use the task chain rules (Traveller Core Rulebook, page
60) to assist the basic sentience, or operate the device or
system themselves and have the basic sentience aid them.
In the latter case, the basic sentience makes a check as
part of a task chain, and the character performs the final
task check. In all these cases, the character and basic
sentience make the same check, with identical difficulty
and modifiers, except for modifiers provided from the task
chain.

However, making two rolls for every check is cumber-
some, and we suggest players should generally apply a
DM-+1 to their own checks to simulate the aid provided by
a T7 Al or T8+ basic sentience.
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DRONES

Drones are ubiquitous in the Commonality, especially on
T8+ worlds. Powered by ZIP cells and propelled by gravitic
suspensors, most drones range from size Small (-4) to Small
(-1), although both larger and smaller drones exist. While
some drones are eidolons, most are basics, and are effec-
tively useful equipment that users can also remote control
via Mindscape. All robots in the Central Supply Catalogue
(pages 70-76) of T11 (T7) or below are available, but most
higher TL robots are not. The following robots from the
Central Supply Catalogue are available and are also T7:
the Centurion (page 72), Creeper Assassin (page 73), Spider
Bomb (page 75), and the Urban Pacification Police Robot
(page 76).

Standard Drone Equipment

All T8+ drones incorporate tightbeam transceivers capa-
ble of communicating with Mindscape implants, so even

in regions without Mindscape access, individuals can
continue to use remote control to operate them, unless the
drone enters a location which is shielded from transceiver
contact, which includes many basements and caverns and
almost all secure locations. Drones are also equipped with
effectors (page 115), 2 points of armour, a PSA equipped
with EM and audio scanners, and suspensors that allow
them to move at a speed of at least Fast. Their sturdy con-
struction gives drones hits equal to animals one size larger
(Traveller Core Rulebook, page 81). A drone of human size
or smaller with no additional equipment costs Cr10000
regardless of size.

List of Drones
The following are the more common types of drones in the
Commonality. There are many others.

Drone Accessories and Rules

Drones can use any of the following armour options (page
99): Chameleon (IR), Chameleon (Vislight), and Variform. Costs
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and capabilities are as listed for drones of size Small (+1) to
Small (-2). Halve the listed cost for smaller drones.

Variform drones may appear to be other drone types
of the same size, and may disguise themselves as rocks,
furniture, or other objects of approximately the same size and
mass. They may also fit through openings normally only pos-
sible for items one size category smaller and possess all the
advantages of Variform Armour (page 99).

Table 6-7: Drones

Type Size Cost

Combat Drone [R] Small (-1) Cr28000
Helper Drone Small (-2) Cr22000
Personal Protection Drone Small (-4) Cr42000
Sensor Drone Small (-3) Cr45000
Speaker Drone Small (-2) Cr10000
Stealth Drone [R] Small (-4) Cr30000

[R]: Unavailable to anyone who cannot purchase restricted
equipment.

PERSONAL PROTECTION
DRONE (T9)

Designed to be a general purpose assistant, performing
repairs, basic medical treatment, and various useful
tasks, the helper drone incorporates a PSA and
advanced effectors, equivalent to a basic engineering
and mechanical toolkit and a TL14/T8 medikit.

Hits: 5

Speed: Supersonic
TI: 9

Cost: Cr42000

Drone

Skills: Gun Combat (energy) 3, Interface (sensors) 3,
Mechanic 3, Medic (medicine) 3, Melee (natural) 3,
Stealth 3, Steward 2

Attacks: Collision Attack (7D), Stunner (3D, Stun,
Zero-G)

Traits: Armour (+13), Effectors, Flyer (supersonic), PSA
(+ Densitometer + ZIP Field Scanner), Reinforced, Small
(-4), Stunner (TL12/T5), Variform.

Sentience: Basic

Orone

DOrone

COMBAT DRONE (T8]

Created to assist Commonality soldiers and provide
supporting fire as well as riot control, the combat
drone is fitted with a dispersion field, PSA, stunner and
null rifle (page 119).

Hits: 28

Speed: Very Fast
TI: 8

Cost: Cr33000

Skills: Gun Combat (energy) 3, Interface (sensors) 3,
Recon 3, Stealth 3

Attacks: Null rifle (5D, Auto 3, Zero-G), Stunner (3D,
Stun, Zero-G)

Traits: Armour (+177), Dispersion Field, Effectors, Flyer
(very fast), Null Rifle, PSA, Small (-1), Stunner (TL12/T5).

Sentience: Basic

"Drops to +12 if the dispersion field is turned off. The
dispersion field also provides a DM-2 to attack rolls
directed against the drone, and the Small (-1) trait
provides a DM-1.

HELPER DRONE (T8]

Designed to be a general purpose assistant,
performing repairs, basic medical treatment, and
various useful tasks, the helper drone incorporates
a PSA and advanced effectors, equivalent to a basic
engineering and mechanical toolkit and a TL14/T8
medikit.

Hits: 13

Speed: Medium
Ti:8

Cost: Cr22000

Skills: Engineer 3, Interface (sensors) 3, Mechanic 3,
Medic (medicine) 3, Steward 2

Attacks: None

Traits: Armour (+2), Effectors, Electronics Toolkit, Flyer
(medium), Medikit (TL14/T8), PSA (+ densitometer),
Small (-2).

Sentience: Basic
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SENSOR DRONE (T8]

This drone is designed to map and explore areas
without risk to sentient life. It contains all sensor
packages except a neural activity sensor and a
tachyon scanner (see Sensors, page 113) and has

a basic sentience. It's typically a sphere 20cm in
diameter or a disk 40cm in diameter. The T9 version of
this drone also contains a neural activity sensor, and
the T10 version of this drone contains all 10 sensor
packages.

Hits: 5

Speed: Medium
TI: 8

Cost: Cr60000

Drone

Skills: Interface (sensors) 3, Investigate 2, Navigation
2, Recon 3

Attacks: None.

Traits: Armour (+4) Flyer (medium), Small (-3); 8
sensor packages.

Sentience: Basic

Size and Additional Options

Small (-4) drones may incorporate a single stealth field, haze
field, or dispersion field, or a single pistol. Small (-3) drones or
larger may incorporate a stealth field and another field, and
also any single pistol. Drones of at least size Small (-2) may
incorporate a single rifle, as well as a densitometer or 2-space
scanner, a stealth field, and any other field. Small (-1) drones
may also incorporate a single heavy weapon. The cost of
these options is equal to the cost of the specific item, except
that the cost of fields for Small (-4) and Small (-3) drones is
halved. Also, drone hits are equal to the maximum hits of a
creature one size category higher (see "How Big a Beast?",
Traveller Core Rulebook, page 81). See Table 6-8: Drone Hits
and Armour for details.

Drone Armour

All drones possess Armour (+2) at no cost, and may add
additional armour up to a maximum of 24 + (size modifier x
3) points; see Table 6-8: Drone Hits and Armour. A Small (-1)
drone could have up to 22 (25 - 3) points of armour. The cost
of drone armour varies by drone size.

Drone Speed

Drones incorporate suspensors capable of movement at
Medium speed. They may also be equipped with faster
suspensors. Any size drone can be equipped to travel at any
speed up to Supersonic. Drones which travel at speeds of

SPEAKER DRONE (T8]

Designed for use with known cultures, the speaker
drone provides translation when communicating
with individuals without Mindscape access, and also
possesses basic diplomatic and cultural expertise

to act as an advisor. It incorporates a PSA, and
communication gear to reproduce any known
language.

Hits: 13

Speed: Medium
TI: 8

Cost: Cr15000

Drone

Skills: Diplomat 2, Interface (sensors) 3, Social
Science (anthropology 3, sophontology 3); speaks and
understands all known languages

Attacks: None

Traits: Armour (+2), Effectors, Flyer (medium), PSA,
Small (-2).

Sentience: Basic

STEALTH DRONE (T9)

This variform drone is designed for discrete
infiltration. It incorporates a PSA, stealth field (page
115), and effectors. It's typically a sphere 8 cm in
diameter.

Hits: 5
Speed: High
TI: 9

Cost: Cr28000

Drone

Skills: Interface (sensors) 3, Investigate 2, Recon 3,
Stealth 3

Attacks: None

Traits: Armour (+7), Effectors, Flyer (high), PSA (+
Gravity Wave Scanner, Mindscape Tracer, and ZIP
Field Scanner), Small (-4), Stealth Field (T8), Variform.

Sentience: Basic

High or faster in Standard or higher atmospheric pressures
must be specially streamlined, or have the Variform option
and adopt a streamlined configuration for travel at these
speeds. See Table 6-9: Drone Speed.
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Table 6-8: Drone Hits and Armour

Size Hits Maximum Armour = Armour Cost
Small (-4) 5 13 Cr100/pt
Small (-3) 7 16 Cr100/pt
Small (-2) 13 19 Cr200/pt
Small (-1) 28 22 Cr300/pt
Human-sized (+0) 35 25 Cr500/pt
Large (+1) 49 28 Cr1000/pt

Drone Collisions

Large (+1) drones or larger use the vehicle collision rules
(Traveller Core Rulebook, page 134). Smaller drones subtract
1D from collision damage inflicted and sustained for every 2
size categories smaller (round up).

For example, a Small (-4) drone is 5 size categories smaller
than Large (+1), and would therefore subtract 3D from
collision damage, while a Human-sized (+0) drone is 1 size
category smaller than Large (+1), and would subtract 1D from
collision damage.

Reinforced: Reinforced drones have a sharp, pointed
shape, specially designed to collide with targets at speeds of
High or faster and cause an additional +1D damage. Rein-

Table 6-9: Drone Speed

Speed Cost
High Cr1000
Fast Cr2000
Very Fast Cr4000
Subsonic Cr7000
Supersonic Cr12000

forced drones must also have at least Armour (+12). They
take no damage from collisions with anything less solid and
immobile than a wall made of hard rock or solid metal, and
even then reduce collision damage suffered by half (round
down) before subtracting for armour. Reinforced variform
drones retain their resistance to collision damage regardless
of shape, but don't gain increased damage unless they adopt
a sharp and pointed configuration. Cost: Cr3000.

EXTENSIONS

In Mindjammer, if you have a Mindscape implant, the entity
which is “you” extends beyond your physical body into virtual
extensions which expand your abilities into different arenas.
Fringe and Outer Worlders without Mindscape access are
limited to developing the physical and mental abilities of their
own bodies and brains, but Mindscape-linked characters from
homeworlds of T8 or higher may acquire haloes, avatars, and
other extensions.

Acquiring an Extension

You automatically have a halo extension by virtue of having

a Mindscape implant (see page 103). You also gain one
additional extension every time you gain a longevity package.
Extensions may also be acquired as mustering out benefits, or
purchased as equipment.

A Mindscape implant is a prerequisite for all extensions.
Characters without Mindscape implants who acquire an exten-
sion via a successful longevity roll or benefit roll automatically
gain a Mindscape implant and 1 level of a halo skill, unless
they possess the Implant Reject flaw. Characters with the
Implant Reject flaw may not acquire extensions of any sort.

AVATAR

You gain a synthetic (either mechanical or organic) body with
physical attributes identical to your own; its appearance is up
to you. If you're an installation such as a sentient starship and
therefore haven't rolled for your STR and END characteristics,
do so now; the scores represent the Strength and Endur-
ance of your avatar. Avatars may use equipment and acquire
physical augmentations just like any character; Commonality
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avatars can be variform, allowing them to take the shape of
any roughly human-sized creature or object.

You control your avatar via Mindscape, and use it almost
as easily as your own body. When you use your avatar to take
any physical action (using a physical skill, such as Athletics,
Gun Combat, etc) your skill level is capped by your Interface
(remote ops) skill.

For example, if you have the Gunnery 3 and Interface
(remote ops) skills, and you want to use your avatar to fire the
ship’s guns of another ship, you do so at an effective Gunnery skill
of level 2.

Note that you may not operate your body and an avatar
at the same time. When operating your avatar, your own body
must be sitting or lying down, and may not take actions.

Cost: Cr20000, or Cr50000 for a variform avatar. See the
Variform Body augmentation (page 104) for more on the
capabilities of a variform avatar.

EMULATOR

You gain a virtual (Mindscape) simulation of yourself. Emula-
tors possess all of your skills and mental characteristics, but
possess only basic sentience, and thus are not independent
intelligent entities. Also, even if you possess a special ops /
black chip, your emulator does not.

Emulators cannot act counter to your wishes, and are
incapable of creative thought. However, they can take actions
in the Mindscape while you act in the physical world, and can
also control Mindscape-enabled vehicles and equipment for
you. People often use emulators to handle routine Mindscape
tasks, including communication, and have their emula-
tor notify them if the communication is especially urgent
or otherwise important. Some people have their emulator
control their avatar, effectively allowing the person to appear
to act in two physical locations at the same time. Commonal-
ity citizens often maintain emulators in star systems where
they have lived, especially if they plan to return; the emulator
handles communications for the character until he returns, or
can otherwise exchange data. Each instance of this exten-
sion provides the character with a single emulator; it’s up to
you whether the emulator is in your local Mindscape, or (for
example) if it's in another star system. Cost: Cr8000.

HALO
All characters with Mindscape implants automatically have a
halo extension and a single level of a halo skill. Each time
you take this extension, you gain 5 additional halo skill levels.
Halo skill levels must be taken in one of the skills available
to your current career. Halo skills can include the Jack of All
Trades skill (which costs 3 skill points per level), but cannot
include characteristic points. Reroll any characteristic points
gained when rolling for halo skills.

These skills are only accessible when you have access to
the Mindscape, which is why many characters with halo skills
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carry a personal Mindscape instance (PMI) when travelling to

lower tech worlds. Halo skills add to ordinary skills normally,

but even when combining a normal and a halo skill, the total
skill level cannot exceed the character’s skill cap (page 78). If
you only possess a skill as a halo skill, you automatically gain
that skill at level 0 even when not connected to the Mind-
scape. As long as you have access to a Mindscape, no roll is
needed to access skills in your halo.

Note that adjusting to a new halo skill is a gradual process,
requiring practice and review, handled using the training
rules (page 52 of the Traveller Core Rulebook), with the fol-
lowing differences:

o The study period for adjusting to a new halo skill is 5 days
per skill level, or roughly 1/10 the time required to actually
learn a new skill.

e Once the study period has been completed, the character
must make a Routine (6+) EDU check to see if they have
integrated the new halo skill.

Gaining a level 0 halo skill requires only one day of study,
and does not require an EDU check.

Cost: Purchase as individual skill chips (page 104).

SENTINEL
Taking this extension provides you with a Mindscape sentinel.
Sentinels are non-sentient Al routines existing in the Mind-
scape, created to protect virtualities, restricted content, or
specific individuals and their halos. They can understand nat-
ural speech. You can give your sentinel any appearance you
wish, from a horrifying monster to an invisible guardian; their
appearance doesn't affect their function. Sentinels constantly
guard their owner, or a particular virtuality, against Mind-
scape attacks, and transform Mindscape attacks and intrusion
attempts against what they're guarding into opposed checks.
Sentinels use mindburn against intruders or attackers.

Characters able to acquire restricted equipment may
acquire special ops sentinels capable of domination (page
133) attacks. Normally sentinels may not attack targets which
aren't directly attacking or attempting to hack either the
sentinel or the subject the sentinel is guarding. However,
sentinels may in turn be controlled by domination, in which
case they may be ordered to attack anyone.

Cost: Cr8000 for standard sentinel, Cr20000 for special ops
sentinel.

FIELDS

The other primary forms of personal protection available

in the Mindjammer setting are fields. Fields are intangible
constructs of waves and particles that provide both armour
and protection from extremes of pressure. Fields can be
turned on and off with the touch of a button or Mindscape
command, and can protect people, vehicles, buildings, and
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STANDOARD SENTINEL
Hits: 8

TI:8

Cost: Cr8000

Skills: Gun Combat (mindburn) 3, Investigate 2, Recon
3, Stealth 3

Attacks: Mindburn (see Table 3-105: Mindburn, page
75); Total TP: 10

Mindscape Construct

Sentience: Non-sentient Mindscape routine.

SPECIAL OPS SENTINEL (R]

Hits: 10
TI:8
Cost: Cr20000

Skills: Gun Combat (mindburn) 3, Interface (remote
ops) 3, Investigate 2, Recon 3, Stealth 3

Attacks: Domination, Mindburn (see Table 3-105:
Mindburn, page 75); Total TP: 15

Sentience: Non-sentient Mindscape routine.

Mindscape Construct

[R] Unavailable to anyone who cannot purchase
restricted equipment.

even entire cities. Fields are first developed at T7 and become
easier to create and more powerful at higher Tls. All fields
deflect attacks, providing a blanket DM-2 to the attack rolls
of all attackers. In addition, fields have varying degrees of
solidity, with some providing only minor armour protection,
while others are as almost as durable as a thick metal wall. All
fields can be made airtight or modulated to permit the pas-
sage of air and sound, while also protecting the user against
damage. Fields can also be used to create temporary shelters
or bridges, variform wings for compact flyers, temporary
canopies for open vehicles, ray and particle shielding for
spacecraft, and for many similar purposes.

ABSORPTION FIELD

This powerful field emits light and a low crackling hum,
imposing a DM-4 on all Stealth tests by the wearer. It's also
inflexible, imposing a DM-2 on checks requiring fine manipu-
lation and Athletics (dexterity) tests.

ASSAULT FIELD

This advanced version of the absorption field is only as noticea-
ble as a dispersion field and provides no barriers to manipulation,
while also being more powerful than an absorption field.

Table 6-10: Fields

Field Type TI Protection' Rad Cost(Cr) KG
Absorption Field T8  +11 150 Cr15000 3
Assault Field [R] T9 +14 300 Cr30000 3
Dispersion Field T7 45 80 Cr5000 1
Haze Field 17 +2 50 Cr3000 1
Repulsor Field T8 +8 100 Cr10000 2
Singularity Field/  T10  +18 500 Cr50000 5

Blacklight Unit [R]

"This protection is in addition to the blanket DM-2 which fields
provide against all attack rolls directed against the wearer.
[R]: This technology is unavailable to anyone who cannot
purchase restricted equipment.

DISPERSION FIELD

Dispersion fields create a slight shimmer around the wearer,
making them noticeble in normal light, but otherwise creat-
ing no light or sound that might inhibit stealth or annoy
bystanders. They're the entry-level combat force field.

HAZE FIELD

Ubiquitous in the Commonality, haze fields are low-level
force fields, subtle and generally unobtrusive. They shimmer
slightly when struck, but are otherwise invisible unless you
want them not to be.

REPULSOR FIELD

These relatively powerful fields blur and shimmer sufficiently
to be easily noticeable in all but the dimmest light. They
impose a DM-2 on tests to recognise the user, but do not
penalise stealth attempts.

SINGULARITY FIELD

Also called a blacklight unit, this is the most powerful force
field known to the Commonality. It uses planing theory to
shunt damage into 2-space, shrouding the user in an angular
black field from which no light escapes. The field emits no
light or sound, but is exceptionally obvious, except in low
light conditions, where it provides a DM+2 to Stealth checks.
It absorbs light emitted by the wearer, but the wearer can
continue to see, hear, and speak normally.

MEDICAL AND CARE SUPPLIES

All medical equipment and drugs from the Traveller Core
Rulebook and the Central Supply Catalogue are available in the
Mindjammer setting, with the exception of anagathics, which
are replaced by rejuve and the Longevity augmentation, and

psi drugs, which don't exist because overt psionics (with the
exception of technological psionics, or technopsi) are unknown.
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Assault Field Singularity Field

Although cryoberths exist, they're rarely used because stasis
fields are safer and more useful. In addition, the following medi-
cal equipment and treatments are also available.

New Medical Equipment and Treatments

RADIATION REPAIR (T8)

This advanced medical technique both removes accumulated
radiation dosage and reverses the negative effects of exposure.
Each treatment requires one day in a hospital or starship medical
bay, but no roll is required; the treatment can’t be performed

in the field with a medikit. Each treatment removes 300 rads of
accumulated radiation and also any END losses this radiation has
caused. The treatment can be repeated every week.

STASIS FIELD (T7)

The stasis field is an early offshoot of gravity engine and
space-time manipulation research. It's an impenetrable field
within which the flow of time is effectively at a standstill. Once
activated, it forms a reflective grey bubble around whatever
it encloses. Anyone inside a stasis field may impact a planet
at relativistic speed or pass through the heart of a star with-
out harm—or indeed without noticing. Stasis fields are used
to transport passengers on long interstellar journeys, as well
as moving seriously ill or injured patients. Stasis field projec-
tors are also installed around the passenger compartments

of most T8+ vehicles, with sensors that automatically activate
them in the event of collision or emergency. Emergency stasis

fields may not usually be deactivated from within, although a
timed deactivation may be set, and the field's external sensors
may also be set to deactivate the field once conditions are

safe. However, if these external sensors are destroyed (passing
through the heart of a star usually does it...), then the field will
remain active until it's manually deactivated from the outside. A
portable stasis field projector suitable for transporting a single
severely injured patient has a mass of 3kg and a cost of Cr3000.

Z-RADIATION TREATMENT (T9)

Although z-radiation (page 153) is poorly understood, the
damage and mutation it causes are all too evident. Common-
ality-developed treatments require a T9 medical facility and
makepoint workshop (page 166), and two days fabricating
the necessary highly specialised medical equipment if it’s not
already present. Treatment requires 1D3+1 days, and removes
200 rads of accumulated z-radiation and any mutations

or END loss caused by that amount of exposure. It may be
repeated once every week.

SENSOR EQUIPMENT

The sensors listed in the Traveller Core Rulebook (page 111)
are available in the Mindjammer setting, as are the vision and
detection electronics in the Central Supply Catalogue (pages
59-61), except for psi-finder binoculars. Note that both neural
activity sensors and quantum substrate scanners (below) can
detect a life form’s Evolution Index (page 314) from its pseudo-
neural activity, presuming that life form has been detected
and has something analogous to neural activity to detect.

Sensor Packages

In Mindjammer, any sensor may include one or more sensor
packages, described below. Bioscanners (T8), densitometers
(T8), and neural activity sensors (T9) from the Traveller Core
Rulebook are available for Cr20000, Cr10000, and Cr10000
respectively. These sensors can be made exceedingly tiny.
Cheme-sniffers are tiny T8 sensors which otherwise function as
the chemi-view googles from the Central Supply Catalogue
(page 59). The following sensor packages are also available.

New Sensor Packages

AUDIO SCANNER (T6)

This sensor contains a directional microphone that can allow
the wearer to hear conversations at 100m and whispers at
30m, as well as the ability to perceive infrasound and ultra-
sound. Cost: Cr500.

EM SCANNER (T6)

This scanner can perceive radio, microwave, infrared, vis-
ible, ultraviolet, x-ray, and gamma ray EM radiation and can
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magnify objects both close up and at a distance by a factor of
up to 200x. It includes the functions of the EM probe, Geiger
counter, and PRIS binoculars (Traveller Core Rulebook, page
111), and can also detect the monitor band of any Mindscape
implant without a monitor band cloak (page 105). The dif-
ficulty of this check is Easy (4+) at short range, and increases
by one difficulty level (2+) for every additional range band of
distance. Cost: Cr1000.

GRAVITY WAVE SCANNER (T7)

This device detects unusual mass concentrations inside
planets, asteroids, and other celestial bodies as well as the
emissions of gravity engines and suspensors. Handheld grav-
ity wave scanners detect suspensors at a range of 10km, and
gravity engines at a range of 100km. Gravity wave scanners
fitted on starships and large exploration or military vehicles
can detect such engines at a range of 50,000km, and also
create gravitational maps of planets and other celestial bodies
at ranges of 300,000km. Cost: Cr1000.

MINDSCAPE TRACER (17)

A standalone device or an extension to a hand scanner, PSA
(page 114), or starship sensor suite (page 147), a Mindscape
tracer lets you locate and track an individual by his unique
Mindscape ID. It only functions if the scanner and the target
are both using the same Mindscape, but otherwise has unlim-
ited range. Cost: Cr1000.

QUANTUM SUBSTRATE SCANNER (T9)

These sensors routinely detect fluctuations in the space-

time fabric, including the more efficient detection of vessels
using suspensors as well as gravity and planing engines. They
also analyse time dilation, and some of the epiphenomena
associated with consciousness and the persistence of identity.
Quantum substrate scanners effectively duplicate the func-
tions of gravity wave scanners, and eventually replace them.
Handheld quantum substrate scanners detect suspensors at
arange of 25km, and gravity engines at a range of 250km. In
addition, they can detect and differentiate between natural
or synthetic (eidolon and basic) sentiences at a range of 2 km.
Cost: Cr5000.

TACHYON SCANNER (T10)

This tiny device can detect if a starship enters or emerges
from 2-space or 3-space anywhere within 200 AU of the
user. The signals travel at lightspeed between the entry /
emergence point and the scanner’s location, so substantial
time delay may be involved. The scanner can distinguish
between starships entering or leaving n-space, but cannot
between 2-space planing engines and 3-space far gate
fields. It provides the approximate distance and direction
for the ship's emergence as well as its approximate size and
can easily distinguish two ships entering or leaving n-space

at the same time if they emerge into or leave n-space least
1 AU apart. This device cannot detect ships in 2-space or
3-space. Cost: Cr1000.

TRANSBARYONIC SENSORS (T9)

This sensor allows the user to detect and analyse phenomena
relating to baryonic dark matter, hot and cold non-baryonic
matter, dark matter stars, electroweak stars, and the inter-
stellar medium, permitting detailed estimates of mass and
trajectory as well as detecting naturally occurring 3-space
rifts. These sensors can also easily detect fields (such as haze
fields). Handheld transbaryonic sensors can detect personal
fields at a range of 5 km and vehicle or starship fields at 50
km, and can detect various natural phenomena at 50 km.
Cost: Cr10000.

ZIP FIELD SCANNER (T8)

This sensor can detect the subtle vacuum energy fluctua-

tions given off by ZIP cells and ZIP plants, allowing the user to
determine their approximate distance and direction. Handheld
sensors have a range of approximately half a kilometre. ZIP field
sensors fitted on starships and large exploration or military
vehicles have a range of 10,000 km in regions with no more
than 20 active ZIP cells or ZIP plants, and 500km on densely
inhabit planets where ZIP cells are common. Cost: Cr2000.

Sensors

HAND SCANNER (T6+)

With a volume of 0.2L or less, these devices can contain up
to 4 sensor packages and can contain every sensor type.
Add two additional sensor packages for each additional Tech
Index, so at T10, hand scanners can contain all listed sensor
packages. Cost: Cr500 + the cost of the sensors.

PERSONAL SENSOR ARRAY (T8+)

Commonly called a PSA, these devices combine a variety of
sensors in a small package. All PSAs contain an audio scanner
and an EM scanner. They can also be fitted with two addi-
tional sensor packages and can contain every sensor type.
Lower tech PSAs outside of the Commonality are usually at
least the size of a torso body harness or webbing, and possess
a holographic screen and speakers. Commonality-standard
PSAs are an array of multiple thin flexible disks no more than
2 cm in diameter that are generally used in combination with
a Mindscape implant (there’s usually a discretionary interface
available for operating in “stealth mode” with a monitor band
cloak). T9+ PSAs can be fitted with six additional sensor pack-
ages, and at T10 they can be fitted with ten additional sensor
packages (permitting them to contain all 12 sensor packages).
Cost: Cr2000 + the cost of any additional sensors.
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Hand Scanner

SURVIVAL GEAR AND
SUPPLIES

All survival equipment and supplies from the Traveller Core
Rulebook (pages 112-115) are available in the Mindjammer
setting, with the following exceptions and modifications.
Electronics toolkits are instead called interface toolkits, and
at T8+, tents are substantially different (see below). In addi-
tion, the cost of grav belts is reduced to Cr50,000. Survival
equipment of T7 (TL 11) and below from the Central Supply
Catalogue (pages 39-58) are available in appropriate areas.
Fusion Stills (page 52) are available, but are T8 and powered
by ZIP cells. Infinite Rope (page 54) is available at T8. The
following higher tech housing options from page 58 are avail-
able: Chameleon Fibers (T8), Holosimulacrum (T9), and Self
Sealing (T7).

Tools (pages 78-80) and home comforts (pages 94-97)
from the Central Supply Catalogue are available. The T8
(TL13) Tool Laser (page 79) is not only as small as a pen, it’s
also powered by ZIP cell and never runs out of power. The
Bed (anti-grav), and the Float Table (page 95) are both T8.The
Laser Ring (page 64) is T8 and powered by ZIP cell, and so also
never runs out of power. All other equipment has the appro-
priate Tl. Most T8+ devices contain at least basic sentiences.
The equipment in Table 6-11: Survival Gear is available to all
characters at the appropriate Tl.

EFFECTORS (T9)

These small tractor fields allow micro-level manipulation,
including tasks like picking locks or even performing surgery.
They have a range of 6m and can lift and move objects up to
10kg in mass. When performing tasks, characters use their full
DEX and skill, but their effective STR is only 3. For especially
delicate manipulations, like repairing tiny devices or picking
complex mechanical locks, the effector's precision provides a
Boon. Effectors can throw small objects, throw punches (with
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Table 6-11: Survival Gear

Item Tl KG Cost
Effectors T9 - Cr10000
Grav Belt’ T8 2 Cr50000
Personal Mindscape Instance (PMI) T8 - Cr1000
Portable Makepoint T9 3 Cr7000
Stealth Field T6-T9 1 Cr20000
Tent T8 8  Cr5000
T9 10 Cr15000
ZIP Cell T9 10 | Cr1000

'From the Traveller Core Rulebook.

STR 3), and create daggers out of their energy field that can be
used to attack or to cut anything an exceptionally sharp metal
knife can. Effectors can be implanted as an augmentation, but
are most often palm-sized handheld devices, or sometimes
worn as bracelets. T10 effectors can be as small as a ring.

PERSONAL MINDSCAPE INSTANCE (PMI) (T6)

A small device containing a drastically reduced Mindscape
instance providing access to limited Mindscape functions

in locations without full Mindscape access. This device has a
range of 10m and can be set to either only broadcast to the
user, or to any Mindscape implants within range. T8+ versions
enable users to also access their exomemory, halo, and other
Mindscape-powered enhancements. PMIs can be suppressed
by a monitor band cloak. They're available as hand-sized
devices worn on a wrist or as a pendant or kept in a pocket,
and also as implants.

PORTABLE MAKEPOINT (T9)

A box 15cm x 15cm x 20cm with an integral ZIP cell to create
matter out of energy. Its small size and simple design mean
its capabilities are more limited than standard makepoints: it
can create food, water and air sufficient to sustain up to half a
dozen human-sized organic beings indefinitely. It can create
spare parts for most items; simple objects like clothing, rope,
jewellery; common medicines; and even unpowered objects
with simple moving parts. It can’t create items with powered
components.

STEALTH FIELD (T6-T9)

This haze field variant bends light and other electromagnetic
waves and dampens sound to cause objects or people within
its area of effect to appear invisible or part of the scenery. At
T6, stealth fields affect visible and IR light as well as sound; at
T8 they affect the entire electromagnetic spectrum; and at
T9 they affect gravity wave and ZIP field scanners. As long as
the user remains stationary or moves no faster than 3m/turn,
a stealth field raises the difficulty of all Recon or other checks
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to detect anyone or anything affected by one to Formidable
(14+). If the difficulty is already Very Difficult (12+) or For-
midable (14+), then the stealth field also causes a Bane on
the check. Reduce the difficulty of the check to Very Difficult
(12+) if the individual or object affected by the stealth field is
moving faster than 3m/turn.

Personal stealth fields usually take the form of belts,
wrist units, or light and slim handheld devices. Larger stealth
field units can be used to disguise vehicles or even dwell-
ings. At T10, personal stealth fields can be made as small as
afinger ring.

TENT (T8-T9)

Based on simple variform technology, a T8 tent is a dome
four metres across and two-and-a-half metres high, rein-
forced by field technology. It can be set to create a range of
field-reinforced furniture like tables and beds. It incorporates
feeder tanks and life support to process air and water, hous-
ing three humans in comfort and up to five people with some
discomfort for long periods. It collapses into an 8kg bundle
with dimensions 20cm x 15cm x 30cm, which can be worn as
a small backpack. At T9, it includes gravity control adjustable
between zero-G and 3G inside the tent and in up to a 2-metre
area around it. The T9 tent replaces the haze field with a
dispersion field, and now allows occupants to survive pres-
sures of up 300 atmospheres. It also incorporates a makepoint
to create air, water, and food for up to half a dozen people
indefinitely.

ZIP CELL (T8)

At all Tech Indices, ZIP cells vary in size depending on factors
such as required power throughput, failsafes, insulation, back-
ups, and so on. This item is a first generation T8 “standard”
zero-point energy cell, typically used for powering personal
equipment such as weapons and handheld or worn devices.
Smaller cells for less powerful items are certainly available, as
are larger ones for much larger devices, up to and including
the ZIP plants that power starships, starports, and even entire
cities. ZIP cells function for up to a year of heavy use or up to a
decade of light to moderate use before requiring overhaul.

At T9, standard cells tend to be the size of an ID card or
even a small coin; at T10, standard-power microcells become
available, when their minimum size is more a factor of practi-
cal manipulability than power output.

UNUSUAL EQUIPMENT

The following items are specific to individual worlds, such as
the Commonality worlds of Abraxas (page 19) and Unanimity
(page 20). The galaxy—and the Commonality—is a vast place,
and this type of variation and specialisation is common.

ABRAXAS ANIMAL COMPANION (T8)

Use the rules in Chapter 15: Alien Life to create useful
custom-designed animals. Animal companions have t-con-
gruent biologies (page 299), and most are between Small
(-4) and Large (+1) size. They may have up to 4 Traits (page
34) or Animal Traits (page 309), chosen by their owner, and
understand simple speech, and automatically connect to the
Abraxas bio-Mindscape implant by touch. Animal compan-
ions are roughly as intelligent as a basic sentience, smart
chimpanzee, or large parrot, but none are fully sentient, which
would cross the line from animal companion to xenomorph.
Cost: Cr1000 + Cr 2500/Trait.

ABRAXAS BIO P-SUIT (T9)

This item of living technology is identical to a T9 variform
p-suit (page 97), except that it lacks a haze field. It provides
Armour (+8) and 30 rads of radiation protection, and has a
mass of 3kg. Cost: Cr27000.

ABRAXAS BIO-MINDSCAPE IMPLANT (T8)

This unusual living augmentation confers all of the abilities of
a conventional Mindscape implant, except that it’s designed
to function with Abraxas’s bio-Mindscape, a living network

of engineered plants and fungi, connected via rootlets and
fungal threads. Users must make physical contact with a plant
or the soil to connect to this Mindscape, although connec-
tivity to their bio-halo, a halo-analogue, containing their
own exomemories and halo skills, persists even when not in
physical contact. The implant can’t connect to the conven-
tional Mindscape, but does incorporate a nanocell variant
allowing users to directly connect to one another and to
animal companions (see above) by touch. The inhabitants of
Abraxas created this augmentation to deal with their distrust
of both non-biological technology and the constant mental
connection that Chembu who commune with the Planetary
Intelligence experience. Cost: Cr4000.

ABRAXAS INTERFACE NECKLACE (T8)

This device allows travellers from Abraxas to access the stand-
ard Commonality Mindscape via their bio-Mindscape implant.
Travellers from Abraxas who choose not to wear an interface
necklace still possess their bio-halo containing their exomem-
ories and halo skills, but may not connect to the Mindscape,
nor access other exomemories or new halo skills on any other
world with a bio-Mindscape, except by touching someone
else who has a bio-Mindscape implant. Cost: Cr2000.

UNANIMITY LIFE SUPPORT POD (T9)

This device incorporates ZIP cells and a makepoint to provide
life support for a single human or hominid indefinitely. The
ZIP cell must be overhauled (often replaced) every 20 years,
but the device is otherwise self-sufficient. It provides Armour
(+30) and 1000 rads of radiation protection for its occupant,
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and incorporates a stasis field for emergencies or long jour-
neys and a repulsor field for defence, as well as storage for
one avatar and several drones.

Cost: Cr25000.

WEAPONS

Mindjammer has many unique weapons, but also uses many
of the same weapons described in the Traveller Core Rule-
book and the Central Supply Catalogue.

Melee Weapons

All melee weapons in the Traveller Core Rulebook (pages
116-117) are available in Mindjammer. Bludgeoning weap-
ons, blade weapons, close and personal weapons, archaic
weapons, and shields of TL11 (T7) and lower from the Central
Supply Catalogue (pages 98-107) are also available, as are the
Gravitic Shield (T8, page 107) and the Shock Whip (T7, page
135). High-tech melee weapons unique to the Mindjammer
setting are given in Table 6-13: New Melee Weapons.

e N

New Melee Weapons

ENERGY KNIFE (T8)

This weapon consists of dense plasma contained within a
suspensor field. In addition to inflicting serious wounds, it
can also parry missile attacks by slug throwers or blasters.
However, parrying such attacks requires an inhuman degree
of speed and precision, to accomplish which you must con-
nect to your weapon via Mindscape or nanocells and use your
enhanced perceptions to cause the plasma blade to move at
blinding speed. Used this way, the weapon gains a DM+2 for
parrying close combat attacks. Using an energy knife to parry
a physical weapon, like a club or a fist, damages the weapon
being parried.

ENERGY MACE (T8)
This larger version of the energy knife functions identically,
except that it does more damage.

ENERGY SWORD (T8)

This larger version of the energy knife functions identically,
except that it does more damage and requires more room
to wield.

The Sanctity-of-Life Principle

The hyper-advanced technology of the Commonality reaches
terrifying levels in the field of conflict. The ability of a weapons
system to completely, totally, and irreversibly annihilate a
target is not a matter of chance, but of choice. It's been this
way for thousands of years. If the Commonality wants an indi-
vidual dead, there’s very little that individual can do about it;
in fact, it's very unlikely he'll ever see his annihilation coming.

In a civilisation where irresistible annihilating force can
be brought to bear almost casually, factors other than the
destructive power of weaponry hold sway. For millennia, the
Commonality has treated violence as a tool in its arsenal;
usually one to be resorted to when a situation has already
spiralled down into failure and imminent disaster, but equally
one to be employed with surgical precision.

When people may live centuries—perhaps even mil-
lennia—if accident does not destroy them, life is precious.
Consequently, the Commonality only sets out to kill an indi-
vidual when it really, really has to. When approving the use of
violence to resolve a situation, any Commonality controller
has three levels of measures which he or she can deploy:

1. Dissuasive Measures: In most cases, non-lethal but
highly effective strikes are sufficient to resolve a situation.
Any opposing personnel or personnel obstacles are neu-
tralised without injury and removed from the immediate

field of action. Dissuasive weaponry includes stun guns,
knockout gases, confusion fields, etc.

2. Equivocal Measures: This is the most common set of

measures employed in time of war. The goal of the conflict
is not to destroy opposing personnel, but to achieve other
strategic or military targets to which opposing personnel
are merely hindrances. When using equivocal measures,
the Commonality doesn't really care whether opposing
personnel are injured or even killed; it would rather they
were not, but in using strikes to rapidly achieve strategic
goals, collateral damage is often inevitable. Equivocal
measures weaponry includes conventional arms such as
null weapons, kino weapons, blasters, and so on.

3. Unequivocal Measures: Sometimes the goal of a strike

is to very specifically terminate one or more individuals.

In such cases, the Commonality employs overwhelming
force to that end, with the one proviso that collateral
damage is to be avoided. Usually the target has no chance
to survive an encounter with unequivocal measures.
Unequivocal measures weaponry includes disassemblers,
disintegrators, micro-nukes, field separation units, haze
folds, and more. Often annihilator synthetics and me-
chanical assassins are the specialists used in unequivocal
measures actions.
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New Weapon Traits

Immobilise: The weapon uses field technology to
project a rigid, short-term field around a target. The target
may make an Acrobatics (STR) check with a difficulty equal
to the weapon's rolled damage: success allows him to act
for one round, but with a DM-2 to all checks using STR or
DEX and only half movement (round down); failure means
he may take no physical action that round. The target may
roll once per combat round, but an Exceptional Failure
means he may not make a check to act physically until
the effect ends, while an Exceptional Success means that
target has broken free from the field and can act normally
and need not make additional checks. The immobilisation
effect continues for a number of rounds equal to the Effect
generated by the attack roll. Inmobilise attacks ignore
armour.

Jam: The weapon projects electromagnetic interfer-

Table 6-12: Jam Effects

Result

Exceptional and
Average Failure
Minimal Failure

Minimal Success

Average Success

Effect
No Effect

DM-4 on all checks to use the
Mindscape for 1D rounds.

No ability to use the Mindscape at a
range greater than 5m¥*, and DM-2
to all DEX, INT, and EDU checks due
to mental interference for 2D+3
rounds.

No ability to use the Mindscape, and
DM-4 to all DEX, INT, and EDU checks
due to mental interference for 2D+3

minutes.

ence and meson pulses to temporarily interfere with
circuitry, inhibiting Mindscape use and the cognition and
coordination of Mindscape-connected targets. It only
affects Mindscape-connected targets, and results depend
upon the attack roll's Effect (degree of success): see Table
6-12: Jam Effects. Jam attacks ignore armour.

Note that the penalties to DEX, INT, and EDU checks
caused by weapons with the Jam trait are never cumula-
tive. Someone struck by the weapon repeatedly suffers
from the worst result rolled, ignoring less severe effects
until the worst effects end.

Exceptional
Success

No ability to use the Mindscape and
DM-6 to all DEX, INT, and EDU checks
due to mental interference for 2D+3
minutes.

*The target can access a worn or implanted PMI and
contact Mindscape-enabled devices and individuals with
Mindscape implants within 5m, but can perform no other
Mindscape actions.

MONOFIL (T9)

A monofil is a lethal invisible blade comprising a single
monofilament (a wire one molecule thick) held in place by
a suspensor field. It can cut through almost any substance
without resistance.

VIBRO AXE (T8)

This early powered melee weapon has a rapidly vibrating blade
inflicting severe wounds. The vibration produces a noticeable
whine that largely prevents the wielder from using stealth.

VIBRO KNIFE (T6)
NEURAL WHIP (T7) This weapon is identical to a vibro axe, but is shaped like
Created by the Venu, this weapon does only moderate a knife.

damage, but also inflicts intense pain. Each successful hit that
causes any damage also inflicts a DM-2 on all checks made
by the target. The pain and accompanying penalty disap-
pear after 1D minutes. The Venu often use this weapon as a
method of torture.

SR

Monofil

Neural Whip
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Table 6-13: New Melee Weapons

Weapon Tl Range Damage
Energy Knife [R] T8 Melee 4D

Energy Mace [R] T8 Melee 5D

Energy Sword [R] T8 Melee 6D

Monofil [R] T9 Melee 6D

Neural Whip [R] T7 Melee 1D+2+ special
Vibro Axe T6 Melee 4D

Vibro Knife T6 Melee 3D

Vibro Sword T6 Melee 5D

KG Cost Magazine Traits

0.5 Cr500 ZIP cell AP3, Parry

1 Cr700 ZIP cell AP3, Parry
Cr1000 ZIP cell AP3, Parry

0.5 Cr2500 ZIP cell AP10

1 Cr2000 100 Pain

3 Cr1000 100 Noisy

1 Cr500 200 Noisy

6 Cr1500 100 Bulky, Noisy

[R]: Unavailable to anyone who can’t purchase restricted equipment.
ZIP cell: Weapons with a listing of ZIP cell under magazine never run out of power.

VIBRO SWORD (T6)
This weapon is identical to a vibro axe, but is shaped like
a sword.

Slug Throwers and Energy Weapons
The slug throwers from the Traveller Core Rulebook (pages
118-120) are available in the Mindjammer setting. The TL9
(Té6) laser pistol, laser carbine, and laser rifle are also avail-
able, as is the T12 (T5) stunner, but other energy weapons are
significantly different; also, laser weapons are usually called
null weapons in the Mindjammer setting. All slug pistols,
and slug rifles of TL14 (T8) or below, from the Central Supply
Catalogue (pages 108-115) are available; but most energy
weapons from that book are not. The only exceptions being
the Hand Flamer (T7, page 115) and the Cryo Rifle (T8, page
117). Ammunition and weapon options of TL11 (T7) or lower
from the Central Supply Catalogue (pages 138-145) are
available, as is the Monofilament Bolo (T9, page 135). All T8+
energy weapons are ZIP cell-powered, and never run out of

Pistol

Autarifle

RS he—"

power. In addition, T7+ missile weapons should be treated as
automatically having the Scope trait as they incorporate sen-
sors as well as a basic sentience or non-sentient Al.

New Weapon Option

REGENERATING AMMUNITION MAKEPOINT (T89)

At T9, characters may purchase a specialised miniature
makepoint for any slugthrower, enabling it to create its own
ammunition sufficiently rapidly that the weapon never runs
out. Cost: Cr2000.

New Energy Weapons

BLASTER PISTOLS AND RIFLES (T8)
Blasters fire bolts of searing hot plasma and have recoil similar
to a slug thrower.

DISINTEGRATOR RIFLE (T10)
This advanced and exceptionally deadly weapon fires a tor-
sion beam that rips the target’s molecules apart.

JAMMER RIFLE (T9)
This large version of a jammer pistol can deprive several of
targets of Mindscape access in one shot.

MESON RIFLE (T9)
Evolved from blaster technology, this weapon fires a beam of
charged particles that deliver deadly attacks.

NULL PISTOLS AND RIFLES (T7)

These are laser weapons that fire continuous beams of coher-
ent light of various frequencies. They do not require separate
power packs, and T8 versions of these weapons are powered

by ZIP cells and never run out of power.
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Table 6-14: New Energy Weapons

Weapon Tl Range Damage
Blaster Pistol T8  20m 4D
Blaster Rifle [R] T8 300m 6D
Disintegrator Rifle [R] T10 70m 1DD
Jammer Pistol T9  50m Special
Jammer Rifle T9  200m  Special
Meson Rifle [R] T9 200m  1DD
Null Pistol T7 100m 3D
Null Rifle T7 600m 5D
Paralysis Wand T9  30m 4D
Stun Rifle T5 100m 5D
Venu Protein Disruptor Pistol [R]  T7 20m 3D+2
Venu Protein Disruptor Rifle [R] T7 200m  5D+3

KG Cost Magazine  Traits

2 Cr2000 ZIP cell

6 Cr4000 ZIP cell Auto 2

8 Cr20000 ZIP cell AP10, Zero-G

1 Cr1500 ZIP cell Jam, Zero-G

6 Cr9000 ZIP cell Blast 5, Jam, Zero-G

8 Cr30000 ZIP cell

1 Cr2000 ZIP cell Zero-G

4 Cr5000 ZIP cell Auto 3, Zero-G

0.5 Cr3000 ZIP cell Immobilise, Zero-G
Cr5000 ZIP cell AP5, Auto 3, Stun, Zero-G
Cr3000 100 AP3, Zero-G

6 Cr7000 100 AP5, Zero-G

[R]: Unavailable to anyone who cannot purchase restricted equipment.
ZIP cell: Weapons with a listing of ZIP cell under magazine never run out of power.

PARALYSIS WAND (T9)

This weapon temporarily immobilises targets within a power-
ful field. It affects any animal or drone of size Large (+2) or
smaller. A hit completely immobilises Small (-2) drones or
smaller; when used on drones between Small (-1) and Large
(+2), a successful attack reduces the drone's Speed Band
Number (Traveller Core Rulebook, page 130) by 1, +1 for
each Effect, to a minimum of 0 (immobile).

STUN RIFLE (T5)
This powerful stunner allows the user to stun armoured tar-
gets and attack multiple targets.

Blaster Pistol
and Rifle

Meson Rifle

Null Pistol
and Rifle

VENU PROTEIN DISRUPTOR PISTOL AND RIFLE (T7)
These weapons fire torsion beams and were reverse-engi-
neered by Venu technopriests from stolen Commonality
weaponry. They're powerful weapons which also emit dan-
gerous z-radiation, exposing everyone within 5m to 2D rads/
hour. See Z-radiation (page 153) for more.

Grenades and Heavy Weapons

The grenades and explosives from the Traveller Core
Rulebook (pages 123-127) are available in the Mindjammer
setting, as are those from the Central Supply Catalogue
(pages 119-121 and 136-137). The grenade launcher, machine
gun, RAM grenade launcher, and rocket launchers in the
Traveller Core Rulebook (page 125) are also available. With
the exception of all plasma and fusion weapons, the heavy
weapons and artillery of T8 (TL12) and below from the Cen-
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Venu disruptor

tral Supply Catalogue (page 123-128). Other heavy weapons
and artillery are replaced by those below.

New Grenades and Heavy Weapons

BURNER (T8)
A burner is a powerful blaster that hurls bolts of devastatingly
hot plasma.

FUSION LANCE (T8)
A fusion lance is a plasma torch, which fires a continuous
stream of super-heated plasma at targets.

HEAVY STUNNER (T8)

Designed for riot control and non-lethal warfare, this imposing
weapon stuns large number of targets at once. Unlike smaller
stunners, its renders the target incapacitated and unable to
perform any actions for a number of minutes (rounds x 10)
equal to the amount by which the damage exceeds his END.

HEAVY PARALYSER (T8)

Designed for riot control and non-lethal warfare, this weapon
can paralyse large portions of a crowd in a few shots. It can be
used to affect any animal or drone of Large (+4) size or smaller.
A hit completely immobilises drones of Large (+1) size or
smaller. When used on drones between Large (+2) and Large
(+4) size, or against vehicles of 2 tons or smaller, a successful
attack reduces the target's Speed Band Number (Traveller Core
Rulebook, page 130) by 1, +1 for each Effect, to a minimum of
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0 (immobile). Unlike smaller paralysis weapons, the heavy para-
lyser immobilises targets for a number of minutes (rounds x 10)
equal to the Effect generated by the attack roll. This weapon
has no effect on spacecraft powered by gravity engines.

PLASMA LAUNCHER (T8)

Designed for use with either powered armour or by a crew
of two, the plasma launcher is the largest blaster weapon in
common use.

TANGLE GRENADE (T7)

Everything within the grenade’s blast score is covered in
strong sticky fibres. When the grenade hits, roll 2D+6 for each
target: this number is the difficulty of the STR check the target
must roll to break free of these fibres. The fibres disintegrate
on their own in 1D3 x 10 minutes, and can be removed in 1D x
10 seconds using a special solvent. Both the grenade launcher
and the RAM grenade launcher can fire tangle grenades.

VENU HEAVY DISRUPTOR (17)

This large torsion cannon was reverse-engineered by Venu
technopriests from stolen Commonality weaponry. It emits
dangerous z-radiation, exposing everyone within 6m to 2D
rads every 20 minutes.

VEHICLES

“A mining lifter charged through from the rear, its human pilot
clearly visible inside the roll-cage. With startling agility, it leapt
from the rubble heap of a fallen building and hurled itself into a
combat walker. Its vice-like manipulators grappled with the walk-
er’s autocannon and central servo-housing, and the bright red of a
cutting laser began to sear into its transzanthrian alloy hull”

The rules for vehicles and vehicle combat in the Travel-
ler Core Rulebook (pages 130-137) are used in Mindjammer
with only minor changes. Unless stated otherwise, all rules for
vehicles and vehicle combat apply.

Table 6-15: New Grenades and Heavy Weapons

Weapon TI Range Damage KG
Burner [R] T8 300m 1DD 10
Fusion Lance [R] T8  40m 1DD 12
Heavy Stunner T8  300m 6D 10
Heavy Paralyser T9  300m 6D 12
Plasma Launcher [R] T8 300m 2DD 15
Tangle Grenade T7 20m - 0.5
Venu Heavy Disruptor [R] T7  300m 1DD 20

Cost Magazine Traits

Cr30000  ZIP cell

Cr20000  ZIP cell AP7, Bulky

Cr20000  ZIP cell AP10, Blast 5, Stun, Zero-G
Cr30000  ZIP cell Auto 2, Blast 5, Immobilise, Zero-G
Cr60000  ZIP cell Very Bulky

Cr30 Single grenade | Blast 2, Entangle

CR45000  Venu ZIP cell AP5, Bulky, Zero-G

[R]: Unavailable to anyone who cannot purchase restricted equipment.
ZIP cell: Weapons with a listing of ZIP cell or Venu ZIP cell under magazine never run out of power.
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Critical Hits

The biggest change is to the list of vehicle equipment and
weapons. In addition, T7 vehicles are powered by compact
fusion reactors, and have small fuel tanks built into the fusion
reactor that need to be refueled only once a year, while T8+
vehicles are powered by ZIP plants, and so neither type of
vehicle has a separate fuel tank. As a result, reroll all fuel critical
hits, unless the vehicle has a field, like a haze field or a repul-
sor shield, in which case treat fuel critical hits as field critical
hits, using Table 6-16: Revised Critical Hits. Use the same table
for a roll of 11-12 (systems), since vehicles in Mindjammer are
not equipped with separate computers, although they usually
contain a housing for a sentience, usually a basic.

Collisions

If one of the vehicles in a collision activates a stasis field before
the collision, then everyone inside the vehicle is unharmed, and
only the other vehicle's occupants may take damage. If both
vehicles in a collision have activated stasis fields, then neither
vehicle's occupants are harmed. Otherwise, the rules for colli-
sions are unchanged from those in the Traveller Core Rulebook.

Vehicle Equipment and Weapons

The vehicle equipment on page 138 of the Traveller Core
Rulebook is available, but the Communications (Advanced),
Navigation (Improved), Navigation (Advanced), Sensors
(Improved) and Sensors (Advanced) have the prices and ton-
nages listed in Table 6-18: Vehicle Equipment. The Fusion Gun
and Laser Cannon are modified and renamed in Mindjam-
mer, and the additional weapons listed in Table 6-19: Vehicles
Weapons are also available.

COMMUNICATIONS (ADVANCED) (T8)
At T8 and higher vehicle comms have a range of 10,000 km,
and include tightbeams (usually masers) with a range of 500
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Table 6-17: Revised Critical

Hit Locations
Roll 2D Location
2-3 Field
4 Powerplant
5 Weapon
6 Armour
7 Hull
8 Cargo
9 Occupants
10 Drive System
11-12 Systems

km. The equipment takes up a negligible amount of space.

DISRUPTOR CANNON (T7)

The Venu disruptor cannon was reverse-engineered from
Commonality designs. It emits dangerous z-radiation, expos-
ing everyone within 6m to 2D rads every 20 minutes.

DISRUPTOR SHIELD (T7)

Used only by the Venu and their allies, this field is identical
to a T8 haze field (page 112), except that it emits danger-
ous z-radiation, exposing everyone within 6m of the vehicle,
including the occupants, to 2D rads / hour. The tonnage and

Crawler

Table 6-16: Revised Critical Hits

Location  Severity 1 Severity 2 Severity 3 Severity 4 Severity 5 Severity 6
(2-3) Field armour Field armour Field temporarily = Field fails until Fields fails Field generator
Fields reduced by -1 reduced by -1D fails for 1D repaired. until repaired; explodes;
until repaired. until repaired. rounds. Hull Severity Hull Severity
increased by +1.  increased by +1.
(11-12) Roll 1D: 1-4 = Roll 1D. Vehicle Roll 1D. Vehicle Roll 1D. Vehicle Hull Severity Hull Severity
Systems  allcommsand  loses use of: 1-2 loses use of: loses use of: 1-2  increased by increased by
sensor checks =Commes; 3-4 = 1-2 = Comms; =Comms;3-4= +1.Vehicle +1. Vehicle
suffer DM-2; Sensors; 5-6 = 3-4 = Sensors; Sensors; 5-6 = sentience suffers = sentience suffers
5-6 = vehicle vehicle sentience  5-6 = vehicle vehicle sentience = mindburn. mindburn and
sentience suffers 1D sentience suffers = suffers 3D 3D damage.
suffers 1D3 damage. 2D damage. damage.’
damage.

1: Compute damage normally for eidolon sentiences, basic sentiences must also roll on Table 3-105: Mindburn (page 75).
2: Compute damage normally for eidolon sentiences, basic sentiences must instead roll on Table 3-106: Eidolon Crisis (page 76).
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Table 6-18: Vehicle Equipment

Equipment Tl  Tons Cost Equipment TI Tons  Cost
Communications (Advanced) T8 - Cr2000 Paralysis Cannon T9 2 Cr70000
Disruptor Cannon 17 |2 Cr200000 Plasma Gun T8 4 MCr1
Disruptor Shield T7 035 Cr75000 Repulsor Shield T9 05 Cr150000
Haze Field T8 0.25 Cr50000 Sensors (Improved) T6 - Cr3000
Hover Field 17 - Cr3000 Sensors (Advanced) 18 |- Cr20000
Improved Suspensors T8 - Cr5000/ton Short-term Life Support  T6 - Cr2500/0cc
Long-term Life Support T9 0.2/occupant Cr4000/occ Stasis Web T8 - Cr3000
Navigation (Improved) T6 - Cr2000 Stun Cannon T8 1 Cr40000
Navigation (Advanced) T8 - Cr5000 Variform Design T9 - Cr50000
Null Cannon 17 1 Cr100000 ZIP Cell T8 - Cr3000

cost listed are for vehicles up to 5 tons. Divide the tonnage
of vehicles larger than 5 tons by 5 and round all fractions up.
For example, a 16-ton vehicle would require 1.4 tons to use a
disruptor shield.

HAZE FIELD (T8)

The vehicle is protected by a haze field, which provides minor
protection, as well as radiation shielding and protection
against vacuum. Open-topped vehicles fitted with haze fields
provide protection from wind and weather as well as provid-
ing pressure support against vacuum. Haze fields provide +5
armour, 100 rads of protection, and the DM-2 that all fields
impose upon attacks directed against the vehicle. The ton-
nage and cost listed are for vehicles up to 5 tons. Divide the
tonnage of vehicles larger than 5 tons by 5 and round all frac-
tions up. For example, a 16-ton vehicle would require 1 ton to
use a haze field.

HOVER FIELD (T7)

This early version of suspensor technology is derived from
haze fields. Hover fields push gently against solid surfaces,
allowing vehicles and devices fitted with them to float up to
5m above the ground and to fly at speeds of up to 300kph.

IMPROVED SUSPENSORS (T8)

The vehicle has high speed suspensors, which permit it to
reach hypersonic flight in an atmosphere and 10G accel-
eration in vacuum. The cost for this upgrade is Cr5000 per
shipping ton of vehicle (ignoring shipping ton reductions due
to variform design).

LONG-TERM LIFE SUPPORT (T9)

This life support system requires the vehicle to be powered

by a ZIP plant, and uses a combination of feeder tanks and
makepoint for creating food and water. It provides simple
sanitation arrangements. While it can provide indefinite air,
food, water, and sanitation, it provides no additional space, and,
after 30 hours, conditions become increasingly cramped and
unpleasant. This modification also includes the advantages of
Short-Term Life Support, and requires 0.2 tons / occupant.

NULL CANNON (T7)

The null cannon is similar to the laser cannon in the Traveller
Core Rulebook (page 136), but is T7, has auto 2, is less expen-
sive, and only requires 1 ton of space.

Table 6-19: Vehicle Weapons

Weapon Tl Range Damage Tons Magazine  Traits

Disruptor Cannon T7 2.5 1DD 2 - AP10

Null Cannon T7 5 1DD 1 - AP10, Auto 2

Paralysis Cannon T9 1 8D 1 - Blast 10, Immobilise, Zero-G
Plasma Gun T8 25 2DD - AP20, Blast 20

Stun Cannon T8 2.5 7D 0.5 - AP10, Blast 10, Stun, Zero-G
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PARALYSIS CANNON (T9)

Designed for riot control and non-lethal warfare, this weapon
can paralyse a large crowd in a few shots. It can immobi-
lise any animal or drone of Large (+6) size or smaller. A hit
completely immobilises drones of Large (+2) size or smaller
and vehicles of 2 tons or smaller; against drones from Large
(+3) to Large (+6) size, or vehicles from 2 to 20 tons, a suc-
cessful attack reduces the target's Speed Band Number
(Traveller Core Rulebook, page 59) by 1, +1 for each Effect,
to a minimum of 0 (immobile). The immobilisation effect
lasts a number of minutes (rounds x 10) equal to the Effect
generated by the attack roll. The weapon has no effect on
spacecraft powered by gravity engines.

PLASMA GUN (T8)
The plasma gun is a blaster (page 119) scaled up for mount-
ing on a vehicle. It fires bolts of high-temperature plasma.

REPULSOR SHIELD (T8)

The vehicle is protected by a repulsor shield, providing
significant armour as well as radiation shielding and protec-
tion against vacuum. Repulsor shields provide +10 armour,
30 rads of protection, and the DM-2 which all fields provide
to attack rolls directed against the vehicle. The tonnage and
cost listed are for vehicles up to 5 tons; divide the tonnage
of vehicles larger than 5 tons by 5, and round all fractions
up. For example, a 16-ton vehicle would require 2 tons for a
repulsor shield.

SENSORS (IMPROVED) (T6)

This sensor includes lidar, radar and an EM scanner, has
a range of 5 km, and provides a DM+1 to all Interface
(sensor) checks.

SENSORS (ADVANCED) (T8)

This sensor includes infrawave and ultrawave sensors (page
147), a bioscanner, a densitometer, an emission sensor, a
gravity wave scanner, and a ZIP field scanner; it has a range of
25km and provides a DM+2 to all Interface (sensor) checks.

SHORT-TERM LIFE SUPPORT (T6)

This life support system uses feeder tanks to provided unlim-
ited amounts of breathable air for passengers, but includes
no other amenities. It also seals the vehicle against vacuum
and unbreathable (but not hazardous or insidious) atmos-
pheres, and provides an extensible airlock that folds back
against the hull when not in use.

STASIS WEB (T8)

The vehicle can form a stasis field around its passenger
compartment. The occupants can trigger this field manually,
and the vehicle automatically triggers it during a crash or
other dangerous situation. The vehicle has a distress signal,

basic sensors, and a basic sentience outside the stasis field,

so that it broadcasts a distress signal and monitors outside
conditions while the occupants are in stasis. The vehicle auto-
matically turns off the stasis field if conditions become safe.

If the vehicle is destroyed except for the stasis field (which

is indestructible), then the stasis field will remain activated
indefinitely until it is deactivated from the outside, although a
timed deactivation may be set before activating.

STUN CANNON (T8)

Designed for riot control and non-lethal warfare, this weapon
stuns large numbers of targets at once. It renders the target
incapacitated and unable to perform any actions for a
number of minutes (rounds x 10) equal to the amount by
which the damage exceeds his END.

VARIFORM DESIGN (T9)

This vehicle can change shape, colour, and texture, allowing
both cosmetic alterations and camouflage providing a DM-2
to any checks to spot the vehicle. The vehicle can compact
itself for shipping, reducing its shipping size by half, and
reconfigure itself to transform seats into cargo space and vice
versa. Each passenger seat can become 0.25 tons of cargo
space, and each ton of cargo space can become 4 passenger
seats. The vehicle can also restrict seating space to increase
the number of passengers carried by 50% (round up), but
this cramped seating can't be used for more than 8 hours at

a time. Finally, a vehicle with long-term life support can com-
fortably house passengers for months, reconfiguring itself to
create compact sleeping arrangements and similar amenities;
it can even become a small but comfortable dwelling. How-
ever, variform design cannot alter a vehicle’s speed, armour,
total amount of passengers and cargo, sensors, or weapons.

ZIP CELL (T8)

The vehicle is powered by a small ZIP plant, which supplies

it with sufficient power despite taking up less than a litre of
space. ZIP plants last for more than a decade of regular heavy
use before requiring overhaul. All vehicles listed below, and
all Commonality vehicles, include ZIP cells as standard, and
don’t need to have them added.

Vehicle List

The AFV, ATV, and Ground Car from the Traveller Core Rule-
book (pages 139-141) are available, and both the AFV and
ATV of T7+ have unlimited range; T7 versions use compact
fusion reactors, and T8+ versions are powered by ZIP cell. The
AFV costs Cr100,000 and the ATV costs Cr80000. The G/bike
is available for only Cr8000, and also has unlimited range,
powered by ZIP cell. Other vehicles are given below.
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Vehicle Skills in Mindjammer

Almost every T7+ vehicle has highly advanced automated
controls, and many Commonality vehicles are sentient.
As a result, most Commonality citizens, and many outside
the Commonality, possess only vehicle skills of level 0 at
best. Most Fringe World vehicles, and some Commonality
vehicles, also possess manual controls, but less expensive
vehicles often do not. Almost all vehicle autopilots have a
DM-+3 when operating autonomously, which means that
anyone who isn't fairly experienced with driving or pilot-
ing vehicles is less competent than the vehicle itself.
However, there are still reasons for people to know
how to pilot vehicles. Except for those vehicles provided
with overrides by law enforcement personnel, intelli-
gence operatives, or other authorised individuals, civilian
vehicles refuse to break local traffic laws, engage in high
speed chases, or flee the scene of a crime. Anyone wishing
to perform any of these actions without the authority
to order their vehicle to comply must find a vehicle with
manual controls, unless they can hack the authorisation.
T7+ vehicles never require a separate autopilot, since it's
always standard equipment.
« Giving a Vehicle Autopilot an lllegal Law Enforcement
Override: Very Difficult (12+) Intrusion (security
systems) check (1D x 10 minutes, INT).

RS he—"

Vehicle

COMMONALITY ASSAULT
WALKER (T8

The logical development of high-threat assault
armour, the Murasaki Corp CAW-400 is a 4-metre tall
humanoid assault walker usually fitted with a range
of weapons. The model below has light autocannon
and cannon, but other options include a null cannon
for long range combat, and a plasma gun for high
power attacks.

Tl 8

Skill Drive (walker)

Agility +0

Speed (Cruise) High (Medium)

Range (Cruise) Unlimited

Crew 1

Passengers 0

Cargo 0.1

Hull 12

Shipping 2tons

Cost Cr500000 (Restricted)
Equipment and Traits:

Armour

Communications (Advanced),

Front 40 | Light auto cannon, Navigation
Sides 40 | (Advanced), Sensors (Advanced),
Rear 40 | Short-Term Life Support, ZIP Cell.

g
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Vehicle

Vehicle

GRAV TANHK (T9)

The grav tank is the natural successor to the ground
tank, a mobile weapons platform capable of

grav operations. Usually controlled by an eidolon
sentience, grav tanks operate solo or with 1 or 2 crew
(usually a pilot and gunner).

TRIPHIB

(1)

A pressurised grav flyer with submersible and orbital

capability, often

carried aboard explorer ships. Its haze

field provides sufficient radiation protection for it to safely

travel to moons, orbital stations, or even nearby planets.
Tl 9
Skill Flyer (grav)
Agility +3
Speed (Cruise) Supersonic (Subsonic)
Range (Cruise) Unlimited
Crew 1
u Passengers 5
o Cargo 1
< Hull 24
= Shipping 4 tons
Cost Cr85000
Armour Equipment and Traits: Aquatic

Tl 9
Skill Flyer (grav)
Agility +0
Speed (Cruise) V. Fast (Fast)
Range (Cruise) Unlimited
Crew 2 (pilot and gunner)
Passengers 0
Cargo 0.5
Hull 72
Shipping 12 tons
Cost MCr1.5 (restricted)
Equipment and Traits:
Armour Communications (Advanced),
Front 90* (80) | Navigation (Advanced), Plasma
Sides 90* (80) | Cannon, Repulsor Shield, Sensors
Rear 90* (80) | (Advanced), Short-Term Life
Support, ZIP Cell.

* Includes repulsor shield.

LARGE ATV (T9)

All-Terrain Vehicles are used throughout the Commonality,
especially by instrumentalities, and also on rugged colony
worlds. This T9 variform ATV has a maximum 10-person
occupancy, with 4-8 people being optimal. It's 10m long,
with two decks, and can be carried in a ship docking bay.
It can switch between a rugged tracked drive and a grav
option that permits orbital flight.

Many corporacies produce low-tech versions for ease of
maintenance. The T7 version has a rugged track drive
system for use as a long endurance planetary surface
vehicle; at T8 a grav option replaces the track drive,

Front 15*(10)
Sides 15*(10)
Rear 15%(10)

Drive (Maximum underwater
speed = High), Communications
(Advanced), Entertainment
System, Haze Field, Long-

Term Life Support, Navigation

*Includes
haze field

(Advanced), Sensors (Advanced),
Stasis Web, ZIP Cell.

allowing it to operate as an orbital shuttle; and the T9
version (shown here) is variform.

Tl 9
Skill Drive (tracks) / Flyer (grav)
Agility +1
Speed (Cruise) High (medium)
Subsonic (Very Fast)
Range (Cruise) Unlimited
Crew 1
Passengers 7
Cargo 2
Hull 72
Shipping 12 (6) tons
Cost Cr80000 for standard
Cr130000 for variform
Equipment and Traits:
Armour Communications (Advanced),
Front 30 | Long-Term Life Support, Navigation
Sides 30 | (Advanced), Null Cannon, Sensors
Rear 30 | (Advanced), Stasis Web, Variform

Design, ZIP Cell.
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Vehicle

FLYER (T8)

A closed but usually unpressurised personal grav
vehicle capable of reaching orbit, and the most
common vehicle on Commonality worlds.

Tl 8

Skill Flyer (grav)

Agility +1

Speed (Cruise) Subsonic (Very Fast)

Range (Cruise) Unlimited

Crew 1

Passengers 5

Cargo 1

Hull 16

Shipping 4 tons

Cost Cr15000

Equipment and Traits:

Armour Communications (Advanced),
Front 6 Entertainment System, Navigation
Sides 6 (Improved), Sensors (Improved),
Rear 6 ZIP Cell.

Vehicle

Vehicle

SMALL FLYER (T8]

This small teardrop-shaped vehicle is a smaller, less
expensive version of the Flyer, and the most common
vehicle on most T7+ Fringe Worlds. Its main limitation
is that its non-sentient Al (at T7) or its basic sentience
(at T8+) relies on contact with the local Mindscape or
proto-Mindscape for navigation, and so it’s less useful
on worlds without at least a T6 proto-Mindscape.

Tl 8

Skill Flyer (grav)

Agility +0

Speed (Cruise) Subsonic (Very Fast)

Range (Cruise) Unlimited

Crew 1

Passengers 3

Cargo 0.5

Hull 12

Shipping 3tons

Cost Cr9000

Equipment and Traits:

Armour Communications (Advanced),
Front 4 Entertainment System, Sensors
Sides 4 (Improved), ZIP Cell.
Rear 4

VENU CRAWLER (T7]

An articulated tracked APC with a low profile, the
crawler can transport 20 or more Venu troopers
into combat zones rapidly. It has a crew of 2 (driver
and gunner), and is armed with a top pintle-mount

disruptor cannon.

Tl 7

Skill Drive (tracks)

Agility -2

Speed (Cruise) Medium (Slow)

Range (Cruise) Unlimited

Crew 2 (pilot and gunner)
Passengers 20

Cargo 2

Hull 90

Shipping 15 tons

Cost Cr300000 (restricted)

Equipment and Traits:

Armour Communications (T8), Disruptor

Front 70 | Cannon, Navigation (Improved),

Sides 60 | Sensors (Improved), Short-Term Life

Rear 50 | Support.
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Vehicle

VENU PREDATOR (T7)

Effectively a giant combat walker, the Venu predator
has a crew of 1, and is extremely effective against
ground troops and small vehicles alike.

TI 8
Skill Drive (walker)
Agility -1
Speed (Cruise) Medium (Slow)
Range (Cruise) Unlimited
Crew 1
Passengers 0
Cargo 0.1
Hull 18
Shipping 3tons
Cost Cr600000 (restricted)
Armour Equipmeyt qnd Traits: .
Communications (T8), Disruptor
Front 40* (35) | Cannon, Disruptor Shield,
Sides 40* (35) | Navigation (Improved), Sensors
Rear 40* (35) | (Improved), Short-Term Life
Support.
* Includes
disruptor shield

Vehicle

VENU TRIPOD (T7)

These towering tripods often act as forward observation
platforms as well as mounting anti-tank attacks. They're
used for routing ground troops and panicking civilian
populations. A Venu tripod has a crew of 3.

Tl 8
Skill Drive (walker)
Agility -2
Speed (Cruise) High (Medium)
Range (Cruise) Unlimited
Crew 3 (driver and 2 gunners)
Passengers 0
Cargo 0.5
Hull 24
Shipping 4 tons
Cost MCr1 (restricted)
Armour Equipmept qnd Traits: ‘
Communications (T8), Disruptor
Front 60* (55) | Cannon, Disruptor Shield,
Sides 60* (55) Light Autocannon, Navigation
Rear 60* (55) (Improved), Sensors (Improved),
Short-Term Life Support, Venu
" Disruptor Cannon (page 122).
Includes

disruptor shield
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CHAPTER SEVEN
THE MINDSCAPE

“Lyra Da Luz switched to virtuality, and the sentinel materialised before her. All around, the
intricate diaphanous lattices of the Mindscape drifted and sparkled with crystalline tracery,
beating to an unheard pulse of communication, thought, life. The sentinel was a standard
model, unintelligent but with passable emulation routines, like a crystal dragonfly with an

info tether reaching towards her.”

The Mindscape is a communications medium, a vast data
store, and a collection of virtual spaces. It permeates the
Commonality, connecting citizens, conveying thanograms
and thoughtcasts, and enabling technopsi. There are
Mindscape satellites, vaults, and networks throughout Com-
monality Space.

Characters can use the Mindscape in many ways, including:

« Exploiting Mindscape data to gain positive DMs on tasks
(like using exomemory to find obscure information).

« Using the Mindscape medium to take actions affecting
the actual world (such as using mindburn or technopsi
domination to overwhelm other characters).

« Taking actions within the Mindscape virtual environment
(like using the Art (Mindscape) skill to create virtual envi-
ronments, or a special ops/black chip to attack Mindscape
sentinels).

THE HALO

The halo is an extension of a Mindscape-connected individual
into the Mindscape. It's the aggregation of all your abilities
which rely on Mindscape connectivity to function, includ-

ing skill chips, the Mindscape implant, as well as content like
thoughtcasts and exomemories. It's exposed to the Mindscape
and subject to hacking attempts. Abilities within your halo can
be used as long as you're connected to the Mindscape, and
become temporarily unusable whenever you're not.
Mindscape-connected individuals perceive one another’s

RS he—"

haloes; it's how Mindscape implants connect when hand-
shaking, routinely exchanging public personal information.
You can choose what personal information you make public
in your halo; most people reveal their names, Mindscape ID,
and often trivia like occupation, interests, and homeworld.
Unless someone wishes to keep this information private, you
can find this information automatically, without a dice roll.

Your halo also contains private encrypted content, includ-
ing personal memories and halo skills, which depend on the
Mindscape. You can discover and read encrypted halo content
using technopsi, even disrupting, damaging, or disabling halo
abilities, and in extreme cases even stealing them.

DOING THINGS WITH THE
MINDSCAPE

You may use the Mindscape to take actions in the physical
world, either using the Mindscape directly or drawing on

its content to enhance your knowledge or skills. This phe-
nomenon is known as technopsi. Technopsi represents your
abilities to use your Mindscape implant to achieve various
effects. You must have either a Mindscape implant (page 103)
or a special ops/black chip (page 105) to use technopsi. Any
task in this chapter marked with an asterisk (*) requires
a special ops or black chip to use, while those without are
available to anyone with a standard Mindscape implant.
Using a special ops/black chip is difficult and draining. To
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represent this, characters with this implant have a pool of
technopsi points (TP) equal to their END. Using any of these
abilities requires the expenditure of 1 or more technopsi
points as well as a successful roll. Technopsi points recover at
a rate of one per hour.

Technopsi techniques don't have a specific range, but you
may only use them on targets you're already in communica-
tion with or, in some cases, whose Mindscape ID you already
know; otherwise you must first use sensorview (page 132)
or a Mindscape tracer (page 114) to locate and identify the
target. You can use these abilities on anyone connected to the
Mindscape, including node minds and sentient starships.

Thoughtcasts

Thoughtcasting, also known as techno-telepathy, is

one of the two principle uses of the Mindscape (the other
being exomemory; see below). Thoughtcasting allows one
Mindscape-connected individual to communicate with
another, either in real-time or in a delayed exchange. A user
creates a message in his mind and then uses the Mindscape
implant to transmit that message across the Mindscape to a
recipient, who receives an indication that the message has
arrived, and can choose to hear those words in his mind.
Entire conversations may be held this way, while to an outside
observer it looks like nothing is happening. Thoughtcasts are

Special Ops / Black Chip Technopsi

Technopsi Points (TP) equal to END.
Spend TP to use special ops / black chip technopsi.
«  Recover 1 TP per hour.

\__._-/

usually private between participants (of whom there may be

many), but can be hacked. Thoughtcasts are limited to text,

visuals, and sound if the person lacks a Mindscape implant
and is instead using some sort of worn or handheld device. If
the recipient also has a Mindscape implant, you can also send
messages including full-sensory information and even emo-
tions or memories.

« Send a Thoughtcast: You can send message to anyone
whose Mindscape ID you know. No check is necessary to
use this ability.

If you have a special ops/black chip, you can also set up an

illicit Mindscape hack that allows you to receive copies of all

thoughtcasts sent by or to a specific individual. Mindscape
security protocols eliminate all such hacks within 2D-1 hours
and they can be eliminated within a few minutes if the indi-
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vidual realises that a hack has occurred and reports it to the

sentinels and dirigeants who monitor the Mindscape.

o Access a Private Thoughtcast: Very Difficult (12+) Informat-
ics (Mindscape) check (1D x 10 seconds, INT); TP Cost: 1.

Locating a Mindscape ID: The recipient of a thoughtcast
may be anywhere in the Commonality, although interstellar
thoughtcasts only travel at the speed of Mindscape updates,
and not in real-time. If a Mindscape user is within visual range,
you may usually perceive his halo automatically and invite
him to communicate via thoughtcast, a process known as
handshaking. A Mindscape user may decline this handshake,
use his privacy field to render his halo opaque, or even acti-
vate a monitor band cloak (page 105). Characters with special
ops/black chips may roll to communicate with a character
against his will. This forced communication is often a precur-
sor to a technopsi attack.

o Force Communication With Someone*: Difficult' (10+) Infor-
matics (Mindscape) check (1D seconds, INT); TP Cost: 1.
"The difficulty of this check rises to Formidable (14+) if you're
attempting to force communication with someone using a
monitor band cloak (page 105), or who possesses a special
ops/black chip. Attempts to force communication with some-
one who has both a special ops/black chip and an active
monitor band cloak automatically fail.

Searching for a Mindscape-connected user in a crowd

of Mindscape-connected individuals in your line of sight

requires sensorview (page 132) and a dice roll. At ranges

beyond line-of-sight, you need a Mindscape tracer (page

114). Every Mindscape implant emits a distinct signal called

its monitor band. This action allows you to locate and track

someone’s monitor band via their Mindscape ID.

e UseaMindscape Tracer: Routine' (6+) Investigate check (1D
x 10 seconds, INT or EDU).

"The difficulty of this check rises to Very Difficult (12+) if
you're attempting to locate the monitor band of anyone
using a monitor band cloak (page 105).

Exomemory
The Mindscape is also a vast store of data, including
exomemory engrams. You may thoughtcast your memories
to the Mindscape, where they may be accessed and “re-
remembered” by you, and even by other people. It's voluntary,
like taking photographs or videos today, and requires a very
small but finite amount of concentration; people do it at
important moments, to “relive” the experience later. People
who frequently travel to different star systems often carry a
personal Mindscape instance (PMI) containing their up-to-
date exomemories with them. You can make any or all of your
exomemories public, private, or (if you possess a special ops/
black chip) restricted.

Checks to recall public exomemories are in fact checks
to determine whether a corresponding exomemory actually
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exists, and whether you can locate it in the timeframe given
(you can of course take longer). If a given public exomemory
is known to exist, then the check to retrieve it is Simple (2+).

Public exomemories are accessible to anyone with access to

the Mindscape they're in.

o Retrieve a Public Exomemory, or a Private Exomemory You
Have Legitimate Access To: Average (8+) Informatics (Mind-
scape) check (1D seconds, INT or EDU).

Private exomemories are accessible to individuals who've

been given access to them, and impossible for anyone else to

access unless they possess a special ops/black chip and are

willing to hack into them.

e Hack Into a Private Exomemory*: Very Difficult (12+) Infor-
matics (Mindscape) check (1D x 10 seconds, INT); TP Cost: 2.

Restricted exomemories can only be created by someone
with a special ops/black chip. Restricting an exomemory is
easily done.
o Restrict a Personal Exomemory*: Average (8+) Informatics
(Mindscape) check (1D x 10 seconds, INT or EDU); TP Cost: 0.
Attempting to hack into a restricted exomemory is an
opposed check with the individual who restricted the
exomemory.

Memoplexes

The personalities of humans and other sentient beings are
directly related to their memories; how they remember their
experiences and actions, and how they interpret the universe
around them. A change in a character’s memories, whether
through experience, mental damage, or acquiring a new
exomemory, can change a character’s personality. The Com-
monality exploits this phenomenon by creating memoplexes,
also known as servitor gestalts. A memoplex is a specially
designed array of exomemories which provides individuals
sharing it with a common set of abilities, vicarious experiences,
and knowledge. Joining a memoplex alters a member’s person-
ality in specific ways, perhaps making members of a military
memoplex more violent or tactically-minded, or members of a
political or instrumentality memoplex more loyal, or bestowing
shared attitudes and beliefs. Memoplexes are used when join-
ing sensitive organisations to ensure loyalty.

A memoplex provides skill levels, but by definition it also
automatically provides one or more propagandistic moral
values which direct a member’s personality down a clearly
defined path. In rules terms, each memoplex contains between
1 and 6 skill levels and a single meme (page 81). This meme
can be as simple and unsubtle as Loyal Servitor of the 35/ or as
devious as When You Have a Hammer Everything Starts to Look
Like a Nail. A memoplex can also contain a single common flaw
(page 40). Memoplexes aren’t common for general members of
organisations, but for secret elite forces within them.
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Thanograms

A thanogram thoughtcast uploads a thanogram, a person-
ality and memory “snapshot” of an individual at the moment
of their death. Invasive once begun, the process can be
damaging, and people usually wait until they know they're
dying before initiating one. In theory, anyone can create one
at any time, but the process is both dangerous and unpleas-
ant. Treat a thanogram thoughtcast as a series of 5 mindburn
attacks, by an opponent with Gun Combat (mindburn) 5. Also,
once started, a thanogram thoughtcast can’t be stopped.
Some technopsi specialists can even force targets to initiate
thanogram thoughtcasts involuntarily.

Countless thanograms are stored in the Mindscape, in
varying degrees of completeness, and may be examined. Usu-
ally this involves simply searching exomemories; however, in
extreme cases thanograms may be instantiated in eidolon rigs
as personality simulations and interrogated. Ethically dubious,
this option isn't available to normal Commonality citizens,
and requires either special permission or substantial skill at
Mindscape hacking and a special ops/black chip.

Thanograms are the basis for eidolon personalities (page
30). Usually, eidolons are derived as much as possible from
a single thanogram, for greater coherence and stability.
However, some may comprise elements from two or more

thanogram sources, providing unique memory and personal-

ity traits at the risk of instability and unpredictable flaws.

»  Force Someone to Initiate a Thanogram Thoughtcast*: For-
midable (14+) Informatics (Mindscape) check (1D minutes,
INT); TP Cost: 7.

» Instantiate a Thanogram in an Eidolon Without Permission*:
Formidable (14+)' Science (Mindscape) check (1D x 10
minutes, INT); TP Cost: 5.

"This check also incurs a Bane.

Sensorview
Sensorview is an additional sense possessed by Mindscape-
linked characters, allowing them to use the Mindscape and
linked equipment such as hand scanners, PSAs, and starship
active and passive sensors to perceive targets in unique ways.
It's mostly used like any other sense; you can use the Mind-
scape to perceive things, use your Investigate and Recon skills
to“see” infrared or other energies with your PSA, and so on.
A target must be perceived in sensorview to be the target
of technopsi attacks. No roll is necessary to use sensorview,
but it is often used in conjunction with Interface (sensors),
Investigate, Medic, Recon, or Science checks to interpret the
information gained via sensorview.
» Locate a Particular Mindscape User in a Crowd of Mindscape
Users: Average (8+)' Recon check (1D seconds, INT).
"In an exceedingly large crowd the difficulty rises to Dif-
ficult (10+).

Remote Control

Commonality citizens regularly use technopsi to control
equipment. Depending on the discretionary interface (page
90), you may even use a device's senses via sensorview, as
with an avatar. Using remote control on a device you own
requires no rolls beyond any rolls needed to operate a device
or pilot a vehicle. The process is treated exactly as if you

were physically present. You may also use remote control on
devices which don’t belong to you, including those belonging
to other people.

You can only use the Mindscape to control equipment
that is not controlled by an eidolon. Also, without a special
ops/black chip, you can also only control equipment you own
or equipment which someone has given you permission to
control. When controlling equipment like drones, which is not
designed to also be physically operated, you use the Interface
(remote ops) skill.

If you possess a special ops/black chip, you can take
control of devices and vehicles that you do not have permis-
sion to use. This ability does not allow you to take control of
vehicles controlled by eidolon sentiences (see Domination
below), but it does allow you to control any piece of equip-
ment which is connected to the Mindscape, regardless of
whether it contains a basic sentience or not (most do). Using
this ability either requires you to be in the target’s physical
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presence, or for you to first view it using direct perception

feed or sensorview.

e Perform Restricted Remote Control*: Formidable (14+) Inter-
face (remote ops) check (1D x 10 seconds, INT); TP Cost: 3.

Mindburn

Mindburn is a brutal attack that disrupts the target’s mind and
also causes physical damage. You may only make mindburn
mental attacks on Mindscape-connected targets. Mindburn
isn't directly affected by range. The attacker must concentrate
throughout the attack, which precludes attacks over interstel-
lar distances, but if an attacker in orbit, say, can locate a target
on a planet (or vice versa), then a mindburn attack is possible.
A successful mindburn forces the target to roll on Table 3-105:
Mindburn (page 75).
e Perform a Mindburn Attack*: Very Difficult (124) Gun
Combat (mindburn) check (1D seconds, INT); TP Cost: 5.
Targets without a special ops / black chip who are subject to a
mindburn attack can attempt to resist, inflicting a penalty equal
to their INT DM to the attacker’s mindburn roll. When attack-
ing targets who also possess a special ops / black chip and the
Gun Combat (mindburn) skill, all mindburn attacks become
opposed checks, where the loser suffers the mindburn.
Mindburn can also be used to attack a target’s halo abili-
ties. In this type of mindburn attack, every point of Effect
removes one halo skill level; the target may choose which
skills are affected. These abilities remain inaccessible until the
target either receives mindburn therapy via the Medic (redac-
tion) skill, or they have spent 2D hours patiently restoring
their halo skills.

Direct Perception Feeds

Direct perception feeds enable ubiquitous perception (page

91). They're a way to make Investigate, Interface (sensors), or

Recon checks via the Mindscape, including locating targets

for technopsi attacks. DP feeds are usually limited to public

spaces. Instrumentality, corporacy, or Pansectorate person-

nel, criminals, and other individuals concerned with secrecy
or privacy don’t thoughtcast DP feeds. That doesn’t mean an
unconnected individual might not accidentally be providing

a DP feed which might be useful, or that you can't insinuate

stealth or sensor drones into a secure building to provide one.
Hacking into a direct perception feed allows you to access

anything from sensors in a restricted area, like a private
home, or even someone else’s senses. You can also use this
same ability to attempt to access a Mindscape you've been
restricted from using. However, this last case always requires
an opposed check.

«  Access a Restricted Direct Perception Feed*: Very Difficult'
(12+) Interface (sensors) check (1D minutes, INT); TP Cost: 2.
"The difficulty of this check rises to Formidable (14+) if you're
attempting to use the senses of someone who also possesses
a special ops/black chip.

Restricting Mindscape Access

A Mindscape dirigeant, or skilled Mindscape engineer or

hacker, may embargo an individual, preventing him from

accessing the Mindscape. Normally, a dirigeant must simply
know the target’s Mindscape ID and locate him using sensor-

view or Mindscape tracer whenever he uses the Mindscape. A

target may hide from a dirigeant using a monitor band cloak

or other form of Mindscape stealth. For a target with a special
ops or black chip, an opposed check is required, usually
involving the dirigeant’s Admin against the target’s Informat-
ics (Mindscape). The target may defend using technopsi such
as mindburn if he can identify his attacker.

If you're authorised to control Mindscape access, then you
can keep someone out as long as you want, unless they also
have a special ops/black chip, in which case they can attempt
to make an opposed check to retain Mindscape access.

« Restrict a Target’s Mindscape Access*: Formidable' (14+)
Informatics (Mindscape) check (1D minutes, INT); TP Cost: 3.
"The difficulty of this check falls to Average (8+) and uses
the Admin skill instead if you're a dirigeant with legitimate
control of Mindscape access.

ADDITIONAL RESTRICTED
MINDSCAPE ACTIONS

The following Mindscape tasks may only be performed by
individuals with special ops/black chips.

Domination
Success on this check allows you to control a target’s body
for a short period of time. After 1D minutes, you must make
another check to continue controlling the target. Dominated
targets move clumsily and jerkily, and there’s no fine control;
you can't dominate someone to fly a starship or perform an
operation, for example. All physical actions you make the
target perform suffer from a Bane, and cannot perform checks
of more than Average (8+) difficulty. You can also use Domina-
tion to attempt to take control of a sentinel in the Mindscape,
but if you succeed, task checks to control the sentinel do not
suffer from a Bane, since it can'’t resist control.
o Control a Target’s Physical Body*: Formidable (14+) Inter-
face (remote ops) check (1D minutes, INT); TP Cost: 5.

lllusion

You can create full sensory illusions for a single target. None
of these images are tangible, nor can they cause damage; illu-
sory lava feels hot, but doesn’t burn the target, and an illusory
bridge can support no weight. A target may realise her senses
are lying to her, but knowing this does not make the illusions
vanish or seem less real.
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o Create an lllusion in the Mindscape*: Very Difficult (12+) Art
(Mindscape) check (1D minutes, INT); TP Cost: 3.

Probe

Interface directly with an opponent’s Mindscape implant and

perceive her surface thoughts.

o Read a Target’s Surface Thoughts*: Formidable (14+)
Informatics (Mindscape) check (1D x 10 seconds, INT); TP
Cost: 3.

Steal Halo Abilities

You can steal a halo ability instead of (or in addition to) dis-
rupting it, as long as that ability has no physical or genurgic
component. This usually means Mindscape content like
thoughtcasts and exomemories, but can also include skill
chips and virtual augmentations. The attacker must target a
specific halo ability to attempt to steal it.

Stealing halo skills isn't a pleasant process. Because every
skill chip has been specifically adapted for the person you're
stealing the skill from, using the skill is uncomfortable and
foreign, and you suffer a DM-1 when using it. Unless you
adapt the skill to your own halo, using it becomes increas-
ingly unpleasant and difficult, and the penalty increases by
DM-1 every 2 days until the skill becomes useless. If you want
to retain the skill, you must first format the skill to your own
halo, and then perform study periods similar to those needed
when gaining any other halo skill or skill chip (page 111).
Each point of Effect rolled steals 1 point of halo skill from the
target. The target cannot use the stolen skills until they've
spent 2D hours patiently restoring them. You can also use the
same check to steal a target's exomemories or thoughtcasts.
Each point of Effect steals 1 hour of exomemory or up to five
thoughtcasts. You can either attempt to steal specific memo-
ries or thoughtcasts that you know the target possesses, or
you can attempt to steal exomemories or thoughcasts from a
specific time period.

« Steal Halo Abilities*: Formidable (14+)' Informatics (Mind-

scape) check (1D x 10 seconds, INT); TP Cost: 5.

"This check also suffers from a Bane.

o Format a Stolen Halo Skill to Your Own Halo: Very Difficult (12+)

Informatics (Mindscape) check (1D x 10 seconds, EDU).

Virtualisation

You can temporarily disrupt or even reshape virtualities and
imposalities, and can alter an imposality’s virtual landscape so
that someone else no longer controls its appearance. In rules
terms, you can give yourself a Boon when performing actions
in the virtuality or Imposality, and impose upon anyone else
in there either a Bane or a Boon (your choice). This change
lasts until the virtuality’s owner attempts to restore its appear-
ance. If you're still attempting to control the virtuality, then
this becomes an opposed check.

o Disrupt or Temporarily Reshape a Virtuality or Imposality:

Very Difficult (12+) Informatics (Mindscape) check (1D x 10
seconds, INT); TP Cost: 4.

DOING THINGS IN THE
MINDSCAPE

As well as a tool for taking actions in the actual world, the
Mindscape is also an environment in which you can act.

Describing the Mindscape

While the Mindscape isn’t a “place” as such, it's sometimes
convenient to treat it as one. Most Mindscape access is trans-
parent and unnoticeable, like accessing your own memories
or talking to someone. Sometimes, such as when accessing
maps or images, it’s convenient to use a “virtual vision” to
represent the information, like a transparent overlay over your
normal vision. Mindscape interaction is sometimes sufficiently
complex that it's best represented as a virtual environment.
Discretionary interfaces let you experience the Mindscape

as a place: multidimensional, with sensory input as required.
Your body remains as it was, but your attention is focused on
the Mindscape “virtuality” Usually the nature of this virtual-
ity is a matter of choice—you can select the “theme” yourself
(mediaeval, natural, tech, mathematical, geometric, abstract).
Accessing restricted content may force you into a specific
theme, depending on its technopsi ability (usually very high);
such a virtuality is called an imposality. If you're in a con-
trolled virtuality (i.e. somewhere you shouldn’t be) and you
can't find your way out, you may be trapped there.

Acting in Virtualities and Imposalities
In game terms, virtual environments are treated similarly to
actual ones. The GM describes the virtual spaces: you may be
moving through a semi-abstract lattice of data-beams and
blazing Mindscape nodes, surrounded by glowing avatars
and sentinels (the “default” Mindscape virtual environment);
or you may perceive the virtuality as a mediaeval castle, a
beautiful forest, or an underwater reef. You take actions in a
virtuality using your usual skills: Athletics, Stealth, etc.

Imposalities are virtualities in which the environmental
“skin”is selected by the controller, giving them an advan-
tage and putting intruders at a disadvantage. You may find
an imposality obstructing you; maybe it's a labyrinth, or a
tangled jungle, or filled with illusory distractions. In a typical
imposality, including the type of virtuality which is a muster-
ing-out benefit, attempts to obtain exomemories or other
data there, or to use technopsi on unwilling legitimate users
who are present in the virtuality, suffer a DM-4 penalty.
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Accessing Restricted Content

Mindscape content can be restricted to specific individuals;

to everybody else, it's not even there. You can restrict content

yourself at will. If you have a special ops or black chip, you

may restrict content you haven't created. Accessing restricted

content is described above. Some restricted content may also

be protected by sentinels (below), who must be overcome

before the roll to access the content may be made. As hacking

restricted content is illegal, characters may be spotted by

patrolling sentinels even when the content isn't specifically

protected.

e Restrict Mindscape Content You Do Not Control*: Formida-
ble (14+) Informatics (Mindscape) check (1D minutes, INT);
TP Cost: 4.

Sentinels

Mindscape sentinels are automated Mindscape entities—not
intelligent per se, but with a high degree of non-sentient
artificial intelligence. They can take on any appearance, often
depending on discretionary interface; they may appear as
virtual squid-like monsters, howling ghosts of whirling data,
crystalline samurai, black-suited assassins, or other fanciful
forms. All sentinels can attack using mindburn, and powerful
sentinels can also attack with domination (page 133). Senti-
nel patrols may contain groups of up to half a dozen; those
guarding restricted content or imposalities are often power-
ful sentinels. Sentinels must be fought in Mindscape combat,
using Gun Combat (mindburn) or Interface (remote ops). Most
Commonality citizens aren't equipped to fight them at all, since
attacking or attempting to control sentinels requires a special
ops/black chip. However, any Mindscape user can attempt to
defend against a sentinel or escape using Athletics. Destroyed
sentinels explode in a cloud of data; if you don't use Art (Mind-
scape) or Informatics (Mindscape) to camouflage the explosion,
you are likely to attract the attention of yet more sentinels. For
sentinel statistics, see “Extensions” (page 110).

Encountering Fictionals
There is no guarantee that information in the Mindscape is
true. There are pseudo-memory engrams which never hap-
pened to anyone and thanograms of personalities which
never existed outside a work of fiction. These are fiction-
als, and they're where the Mindscape begins to stretch the
human mind. Imagine a world where you could talk to the
Buddha, or to Jesus. Or where you could remember flying
like a bird through the sky, or wielding creative powers like
a god. All these things and more exist within the Mindscape,
allowing the human mind to experience impossible things,
imaginary or recreated historical events, and grow and
develop from the experience. Reality, simulation, fiction, and
memory blur in the Mindscape.

The nature of the Mindscape requires that fictionals are
clearly identified. Sentinels (see above) patrol the Mindscape

validating content; counterfeiting an actual is a major crime,
usually only perpetrated by black chip or special ops chip
users. Mindscape fictionals are mostly a descriptive element
applied to exomemories, virtualities, and personalities in the
Mindscape. Problems begin when you don't realise you're
dealing with a fictional, or when the fictional by its nature
delivers a profoundly disturbing experience. Did you really
have a secret life as a corporacy assassin? Is your family really
dead? Is your friend really plotting against you? Here's how to
handle that.

Perceiving Fictionals

Fictionals are usually clearly identified. However, if you

encounter something you believe to be false, but which is not

identified as a fictional, you can attempt to determine if it is.

If you succeed, you realise the fictional’s nature; otherwise,

you accept its reality, even though you may logically know it’s

impossible.

o Determine If Something Is a Fictional: Difficult (10+) Investi-
gate or Informatics (Mindscape) (1D x 10 seconds, INT).

o Determine If Something Is a Fictional (vs. Active Opposition):
Opposed Informatics (Mindscape) (1D x minutes, INT).
Accepting a fictional as real can provide a character with

a wealth of potentially dangerous misinformation. If false

exomemories are designed to replace real exomemories, then

a character could also be left with partial amnesia and poten-

tially even lose up to 4 points of EDU. In addition, believing

afictional can either give a character a single common flaw
or eliminate a single common flaw the character already suf-
fers from. However, while eliminating a longevity restriction
gained via great age is possible using these means, doing

so always requires both radical alteration of the character's

memories, and replacing it with a new longevity restriction

that better fits these new memories. At this point, even if the
character has clear proof that the fictional is false, these flaws
and EDU alterations do not vanish, because the emotional
impact and altered knowledge remains, unless the character
replaces the fictional with a backup of her actual exomemory.

A fictional character is essentially a disguised sentinel. It
may take actions as a sentinel, but its real danger comes when
you accept it's real. You can talk to your dead lover, an ancient
guru, or even the Buddha, and your mind accepts the experi-
ence as real. If you do accept a fictional character as real, the
experience can potentially alter your allegiances.

Creating fictionals which are not intended to deceive
others is relatively easy.

« Create a Fictional: Difficult (10+) Art (Mindscape) check (1D
X 10 minutes, INT).

Creating a fictional which appears real requires a special ops/

black chip.

o Create a Fictional Which Seems Real: Formidable (14+) Art
(Mindscape) check (1D hours, INT); TP Cost: 5.
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Silent Death on Cicero Station

Fictionals are a gift to mad scientists and criminals—who
with a yearning for galactic domination wouldn’t want to
create a synthetic version of Vlad the Impaler or Napo-
leon? Cerberus, or Hydra?

The player characters are working for the Internal
Security Instrumentality (page 197), tracking down a se-
rial killer on the Javawayn star city Cicero Station, whose
modus operandi is like some giant, predatory insect; the
few surviving witnesses report a terrifying shape in the
shadows, with enormous claws and jaws. Yet there are no
unaccounted life signs on the station; by all accounts this
looks like a fictional, a synthetic nightmare created by a
madman. But is it? And, if it is, who created it, and what is
it going to do next?

MINDSCAPE PHENOMENA

The Mindscape gives rise to several phenomena which have a
great impact on life in the Commonality.

Chronodisplacement

There's one great limit to the Mindscape: the speed of light.
Without intervention, the Mindscape in one star system would
differ hugely from the Mindscape in another. Its participants,
memories, thoughtcasts, and stored information would all

be vastly different. The Mindjammer fleet travels constantly
throughout the Commonality, updating Mindscape nodes
with data gathered on their voyages. This keeps the Mindscape
largely synchronised: the Mindscape at one end of Commonal-
ity Space may be several years out of step with the Mindscape
at the other, but the body of stored information is broadly the
same. Personal experience of this lack of Mindscape synchro-
nisation is a relatively new phenomenon, occurring since
Rediscovery. When travelling the spacelanes, it's possible to
“run ahead” of the Mindjammer fleet, and discover that the
local Mindscape isn't synchronised with your own memories
and experiences. This chronodisplacement can be disconcert-
ing for those relying on the Mindscape as a backup for their
memories and sense of self. For others, it can be liberating, free-
ing them from the Mindscape’s psychological “crutch”.

It shouldn’t happen regularly, but if the PCs have been
travelling rapidly across multiple star systems, chronodis-
placement may be an issue. If the PCs don't keep a copy of
their exomemories on a personal Mindscape instance, they
may end up confused, disoriented, or may receive partially

inaccurate or less than helpful information. Also, chronodis-
placement means that research the characters perform on
distant locations can be wildly out of date.

Mindscape Instances

Normally the Mindscape isn’t something you “see” as a physi-
cal object. Orbital or system-wide Mindscape relay satellites
are unobtrusive, and your Mindscape implant connects you
invisibly and automatically. This isn't always the case. Many
planets—especially Fringe and Outer Worlds—have no
Mindscape access. In such cases, devices are available con-
taining “copies” of the Mindscape, imperfect and out of date
to varying degrees, to power Mindscape-related abilities like
skill chips, memoplexes, and personal exomemories. These
are Mindscape instances: fuzzier, less-detailed versions of
the Mindscape, still usable and updating themselves auto-
matically whenever in contact with the Mindscape proper.
Without a full Mindscape connection, the highest-level Mind-
scape instance determines technopsi ranges and capabilities.
Mindscape instance signals are easily detectable.

PERSONAL MINDSCAPE INSTANCE (PMls)

The smallest Mindscape instance is the personal Mindscape
instance (PMI); see “Equipment” on page 115 for details. These
devices can provide access to a character’s halo, including
skill chips and personal exomemories, and can be used for
sensorview with nearby PSAs; but don't contain detailed
Mindscape content, including other exomemories. They
provide Mindscape connectivity to any Mindscape implant
within 10 metres.

STARSHIP OR INSTALLATION MINDSCAPE INSTANCES
(SMIs AND IMIs)

Starships like Mindjammers and major orbitals, plateworlds,
or other space stations have large-scale Mindscape instances
capable of long-term independent operation. They provide
Mindscape connectivity to all implants within that super-
structure and immediately outside—a maximum of several
kilometres (see page 166). They enable all actions with the
Mindscape, including reasonably detailed exomemory, and
local use of actions in the Mindscape.

GLOBAL MINDSCAPE INSTANCES

The basic Mindscape required by a Commonality member
world, it's at least a single orbital Mindscape node with full
sentience, providing Mindscape connectivity to all or part

of a planetary surface; the core node is also usually backed

up by multiple relay satellites covering the entire world or
system. Full Mindscape access is provided; the only difference
between a world fully in the Mindscape and one on the Fringe
being brought into the network is the frequency of updates
from the Mindjammer fleet.
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Rapid Action
There’s no physical restriction to the speed of action in the
Mindscape; in many cases, Mindscape actions take place at
the “speed of thought". For overclocked hyperintelligences,
this can be very fast indeed—in the order of milliseconds or
even nanoseconds.

In rules terms, exchanges in the Mindscape take a few
seconds at most, and characters doing things with the Mind-
scape, like sensorview or mindburn, always act before those
who are not. Initiative among characters who are all acting in
the Mindscape is determined normally, but actions that just
involve Mindscape use occur before any physical actions.

THE MINDSCAPE AT
DIFFERENT TECH INDICES

The Commonality Mindscape is a T8+ creation that has evolved
over thousands of years. It's the result of carefully developed
software and impressive technological advances. However, it's
far from unique. When the first starships left the solar system
more than 10,000 years ago, humanity already possessed a T7
proto-Mindscape, and almost all colonies took this knowledge
with them. When Commonality explorers and operatives visit
lower technology worlds which have not yet joined the Com-
monality, these individuals must often contend with various

types of proto-Mindscape. The following is a brief description
of the different varieties of Mindscape they may encounter.

The Temple of Universal Mind T5: The Data Network in Your Pocket
Life in the Commonality blurs the distinctions between life oron Yaur GIBSSES
and death, real and artificial, individual and communal—
even what it means to be alive and human. Commonality The first crude precursors of the Mindscape are found in
citizens have had millennia to cope with this; Fringe and most T5 societies. Worlds with this level of technology can’t
Outer Worlds, unused to the Mindscape, thanograms, yet create even the simplest Mindscape implants, but many
and eidolons, experience profound culture shock. The have planetary data networks, and, on most of those worlds,
Commonality handles this with the Temple of Universal residents carry portable communications and data terminals
Mind: a quasi-religious organisation run by the Com- comparable to 21st century smartphones, or wear augmented
munications Instrumentality, it's a rediscovered world’s reality glasses or contact lenses. These devices provide instant
first global Mindscape instance, marking the arrival of communication and access to the planetary data network,
Commonality culture. The Temple often limits Mind- but locating data relies upon typing or voice commands, both
scape access to external interfaces like terminals, though of which can be time consuming. Mindscape implants can't
Commonality citizens can usually access normally. If the interact with this primitive data network without alteration,
world already possesses a proto-Mindscape, the Temple and even then the result is little better than users having an
integrates their Mindscape instance with it, providing all early 21st century smartphone in their heads.

of the Mindscape data, but with the standard (for that

world) T6 or T7 access methods and protocols. The Temple T6: The Prot D-Mindscape

has occasionally performed the same type of integration The first brain-computer interfaces become available at T6,
for T5 data networks. and many lost colonies use variations and refinements of the
implants available when their expedition left the solar system.
These implants, and the proto-Mindscape that supports
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them, provide access to standard Mindscape thoughtcasts,
sensorview, and direct perception feeds; exomemory, skill
chips, memoplexes, and thanograms are not yet possible.
Users think or subvocalise natural language questions and
receive accurate answers; however, they must interrupt their
other activities and concentrate on forming their queries and
listening to or reading the answers provided. Users can also
attempt remote control with vehicles and devices which are
designed for this purpose, but at this tech index the process
is clumsy and slow; increase the difficulty of all Interface
(remote ops) checks using a T6 proto-Mindscape by one dif-
ficulty level (+2).

Other options: At T6, some cultures and individuals prefer
wearable proto-Mindscape interfaces like glasses or contact
lenses to implants. These devices are light, comfortable, and
provide all the same advantages as T6 proto-Mindscape
implants. Cost: Cr200.

Chapte ever

T7: The Improved Proto-Mindscape

By T7, brain-computer interfaces and proto-Mindscape nodes
have advanced significantly. Users have access to Mindscape
thoughtcasts (again without exomemory), sensorview, and
remote control. In addition, data queries effectively occur at
the speed of thought, although without the near-sentient
performance of the T8+ Mindscape; the T7 proto-Mindscape
provides the knowledge directly to the user's mind in syn-
chronous fashion, without the necessity of having to read or
listen to anything. Users can also experience some sensory
information and limited emotional responses recorded by
users. Exomemory, skill chips, memoplexes, thanograms, and
full DP feeds are not yet possible, but otherwise using a T7
proto-Mindscape is much like using a standard T8+ Common-
ality Mindscape.

Other Options: Some cultures and individuals at T7 prefer
to avoid implants, usually because of cultural prohibitions,
but even the most advanced wearable interfaces can only
provide access equivalent to using a T6 proto-Mindscape.
Also, some T8+ polities and worlds, such as the Far Havens,
distrust the Mindscape, and deliberately choose to use lower-
tech T7 proto-Mindscapes. Although implants exist, most
residents of these worlds and polities use wearable interfaces.

T8-T9: The Commonality Mindscape
This is the tech level of the Mindscape throughout the Com-
monality, and on worlds that have extensive contact with the
Commonality; it works exactly as described above.

T10+: Visions of the Future

The development of 3-space portals in recent years has
begun to enable a revolution in Mindscape relays: the pos-
sibility of transmitting Mindscape updates at 3-space speeds
via the Far Gate network. Although the number of systems
connected by Far Gate is currently extremely limited (there
are about 50 systems in total; most sector capitals, and a
number of key Core Worlds), and realtime Mindscape trans-
fers between them restricted to top priority instrumentality
and pansectorate traffic, in time this appears to promise the
end of the Mindjammer fleet and chronodisplacement.
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CHAPTER EIGHT
STARSHIPS AND SPACE STATIONS

“System is hot. Fleetwide: repeat, system is hot!” The Commonality mediator sentience
flowed seamlessly between the ships of the 113 Rim Sector Fleet, threading through the
hysteria and confusion of sudden and active space combat. Coordinating movements,
updating sensorview, reassuring crews and strategic sentiences, it relayed the necessary
info-minima to the mostly human organics which dealt with hostilities face to face.

Before the Existential Crisis, an alien warship dropped out of 2-space, its primitive plan-
ing engines distorting space-time with churning vortices of z-radiation. The Commonality

manowar was ready for them.

“Venu warhawk, Venu warhawk, | repeat, stand down! You are outgunned and outma-
noeuvred. Cut your gravity engines and cease targeting the planetary surface immediately,

or we will use annihilating force!”

Silently, with effortless grace, the mediator sentience painted targeting and drive data
across the manowar’s sensorium. The Existential Crisis bristled with alarm.
“Dammit, mediator! Don't these people understand? What—they're firing on us? Do

they want to die? This makes no sense...

“All right! Activate the torsion field projectors. Tear that ship out of the sky!”

The starships and other spacefaring constructs of Mind-
jammer differ in significant ways from those of standard
Traveller: they have different hull systems, drives, weapons
and armour, and in many cases they're intelligent beings

in their own right. This chapter describes the creation and
functioning of space vessels, and provides examples ready for
immediate play.

ACQUIRING STARSHIPS

Unlike standard Traveller, you can't actually “buy” starships in
Mindjammer in the strict sense of the word. They're think-
ing sentient beings—Commonality citizens, with their own
rights—so “buying” one would be like purchasing a slave,
which is not only illegal within the Commonality and most
other polities, but is regarded as abhorrent.

Non-sentient or basic sentience weapons, spacecraft, and
vehicles are equipment; eidolon sentiences are either PCs
or NPCs, and all starships not produced by the Venu must
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possess an eidolon sentience. However, you can recruit or
hire a starship, have one assigned to your service, or even be
assigned to the service of a starship. In Traveller terms, a star-
ship can even be your patron.

The same is also true for any kind of synthetic being.
Arguably, this even goes for sentient weapons. The crux of the
matter is whether or not the sentience is also an eidolon, or
“just” a basic. Eidolons are people; basics are gear.

When you need to “acquire” a starship in Mindjammer,
you have the following options:

« The ship can be a player character. See page 33 for an
example of a starship character.

« You can hire the ship for a period of time or a specific job.

« You can be hired by the ship, in the same way.

« You can sign up with a ship for a period of time or specific
job, and agree to split the proceeds. The ship usually takes

a double share.

The above means it's actually quite easy to “start with a ship”
in Mindjammer—as long as you're not preoccupied with
the idea of “owning” it. If the ship isn’t a PC, then it's an NPC.
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Acquiring a starship during play is very like looking for a job
or a patron.

Starships Out on the Fringe

You can’t own a ship. However, out on the Fringe, something
a little like ship mortgages exists, not for ships themselves, of
course, but for upgrades. A sentient ship and its comrades
might really want a variform hull, some powerful weap-

ons to defend themselves against Venu raiders, or perhaps
simply faster engines or an x-core. In the Commonality, such
goods are acquired normally, but for many New Traders,

such impressive acquisitions can be difficult. However, out

on the Fringe, not only is almost everything available for the
right price, but you can even get a mortgage. Naturally, the
mortgage-holder is the ship, and their collateral are expensive
ship systems like planing engines. More than a few unlucky
ship sentiences now reside in starships which possess rating-1
gravity engines and planing engines because they could

not pay their mortgage and were forced to sell their more
advanced systems.

Skipping On Debts

Skipping on debits is irrelevant within the Commonality.
However, while mortgages on starships do not exist, mort-
gages on upgrades to starships do, and out on the Fringe
the rules on page 144 of the Traveller Core Rulebook are
used for individuals who attempt to run out on their debts.
Commonality citizens who run up large debts on the Fringe
and then return to the Commonality to seek to escape these
debts discover that Commonality authorities take a dim view
of such irresponsible behaviour. As long as the Commonality
citizen or citizens willingly entered into these debts without
coercion, the Commonality regards these as legitimate debts,
and individuals who do not pay may have their RP reduced
for a period of time to make good the debt, or even suffer
the loss of permanent points of RP or SOC (see Economic
Systems, page 208).

THE NATURE OF SPACE
TRAVEL

Faster-than-light travel is a relatively recent discovery in the
Commonality, less than two hundred years old and well within
living memory. New discoveries—and new dangers—are being
encountered every day, as starships cross the vast distances
between stars, and in the Commonality Core the creation of
3-space gates are unlocking an even faster form of travel.

N-Space
Prior to the invention of the planing engine, all space travel
took place slower-than-light through n-space, or normal

space-time, mostly within the turbulent gravity wells of

solar systems. Travel within star systems still happens this
way; piloting through 2-space in a solar system is simply too
hazardous due to the sheer amount of physical matter in

the volumes to be crossed. Instead, planeships arriving in a
system drop into n-space at the n/2 boundary (usually the
star system’s heliopause, which is approximately 18 billion
kilometers or 120 AU from sun-like stars) and travel in-system
using gravity engines.

2-Space

2-space is why the Commonality exists. It's an otherdimen-
sional phenomenon which allows the warping of n-space
using the planing engine interstellar drive. Planing permits
travel at apparent speeds far in excess of the speed of light,
crossing roughly 3 light years per standard day, or 20 light
years per week. Planing engines project a 2-space field or
tachyon distortion field around a planeship, a protective
“bubble” or “torus” which “lifts” the ship from n-space and into
2-space. Operating this field on a planet or within a gravity
well is extremely dangerous, damaging the space-time envi-
ronment and potentially destroying the ship (page 142).

3-Space

3-space is to 2-space as 2-space is to n-space, and promises
incredible apparent travel speeds. It's a young science, a dis-
covery of the past few decades, yet already the new 3-Space
Instrumentality has inaugurated the Far Gate Project to

build 3-space gates on many Core Worlds and sector capitals.

There are currently less than fifty in total, allowing practi-
cally instantaneous travel, crossing 1 light year in just over
30 seconds, roughly 120 light years per hour. In 3-space, the
whole of Commonality Space could be crossed in a little over
one standard day! 3-space gates are expensive and delicate,

Scenario Hook: A Tear in Space

The new and highly secretive 3-Space Instrumentality

has been established to oversee the Far Gate Project.

It's a huge undertaking, opposed by some Custodians
because of its strategic risk, but the 3-Space Instrumental-
ity is pushing ahead, in conditions of complete secrecy.
Far gates already link the Core Worlds with many sector
capital hubs.

The 35l has had a major accident at a far gate con-
struction site in the Rim Sector, and the whole star system
has been quarantined. The PCs are called up under strict-
est secrecy to enter the system and bring “the situation”
under control. But why does it need their special skills?
What will they find?
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Major Differences From Traveller
Space Travel

Space travel in Mindjammer has significant differ-

ences from space travel described in the Traveller Core
Rulebook. Spacecraft with gravity engines travel at
accelerations many times higher than ordinary Traveller
spacecraft, and 2-space travel has some similarities with
Traveller jump drive, but the speed is a constant 3 light
years per standard day, regardless of how good a 2-space
drive a ship has, and starships do not require refueling
after they complete a jump. Also, rather than simply hav-
ing to be at least 100 diameters from a planet to safely
jump, starships in Mindjammer must be at a star system’s
heliopause to do so—roughly 18 billion kilometres (120
AU) in the case of Sol, three times as far as the orbit of the
dwarf planet Pluto.

so roll-out has been slow, but 3-space theoreticians predict
these gates will one day even operate on planetary surfaces.
Needless to say, 3-space technology is creating a technologi-
cal revolution in the Commonality, hot on the heels of the
2-space revolution still underway. Many 2-pilots and plane-
ships are concerned: if predictions are correct they could
soon find themselves redundant, at least within Commonality
Space, and many are increasingly eyeing futures on the still-
expanding Frontier.

WHAT IS A STARSHIP?

Technically a starship is any space vessel which travels
between the stars. Ships equipped with planing engines

are also called planeships, while those without are termed
slowships or slowboats. A Commonality starship is an intel-
ligent vehicle. Unlike other vehicles, a Commonality starship
requires a conscious sentience to cope with the mind-
boggling complexity of 2-space travel, where nanosecond
course adjustments are required to avoid collision with sparse
yet deadly particles in interstellar space. Human minds can

be “overclocked” to pilot through 2-space, but the process

is so damaging (as evidenced by the Venu brainjacks) that
eidolon ship sentiences are always used instead. A starship’s
planing engines are distributed throughout its hull—they
have no need to face in a particular direction. The same is
true of gravity engines, a ship’s slower-than-light drives; grav
plates and suspensors throughout the superstructure provide
thrust in any direction, and protect ship and occupants from
the g-forces incurred by rapid acceleration and manoeu-

vres. A ship receives power from its zero point power plant

e N

or ZIP plant. This is the only part of a ship which is almost
universally placed at the “rear’, usually in a section which

can be jettisoned at need: degraded or damaged ZIP plants
can explode catastrophically. Variform technology means
most Commonality starships can reconfigure themselves for
different purposes and even moods, from elegant diplomatic
curves to intimidating “high-threat” combat configurations.
While ship sentiences are distributed throughout a variform
hull for redundancy, the core corpus—the ship’s brain—at
the heart of a starship can be protected by stasis field in the
event of disaster. Commonality ships are social beings; many
delight in company, and provide habitats for crews. Indeed,

a ship often considers itself a crewmember, and may have an
avatar (page 77) to accompany others off ship. Crew habitats
in Commonality ships vary enormously. Variform technology
means they can swiftly switch between day and night mode,
and provide exotic environments for divergent or alien occu-
pants. Staterooms may be configured for multiple or single
occupancy, and spaces switched from crew to passenger use.
Since the Venu War, Commonality ships are frequently armed,
especially on the Fringe and near the Quarantine Zone (page
335). Null cannon are standard, although there are many
alternatives. Vessels may have reinforced hulls and force fields,
although most have only basic ray shielding to protect from
the hazardous cosmic environment.

Spacecraft Operations

Any rules or details that are not specifically listed as being
different in Mindjammer are identical to those in the Space-
craft Operations chapter of the Traveller Core Rulebook
(pages 142-153).

Atmospheric Operations

The rules for streamlined and unstreamlined ships entering
planetary atmospheres are the same as in the Traveller Core
Rulebook, with two additional options. First, ships with vari-
form hulls can adopt a streamlined configuration any time the
pilot or starship sentience requires, and so can manoeuvre in
atmospheres and land on planetary surfaces safely. Second,
while haze fields or Venu disruptor shields aren’t powerful
enough to affect the ability of an unstreamlined ship to safely
enter an atmosphere, any unstreamlined ship equipped with
arepulsor shield (page 165) can safely enter any atmosphere,
as long as the shield is operating.

Unstreamlined ships can hover in an atmosphere, but keep-
ing the starship’s systems balanced is tricky. Once an hour, the
engineer must make a Difficult (10+) Engineer (shields) check
(1D minutes, INT) to keep the shields and the ship operating in
this environment. Failure means that the ship must leave the
atmosphere within the next 1D+2 minutes or it will be forced
to land. Unstreamlined ships are not designed to land on any
planetary surface with gravity of more than at most 0.1 Gs.
Even with an operating repulsor shield, an unstreamlined ship
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which lands immediately suffers 4D damage, which ignores any
armour (including the repulsor shield).

In addition, any unstreamlined vessel which approaches
a planetary surface damages it. The ship’s grav fields will
not have been properly dampened, and its heat sinks not
designed for atmospheric use. As a result, any unstreamlined
ship, regardless of whether it is using a repulsor shield or not,
which comes within a distance of a planetary surface equal to
its hull power squared (a minimum of 1m) does 1DD damage
per point of hull power (with a minimum of 1DD) per round to
everything on the surface which is directly beneath the ship
or within the same distance of the edges of the ship. Starships
and other equally large objects only suffer 1D damage per
point of hull power.

For example, an unstreamlined 4" power hull may not
approach closer than 16m (4 squared) to a planetary surface
without doing 4DD damage per round to everything directly
beneath the ship and within 16m of its sides.

Power

Most of a starship’s power consumption is its 2-space plan-
ing drive. Running out of power for other systems is never
an issue unless a ship has suffered damage. Also, the power
requirements for weapons and drives given in the Traveller
Core Rulebook (pages 143-144) should be replaced with the
power consumption rules for the Mindjammer setting given
in the Power Plants and Weapons entries of the “Starship
Design” section (page 158).

Running Costs and Maintenance

This section is unchanged, except that the primary main-
tenance task that a starship must perform is the periodic
overhaul of its ZIP plant once its 2-space engines are nearing
or have reached their jump maximum (page 144).

Fuel

T7+ spacecraft and starships do not require regular refuelling;
this section is not used in Mindjammer except for the few T6
spacecraft which may occasionally be encountered.

PLANING ENGINE JUMPS

This section replaces the section on Jump Travel in the
Traveller Core Rulebook. Navigating through 2-space
requires a planing check (see below), the difficulty of which
increases based on the size of the starship and the distance
travelled: see Table 8-1: Planing Distance DMs (page 143).
2-space travel is harder the further you go, and larger ships
are more difficult to navigate through its hazards than
smaller ones.

The Astrogation check to prepare for a 2-space jump
is identical to the Astrogation check in the Traveller Core

Handling Spacecraft Maintenance
Costs In Different Economies

Spacecraft, including starships, require periodic mainte-

nance, with a cost (listed in the starship description) that

the starship and crew must pay to avoid important com-
ponents failing. How these costs are dealt with under each
of the seven economic systems (page 208) is described
below:

Barter: Pay the individuals performing the mainte-
nance in goods and services.

- Confiscation: The cost depends upon the owner or
starship's SOC. If their SOC is 10 or less, then add 50%
to the cost. If their SOC is 11+, reduce the cost by 20%.

- Disinterested Resource Allocation: Pay the cost in
RP. The starship and members of the crew can take
turns paying RP for maintenance.

+ Interested Resource Allocation: Pay the cost in RP,
but reduce the cost by 25% when paid by individu-
als with SOC 11+, and increase it by 50% when paid
by individuals with SOC 10 or less. The starship and
members of the crew can take turns paying RP for
maintenance.

« Unregulated Money Economy: Pay the maintenance
costs in cash.

+ Regulated Money Economy: Pay the maintenance
costs in cash, but with a 10% tax.

« Planned Economy: If the starship is necessary to the
profession and livelihood of the individual paying this
cost or the starship is employed by the government,
subtract Cr10000 from the maintenance cost (to a mini-
mum of Cr0). If the starship is used for entertainment
purposes or cannot document that it is necessary for the
user's profession (which is often true for spacecraft used
for illegal endeavours), impose a 50% tax.

Rulebook (page 148), except that the jump distance in light
years is divided by ten (round up) before it is used as a DM.
Starships can enter 2-space without first making an Astroga-
tion check. Doing so is a risky manoeuvre known as a blind
jump and imposes a Bane on the planing check.

» Make an Astrogation Check: Easy (4+) Astrogation check
(1D x 10 minutes, EDU), modified by: using a Mindjammer
Route (positive DM, see page 144); the jump distance in
light years/10 (negative DM, round up) (a jump of 33 light
years gives a DM-4 to the check). See “Planing and Astro-
gation Check Modifiers” below).

The power available from the ZIP plant means that diverting
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power is not required, and as a result no Engineering check is

required to enter 2-space. Instead, the ship sentience or other

pilot must make the following check.

« Make a Planing Check: Easy (4+), Pilot check (1D x 10 min-
utes, INT or EDU), modified by: the planing engine rating
of the vessel (positive DM); the hull power of the vessel/2
(negative DM, round down); and the jump distance in
light years/10 (negative DM, round up); other DMs (see
“Planing and Astrogation Check Modifiers” below).

If the planing check succeeds, the ship safely arrives at the n/2

boundary of the destination star system (usually its helio-

pause—see page 247). If the planing check succeeds with an
effect of 3 or more, see “Very Successful Planing Checks” (page

145). If the planing check fails, see “Failed Planing Checks”

below (page 145).

Planing and Astrogation Check Modifiers
The following are some of the most common modifiers to
planing and astrogation checks.

DISTANCE

The longer a journey through 2-space is, the greater the
difficulty; divide the distance travelled in light years by 10 to
determine the negative DM applied to the planing check. See
Table 8-1: Planing Distance DMs. This same negative DM is
also applied to the Astrogation check.

JUMP MAXIMUM EXCEEDED

If a starship exceeds its jump maximum (see below), the
planing check suffers a DM-2. Each subsequent jump after
this, but before the ZIP power plant is overhauled, suffers an
additional, cumulative DM-2.

LOCATION

Entering 2-space in a location that is significantly affected

by the gravity of a star or planet is exceptionally dangerous.
Entering 2-space out past a star’s heliopause, where the star’s
stellar wind is stopped by the interstellar medium, is safe, and
ships that jump at this distance or further suffer no negative
modifiers.

The heliopause of a sun-like star is 18 billion kilometres (120
AU) from the star. Entering 2-space from a location closer to a
star than its heliopause imposes a DM-4 on the planing check;
doing so closer than 1.5 billion kilometres (10 AU) from a star or
30 million kilometres (0.2 AU) from a planet imposes a DM-8.

In addition, entering 2-space within a star’s heliopause creates
an enormous burst of z-radiation (page 153), exposing every-
thing within 10 kilometres of the ship to a number of rads of
z-radiation equal to 2D x (hull power x 20). So, a 3" power hull
(1000-9500 tons, see page 158) would bathe the entire region
in a burst of 2D x 60 rads of z-radiation. Activating a planing
engine inside a star’s heliopause is illegal throughout the
Commonality, and is punishable by confiscation of the vessel
and re-education of the offenders, including the starship
sentience.

Except on the exceedingly rare and almost universally
fatal occasions when starships emerge in deep space, all star-
ships emerge from 2-space at a star’s heliopause. There is no
record of any 2-space jumps where the ship emerged closer
to a star than its n/2 boundary, and all attempts to do so fail.

Table 8-1: Planing Distance DMs

Maximum <1 3 10 20
Distance (LY)

DM DM+1 0 DM-1 DM-2
Jump 2D hours  1day 3 days 7 days
Duration

RS he—"

30 40 50 60 70 80
DM-3 DM-4 DM-5 DM-6 DM-7 DM-8
10days 13days 17days 20days 23days 26days
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MINDJAMMER ROUTES

Mindjammers travel to all Commonality worlds, but most
visit particularly important or usefully located worlds first,
and then travel to neighbouring worlds. The primary Mind-
jammer routes are easier to navigate, both because that'’s
why they were chosen and also because the Mindscape
contains more reliable, up-to-date astrographical data on
these routes. Using a Mindjammer route grants a DM+2 to
Astrogation checks, but routes between two relatively unim-
portant worlds involve, at minimum, travelling from one of
these worlds to a more important world, and then further
on to the destination.

PILOT ASSISTANCE

Except among the Venu, planing checks are always made

by the starship sentience. However, a human pilot can link
with the starship sentience via Mindscape and assist with the
jump; this is handled as a standard task chain.

PLANING ENGINES RATING

The rating of a ship’s planing engines (page 161) provides a
positive DM to planing checks equal to that rating. For exam-
ple, a rating-3 planing engine provides a DM+3 to planing
checks.

SIZE

The larger a ship is, the more difficult it is for that ship to safely

travel through 2-space. Starships have a negative DM based

on the hull power (see page 158) divided by 2 (round down). A
zero or 1*t power hull (1-95 tons) would have no DM, while a 2™
or 3 power hull (100-9500 tons) would have a DM-1.

The Jump Maximum

Starships may not make planing jumps indefinitely; their ZIP

plant capacitors undergo a z-radiation build-up which makes

them increasingly unreliable and indeed dangerous. Expert
pilots and high quality planing engines can mitigate this, but
eventually a vessel’s planing engines must be taken offline for
overhaul, often requiring a week or more. A ship’s jump maxi-
mum is expressed in light years; it's the total distance the ship
may travel between overhauls, and is based on the power

of the ship’s planing engines (the planing drive’s rating). See

Table 8-2: Planing Engine Jump Maxima.

Once a starship has travelled a number of light years equal
to its jump maximum, its planing engines must be over-
hauled. This process is simple and relatively rapid if the ship is
docked at a starport of Class C or higher (see “Starports”, page
276) on a T8+ world on the Fringe or at any Class C or better
port within the Commonality. Access to port maintenance
facilities is included in docking fees.

o Overhaul a Ship’s Planing Engines at a Starport: Routine
(6+), Engineer (planing engines) check (1D x 10 hours, INT
or EDU).

Overhaul is also possible in n-space without starport facilities,

but is more difficult and time consuming. Planing engines

can't be overhauled in 2-space.

o Overhaul a Ship’s Planing Engines in N-Space: Routine (8+),
Engineer (planing engines) check (1D+3 days, INT).

Table 8-2: Planing EngineJump Maxima

Planing Engines 1 2 3 4 5 6
Rating

Jump Maximum (LY) 40 60 80 100 120 140
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A marginal or average failure on either check results in a failed

attempt that can be attempted again without penalty. An

exceptional failure means that the ZIP plant begins leak-

ing z-radiation, exposing everyone within 10m to 2D rads

of z-radiation/hour. The leak ceases as soon as the engineer

makes a successful overhaul check.

Engineers can also overhaul a ship’s planing engines after
every jump which is less than the ship's jump maximum. This
is known as a maintenance overhaul.

e Conduct a Maintenance Overhaul of a Ship’s Planing Engines
at a Starport: Easy (4+), Engineer (planing engines) check
(1D x 4 hours, INT or EDU).

This can also be done in n-space.

e Conduct a Maintenance Overhaul of a Ship’s Planing Engines
in N-Space: Routine (6+), Engineer (planing engines) check
(1D x 10 hours, INT).

PUSHING THE JUMP MAXIMUM

An engineer can also attempt to tweak a ship’s planing

engines to allow it to jump again without risk, when doing so

will take it over its jump maximum. This may even be used by

a ship which is already beyond its jump maximum.

e Push the Jump Maximum: Difficult (10+), Engineer (planing
engines) check (1D hours, INT).

Success on this check means that the ship can make one

The Venu Dirt Drive and Far Havens

Planing Engines

The Venu “dirt drive”—its version of the planing engine—
is considerably more dangerous and outright unstable
than Commonality planing technology, partly because
it's been reverse engineered by a much lower Tl culture
(the Venu are T7, and planing engines are T9), but also
because, instead of being operated by a ship sentience, it’s
controlled by the cortex of a human pilot (albeit a heavily
mutated one) plugged directly into it via a brainjack
couch. All planing checks with Venu dirt drives incur a
DM-4, and any failure requires the brainjack pilot to roll
on Table 3-105: Mindburn (page 75), in addition to the
misjump results listed below. Few brainjacks remain sane
for more than a few jumps.

The Far Havens’ “duopoly” pairs a human pilot with a
heavily restricted synthetic navigator for interstellar travel,
a combination which is considerably less capable than a
Commondality ship sentience: the Far Havens are T8. All
planing checks by Far Havens duopolies incur a DM-2;
however, beyond this penalty the Far Havens planing en-
gine suffers no other problems, and operates identically to
the Commonadlity version (which it's basically a copy of).

Catastrophic Misjumps and the Pulse
Dragon Phenomenon

Planeships always make certain to drop out of 2-space no
more than approximately 60000 AU (1 light year) from a
star—the distance to the system’s Oort cloud (the exact
distance varies by star system). Ships that emerge from
2-space further away or in the depths of interstellar space
are never heard from again.

Theories differ as to the reasons for their destruction,
but what is known is that emerging from 2-space too far
from a significant gravity well (one produced by a body
at least as massive as a large brown dwarf) are soon
destroyed by what is referred to as the Pulse Dragon Phe-
nomenon. The few emergency transmissions from these
doomed vessels suggests that such ships were destroyed
by vast interstellar energy fields or perhaps even exotic
life forms, dubbed Pulse Dragons. Despite the Common-
ality’s best efforts, the true nature of the Pulse Dragon
Phenomenon currently remains unknown.

additional 2-space jump with a total distance of less than the
starship’s jump maximum. After this jump, the engineer can
attempt to push the starship’s jump maximum again, but the
difficulty of each attempt increases by one difficulty level

(ie by +2). A marginal failure on any of these checks means
that the attempt failed, but the engineer can try again at a
DM-2. An average failure means that the attempt failed and
the planing engines can't be safely used until overhauled.
An exceptional failure means that the power plant releases a
burst of z-radiation, exposing everyone within 10m to 2D x 5
rads of z-radiation (page 153). Overhauling planing engines
which have exceeded their jump maximum incurs an addi-
tional DM-2 on the check.

Very Successful Planing Checks

If a planing check succeeds with 3 or more Effect, only count
half of the jump distance against the vessel’s jump maximum.
For example, if the ship sentience makes a planing check
with 3 Effect on a 30 light year jump, only 15 light years

are counted against the ship’s jump maximum. If the plan-
ing check succeeds with 6 or more Effect (an Exceptional
Success), then the entire jump is not counted against the
starship’s jump maximum.

Failed Planing Checks

Failed planing checks result in a misjump of varying degrees
of severity, depending on the Effect of the failure of the
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Table 8-3: Effects of Planing Check Failure

Effect Misjump Result

-1 The ship suffers from a relativity error. Roll 1D: 1-3 = the ship arrives in the target system 1D days later than
normal, but no extra time has passed for the crew; 4-6 = the ship spends an extra 1D days in 2-space, but the
ship arrives on exactly the day it was predicted to, and to an outside observer seems to have spent no extra

time in 2-space.

-2 There is no relativity error, but the ship arrives in the target system 1D x 18 billion km further from the system

primary than expected.

-3 The ship sentience suffers mindburn due to intense difficulties encountered in avoiding 2-space hazards,
and must roll on Table 3-105: Mindburn (page 75). If an assisting 2-pilot is in Mindscape contact with the ship
sentience and attempting to aid the planing check, then the 2-pilot may attempt a Difficult (10+) Pilot check
(instant, INT) to disconnect from the ship sentience: success means the 2-pilot avoids harm, but failure means
he must also roll on Table 3-105: Mindburn. The ship also finds itself 1D x 18 billion km further from the system

primary than expected.

-4 The ship sentience suffers mindburn as above, and also misjumps. It arrives 3D x 3 light years from its
destination, in a random direction; it always arrives in a star system, although perhaps not a friendly or even
inhabited one, and often in one of the many stellar body systems which are not marked on standard star
charts. If there isn't a mapped system in the approximate location indicated by the 3D roll, the referee should
roll for a new stellar body system using the guidelines for creating stellar bodies and star systems in Chapter

12: Stellar Bodies and Star Systems.

-5 or lower

The ship misjumps as described above, and its ZIP plant also begins leaking z-radiation, exposing everyone

within 10m of the power plant to 2D rads of z-radiation/hour. This radiation leak ceases as soon as the engineer

makes a successful overhaul check (page 144).

-2, jump
maximum
exceeded*

The misjump effects listed above occur, plus the ZIP power plant begins leaking z-radiation, exposing
everyone within 10m of the power plant to 2D rads of z-radiation/20 minutes. This radiation leak ceases as soon
as the engineer makes a successful overhaul check (page 144).

*The ship has exceeded its jump maximum without the engineer having previously made a successful check to Push the Jump

Maximum (page 145).

planing check; see Table 8-3: Effects of Planing Check Failure.
Mindjammer misjumps are different from those on page 149
of the Traveller Core Rulebook.

3-Space Travel

Currently, 3-space travel is rare and almost entirely confined
to the Core Worlds. 3-space travel is simpler and safer than
2-space travel, and much faster—at least once the 3-space
gate has been constructed. 3-space gates are enormous cir-
cular structures, more than a kilometre in diameter, which can
connect with any other 3-space gate. Ships passing through

a 3-space gate travel between gates at an apparent speed of
120 light years per hour, emerging into n-space from the des-
tination gate upon arrival. They do not need planing engines,
have no jump maxima, and cannot misjump, unless some-
thing catastrophic happens to their destination gate once the
3-space jump is underway.

The secretive 3-Space Instrumentality is currently
working hard on the ambitious Far Gate Project, and has
constructed gates connecting many Commonality sector
capitals. 3-space gates do not need to be located beyond a
star system’s heliopause; the Manhome Gate in humanity’s

original solar system, known as Fargate-1, is situated between
Jupiter and the asteroid belt, a matter of hours in n-space
from Old Earth. As 3-space gates may only connect with one
destination gate at a time, scheduling is the main restriction
with 3-space travel, and the traffic queues at Fargate-1 are
legendary, as the gate cycles through its connections to desti-
nation gates throughout the Commonality. Waiting times are
rarely more than a few days, however, unless interrupted by
official emergencies.

The fact that 3-space gateways enable immediate and
massive disaster relief and rapid military response is almost as
important as the fact that they enable near-realtime Mind-
scape updates. However, for now, most of the Commonality
and the Fringe makes do with 2-space travel.

Passengers

The sections on High Passage, Middle Passage, and Working
Passage are unchanged from the Traveller Core Rulebook.
Basic passage is a rare occurrence which is most common

in vessels transporting refugees, but the rules are otherwise
identical. Low passage in the Mindjammer setting is very
different: stasis berths are safe, and effectively stop time for
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users, so there are no risks of using them, and there is no low
lottery. The costs of all forms of passage also differ: see “The
Economics of Interstellar Trade” (page 205) for more.

Remote Operations

Drones are used extensively in Mindjammer. T9+ starships
are automatically assumed to have repair drones, and may
use other drones as well. Drone operations are conducted

using the Interface (remote ops) skill.

Repairs

The rules for repairs are unchanged, except that ships with
variform hulls automatically repair lost hull points at a rate of
1 point/hour, when the variform hull is not performing other
transformations. In addition, a makepoint workshop (page
166) removes the requirement for using spare parts when
performing critical hit repairs, since makepoint workshops
can create any necessary spare parts.

Sensors

All sensor types from the Traveller Core Rulebook are
available, but some have been altered to better fit the
Mindjammer setting, and several new variaties of sensor are
described below.

Revised Sensor Types
The hyper-advanced technology of the Commonality changes
the types of sensor available, as described below.

INFRAWAVE SENSORS
Traveller lidar sensors are replaced by a suite of sensors
known as infrawave, which generally group together sensors

Using Active Sensing

Most sensors can be used two ways: passively, where sen-
sors merely detect emissions emanating from elsewhere;
and actively, where sensor suites first emit their own
energy pulses in order to detect how those pulses interact
with the surrounding environment. The target numbers of
Interface (sensors) checks suffer a DM-2 when using only
passive sensing; however, active sensors also make you
instantly visible to all starship-scale sensors within several
million km. Commonality contact protocols require that
only passive sensing should be used upon arrival in a

star system, until you've ascertained the system is either
uninhabited or inhabited by a contacted and friendly
civilisation. Usually ships rapidly pick up Mindscape relay
chatter before contacting available relays by tightbeam—
an active sensor transmission.

RS he—"

focussing on the shorter wavelengths of the electromagnetic
spectrum. At lower Tls these include lidar, but also extend to
more advanced sensor technologies employing visible light,
ultraviolet light, and x-rays.

ULTRAWAVE SENSORS

Traveller radar sensors are replaced by a suite of sensors
known as ultrawave, grouping sensors focussing on the
longer wavelengths. At lower Tls these include radar, but also
extend to technologies employing infrared radiation, tera-
hertz waves, microwaves, and radio waves.

EMISSION SENSORS

Traveller EM sensors are replaced by a suite of sensors known
as emission sensors, which are a relatively lower Tl method
of detecting and analysing emissions of a non-electromag-
netic nature.

New Sensor Types
The following sensor types are specific to the Mindjammer
setting. See Table 8-4: New Sensor Targets for ranging details.

GRAVITY WAVE SCANNER (T8)

At T8, sensor suites are able to detect operational gravity
engines, suspensors, and gravitic anomalies, and are also able
to create gravity maps of planets and asteroids.
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Table 8-4: New Sensor Targels

Range Gravity Membrane
Wave Proximity

Adjacent Full Full

Close Full Full

Short Full Full

Medium Full Full

Long Limited Full

Very Long Limited Full

Distant (50,000 to 300,000km)  Limited Full

Very Distant (300,000 to 5 Minimal Minimal

million km)

1 AU (150 million km) None Minimal

500 AU None None

Quantum Tachyon Transbaryonic = ZIP Field
Substrate

Full Full Full Full

Full Full Full Full

Full Full Full Full

Full Full Full Limited
Full Full Full Minimal
Limited Full Full Minimal
Limited Full Full Drastic'
Limited Full Limited None
Minimal Full Limited None
None Full None None

"Drastic: Sensor only detects strong z-radiation bursts, such as those produced by exploding ZIP plants, problematic 2-space

entries, or rare and powerful natural phenomena.

MEMBRANE PROXIMITY SENSOR (T10)

Cutting edge Commonality sensor suites are now able to
detect variations in fundamental interactions arising from
dimensional / membrane proximity, or disturbances of the
same, including interactions with 3-space. Recent astro-
graphical surveys have found whole new areas of detail on
Commonality star maps, particularly associated with certain
classes of stellar body and astronomical phenomena.

QUANTUM SUBSTRATE SCANNER (T9)

Standard Commonality sensors routinely detect fluctuations in
the space-time fabric, including the more efficient detection of
vessels using gravity and planing engines. Scanners also ana-
lyse time dilation, and some of the epiphenomena associated
with consciousness and the persistence of identity. Quantum
substrate scanners effectively duplicate the functions of grav-
ity wave scanners, and eventually replace them.

TACHYON SENSOR (T9)

Tachyon sensors (also known as jump wake detectors)
detect vessels entering or leaving 2-space or 3-space. They
have a range of 500 AU (75 billion km, or just over 69 light
hours). Note that time lag over such distances applies, and the
further away the jump wake is, the more time after it occurs
will be required to detect it.

TRANSBARYONIC SENSOR ARRAY (T9)

Transbaryonic sensing has been a focus of sensor tech
advances for centuries, and the same holds true today. Sensor
suites detect and analyse the topography of the many forms
of non-baryonic matter which make up the cosmos and which
aren't susceptible to conventional scans, as well as being able
to detect all forms of fields (like haze fields). Every year seems
to bring new enhancements and discoveries in the transbary-
onic fields, much of it led by Commonality hyperintelligences.

Table 8-5: Revised Sensor Targets

Range Visual Thermal Emission
Distant (50,000 to Minimal Minimal None
300,000 km)

Very Distant Minimal Minimal None
(300,000 to 5

million km)

500 AU Drastic’ Drastic’ None

Active Infrawave Passive Infrawave Densitometer
and Ultrawave and Ultrawave

None Minimal or Other None
Active Uses®

None Minimal or Other None
Active Uses®

None Drastic’ None

"Drastic: The sensors can only pick up extreme events like explosions, the use of powerful reaction drives (typically fusion or plasma
drives), space battles, or other events that produce large amounts of light and heat.
20ther Active Uses: At these ranges, these sensors can only detect other vehicles if those vessels are currently using active sensors.
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Table 8-6: Sensor Detail For New Sensors

e N

Detail Gravity Wave Membrane Proximity Quantum Substrate = Tachyon Transbaryonic' ZIP Field

Full Precise details Detect and reveal Precise details of Detect the Direct detection Details of ZIP
of power and details about power and location presence, and analysis of plant and ZIP
location of all gravitational of gravity engines approximate phenomena relating cell power
gravity engines anomalies, and suspensors, size, and to baryonic dark and location,
and suspensors, dimensional gravitationally number ofany  matter, hot and cold presence of
gravitationally anomalies, 3-space map planets and ships entering non-baryonic matter, inactive ZIP
map planets gates, and entries asteroids, detectand  or leaving dark matter stars, plants, detailed
and asteroids, or departures from reveal details about 2-space or electroweak stars, the information
detect strong 2-space. Detect all gravitational 3-space. interstellar medium, on z-radiation
gravitational planing engines anomalies, detect etc, permitting leaks.
anomalies like warming up and dimensional detailed estimates of
black holes. preparing to jump to anomalies. Detect and mass and trajectory,

2-space. differentiate between permitting improved

presence of natural astrogation checks and

or synthetic (eidolon weapons targeting.

and basic) sentiences. Detect personal and
vehicle fields. Other
applications include
some that are currently
anecdotal, including
naturally occurring
3-space rifts.

Limited Approximate n/a Approximate power n/a Direct detection of Approximate
power and and location of phenomena relating power and
location of gravity engines, to baryonic dark location of any
gravity engines, gravitationally map matter, hot and cold active ZIP plants
gravitationally planets and asteroids, non-baryonic matter, or ZIP cells,
map planets detect all gravitational and so on. Detect approximate
and asteroids, anomalies, detect vehicle fields. May information
detect strong dimensional permit improved on z-radiation
gravitational anomalies. Detect astrogation checks. leaks.
anomalies like presence of Other applications are
black holes. sentiences. available.

Minimal = Gravitationally Detect serious Detect all n/a n/a Presence and
map planets distortions in gravitational rough location
and asteroids, the dimensional anomalies and of active ZIP
detect strong membrane, like black  dimensional plants and
gravitational holes, dimensional anomalies. z-radiation.
anomalies like anomalies, large (at
black holes. least 1 km in diameter)

working 3-space gates,
or planing engines
activated inside a
star's heliopause.

None No information provided by the sensor.

"Transbaryonic phenomena are poorly understood by 21st century science; descriptions are approximate at best (and perhaps wildly incorrect).

ZIP FIELD SCANNER (T8)
ZIP field scanners detect and locate operational ZIP cells and
ZIP plants by their emissions, as well as detecting z-radiation.

SHIP COMPUTERS AND SHIP
SOFTWARE

These sections do not apply to Mindjammer. Use the rules
for basic sentiences and ship (eidolon) sentiences (page 141)
instead.

In addition, some sensor types described in the Traveller Core
Rulebook have increased ranges in Mindjammer, as given in
Table 8-5: Revised Sensor Targets.
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SPACECRAFT SECURITY

All Commonality spacecraft incorporate starship Mindscape

instances, and Mindscape access is integral to their operation.

The ship sentience is always treated as a dirigeant for the
Mindscape instance, and they can authorise other ship per-
sonnel to also act as dirigeants. These dirigeants can attempt
to revoke any would-be hijacker’s Mindscape access (page
133), preventing the hijacker from doing anything more than
operating the basic systems available to all passengers. In
addition, on a starship, the ship sentience has a large degree
of control of the ship’s systems, and cannot be disconnected
from them by anyone except a skilled Mindscape hacker with
a special ops/black chip who manages to revoke the ship
sentience’s Mindscape access (DM-2).

Disconnecting a ship sentience from its Mindscape
instance in this way can only be safely performed in n-space.
A ship sentience is required to continually operate a vessel’s
planing engines when in 2-space, and disconnecting it will
at minimum cause a serious misjump, and is likely to destroy
the ship. If this happens, and the referee does not wish to
destroy the ship and all the characters aboard, she should
have the ship misjump and arrive at a star system seriously
damaged, possibly with the power plant leaking z-radiation,

Time Dilation

Gravity engine travel can cause time dilation close to

the speed of light. This usually warrants little more than
passing mention; Commonality citizens are used to rela-
tivistic effects, and time dilation in solar systems is rarely
more than a few seconds or minutes. When a ship travels
greater distances, such as to the n/2 boundary, for ex-
ample, time dilation can be significant. Table 8-7: Gravity
Engine Travel Times gives approximate times experienced
by those travelling close to light speed.

or even destroyed and with the ship sentience and characters
in stasis boats.

Commonality starships also contain a wealth of inter-
nal sensors, permitting incredibly detailed observation of
the entire interior of the starship and its occupants. Privacy
concerns mean passengers and crew can “invoke privacy”to
prevent others from casually observing their cabins or even
their current locations, but “privacy” doesn't apply to ship sen-
tience monitoring of systems and vital signs, and in any case is
automatically overridden in the case of emergency, and can be
circumvented by skilled Mindscape hackers (page 135). In addi-
tion, all locks on a starship count as intelligent locks, and the
only way to open them without authorisation is via Mindscape
hacking, using remote control technopsi (page 132).

Other forms of unauthorised Mindscape access are also
possible on starships, assuming a hacker can avoid the
attentions of sentinels and the ship sentience. Hackers may
attempt to smuggle weapons on board, and even take hos-
tages, perhaps even using heavy weapons to hold the ship
sentience hostage.

Security Systems

Any crew member (including the ship sentience) possess-

ing a special ops/black chip may target known or suspected
hijackers with Mindscape attacks or intrusions. Additionally,
many starships also incorporate security systems such as
those described on page 152 of the Traveller Core Rulebook.
These are common on military and diplomatic starships, and
on trading vessels which regularly visit the Fringe.

TRAVEL TIMES

Travel times in Mindjammer differ from the Traveller Core
Rulebook, as gravity engines employ much higher accelera-
tion than manoeuvre drives. Use Table 8-7: Gravity Engine
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Table 8-7: Gravity Engine Travel Times

Distance (km) 100G 400G

1,000 63 seconds 31 seconds
10,000 200 seconds 50 seconds
100,000 10.5 minutes 5.5 minutes
300,000 (1 light second) 18 minutes 9 minutes
400,000 21 minutes 10.5 minutes
1,000,000 33 minutes 16.5 minutes
5,000,000 74 minutes 37 minutes
10,000,000 105 minutes 52.5 minutes
30,000,000 3 hours 1.5 hours
45,000,000 3.7 hours 1.8 hours
100,000,000 5.5 hours 2.7 hours
150,000,000 (1 AU) 6.8 hours 3.4 hours
255,000,000 8.8 hours 4.4 hours
600,000,000 13.6 hours 6.8 hours
900,000,000 16.6 hours 8.3 hours
1,000,000,000 17.5 hours 8.8 hours
18,000,000,000 74.5 hours 33.5 hours
18,000,000,000 (subjective)' 72.7 hours 33.5 hours
18,000,000,000 > 52.7 hours 27.28 hours
18,000,000,000  (subjective)' ' 50 hours 20.6 hours

900G 1600G 2500G 3600G

21 seconds 16 seconds 13 seconds 11 seconds
67 seconds 50 seconds 40seconds 33 seconds
3.5 minutes 2.6 minutes 2.1 minutes 105 seconds
6 minutes 4.5 minutes 3.6 minutes | 3 minutes

7 minutes 5 minutes 4 minutes 3.5 minutes
11 minutes 8.2 minutes 6.6 minutes = 5.5 minutes
25 minutes 18.5 minutes 15 minutes 12.4 minutes
35 minutes 26 minutes 21 minutes 17.5 minutes
1 hour 45 minutes 36.5 minutes  30.4 minutes
1.2 hours 55 minutes 44 minutes 37.3 minutes
1.8 hours 1.4 hours 1.1 hours 55 minutes
2.2 hours 1.7 hours 1.4 hours 1.1 hours

2.9 hours 2.2 hours 1.8 hours 1.5 hours

4.5 hours 3.4 hours 2.7 hours 2.3 hours

5.5 hours 4.2 hours 3.3 hours 2.8 hours

3.7 days 5.8 hours 3.5 hours 2.9 hours
26.1 hours 22 hours 20 hours 19 hours
18.5 hours 11.6 hours 7.8 hours 4.7 hours
21.4 hours 19.3 hours 18.4 hours 17.8 hours
11.3 hours 7.5 hours 5.1 hours 2.7 hours

"Subjective time is the time experienced by occupants of the ship. Less time appears to pass because of the effects of relativistic

time dilation.

2This is the time required to accelerate to this location without decelerating. Some starships accelerate to the N/2 boundary, travel
to their destination in 2-space, and then decelerate to their destination when they emerge from 2-space.

Travel Times to determine in-system travel times. Note, how-
ever, that Mindjammer starships also need to travel further
in n-space; to safely enter or leave 2-space, a starship travel to
the star’s heliopause, which is 18 billion kilometres (120 AU)
from a star such as Sol.

ENCOUNTERS IN SPACE

This section describes the encounters characters may have

in space. Starships regularly encounter other spacecraft or
starships in inhabited systems. Most natural hazards are clearly
marked in inhabited systems, but this isn’t the case in unin-
habited ones. If you fail an Interface (sensors) check to detect a
natural hazard, you may fall victim to it if you haven't already.

Space Encounters
If you want a truly random space encounter, roll on the space
encounters table on page 146 of the Traveller Core Rule-

book, modifying the results according to Table 8-8: Modified
Space Encounters. This table is most appropriate when the
characters are within the Commonality, but outside of the
Core Worlds.

Star System Events

Alternatively, you can choose to roll on Table 8-9: Star System
Events, based on whether you're in an inhabited or uninhab-
ited star system. In addition to encountering spacecraft and
other structures in space, starships can also encounter unu-
sual and often dangerous natural phenomena. No modifiers
are applied to these rolls. Typically, referees roll 1D per day
with an event occurring on a 6.

ASTROPHYSICAL MASER

This unusual phenomenon is a naturally occurring micro-
wave laser (maser) arising spontaneously in molecular
clouds, planetary or stellar atmospheres, or other space
conditions, especially in areas of star formation. Many are
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still in stasis.

Table 8-8: Modified Space Encounters

Encounter in Mindjammer

Roll 1D: 1-5 = Derelict Vessel (possible salvage); 6 = millennia-old slowship, perhaps with passengers and crew

New Traders, often in a Profit-class New Trader (page 176).

Roll 1D: 1-5 = Hostile Vessel, typically Venu or allied with the Venu; 6 = Space Battle.

Merchant Vessel.

Stasis pod (which could be more than a century old).

Scouting vessel, usually an Icarus-class Scout or a Botany Bay-class Stage 2 Explorer.

A Mindjammer carrying Mindscape updates.

A Mindjammer carrying Mindscape updates.

A Mindjammer carrying Mindscape updates.

A Mindjammer carrying Mindscape updates.

Diplomatic ship on a diplomatic mission.

Orbital Mindscape Node.

System Patrol Boat.

Roll 1D: 1-4 = Orbital Habitat; 5-6 = Plateworld (Core Worlds only).

Space Force capital ship like the Nautilus-class Manowar.

Table 8-9: Star System Events

Uninhabited System
Astrophysical Maser

Unusual Event (Roll 1D:

1-3 = Ore Bearing Asteroid
(possible mining); 4-5 =
Derelict (possible salvage); 6
= Z-Radiation Source)

Gravitational Anomaly
Impact Hazard
Radiation Source
Radiation Source
Radiation Source
Impact Hazard
Starship Encounter

Unusual Event (Roll 1D:
1-4 = Ore Bearing Asteroid
(possible mining); 5 = Der-
elict (possible salvage); 6 =
Dimensional Anomaly)

Gravitational Anomaly

Inhabited System
Z-Radiation Source

Unusual Event (Roll 1D:

1-3 = Ore Bearing Asteroid
(possible mining); 4-5 =
Derelict (possible salvage); 6
= Z-Radiation Source)

Gravitational Anomaly
Impact Hazard
Radiation Source
Radiation Source
Starship Encounter
Starship Encounter
Starship Encounter

Unusual Event (Roll 1D:
1-4 = Ore Bearing Asteroid
(possible mining); 5 = Der-
elict (possible salvage); 6 =
Dimensional Anomaly)

Astrophysical Maser

invisible, or mostly so, but they can be powerful enough

to fry a ship’s systems. Treat this phenomenon as an ion
weapon doing 2DD of damage (see High Guard, page 26 for
information on the lon Weapon trait). Unlike ordinary ion
cannon, the damage from an astrophysical maser continues
to affect the starship for 1D hours, but a Formidable (14+)
Engineer (power) check (1D x 10 minutes) can restore power
to the affected systems if successful.

DERELICT

You encounter a derelict spacecraft or starship. Decide upon
the type of ship and then roll on or choose from the Salvage
table (Traveller Core Rulebook, page 147).

DIMENSIONAL ANOMALY

Dimensional anomalies are “holes” in the fabric of space-time,
potentially leading to other dimensions, parallel universes, or
even different points in time. However, they're also fantasti-
cally dangerous; investigating closely or approaching one
places you at great risk. Make a Very Difficult (12+) Pilot check
to avoid tidal stresses which cause the ship 5D damage; suc-
cess means you can gather detailed data on the anomaly, or
even attempt to pass through it.

GRAVITATIONAL ANOMALY

You encounter a powerful and unexpected gravitational source,
which could be anything from a quantum black hole, a large
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body made of dark matter, or a fragment from a neutron star. The
pilot or ship sentience must make an Average (8+) Pilot check to
avoid tidal stresses which cause the ship 2D damage. Increase
this damage to 4D for ships which are 5,000 tons or larger.

IMPACT HAZARD

You encounter a cloud of small- to moderate-sized debris
which is moderately dense, which could be anything from a
planetary ring, a shattered comet or asteroid, to debris from

a destroyed starship. Regardless of the source, the pilot or
ship sentience must make a Difficult (10+) Pilot check to avoid
striking at least one object, causing the ship 1D damage.

ORE-BEARING ASTEROID

You detect an ore-bearing asteroid. Roll on the Asteroid
Mining Table (Traveller Core Rulebook, page 147). You may
perform the mining yourself or sell the information to a cor-
poracy (see Information Trading, page 207).

RADIATION SOURCE

You encounter a powerful source of radiation, which could
be a stellar flare or coronal mass ejection, powerful radiation
belts of a nearby gas giant, x-ray bursts from matter falling
into a black hole, a supernova wave front, or radiation beams
from a pulsar. Roll 1D: 1-5 = 1D x 100 rads/hour; 6 = 3D x 100
rads/hour.

SPACE BATTLE

You encounter an ongoing space battle. Most often these
are between the Venu or their allies and a Commonality ship,
between pirates and a merchant ship or system patrol boat,
or between blockade runners and a system patrol boat. This
battle could involve anything from several dozen ships to
only two.

STARSHIP ENCOUNTER

If a starship encounter is rolled, roll on the appropriate
Starship Encounter table below, depending upon where
you are in Human Space. Modify your roll by adding the
Trade Index (page 274) and the Starport Rating (page 276)
of the current system.

Z-RADIATION SOURCE

You encounter a powerful source of z-radiation. Options
include a burst of z-radiation (see below) caused by a poorly
executed 2-space jump, exotic matter, or some unknown
source of this poorly understood phenomenon. Roll 1D: 1-5 =
1D x 20 rads/hour; 6 = 1D x 100 rads/hour.

Z-Radiation
Z-radiation is emitted by unshielded ZIP cells and ZIP plants,

anomalous entries or emergences from 2-space, rare forms of
exotic matter, and many items of Venu technology that were

Table 8-10: Core Worlds
Starship Encounters

Roll 2D Encounter

1 Alien starship
Surveillance Ship
Customs Boat

System Patrol Boat
Diplomatic Courier
Space Station or Star City

Mindjammer

Diplomatic Courier
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Merchant Vessel

—_
o

Plateworld

—_
—_

Asteroid Miners

Merchant Ship

_ -
w N

Alien Starship

Table 8-11: Fringe Worlds
Starship Encounters

Roll 2D Encounter

1-2 Scouting vessel, usually an Icarus-class Scout
or a Botany Bay-class Stage 2 Explorer

Surveillance Ship
System Patrol Boat
Asteroid Miner
Diplomatic Courier

Mindjammer

0 N O v b~ W

New Traders, often in a Profit-class New
Trader (page 176)

9 Star City

10 Cargo and passenger vessels setting up a
new colony

11 System Patrol Boat
12 Merchant Vessel

13 Nautilus-class Manowar or other
Commonality Capital Ship

reverse engineered from higher Tl Commonality sources. Like
all other forms of radiation, it’s highly damaging to organic
cells, but it also has a number of unique and disturbing effects
that are poorly understood by Commonality science. Despite
the differences from standard radiation, z-radiation is also
measured in rads.
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Table 8-12: Outer Worlds

Starship Encounters

Roll 2D | Encounter

1 Slowship (Roll 1D: 1-4 = Modern; 5-6 = Ancient,
never reached destination).

2 Hostile Vessel, typically Venu or allied with the
Venu

3 Automated Commonality Probe

4-5 Scouting vessel, usually an Icarus-class Scout or a
Botany Bay-class Stage 2 Explorer

6 Automated Commonality Probe

7 Surveillance Ship

8 New Traders, often in a Profit-class New Trader
(page 176)

9-10 Merchant Vessel

11 Cargo and passenger vessels setting up a new
colony

12 Asteroid Miners

13 Alien starship

Table 8-13: Embargoed or Quarantined
System Starship Encounters

Roll2D  Encounter

1 Hostile Vessel, typically Venu or allied with the
Venu

2 Surveillance Ship

3 Quarantine Enforcer

4 System Patrol Boat

5 Surveillance Ship

6 Roll 1D: 1-5 = Embargo Runner or Pirate; 6 =
Space Battle

7 Quarantine Enforcer

8 Surveillance Ship

9 Diplomatic Courier

10 Commonality Capital Ship

1 Diplomatic Courier

12 Space Station

13 Merchant Ship

Immediate exposure to z-radiation is largely identical to
immediate exposure to other forms of radiation; use the
Immediate Radiation Exposure column of the Radiation
Effects table in the Traveller Core Rulebook (page 77) to
determine effects. However, while cumulative exposure

to ordinary forms of radiation merely causes progressive
negative effects to the victim’s health, cumulative exposure
to z-radiation can also reshape victim’s bodies, causing their
flesh to mutate and change for reasons that even the Com-
monality’s most advanced researchers are unable to fully
explain. Z-radiation mutation is rare in the Commonality,

and is almost always treated promptly; however, it's endemic
among Venu soldiers and starship crews, many of whom wear
their altered bodies with pride. To determine the effects of
cumulative exposure to z-radiation, refer to Table 8-15: Cumu-
lative Z-Radiation Effects, page 155. Characters should track
cumulative z-radiation exposure separately to other radiation
exposure.

Note that, unlike conventional radiation, armour and fields
do not protect against z-radiation exposure. The Commonal-
ity has treatments that can remove cumulative z-radiation
dosages and even reverse z-radiation mutations, but they are
complex, requiring several days, and can only be performed
at fully-equipped T9+ medical facilities.

Table 8-14: Successor State

Starship Encounters

Roll2D ' Encounter

1 Venu Fleet

2 Roll 1D: 1-5 = Venu Ship; 6 = Space Battle

3 Alien Vessel

4 Venu Ship

5 Asteroid Miner

6 Commonality starship that is part of the Sentient
Alliance

7 Mindjammer

8 Commonality starship that is part of the Sentient
Alliance

9-10 New Traders, often in a Profit-class New Trader
(page 176)

11 System Patrol Boat

12 Merchant Vessel

13 Nautilus-class Manowar or other Commonality
Capital Ship
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RESOURCE EXTRACTION

In addition to looking for trade goods, freight, or passengers,
characters can also attempt to find resources they can sell.
The nature of the resources depends upon the stellar body
type of the system in question: see page 238 and page 261.
There are several ways of extracting and selling resources.

Asteroid Mining

Even if you don't roll an “Ore-Bearing Asteroid” result on

Table 8-9: Star System Events, you can still search for one,

using the task below. Ore-bearing asteroids are found in star

systems with accretion disks, asteroid belts, dwarf planets, or

protoplanets (see Table 13-4: Unknown World Planetary Type,

page 252). If a star system has none of these, then you can't

attempt to find an ore-bearing asteroid there.

o Locate an Ore-Bearing Asteroid: Formidable (14+), Interface
(sensors) check (1Dx4 Days, INT).

Planetary Resource Extraction
Characters can also search for valuable resources on planets.
Because of the difficulty of locating such resources and the
likelihood of someone else having discovered them first,
characters only have a chance of locating resources that are
listed as “Plentiful” in the Planetary Types listings (page 263).
Also, a character can only locate such resources on uninhab-
ited worlds, or on worlds of T4 or lower with Population 7
(Standard: tens of millions) or below.
o Locate a Valuable Planetary Resource: Formidable (14+),
Interface (sensors) check (1Dx4 Days, INT).
If successful, roll on Table 8-18: Planetary Resource Extraction
(Life-bearing World) or Table 8-19: Planetary Resource Extract
(Lifeless World).

Table 8-15: Cumulative Z-Radiation Effects

Cumulative Effects
Z-Radiation Exposure

50 rads or less None.
51-150 rads None.

151-300 rads Roll 2D on Table 8-16: Z-Radiation

Mutations.

301-500 rads -1 END permanently and roll 2D on

Table 8-16: Z-Radiation Mutations.

-1 END permanently and roll
2D+1 on Table 8-16: Z-Radiation
Mutations.

501-800 rads

801 rads or more -2 END permanently and roll
2D+1 on Table 8-16: Z-Radiation

Mutations.
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Table 8-16: Z-Radiation Mutations

Roll 2D ' Trait Acquired

2 Notable Characteristic (roll 1D on characteristic
table).

3 Armour (+1D3).

4 Roll 1D: 1-4 = Natural Weapons (+1D3); 5 = Bio-
electricity (+1D); 6 = Bioelectricity (+2D).

5 Roll 1D: 1-5 = Partial Bipedalism, 6 = Amphibious.

6 Tentacles. Roll 1D: 1-3 = replace limbs with
tentacles; 4-6 = gain 1D3 tentacles, but limbs are
unchanged.

7 Altered Appearance*.

8 Slow Metabolism (-1D3).

9 Slow (-1D3).

10 Poor Manipulators.

1 Atmosphere Requirement (minor).

12 Weak Characteristic (roll 1D on characteristic table).

13 Weak Characteristic (roll 1D on characteristic

table) and roll on this table again, using 1D+6.

* Character appears strange and somewhat inhuman, but
gains no traits.

Table 8-17: Characteristic Table

Roll 1D  Characteristic
1 STR

2 DEX

3 END

4 INT

5 STR

6 END

Table 8-18: Planetary Resource
Extraction (Life-bearing World)

2D  Resources Available
2 2D tons of Precious Metals.
3 1D x 20 tons of Spices.

4-5 2D x 20 tons of Luxury Woods (or another sturdy
biological material).

6-7 | 2D x 50 tons of Luxury Woods (or another sturdy
biological material).

8-9 2D x 10 tons of Live Animals.
10 2D x 20 tons of Common Raw Materials.
11 1D x 10 tons of Crystals and Gems.

12 1D x 10 tons of Biochemicals.
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Table 8-19: Planetary Resource
Extraction (Lifeless World)

2D Resources Available

2 2D tons of Precious Metals.

3 2D x 10 tons of Uncommon Raw Materials.
4-5 2D x 20 tons of Uncommon Ore.

6-7 2D x 10 tons of Uncommon Ore.

8-9 2D x 10 tons of Common Ore.

10-11 1D x 10 tons of Crystals and Gems.

12 1D tons of Radioactives.

SPACE COMBAT

Space combat is very similar to the rules described in the
Traveller Core Rulebook, but with a few important differ-
ences. Any aspects of space combat that are not specified in
the rules below are unchanged.

30 Second Combat Rounds

In Mindjammer, gravity engine accelerations are far
higher than standard Traveller, and most space combat
is mediated by starship sentiences. Additionally, basic
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intelligences or above control weapon systems—except
among the Venu, where brainjacks fry their minds trying to
pilot their radioactive vessels. Consequently, space combat
takes place more rapidly, and instead of using the six-min-
ute space combat rounds in the Traveller Core Rulebook,
space combat in Mindjammer uses rounds of 30 seconds.
30 seconds is still a very long time for the hyper-
fast thoughts of synthetic minds, or for human minds
connected to the Mindscape, but purely physical consid-
erations of how rapidly turrets can rotate or the speed of
missiles are all limiting factors. The rules for close range
combat (Traveller Core Rulebook, page 162) are still used
in Mindjammer, for encounters such as dogfights (par-
ticularly between space combat drones and fighters) and
boarding actions.

Combat Manoeuvring

Because of the higher acceleration of Mindjammer's
gravity engines, you should continue to use the Combat
Manoeuvring Table at the bottom of page 156 of the
Traveller Core Rulebook, but calculate the thrust involved
from the rating of the ship’s gravity engines, and read the
timescales as 30-second combat rounds. The thrust points
available per round to a spacecraft are equal to the Gs of
acceleration provided by its gravity engines divided by
100, as shown in Table 8-20: Gravity Engine Thrust Points.




Table 8-20: Gravity Engine Thrust Points

Gravity Engine = Acceleration = Thrust Points Available Per

Rating in Gs Round

1 100 1

2 400 4

3 900 9

4 1600 16
2500 25

6 3600 36

Spacecraft Weapons

Missiles and sandcasters are unchanged from the space
combat rules in the Traveller Core Rulebook, but the other
weapons differ; see the new starship weapons in the "Starship
Design" section (page 158).

CRITICAL HITS
Because systems on board Mindjammer vessels differ from
those in the Traveller Core Rulebook, use Table 8-21: Critical
Hit Locations (revised) when rolling for critical hits.
Critical hits on a vessel’s shields should be rolled on Table
8-22a: Spacecraft Weapons Critical Hits (Shields) (overleaf).
Critical hits on a vessel’s ship sentience should be
rolled on Table 8-22b: Spacecraft Weapon Critical Hits (Ship
Sentience) (overleaf), unless the vessel doesn’t have a ship
sentience (for example, if it's a Venu ship—see below), in
which case the result of 12 should be rerolled.

Starship Mindscape Combat

Sentient starships that are equipped with a special ops
Mindscape instance (page 166) can also enter Mindscape
combat with other sentient starships or characters. Enter-
ing Mindscape combat requires that the ships be within
Adjacent or Close range to each other (depending upon
the size of the vessel: see page 158), and the combat ends
as soon as either ship moves further away. However, if the
ships are both within range of a Mindscape relay satellite,
this range can be much greater: see page 136. This Mind-
scape combat is handled just like all other types of Mind-
scape combat, and uses the standard six-second combat
rounds. If desired, starships can also attack passengers

or crew who are connected to the Mindscape. Starships
cannot attack Venu or Far Havens starships, since these
starships are not normally connected to the Mindscape.

Table 8-21: Critical Hit Locations (revised)

Roll 2D Location

2 Sensors

3 ZIP Plant

4 Shields

5 Weapon

6 Armour

7 Hull

8 Gravity Engines

9 Cargo

10 Planing Engines

1 Crew

12 Ship Sentience (or reroll)
CRITICAL HITS ON VENU SHIPS

Venu ships suffer an automatic +1 to the severity of all ZIP
Plant, Shields, Weapon, Gravity Engines, and Planing Engines
critical hits. Severity rolls of 7 are identical to rolls of 6, except
that in all cases, the relevant component explodes, increasing
the Hull Severity by +1D, and requiring the component to be
replaced instead of repaired.

Aroll of a 7 on a Venu ship’s “dirt drive” (its reverse engi-
neered planing engines) means that the vessel explodes and
is completely destroyed. Critical hits by torsion cannon or a
Venu disruptor cannon (page 163) add a second DM+1 to
critical hits against these Venu systems, and a severity roll of 8
on a Venu ship's ZIP Plant, Shields, Weapon, or Planing Engines
means that the vessel explodes and is completely destroyed.

A roll of “Ship Sentience” on a Venu ship means that the
weapon affects the Venu “brainjack” pilot. Double all damage
done to the brainjack, as they're far less durable than ship
sentiences.

Damage to Sentient Starship Characters
Damage to sentient starships is handled differently from
damage to other characters. When attacking a sentient star-
ship from outside the starship hull, use the starship combat
rules; in this case, the only way the starship’s core corpus (its
“brain”) can be harmed directly is via the “Ship Sentience”
critical hit.

However, it's possible for someone inside a starship to
attack the core corpus directly. Unless armoured bulkheads
have been added around the core corpus (which many star-
ship sentiences do indeed opt for), a typical starship core
corpus has 15 points of armour; armoured bulkheads double
this to 30 points. In the event of a “Ship Sentience” critical hit,
or an attack from inside the ship using a weapon which pen-
etrates this armour, the ship sentience takes damage like any
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Table 8-22a: Spacecraft Weapon Critical Hits (Shields)

158

Location  Severity 1 Severity 2 Severity 3 Severity 4 Severity 5 Severity 6
Shields Shields Shields Shields Shield:s fail Shields fail until Shield generator
reduced by 1  reduced by 1D = temporarily until repaired.  repaired; Hull explodes; Hull
until repaired. until repaired.  fail for 1D Severity increased Severity increased
rounds. by +1. by +1.
Table 8-22b: Spacecraft Weapon Critical Hits (Ship Sentience)
Location  Severity 1 Severity 2 Severity 3 Severity 4 Severity 5 Severity 6
Ship Ship Ship sentience = Ship sentience = Ship sentience = Ship sentience Ship sentience suffers
Sentience sentience suffers 1D suffers 2D suffers 3D suffers mindburn; mindburn and 3D
suffers 1D3 damage. damage. damage. Hull Severity damage; Hull Severity
damage. increased by +1. increased by +1.

other character, with one exception: its three characteristics
that can be damaged are DEX, INT, and EDU.

Damage is initially applied to a ship’s DEX. If the ship is
reduced to 0 DEX, excess damage is deducted from INT or
EDU (target’s choice). If either INT or EDU are reduced to 0,
the ship sentience becomes incapacitated (incoherent, and
in a state close to unconsciousness) and any further damage
is deducted from the remaining characteristic. If all three
characteristics (DEX, INT and EDU) are reduced to 0, the ship
sentience’s core corpus has been destroyed; the sentience
is dead. If the ship is in 2-space when the ship sentience is
incapacitated or destroyed, the ship automatically suffers a
misjump (page 146).

Action Step

Space combat checks by Commonality vessels can be made
by one of the ship's basic sentiences, using a DM+3 in place
of any skill or characteristic modifier. Characters, including
the starship sentience, may assist these systems using the
task chain rules, or take control of the system themselves
and have the basic sentience assist them. In either case,
each party makes the same check with the same difficulty
and modifiers.

Note that characters operating systems on starships
equipped with basic sentiences may opt for the default
single DM+1 instead of making a task chain roll for the basic’s
assistance.

STARSHIP DESIGN

The design systems in this section permit the creation of
Mindjammer starships up to 100,000 tons displacement, the
sort of vessels which will crop up most often in play. A copy of
High Guard is required. Future Mindjammer supplements will
describe the creation of much larger vessels, up to and includ-
ing the vast plateworlds.

Hull Size

In Mindjammer, starship hulls are categorised in a series of
hull powers, based on their size. Different-sized hulls are
used for different purposes. The first step in creating a ship

is to decide upon the power of its hull: these design systems
describe hulls up to 4t power. Larger hulls (up to 20 power
and even beyond) will be detailed in future supplements.

ZERO POWER HULLS (1-9.5 TONS)

Size Range: Equal to a sphere 3-6m in diameter. Maximum of

2 crew or passengers. Hulls in this size range can be created in

half-ton increments, so that 1.5 or 4.5 ton hulls are possible.
Examples: Heavy Manned Fighter, event horizon probes,

small craft.

15" POWER HULLS (10-95 TONS)
Size Range: Equal to a sphere 6.5-13m in diameter. Hulls in
this size range can be created in 1-