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A quick-reference

Getting stanted

YOUR NEW CHARACTER CAN DE AN ARCHETYPE, A STEREOTYPE, OR A GENERIC.

AN ARCHETYPE is A pRe-MAdE STARTER CHARACTER. All THey Need is A NAME
Now ANd TO Have THeiR ARTWORK colored IaTer. You ARe done Here if you
pick AN ARCHETYPE CHARACTER.

A Generic Human is NOT ResTRiCTEd fRom Gender-specific skills.

A STEREOTYPE EARTHMAN cAN bE Really STRONG. THAT can be iMpoORTANT in THis
T™WO-fisTeEd GENRE.

A STEREOTYPE EARTH-WOMANS loOks ARE HER SUPERPOWER. FAINTING is HER
krypToniTe. THis usually is NoT A problem during THE game. Sleeping and
fainTed woMen GeT +1 looks. You can fainT volunTarily.

THe pre-made ARCHETYpES ARE All STEREOTYPE EARTHMEN & EARTH-WOMEN

THis game uses NORMAl cube-sHaped 6-sided dice (only). No weird dice.
Skills and staTistics ARE RANked 1 THROugH 6. HigH NUMbERsS ON yOUR
cHARACTER sHEeeT ARE good.

You want TO leap berween buildings 1o safery. Roll your sTRenGgTH OR lEss
TO succeed.

YOu WANT TO SCIiENCE SOMETHING. Roll your science skill or less.

You want TO punch A bad quy. Add Rrelevant skills To your ‘Hit Roll’.
SubtracT TWO dice fRom your Hit Roll. IF wHat is lefr is HigHerR Than THE
dexterity of THe targer, you Hit Him. Add, roll, subtract, and ask ThHe
GAME MASTER if you Hir.

Chanacten cneatios (Skip this if you ARE USiNG A CHARACTER ARCHETYDE)

This is THe quick list. THE insTRuCTiONS ARE demailed below.
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GeT A cHaracTeER SHeeT; CHARACTERs MAy ONly be Human. This will go betTer
if THe cHARACTER is THE saME GENAER AS you, ANd you Need GAME MASTER
PERMISSION TO dO OTHERWISE. YOUR CHOICES ARE A STEREOTYPE EARTHMAN,
STEREOTYPE EARTH-WOMAN, OR GENERIC HUMAN (MAlE OR female).

Roll staristics oN 1 die each or divide points berween THEM (see below).
Make Re-Rolls As directed. THe THRee cHARACTER Types Have different Rules
for This. See below.

You Need INT AT least 4 10 be A Space Cader. If you do nNoT Have iT, you
MAY SWITCH TWO STATS TO GET iT. START OVER if EVERYTHING iS 7 OR lEss.

If ThHe stats do NoT o WiTH THE ARTWORK ON YOUR CHARACTER SHEET, NOW is
THE TiME TO CHANGE SHEETS.

Calculate fiqured cHARACTERiSTICS (SEE bElow)

Background: Pick A background; roll for skill levels and money. Or do it
WIiTH pOINTS.

Basic skills: Pick or Roll for an extra skill & Roll for level. Or do it with
POINTS.

Special skills: Stereotype Men and women GeT different special skills (follow
directions). Generic Humans can pick frRom both lists.

Cader skills: If you ARe Going TO be A cader, pick or roll A skill.



10. Re-roll one of THe Rolls you made earlier, and keep THE best Nnumber. This
MAY CHANGE OTHER NUMDERS.

1. Decide oN NamEe, description, and pEersonaliTy.

12. Buy equipMent WiTH MONEey. You GeT cloTthes & effects for free, and
SOMETHING TO CARRY THEM iN. Space caders ger some stuff for frRee (see
bold T1ext in THE NexT pARAGRAPH).

THe characters migHT be iN THE SpACE RANGERS (sheriffs in space), STAR PATROL (like our
coast Guard), OR STAR ScoOUTS (explorers). If so, THey ARE issued eqQuUipMENT but Have
170 oObey oORrders. New cHarRacTERs should be Space Caders assigned 1O THE
RANGERS, PATROl, OR scours. Issue uniforms, space suit, Helmer, vest, pocker mulri-
T00l, ANd sTuN pistol. STEREOTYPE WOMEN ARE AlsO AssiGNed PEPPER SPRAY,
makeup, & Hair stuff. Everyone with mechanic skill gers A small mEechHanics
Toolbox.

AsSTRO Fleer ANd Space MARiNes ARE NOT qood choices because THey just figHt
bartles and Ger sHOT AT.

NON-SERVICE CHARACTERS MIGHT DE AdVENTURERS, COMPANY MEN, OR OTHER NON-
GOVERNMENT sTATUS. THEy ARe still expected 10 uphold The laws and socieral
CONVENTIONS EVEN THougH THey lack authority. THings Go A litTle berrer in This
GAME if EVERYONE is iN THE RANGERS, PATROl, OR scouTs.

All player cHArRACTERs ARE Good quys. THE GAME MASTER MusT coONfiscate all
cHARACTERS WHO ARE MORAlly REpUGNANT OR socially unacceptable by THe standards
of 100 years AGo oR Today. THey ARe kepT for use s villains, pRreferably in
PARTNERSHIp WiTH THE player.

High Numbers ARe qood oON cHArAcTER sHeets. Low die Rolls ARE Good WHEN
playing THE game. AnyTHing THAT Adds 1O your skill orR subtracts frRom your die
roll is qood.

MoOST CHARACTERS ARE STEREOTYPE MEN ANd WOMEN. If you WANT A CHARACTER THAT
does Not fit THe stereoTypes of THE day, make A GENERiC HUMAN CHARACTER: You
MAY START WiTH EITHER MENS OR WOMENS backGRoOuNds. INsTEAd Of MENS OR WOMENS
special skills, TAke 4 points of THEm iN ANy combinaTiON.

Sraristics

STEREOTYDE MEN & GENERICS HAVE 7 stats. Roll on 1 die eacH, THen Take % Rerolls

(keeping THe best value every Tive). OR divide 17 points between THE THREE STATS.

STEREOTYPE WOMEN Have 4 stats. Roll on 1 die eacH, THen 1ake 4 Rerolls. Or

divide 17 points between THEm. THey can TRansferR points fRom STR 1O INT AfTER

1aking THEIR REROLIS.

INTELiGeNce (INT): Basic MEeNTAL STAT. SMARTS, PERCEPTIVENESS, ETC. THE RANGE is 1-6.
You TRy TO ROll INT OR less oN A die TO fiGURe THINGS OUT OR NOTICE THEM.

STRENGTH (STR): Basic pHysical stat. BRAWN, TOuGHNEss, erc. THE RANGE is 1-6 for
MEN ANd 1-7 for All women & Generic cHaracTers. All women Take 1 instead
of 6, generic Men Take 4 instead of 6.

Dexterity (DEX): Basic combat stat. Quickness, Accuracy, etc. THE RANGE is 1-6 for
All Men And Generics ANd 2-6 fOR STEREOTYPE WOMEN. STEREOTYPE WOMEN
1aAke 4 instead of 1. "THe STORMTROOPERS AREN'T bad shorts, | have a high
DEX!”

Looks (LKS): Only stereoType WOMEN Have THis stat. Looks Ger THEm A favorable
Result. THe official says yes instead of No, THE monsTER kidnaps you insTead
of eating you, etc. THE game masTeR decides wHen 10 RoOll. You can
TEMpPORARIly iMpROVE yOUR looks wiTH THings like Heels and makeup. Some



SITUATIONS WARRANT A PENAlTY, And looks may NoT work Affer you Atrack.
LKS O is average and Gets NO Roll, LKS 1 is well Above Average, and LKS 6
is STUNNING. All Men ANd GeNErRiC WOMEN Have LKS O. Player cHARACTERS And
soMe bad quys ARe iMMUNE TO looks. Looks woRrks oN mosT males and
soME females.
NOTEs: YOUR CHARACTER'S STATS MusT All be in THE 1-6 RANGE. THEY mAy Never drROp
below 1, OR RisE ADOVE 6. STEREOTYPE WOMEN CAN NEVER HAVE DEX below 2 oR
STR Above %. Generics mMAy NOT Have STR Above 9. If CHARACTER CREATION INCREASES
A STAT paAsT iTs legal RaNGE, TAke 7 skill points instead.

THere is No sratistic for luck; instead THERe is Verbal Hygiene. Nobody swoRre in
pulp science fiction books, mMovies, OR comics. NOT EVEN SURROGATE SWEAR WORAS.
THere was NO off-color speechH oR innuendo, EiTHER. IfF THE GAME MASTER NEeds A
victim, He will pick tHe player with ThHe dirtiest moutH. Good Things will HAppen
10 THE cleANEsT.

Figured CHARACTERISTiCS

Body: You have as many Body points as SIR points (orR 7 body, wHicHever is
GREATER). WHEN THE amount of body damage you Have TaAken equals your
body, you are badly wounded and cannoT MOVE ON YOUR OWA. If you go
down 10 -6 body, you ArRe dead. You qer 1 body point back per week
you ResT. Big wounds (7+points) bleed 1 body per 10 Turns unTil
SOMEONE STOps THE bleeding OR THE GAME MASTER sAys iT sTOps. YOUR
body stat may NoT be MORE THAN STR+7.

STUN: YOou HAVE As MANY STUN poIinTs As SIR points. THE minimum is 7 for all men
aNnd 2 for All women. WHen THE AMOUNT of sTuN damaGge you Have Taken
equals yOur sTun, you ARe knocked out. You Ger 1 stun point back per
TURN You ResT. If you go down TO -6 sTUN, you ARe STUNNEd for A long
TIME. YOUR STUN STAT MAY NOT bE MORE THAN STR+7.

Hit Roll: Your Hit Roll is 7+DEX. To Hit A TARGET iN combat, you musT Roll 2
dice and subtracT THEmM fROm your Hit Rroll. If your Result is bigger THAN
OR equAl TO THE TARGET'S DEX, you Hirt. If noT, you miss. THis is THE same
AS USING THE CHART.

Punch: All women without A fighting skill (like boxing) punch for T sTun damage.
Men and fighting women puncH for light stun. -1 damage if SIR is 1, +1 if
SIR is 6.

Character backGrROuNds [OR STEREOTYPE MEN & GENERICS

If you do NoT want 1O pick A background, 1ake 8 points of skills and % credits.

'crRediTs” is THE MONEY YOU START WiTH.

1. Space Pilot: 1-6 credits, Pilor skill 1-6, Navigation 1-6, Scope 1-%, Zero-G 1-3

2. SpacesHip Engineer: 1-6 credits, +1 INT, Mechanic skill 1-6, Deflector 1-3,
Scope 1-7, Zero-G 1.

7. MEereorR MiNer: 2-12 credits, Pilot skill 1-3, Navigation 1, Miner skill 1-6,
Mechanic 1, Zero-G 1-6

4. Space MaRINe: 1-6 credits, +1 SIR, SHoorTing skill 1, Fencing 1, Boxing 1,
Wilderness survival 1-7, ZeEro-G 1. Not for women in TradiTional Games.

9. MartiAl Arts: 1-7 credits, 1-7 abiliTies:

1) Judo cHop (md sTuN) 2) Karate cHop (It kill)
%) Judo hold vs minor NPCs 4) Add 13 sTuN TO YOUR CHARACTER SHEET
%) Block and punchH combo 6) Sweep: Knock down Humanoid

and do It stun
6. AcTioN HERO: 1-6 credits, Shooting skill 1-3, Fencing 1-3, Boxing 1-3, Pilor 1-3



Character backGrROUNds [OR STEREOTYPE WOMEN & GENERIC HUMANS

If you do NoT want 1O pick A background, 1ake 8 points of skills and % credits.

'crRediTs’ is THE MONEY YOU START WiTH.

1. Reporrter: 1-6 credits, +1 INT, SHorthand skill 1-6, Operate Audio/visual
EQUIPMENT 1-6, TypEe fast 1-6.

2. Nurse: 1-6 credits, Medic skills <best of 2 dice>, Chemistry 1-7. THe medic
skills can stop bleeding and Heal A body point in A day instead of a week.

5. TRavel AGent: 1-6 credits, +1 INT, TRavel agent skill 1-6. THe TRavel agent skills
mean encyclopedic knowledge of THe known planers, plus demails about bad
GUYS ANd MONSTERS.

4. ENTERTAINER: 1-6 credits, +1 LKS, Music skill, singing, dancing, & modeling all 1-
6 (or split 12 points between THEM). Also TAKE AN EXTRA 7 POINTS IN WOMENS
special skills.

9. Rich GIirl: 10-60 credits. Ger-daddy-1o-pay-for-it skill 1-6. THERe is A penalty
WHEN using THis skill fOR EXPENSIVE ITEMS OR TRYING AGAIN.

6. Cowgirl: 1-7 credits, SHooTing skill 1-3, Cowgirl 1-6. THe cowgirl skills
include Rriding, RopinG, animal Husbandry, etc.

Basic skills list

Skills Have A maximum value of 6. Roll your skill level or less 10 succeed. Take 2
points of skills if you do Not want To pick or Roll skills from This lisT.
SHooTting: 1-7 (iMpROVES YOUR CHANCE TO SHOOT SOMETHING).

Fencing: 1-7 (iMmproves YOurR cHance 1o club something).

Boxing: 1-7 (iMpROVES YOUR CHANCE TO puncH sOMETHING).

Pilot: 1-7, Navigation 1, Scope 1.

Medic: 1-7 (Stop bleeding, Heal A body point in A day instead of A week).
Science 1-7: You know all kinds of science Things. THe skill cannvot be HigHer
THAN yOUR INT.
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Special skills for Generic Humans
Generics split 4 points between THE Mens & womens special skills. Mens cooking
skills ARe Half price; you Ger 2 per skill point. OrR TAke THE Generic Human defaulr
of Sandwiches 4 plus Breakfast 4.

Special skills forR STEREOTYPE MEN & GENERIC HumANs

Cooking: Men cannoT cook. Without This skill THey can only eat wHAT comes ourt
of A can orR box. Eating Afler A failed cooking Roll is NOT pleasant. MEN START
with A skill level of 2 in one Type of cooking.

1 - Grilling & BBQ 2 - SandwicHes & burriTos
7 - Soups & STEWS 4 - Pasta
7 - Baking (breads, cakes, erc.) 6 - Breakfast (EGGs, bacon,

pANflaps, walfles, erc)




Special skills forR STEREOTYPE WOMEN & GENERIC HumANS

StereoTypE WOMEN GET All 4 skills and Roll for value. EMbrace THe STEREOTYPE And
have some fun. If you do ~ot want 10 Roll these, divide 12 points between tHem.
FAINT RESISTANCE (I-7): STEREOTYPE WOMEN MAy faINT UNAER sudden stress. This is
YOUR RESISTANCE TO fAiNTiING. THE GAME MmasTER decides WHeN TO ROIL.  FainT
RESISTANCE CANNOT START HiGHER THAN % (Take % instead of 6). Note THAT sleeping &
fainTed WOMEN GET +1 LKS. You can fainT volunTarily.

Revive A faintTeEd woman by fanning Her face or Gently slapping THe back of Her
Hand TO Give HeER ANOTHER fAINT RESiSTANCE ROIl. THROW WATER ON HEerR face foRr
iNSTANT ReVivAl AT THE cosT of Her cloThes, HaiR and makeup. Smelling salts wake
Her RiGHT up, but you Need certified medical skills To ger Them.

Run iN Heels (1-6): Heels improve your looks, but slow you down TO 2M/TURN
aNd you cANNOT sNeak in THem. This skill negates THE penalty. Blow your Roll and
you stumble loudly. Miss it by 4 and you fall.

Makeup (1-6): A successful roll lets you improve your looks with improvised
mMakeup, UNdER Adverse coNdiTions, OR puT YOUR face oN Twice As fast. Makeup
NORMALLY Takes Half AN Hour and A bunch of stuff.

Hairstyling (1-6): A successful Roll lers you iMprove your looks with improvised
stuff, under Adverse conditions, oR do yourR HaiR Twice As fast. HAiR NORmally
Takes Half AN Hour and A bunch of stuff.

Cader skills (for Space Caders, RANGERS, pATROl, & scours)

You qer THis WHen joining THE caders. Space caders Ger aNOTHER pick or Rroll

WHENlDROMOTEd TO SPACE RANGER, STAR PATROLl, STAR Scout, orR THE miliTAry.

1. Pilor 1

2. Scope 1: OpEeRATE THE SCOPE ON A SPACE SHip

3. SHooring 1: SubtracT fRom die Roll (iMprOVES yOUR cHANCE TO shHooT
SOMETHING)

4. MecHanic 1: Fix THiNGS

9. Wilderness survival 1: This is your ability 1o survive with liTTle orR NO
EQUIDMENT

6. Deflector 1: Operate THe deflecTOR ON A space sHip




