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A quick-reference

Getting started
• Your new character can be 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 later. 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 important in this

two-fisted 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 numbers on your

character sheet are good.

What good are the numbers on the character sheet?
• You want to leap between buildings to safety. Roll your strength or less

to succeed.
• You want to science something. Roll your science skill or less.
• You want to punch a bad guy. Add relevant skills to your ‘hit roll’.

Subtract two dice from your hit roll. If what is left is higher than the
dexterity of the target, you hit him. Add, roll, subtract, and ask the
game master if you hit.



Character creation (skip this if you are using a character archetype)
This is the quick list. The instructions are detailed below.

1. Get a character sheet; Characters may only be human. This will go better
if the character is the same gender 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).

2. Roll statistics on 1 die each or divide points between them (see below).
Make re-rolls as directed. The three character types have different rules
for this. See below.

3. You need INT at least 4 to be a Space Cadet. If you do not have it, you
may switch two stats to get it. Start over if everything is 3 or less.

4. If the stats do not go with the artwork on your character sheet, now is
the time to change sheets.

5. Calculate figured characteristics (see below)
6. Background: Pick a background; roll for skill levels and money. Or do it

with points.
7. Basic skills: Pick or roll for an extra skill & roll for level. Or do it with

points.
8. Special skills: Stereotype men and women get different special skills (follow

directions). Generic humans can pick from both lists.
9. Cadet skills: If you are going to be a cadet, pick or roll a skill.
10. Re-roll one of the rolls you made earlier, and keep the best number. This

may change other numbers.
11. Decide on name, description, and personality.
12. Buy equipment with money. You get clothes & effects for free, and

something to carry them in. Space cadets get some stuff for free (see
bold text in the next paragraph).

The characters might be in the Space Rangers (sheriffs in space), Star Patrol (like our
coast guard), or Star Scouts (explorers). If so, they are issued equipment but have
to obey orders. New characters should be Space Cadets assigned to the
rangers, patrol, or scouts. Issue uniforms, space suit, helmet, vest, pocket multi-
tool, and stun pistol. Stereotype women are also assigned pepper spray,
makeup, & hair stuff. Everyone with mechanic skill gets a small mechanics
toolbox.
Astro Fleet and Space Marines are not good choices because they just fight
battles and get shot at.
Non-service characters might be adventurers, company men, or other non-
government status. They are still expected to uphold the laws and societal
conventions even though they lack authority. Things go a little better in this
game if everyone is in the rangers, patrol, or scouts.
All player characters are good guys. The game master must confiscate all
characters who are morally repugnant or socially unacceptable by the standards
of 100 years ago or today. They are kept for use as villains, preferably in
partnership with the player.

High numbers are good on character sheets. Low die rolls are good when playing the
game. Anything that adds to your skill or subtracts from your die roll is good.

Most 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 backgrounds. Instead of mens or womens special skills, take 4
points of them in any combination.



Statistics
Stereotype men & generics have 3 stats. Roll on 1 die each, then take 3 rerolls
(keeping the best value every time). Or divide 13 points between the three stats.
Stereotype women have 4 stats. Roll on 1 die each, then take 4 rerolls. Or
divide 17 points between them. They can transfer points from STR to INT after
taking their rerolls.
Intelligence (INT): Basic mental 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, etc. The range is 1-6 for

men and 1-5 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
take 4 instead of 1. "The stormtroopers are not bad shots, I have a high
DEX!"

Looks (LKS): Only stereotype women have this stat. Looks get 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 to roll. You can
temporarily improve your looks with things like heels and makeup. Some
situations warrant a penalty, and looks may not work after you attack.
LKS 0 is average and gets no roll, LKS 1 is well above average, and LKS 6
is stunning. All men and generic women have LKS 0. Player characters and
some bad guys are immune to looks. Looks works on most males and
some females.

Notes: Your character's stats must all be in the 1-6 range. They may never drop
below 1, or rise above 6. Stereotype women can never have DEX below 2 or
STR above 5. Generics may not have STR above 5. If character creation increases
a stat past its legal range, take 3 skill points instead.

There is no statistic for luck; instead there is verbal hygiene. Nobody swore in
pulp science fiction books, movies, or comics. Not even surrogate swear words.
There was no off-color speech or innuendo, either. If the game master needs a
victim, he will pick the player with the dirtiest mouth. Good things will happen
to the cleanest.

Figured Characteristics
Body: You have as many Body points as STR points (or 3 body, whichever is greater).

When the amount of body damage you have taken equals your body, you are
badly wounded and cannot move on your own. If you go down to -6 body,
you are dead. You get 1 body point back per week you rest. Big wounds
(3+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+3.

Stun: You have as many Stun points as STR points. The minimum is 3 for all men and 2
for all women. When the amount of stun damage you have taken equals your
stun, you are knocked out. You get 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+3.

Hit Roll: Your hit roll is 7+DEX. To hit a target in combat, you must roll 2 dice and
subtract them from your hit roll. If your result is bigger than or equal to the
target's DEX, you hit. If not, you miss. This is the same as using the chart.

Punch: All women without a fighting skill (like boxing) punch for 1 stun damage. Men
and fighting women punch for light stun. -1 damage if STR is 1, +1 if STR is 6.



Character backgrounds for stereotype men & generics
If you do not want to pick a background, take 8 points of skills and 3 credits.
'credits' is the money you start with.
1. Space Pilot: 1-6 credits, Pilot skill 1-6, Navigation 1-6, Scope 1-3, Zero-G 1-3
2. Spaceship Engineer: 1-6 credits, +1 INT, Mechanic skill 1-6, Deflector 1-3,

Scope 1-3, Zero-G 1.
3. Meteor 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 STR, Shooting skill 1, Fencing 1, Boxing 1,

Wilderness survival 1-3, Zero-G 1. Not for women in traditional games.
5. Martial Arts: 1-3 credits, 1-3 abilities:

1) Judo chop (md stun) 2) Karate chop (lt kill)
3) Judo hold vs minor NPCs 4) Add 1-3 stun to your character sheet
5) Block and punch combo 6) Sweep: Knock down humanoid

and do lt stun
6. Action hero: 1-6 credits, Shooting skill 1-3, Fencing 1-3, Boxing 1-3, Pilot 1-3

Character backgrounds for stereotype women & generic humans
If you do not want to pick a background, take 8 points of skills and 3 credits.
'credits' is the money you start with.
1. Reporter: 1-6 credits, +1 INT, Shorthand skill 1-6, Operate audio/visual

equipment 1-6, Type fast 1-6.
2. Nurse: 1-6 credits, Medic skills <best of 2 dice>, Chemistry 1-3. The medic

skills can stop bleeding and heal a body point in a day instead of a week.
3. Travel Agent: 1-6 credits, +1 INT, Travel agent skill 1-6. The travel agent skills

mean encyclopedic knowledge of the known planets, plus details 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 3 points in womens
special skills.

5. Rich Girl: 10-60 credits. Get-daddy-to-pay-for-it skill 1-6. There is a penalty
when using this skill for expensive items or trying again.

6. Cowgirl: 1-3 credits, Shooting skill 1-3, Cowgirl 1-6. The cowgirl skills
include riding, roping, animal husbandry, etc.

Basic skills list
Skills have a maximum value of 6. Roll your skill level or less to succeed. Take 2
points of skills if you do not want to pick or roll skills from this list.
1. Shooting: 1-3 (improves your chance to shoot something).
2. Fencing: 1-3 (improves your chance to club something).
3. Boxing: 1-3 (improves your chance to punch something).
4. Pilot: 1-3, Navigation 1, Scope 1.
5. Medic: 1-3 (Stop bleeding, Heal a body point in a day instead of a week).
6. Science 1-3: You know all kinds of science things. The skill cannot be higher

than your INT.

Special skills for generic humans
Generics split 4 points between the mens & womens special skills. Mens cooking
skills are half price; you get 2 per skill point. Or take the generic human default
of Sandwiches 4 plus Breakfast 4.



Special skills for stereotype men & generic humans
Cooking: Men cannot cook. Without this skill they can only eat what comes out
of a can or box. Eating after 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
3 - Soups & stews 4 - Pasta
5 - Baking (breads, cakes, etc.) 6 - Breakfast (eggs, bacon,

panflaps, waffles, etc)



Special skills for stereotype women & generic humans
Stereotype women get all 4 skills and roll for value. Embrace the stereotype and
have some fun. If you do not want to roll these, divide 12 points between them.
Faint resistance (1-5): Stereotype women may faint under sudden stress. This is
your resistance to fainting. The game master decides when to roll. Faint
resistance cannot start higher than 5 (take 3 instead of 6). Note that sleeping &
fainted women get +1 LKS. You can faint voluntarily.
Revive a fainted woman by fanning her face or gently slapping the back of her
hand to give her another faint resistance roll. Throw water on her face for
instant revival at the cost of her clothes, hair and makeup. Smelling salts wake
her right up, but you need certified medical skills to get 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
makeup, 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 lets you improve your looks with improvised
stuff, under adverse conditions, or do your hair twice as fast. Hair normally
takes half an hour and a bunch of stuff.

Cadet skills (for Space Cadets, rangers, patrol, & scouts)
You get this when joining the cadets. Space cadets get another pick or roll
when promoted to Space Ranger, Star Patrol, Star Scout, or the military.
1. Pilot 1
2. Scope 1: Operate the scope on a space ship
3. Shooting 1: Subtract from die roll (improves your chance to shoot

something)
4. Mechanic 1: Fix things
5. Wilderness survival 1: This is your ability to survive with little or no

equipment
6. Deflector 1: Operate the deflector on a space ship


