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1.1 parsec iN brieF 
Parsec is a science-fiction roleplaying game set approximately 
200 years in Earth’s future. The main scientific ‘cheat’ that it utilizes 
is the existence of faster-than-light travel via large ships called 
Baeder Drives. Otherwise, the setting is an attempt to represent 
a plausible future based on what is known now with technology 
that we may not have, but we can easily imagine.

Parsec uses 6-sided dice which are rolled against a target number 
in a resolution system that is sometimes task-based and at 
other times conflict-based. The number of dice that you roll 
is determined by your character’s natural abilities (Attributes), 
trained abilities (Skills), other modifiers (Traits, equipment, 
relationships, Scars) and the character’s situation (situational 
modifiers). Dice rolled which show a number higher than or equal 
to the target number are successes; more successes represent a 
more effective attempt to accomplish something.

In Parsec, there is a Director who is in charge of facilitating the 
game for a small group of players; 3-5 is ideal. The players help 
define the game’s setting (the world where the story takes place) 
and situation (what is happening in that world), as well as how 
their characters progress over the course of multiple sessions. 
Parsec can also be played as a ‘one-off’ or convention-style game 
with one story resolved in a single session.

In Parsec, there is the usual physical combat which can involve 
anything from people to spaceships. There are also social 
conflicts, where status is at stake, and information conflicts, 
where secrets are either protected or forced into the light. It is 
your choice whether these conflicts are resolved with a couple 
die rolls or with a lot more detail—it’s completely up to you and 
your friends.

There is a lot of flexibility in choosing what you want your game 
to be about, in defining the setting and the situation of the game, 
as well as in what kinds of characters you want to play. All of this 
will be covered in a lot more detail later in this book, but in all 
cases, it is up to you to. The most important point is to have fun! 
If you understood all of the above, feel free to skip to section 1.4. 
If not, don’t worry – keep reading.

1.2 “scieNce-FictioN” 
Science-fiction is a genre of fiction in which some of the 
assumptions about the world are changed. Often, science-fiction 
takes place in the future, as is the case with Parsec. It usually 
involves advanced technologies unavailable or impossible right 
now, as well as speculation around what societies and people will 
be like in the future.

It is common for science-fiction to provide commentary on 
our present lives. Sometimes an aspect of our everyday life is 
exaggerated to show potential future problems or a present trend 
might be extrapolated into the future to show the consequences 
of our actions. Many science-fiction stories and movies ask the 
big questions – Who are we? Why are we here? What does it 
mean to be human? What are our social, technological, cognitive 
and spiritual limits? 

Some science-fiction stories adhere to known science more 
rigorously than others. In Parsec, we try to stick close to what we 
think will be possible. We run a risk, of course, of embarrassing 
ourselves by saying that something happens 100 years from now 
when it may happen tomorrow. That’s why science-fiction stories 
like The Time Machine remain interesting now, because we can 
see what people 100 years ago thought our world would be like. 
No doubt, we’re no more accurate. The only intentional scientific 
“cheat” is the Baeder Drive, which is a faster-than-light engine 
that can carry spaceships across vast distances very quickly. 
We intentionally don’t explain exactly how those work (yet). 
Otherwise, we think what we talk about is plausible.

In Parsec, because we try to stick to “hard science”, the world we 
depict intentionally exaggerates some of the things in our own 
world and time that we think are interesting. Human beings have 
journeyed into space and are building long-term homes outside 
of the Earth for the first time. The Baeder Drives are opening up 
exploration of the solar system and of distant stars and planets 
as well. Back on Earth, there is a great deal of conflict as human 
beings are basically split into two groups, the Insiders who have 
everything and the Outsiders who have almost nothing.

1
 a

1 INTRO
This first brief chapter gives an introduction to the basics of Parsec and to role-playing games in general. 

If you are already familiar with role-playing games, you can skim this chapter, or even skip it entirely.

c H a p t e r  1
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1.3 “roleplaYiNg” 
As the description suggests, in Parsec the people playing the 
game take on roles – you portray characters that you imagine 
and create and then connect them together in a story you tell 
as you go. Most of the players have one character that they 
focus on, like an actor in a play who only portrays one character, 
but one of the players needs to be the Director, who doesn’t 
portray any specific character. The Director guides the game 
and portrays the characters that you meet over the course 
of the story. The Director is also in charge of deciding how to 
implement the rules fairly, so he must be familiar with how 
Parsec works.

When you are a player in Parsec, you should have two things 
on your mind at the same time. The first is: “What would my 
character do?” Unlike in a play, there is no ‘script’ in Parsec. 
Your character can try to do anything you can think up. The 
way you decide what your character will try in any given 
situation is by imagining them as an independent person and 
imagining what they would do, how they would respond to 
a given situation. You also need to keep in mind what your 
character can do. Your character has particular skills and 
abilities and relationships that make up who she is, just like 
any person does – so she isn’t going to be good at everything, 
and some things will be impossible. Your character is still 
human (probably), after all.

The second thing for a role-player to keep in mind is: “What 
would be interesting or fun in this situation?” As we already 
said, your character can try anything, but remember that you 
are still working with the other players to come up with an 
interesting story that will be fun to play out with the help of 
the Director. Just because your character can try anything, 
however, doesn’t mean the she should try whatever comes to 
mind. Of all the options you have for your character in a given 
situation, choose the one that adds to the fun for the whole 
table whenever you can. 

When you are the Director in Parsec, your job boils down to two 
basic questions. The first is “What happens next?” The players 
are responsible for making up their own minds, but you as the 
Director are in charge of how the world responds to the player-
characters’ actions. Are they now in trouble with the law? Have 
they made an enemy who will come after them? Or have they 
found an ally who will help them in the future? What are their 
opponents thinking and doing while they plan their next move? 

The second question to keep in mind as a Director is “How can 
I complicate this in an interesting way?” A story without conflict 
and adversity isn’t very interesting. You don’t want to crush the 
players and frustrate them all the time, but they will have more 
fun if their characters have to fight to reach their goals.

If this seems like a lot to keep track of, don’t worry. Parsec has 
a lot of things that help you figure out what your character 
might do in a given situation, what kinds of choices would be 
most interesting, what happens next, and how to complicate 
the characters’ lives in interesting ways.

1.4 “game” 
Parsec isn’t just a way of playing the roles of characters in a story 
together, it is also a game. It has rules and systems and ways to 
resolve questions just like any other game. It is an interesting kind of 
game because it isn’t like Monopoly or Risk where one person wins 
and everyone else loses. In Parsec (like many other role-playing 
games), either everyone wins or everyone loses. Everyone wins 
when the story moves forward, when everyone is having fun, and 
when your characters develop in interesting ways. Everyone loses 
when the action bogs down, when the story stops making sense, or 
when only a few of the people at the table are having fun. 

One way that Parsec is a game is that it injects some randomness 
into what you describe your characters trying to accomplish. 
Otherwise, there would be a lot fewer surprises. Just like in real 
life, sometimes when you try something, you fail – it isn’t always 
your fault, but something happens to get in your way. Parsec uses 
dice to decide when this occurs, so that there’s always a chance 
that the players will be surprised at what happens. 

Parsec is also a game because it has specific rules, and there are 
multiple ways to use these rules to accomplish what you want. 
Part of Parsec is playing with the game itself, manipulating the 
rules that you find in this book to maximize the fun. 

In Parsec, all of the rules boil down to deciding when to roll dice. 
You roll 6-sided dice and the numbers that come up on the dice 
help tell you what happens. The way you decide how many dice 
to roll is a combination of factors – what your character is good 
at and the situation that your character is in. The players control 
what their characters are good at and the Director controls what 
the situation is like. A skilled character in a good situation will roll 
more dice than an unskilled character in unfavorable conditions. 
Maybe the poor fellow won’t even be allowed to roll any dice. As 
we’ve said, some things are simply impossible.

What numbers you look for on the dice when you roll them is 
also determined by what your character is good at. When you 
roll the dice, you count “successes”, dice that show numbers that 
are equal to or higher than the “target number”. With a target 
number of 6, only 6s on the dice count as successes. The more 
successes rolled, the better the result for the character. You want 
lots of successes! With a target number of 4, 4s, 5s and 6s all count 
as successes. So you can already see that with 6 dice, for example, 
a target number of 4 is much better than a target number of 
6 – it means the difference between averaging 1 success and 
3 successes! In Parsec, all target numbers are between 2 and 6, 
and target numbers are always determined by a character’s Skills 
(those are discussed in Section 3.3).

1
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1.5 WHat comes NeXt 
In Chapter 2 we discuss how to create or adapt a world for your 
game to take place in. The group of players does this together. 
When you decide where your game will take place, you are also 
deciding the kinds of problems and opportunities that will come 
up during the story you are creating. If you don’t want to create 
or adapt your own setting for your story, there is information 
on a setting that anyone can use for Parsec, with its own history 
and present situation already worked out for you. If you do 
create your own settings, there will be a chance for them to be 
incorporated into the ‘official’ Parsec world.

in Chapter 3, we discuss how players create characters. With 
these rules, you can create any kind of person who might exist 
in the Parsec setting as it is described, or adapt a character to 
your own setting if that is what you prefer. Character creation 
accounts for everything about your character up to the point 
where your particular story begins. Like the setting elements you 
create, your characters also have a chance to become part of the 
Parsec ‘canon’.

In Chapter 4, we explain the rules that guide a game of Parsec. 
This includes the rules for resolving conflicts characters will get 
themselves into, whether they are conflicts over social standing, 
information, or life and death struggles. There is also a section 
for battles between ships in space, whether they are small one-
person fighters or larger military vessels. All of these rules are 
designed to resolve these conflicts quickly so that the game’s 
action remains fast and exciting. This chapter also explains how 
characters change and improve over time.

Chapter 5 contains advice for play. This is the chapter where we 
put more information that you’ll want to have to run a Parsec 
game with your friends, with lots of tips and pointers that will 
make your game run more smoothly and your stories even 
better.

Chapter 6 is dedicated to resources for Parsec, including 
more detailed information on the Parsec setting which can 
be adapted as you see fit for your own setting. These include 
names and information on powerful individuals, corporations, 
and government agencies, all of which can be thrown in to an 
adventure for additional unexpected complications. This chapter 
also lets you know how the setting elements and characters you 
create can become part of the official published setting. 

In the back of the book is a sample adventure called “Stealing the 
Drake” which is ready to play with very little preparation. Last are 
copies of character sheets and some quick reference sheets for 
players & Directors. All reference sheets and character sheets are 
available at www.parsecrpg.com.

1
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2.1 settiNg 
Before you begin creating characters for a Parsec game, you need 
to know some things about the world they inhabit. In Parsec 
a setting is provided, which will be expanded upon in future 
supplements, but you can always use the game system to build 
your own setting, reflecting your version of Earth’s future.

Setting includes a great deal – not only the ‘present’ of the game, 
but also the past. It includes all of the influences that may affect 
the characters, as well as the world they inhabit. How you build 
up your setting will determine what kinds of themes your game 
involves, as well as where your characters can explore during the 
course of the game. 

The best way to build up your setting is to delve into its past – 
which is essentially everything important that happened from the 
‘present’ in which this game is being written and played (the start of 
the 21st century), to the ‘present’ of the game-world over 200 years 
later. Of course, you don’t have to spell everything out, but what 
you do choose to mention helps shape the setting. For example, if 
you mention a lot about major wars in your setting’s history, you 
are probably setting up a game that will involve a lot of combat, 
or will be the story of soldiers fighting in future military skirmishes. 
If, on the other hand, you describe a history of conflicts between 
various political and economic powers, each maneuvering behind 
the thrones and podiums to seize influence and retain it, you are 
setting up a game that will probably involve a lot of intrigue.

2.2 HistorY 
To make things a little easier, we’ll provide the template that 
is being used to develop the default Parsec setting. There are 
six stages building up to the game’s ‘present’: Socio-Economic 
Collapse, Corporate Consolidation, Reconstruction, Invention, 
The World League, and the New Age of Exploration. These stages 
describe major times of change or turning points in the Parsec 
setting; feel free to use them or use your own. Following is a more 
detailed treatment of each stage of development. Feel free to use 
it all and save yourself some work, or modify it in any (and every) 
way to make your game specific to your tastes. As always, do 
whatever is needed to make sure everyone has fun.

SOCIO-ECONOMIC COLLAPSE
“Civilization proved a thin veneer. Emergency governments seized 
power everywhere. It was no longer the age of democracies, but a 
return to the rule of the jungle–he who has the most guns makes 
the rules, and everyone has guns. The terrorists got what they 
wanted, a world collapse bigger than anything in written history. 
I hope they’re happy. I’d wish they’d go rot in Hell; instead, they 
brought Hell to everyone else.”
– Taralla Francis, ‘Reflections on the Collapse

Parsec presumes a global economic collapse simultaneously 
with a world environmental crisis beyond the means of any 
government to cope with. Inevitably, when resources grow scarce, 
people (and governments) panic, and fighting breaks out for any 
number of reasons—greed, fear, or religious fundamentalism. 
These crises cause the ‘death’ of the normal world, an event 
referred to as the Collapse. 

Economies vanished overnight, and wars and famine spread 
like wildfire. A few wealthy elites hoarded their resources and 
retreated to defended enclaves to watch the world burn. 
Desperate nations dug into their weapons stockpiles and battled 
each other brutally for the last resources available, and when 
those ran out, the world system plunged into chaos. 

The Collapse left its mark everywhere. There are still desolate 
cities, scarred by bombs and urban-warfare while others are half-
drowned, battered by hurricanes and steadily rising sea levels. 
Some of these cities were never resettled and are now homes 
to Outsiders who have no better place to live. Some remain 
empty, ghost-towns and ghost-cities, inhabitants eradicated by 
biological weapons or abandoned for unknown reasons. 

The Collapse is an excellent reason to change whatever names you 
want to change. The powerful corporations of the future won’t 
necessarily have anything to do with the ones that are powerful 
now. But some will adapt and survive. Perhaps some will thrive 
on the suffering. Science-fiction is an excellent mode of social 
commentary if that’s the kind of game you want to have.

2
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In this chapter, we talk about creating a setting and a situation for your Parsec game. You’ll also learn about 

the history of the default setting and some of the major influences on it. We then talk about the kinds of 
technology you might see in a Parsec game, and then some more specifics about the places your characters 

might go during the course of your story. Finally, there are some examples of specific threats characters might 
face in a Parsec game to help spark ideas for your adventures.
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CORPORATE CONSOLIDATION  
In the wake of the Collapse, national and international political 
structures lay in ruins. Slowly, organizations formed which 
began rebuilding the world’s economy – for their own profit, 
of course. The consolidation, for all the oppression it has led 
to since, infused new order and a sense of direction into what 
remained of human societies. Lacking a counter-balance to their 
power, these economic organizations were quickly built into 
mega-corporations and monopolies, assuming the authority 
usually relegated to governments. Voting still existed, but only 
for owners of voting shares in a given corporation. Schools were 
built, but they were technical schools aimed at training children 
to work in the burgeoning economy.

As time marched on, corporate powers built private security 
forces, armies in all but name, which they employed against 
each other and in defense of their resource and production 
monopolies. Slowly, a new kind of order grew in the world. If 
anything remained of national and international governments, it 
was vestigial only. They became, for a time, a footnote of the new 
histories being composed. 

“The elimination of governments will prove to be a godsend 
for everyone. Governments are nothing more than leeches 
on economies and prosperity, taxing everyone to provide 
benefits that would be better provided by corporations with a 
vested interest in success at minimal cost. The invisible hand 
of economics works and should continue to do so. It is in the 
best interests of our corporation to continue rehabilitation of 
the local agriculture and aquaculture as well as the recycling 
of resources to minimize the necessity of dependence on other 
corporations, especially those seeking a competitive advantage 
within the LLCC sphere of influence.” 
–White Paper, Lacamas Liability-Recovery and Credit Corporation

RECONSTRUCTION
Infrastructure was rebuilt and improved upon. Corporations 
claimed territories that had been abandoned or purchased the 
land in shady deals no different than Europeans buying Long 
Island hundreds of years earlier from the Indians. They defended 
their interests against all comers, creating a tenuous balance of 

power, often marred by short, violent conflicts and constant 
industrial espionage and sabotage.

The system that emerged was known as Neo-Feudalism. At the 
top, boards of directors of various corporations made the big 
decisions. Beneath them were progressively diminishing levels of 
authority functioning like medieval nobility – serving the King 
as needed, but with almost total say-so over their own day-to-
day affairs. These managers each managed some aspect of a 
corporation’s operations, and each of them, in turn, employed 
their own people. Expansion occurred through franchising as new 
markets and new opportunities opened (whether organically or 
through military action).

Each corporation’s territory bore the distinct marks of that 
corporation and how it did business, as well as it’s own distinct 
style of pervasive branding. Information was encrypted 
differently in each, and each had its own private armies. Each 
company functioned like it’s own totalitarian state, expanding by 
way of franchise into new territories. Emissaries would be sent to 
negotiate economic relations, and when talks failed, small wars 
(like the brushfire wars of a previous century) often broke out 
between corporations vying for the same resource or market.

All the while, new technologies were developed as human 
culture re-invented itself. The most significant development 
during Reconstruction was the invention of fusion power 
and the first efforts at large-scale spaceflight and exploration. 
Fusion technology provided abundant energy, surpassing what 
was available from fossil fuels at any time in history; it was the 
first time there was more power available than was needed. 
The limiting factor was that the rare elements required for 
fusion technology weren’t available in large quantities on Earth; 
instead, they were available in quantity only in places like the 
surface of Mars or the atmosphere of the gas giants Jupiter and 
Saturn. Fusion power propelled humanity out into space once 
again, and new colonies were established to gather and refine 
these rare elements necessary for advanced technologies. Solar 
technology developed to replace the collapse of the fossil fuel 
economy and augments fusion reactors, which remain difficult 
to build and maintain.
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“You know, I don’t buy that the corporations are in control.  
I’ve done some research on 19th and 20th century history  
and, no, sir, I don’t buy it for a minute. If you follow the  
money trail, you’ll see the same people are in power that  
have always been in power—only the form has changed,  
not the substance. Isn’t it amazing that I can trace my 
genealogy via the Q, but I can’t find anything about the 
members of the Tri-Lateral Commission? Why is there no 
information about membership in the Bavarian Illumination? 
You know why? Because they don’t want you to know.”
–CrunkDobson, Economic Millennialist

INvENTION
Almost a generation ago, a man named Hans Baeder developed 
a method of faster-than light travel. He was an idealist and a 
dreamer of almost unprecedented genius, counted among the 
greatest thinkers ever to live. Working primarily on his own, he 
designed a theoretical engine capable of faster-than-light (FTL) 
travel that was feasible given the current state of technology and 
energy resources. 

Baeder was also a romantic, disillusioned with the neo-feudal 
system of his time. He read the rare surviving documents that 
talked about a previous system regulated by a world government 
in which all nations participated. This system served as a check 
against corporate power and as a forum in which, in theory at 
least, all voices could be heard. 

Rather than give his findings to a corporation or even start his 
own company, Hans Baeder sought out Ikio Surosan, figurehead 
leader of the last vestiges remaining of the old world government. 
Baeder immediately donated the design for his engine, what 
immediately became known as the Baeder Drive, to Surosan and 
what remained of the old world government. He believed that all 
of humanity should benefit from his work, and that his invention 
could usher in a new age of economic and social prosperity for all 
of mankind, bringing distant stars into man’s reach.

It didn’t turn out like he planned. The remaining representatives 
of national governments, such as they were at the time, saw 
Baeder’s gift as a grand opportunity to turn the tables on the 

corporations. They took the design for the drive and under Hans 
Baeder’s supervision, they built the first prototype. The project 
was kept secret. Surosan persuaded Baeder that the corporations 
would sabotage the project, never mentioning that Baeder’s ideas 
were the national governments’ best chance for regaining power. 

At last, the first Baeder Drive was tested, traveling faster than 
light back and forth from just outside Earth’s gravity well to the 
edge of the gravity well of Saturn. Political, social, and economic 
upheaval was once again inevitable.

As for Hans Baeder, he’s never been seen since….

“I am not sure Baeder is significant, nor do I worry about whatever 
happened to him. His invention, the faster-than-light drive  
was inevitable. If he had not existed, someone else would’ve 
created it instead. He was merely in the right place at the right 
time for history, no different than Louis XIV, Hitler, or Telleson.”
–unknown speaker, 58th Randcor Seminar on Practical 
Applications of Quantum Physics

THE RISE OF THE WORLD LEAGUE
The response to the successful testing of an FTL drive was, in a 
word, hysteria. World governments which had been ignored for 
decades were not thought to be capable of such a project, much 
less keep it secret. The Drive was built under the guise of creating 
a starship symbolizing world unity. It was a project largely scoffed 
at by corporations – though, ironically, several donated funds for 
the spacecraft, all in the hopes of generating positive publicity.

Shortly before the inaugural jump of the Baeder Drive, the 
World League of Nations was formed from the remains of the 
long-defunct UN. The plan was revealed only to a few forgotten 
heads of state and parliaments who remained quiet, aware that 
the WLN was part of the gambit for seizing power away from 
the corporations. Each of the surviving nations committed their 
remaining arsenals to the defense of the new Drive, aware that 
the corporations would not relinquish power willingly.

After the first successful test, shocked corporations immediately 
and forcefully made claims to various parts of the Drive, referring 
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to their own longstanding monopolies and claiming that 
patented materials and processes were used. In response, the 
new WLN dusted off old, rarely-cited regulatory laws that hadn’t 
been enforced in almost a hundred years. The result was the first 
large-scale war to include national interests in a long time.

Meanwhile, millions flocked to the new WLN, hating the 
neo-feudalism of unchallenged corporate control. National 
governments quickly wrote new constitutions or revised old 
ones, all anxious to send delegates to the WLN, hoping to attract 
the support of dissenters. Though many who changed allegiance 
were soldiers, pilots, scientists and others with critical skills, for 
the most part, the ‘converts’ to the WLN’s cause were everyday 
men and women, the impoverished, people least content with 
the way things are, hoping that somehow the WLN would make 
their lives better.

The conflict with the corporations was brutal and escalated 
quickly. It began with neo-feudal victories on every front. The 
determining factor, however, was the original Baeder Drive, 
followed by the construction of more, each improving the 
original design and giving the WLN a great advantage in the 
space surrounding Earth, its forces able to move quickly from one 
location and reappear millions of kilometers away instantly. The 
WLN ruled outer space, and just as control of the air had won the 
great war of Earth in the middle of the 20th century, so now did 
control of space provide the basis for victory.

The WLN became the central government on Earth with 
individual nations as its subordinate members. Corporations had 
to deal with a regulatory system with teeth, and anyone who 
required faster than light travel has had to pay the WLN to do so 
ever since. As more business required FTL travel and commerce 
expanded, so, too, did the World League of Nations’ revenue. 
Slowly, quietly, the WLN has grown in power, its leaders waiting 
for the moment to assert total control over the corporations – 
the moment when the corporations are so indebted to the WLN 
that they cannot put up a fight.

A NEW AGE OF ExPLORATION
How Baeder Drives function remains a well-kept secret, 
information that any corporation would happily kill to possess. 
Protecting this secret ruthlessly is the primary focus of the 
WLN’s security and military forces at all times. Attempts have 
been made to reverse-engineer and replicate Baeder’s work, 
but they have invariably failed. He was an obscure researcher 
and physicist with few academic publications – and those that 
he published have mysteriously disappeared, along with Hans 
Baeder himself. 

In the meantime, FTL travel has opened up the stars to humanity. 
The main limitation remains the availability of energy. Even 
though it is possible for a Baeder Drive to travel between the 
stars, this travel requires an extraordinary amount of energy. 
Because of the fuel/energy costs, trips with Baeder Drives are 
always carefully planned.

One source of balance between the WLN and corporate interests 
is that the energy infrastructure necessary for FTL travel is almost 
entirely run by corporate monopoly. This maintains a tense balance 
between the high price that corporations pay to travel faster than 
light and the high price that the WLN pays for energy. It is a balance 
of power that no one likes, but no one is willing to jeopardize.
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timeliNe
Year One is when the World League of Nations took over the 
‘official’ Earth calendar and re-started it with the founding of 
their own organization retroactively. Because of this change, they 
adopted a way of delineating years by using positive or negative 
integers (rather than BCE/CE, the archaic form). 

Approx. -100 This is the year usually associated with the 
Collapse. Historians who work on reconstructing the history of 
the events known as the Collapse trace this date to the second 
century of the second millennium in what was known as the 
Common Era. Digital records from before this time are almost 
entirely unreadable and most printed records were destroyed 
in massive urban wildfires, firebombings, looting and nuclear 
detonations.

Approx. -80 The Neo-Feudal Era begins, on official WLN 
calendars, with the formation of  what will become Silva Energy, 
the first, and still the largest, mega-corporation. 

-73 The African Union Free State Council is formed, resulting in 
a number of small wars on the continent as European, Asian and 
American interests are violently expelled. 

-61 The AUFSC’s “Twelve-Year Plan” ends with the landing of its 
first astronauts on the Moon.

-43 First offworld terrorist attack – Marxist extremists smuggle 
explosives onto a Lunar module which lands on the Moon’s 
surface near a colony and they detonate it, killing hundreds and 
destroying billions of dollars of investment.

-21 – -18 First Martian Civil War begins between rival ice-mining 
companies and spreads to include the majority of colonies there. 
The founding of the Mars Rangers occurs in part by organizing 
vigilante groups formed during this conflict.  

Year Zero The Neo-Feudal Era ends with the  decision of the WLN 
to fully fund the building and testing of the first Baeder Drive, 
using almost all of the available capital of all member-nations.

Year One The World League of Nations is founded out of the 
wreckage of the old United Nations as a counterpoint for private 
economic powers and officially begins making legal claims of 
authority over and against the Neo-Feudal corporations. The 
African Union Free State Council refuses to join the WLN, 
but maintains diplomatic relations with it and collaborates on 
humanitarian initiatives. Otherwise, forgotten national authorities 
flock to the WLN from what were North and South America, 
Europe and East Asia. 

+2 Inaugural jump of the Baeder FTL Drive from outside Earth’s 
gravity well to outside Saturn’s gravity well and back. Estimates 
say that enough energy was used to power every major city on 
Earth for a month and despite the distance of the beginning and 
end-point (farther out than the Moon), the flash was visible in 
the cloudless night sky. 

+3 - +12 The First Neo-Feudal War between the World League 
of Nations and a coalition of corporate monopolies, ends in +12 
with the victory of the WLN, the signing of multiple treaties 
recognizing WLN authority in matters of manufacture and 
commerce, and the beginning of a cold war.

+5 The Human Bill of Rights is passed through the World League 
of Nations Assembly, including in its list a provision against the 
ownership of a human being. 

+13 A number of small, brutal conflicts break out as the WLN 
seeks to enforce its Bill of Rights, liberating worker-farms in the 
Asteroid Belt and massive slave plantations in Southeast Asia. 
Around the world, ownership clauses signed by employees of a 
thousand corporations are suddenly void.

+15 Declassified documents cite this as the first date that a Baeder 
ship was sent to colonize an Earthlike world circling a distant 
star – renamed from HD 41278 to New Hope. No documents 
mentioning any return-jumps have been declassified.

+23 Serge Zivanov and his crew steal a Baeder Drive ship and 
jump out of the solar system, presumably to colonize an Earthlike 
world they call “Eden”. Zivanov remains the WLN’s Most Wanted 
Human Being.

+29 In NXPrime vs. the World League of Nations, an argument for 
AI civil rights is presented by the AI itself. The case is locked up 
indefinitely in the appeal process. 

+33 The Defense Rights Act is passed, limiting corporate armies 
in an attempt to prevent escalation toward another solarsystem
war. Silva Energy, with the largest private defenses force of any 
corporation, fights the law in court and reportedly continues 
its recruitment and weapons development in secret. Other 
corporations follow suit, and WLN clandestine services are 
stretched thin trying to keep track.

Approx. +50 A good starting year for a Parsec game.
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2.3 autHoritY 
Someone is always in charge. There is always a bigger fish. 
Within the Parsec setting, there are particular categories that 
these power-players fall into. When working on the specifics of 
your game’s setting and situation, it is worthwhile to give some 
thought to how each of these categories of authority interact 
with each other and how they will affect the player-characters’ 
lives. For more on powerful organizations and influential people 
in the setting, see sections 6.2 and 6.3.

WORLD GOvERNMENT
The WLN is a study in contradictions. On the one hand, it is 
the sole proprietor of the most advanced technology ever to 
be developed – a drive that can propel a ship faster than the 
speed of light. On the other hand, it is dependent on corporate 
production and technology for almost everything it requires on a 
day-to-day basis. Security forces working for the WLN often have 
archaic weaponry salvaged from national stockpiles, but its elite 
forces are armed with the best equipment available, all paid for 
from revenues that the Baeder Drives bring in.

Even as it tries to prove its legitimacy, the WLN continues to attract 
idealists and opportunistic ideologues alike, all trying to use the 
WLN to further their own goals. Terrorists, political philosophers, 
freedom fighters, humanitarians and cast-offs from the great 
corporations all find a home there. The WLN is a constant clash of 
incredibly diverse ends. 

The WLN continues to attempt to enforce regulations and laws 
on the books, but passed generations ago, while passing new 
ones when the old are found to be incurably out of date. In the 
early days of the WLN, this led to numerous skirmishes with one 
corporation or another, but eventually, cooler heads prevailed, 
and a new solution, a compromise, was developed.

Compliance with regulation and acceptance of the WLN’s 
authority guaranteed a corporation’s access to Baeder Drive travel 
as well as reduced fees for said travel. In addition, compliance 
granted further protection – the WLN’s willingness to use its 
standing army (made up of soldiers from member nations) in 
conflicts between compliant and non-compliant corporations.

Corporations were faced with two distinct choices. Some agreed, 
conceding power to the WLN in return for the lower fees and 
added protection to balance things out, while others rejected the 
WLN’s authority, relying on their own corporate power for their 
protection, tolerating the higher fees and other expenses, hoping 
that by remaining ‘free’, the lack of regulations and restrictions 
would pay off in the long run.

In the lives of player-characters, the WLN will primarily come 
into a story if they travel within (or beyond) the solar system. 
The World League of Nations is becoming the one centralized 
focal point for political, social and economic power, and that 
has an inevitable effect on characters. It is filled with dissention 
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and conflict, but it has claimed to represent all of the political 
powers of Earth. Whether colonies within the system will declare 
independence from their corporate owners is yet to be seen.

WORLD GOvERNMENT FACTIONS
Within the spheres of government and within the WLN itself, 
there are three distinct major factions:

Interventionists
They believe the WLN has the right and duty to involve itself in 
interplanetary and, if necessary, interstellar, affairs. They believe 
in using the power of the WLN, increasing its influence at every 
opportunity, and openly contesting the authority and power of 
the corporations, criminal organizations, and any other group 
that could be a potential threat to the World League. Radical 
interventionists favor usurping the power and rights of member 
states for the sake of the whole.

Protectionists
Protectionists believe member nations’ rights are sacrosanct, 
so that membership in the WLN will guarantee the survival of 
member nations against outside aggressors. Protectionists value 
security above all else and never compromise on issues that they 
feel go against the WLN’s security interests.

Revolutionaries
These radicals and insurrectionists see the WLN as an opportunity to 
overturn the power structures that have dominated life on Earth since 
ancient times. They tend to be a loose amalgamation of Leftists and 
Neo-Fascists, including genuine freedom-fighters as well as extremists 
who prefer anarchy to any form of centralized government.

In most circumstances, the Protectionists represent the majority 
view and few who hold that viewpoint would ever be considered 
radicals. During crises, the Interventionist viewpoint is heard 
more loudly, given their status as a vocal minority while the 
revolutionaries are left on the fringes of the organization, away 
from power, though this is making the Revolutionary sphere 
more radical with time.

NATIONS
Under the aegis of the WLN, a number of national governments 
have reasserted their authority, reestablishing old national 
boundaries which often cut across newer corporate territorial 
boundaries. National governments, generally speaking, simply 
recapitulate the conflicts of the WLN on a smaller scale. There 
is also wide variation from nation to nation, including more than 
just language and some cultural traits which have persisted over 
time. 

Many of the powerful corporations started off as government 
monopolies or state-owned industries, and in some cases the 
reconstituted national governments are making legal claims for 
control of some of these corporations. Needless to say, this is a 
source of endless heated conflict.

NATIONAL FACTIONS
Noviy-Soviet
This is an improved manifestation of the twentieth-century 
Soviet system, including parts of China, much of what were once 

Pakistan, Afghanistan, and Iran, some of the old Soviet Union and 
Europe, and a few allied Latin American states. The Noviy-Soviet 
is bound together economically and politically rather than 
by geography, making up for the geographical openness with 
repressive politics and information-control. Though a supporter 
of the WLN, the Noviy-Soviet nations resist increased WLN 
influence in their home territories, making the Noviy-Soviet a 
competitor with the WLN in addition to the corporations. The 
Noviy-Soviet considers itself a peer to the largest corporations, 
since businesses under its control are theoretically owned by the 
state. In reality, the N-S must grant corporations a great deal of 
lenience, and it is plagued by debt and frequent shortages.

The African Union Free State Council
This organization of African nations turned to radical isolationism 
in the aftermath of the Collapse. While relatively impoverished 
compared to many other regions of the world, 100 years of 
African nations and ethnic groups organizing themselves 
without outside interference has led to an era of peace and in 
many places genuine prosperity. Africa is the largest repository 
of natural resources remaining on Earth, and the benefits of that 
natural wealth have been enjoyed by the AUFSC member states. 
Because of this wealth, the Council developed and maintains 
a powerful military in order to ward off interference from the 
WLN, the N-S, corporate interests and other groups bitter at 
the loss of access to cheap labor and materials. In some cases, 
these conflicts have led to outright warfare with the AUFSC 
organizing guerilla campaigns until the outsiders lose the will 
(and financing) to continue and withdraw. 

NEO-FEUDAL CORPORATIONS
The socio-economic collapse described above is license for any 
given group of players to come up with new corporate names, 
or to use ones they are familiar with if they prefer. In the Parsec 
milieu, most of the old corporations of the early 21st century were 
wiped out, bankrupted, or bought out - though this means that 
some existing corporate names will still look familiar.

Corporations are primarily built around a horizontal monopoly 
or vertical integration. Monopolies are well known while 
companies with vertical integration own all aspects of 
production (ranging from ownership of mining rights all the 
way to owning the store fronts that sell to consumers). Not all 
corporations are huge. Smaller corporations perform specialized 
tasks for other firms, utilizing that specialization (as well as 
paying financial ‘tribute’ to larger corporations) to maintain 
their independence. Most of the corporations that signed the 
WLN charter are smaller ones, seeing the charter as further 
protection of their rights and property.

When building the hierarchy for a specific corporation, keep 
feudalism in mind. Instead of oaths of fealty, there are contractual 
obligations. Instead of tithes and taxes, there are franchise and 
licensing fees. Corporations are insular, and relationships between 
them are carefully regulated to avoid the large-scale conflicts 
which have scarred the past. Corporate wars, in style, resemble 
the wars of Louis XIV and Marlborough more than they do the 
total war style of the American Civil War or the world wars of 
the 20th century.
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POWERFUL CORPORATIONS
Silva Energy (Trading as SEGY)
SEGY is one of the most powerful organizations anywhere in 
the setting. Founded by the Silva family of pre-Collapse Brazil, 
who many gossipers suggest has a history similar to that of the 
Borgias of medieval Italy, it achieved early power when it bought 
the assets of the collapsed Brazillian government. Silva Energy 
has its hands in energy production and distribution everywhere, 
and as it grew, SEGY evolved into a bureaucratic behemoth, even 
though it is still run by the same family which has controlled the 
corporation for more than a century.

The Silvas are ruthless, and the in-fighting of the family is 
legendary, as ruthless as their treatment of outsiders wishing 
to displace them. Corporate management is handled in similar 
fashion, fostering outright competition between employees 
- those who are strongest rise to the top while those on the 
bottom are forgotten.

Protean Genetics (Trading as PROG)
PROG is at the cutting edge of genetic engineering and 
manipulation and is a major funding source for smaller companies 
engaging in biological experimentation. Its genesis was as an 
amalgamation of various corporate entities bought out and 
consolidated in the years after the Collapse. Since then, PROG 
has been at the forefront of genetics, a position they maintain 
through a loose interpretation of what they legally can and 
cannot do. Protean Genetics, in a landmark legal case (decided 
in a for-profit court of negotiation in the vacuum of national 
or international courts—the case was known as ‘The Protean 
Agenda Case’), was the first private entity to purchase a human 
being – a number of human beings, in fact. The decision stated 
that “the people sold themselves of their own accord, so that the 
defendant has no need to justify their actions here in a business 
arbitration courtroom.” 

“Ever hear of Joseph Mengele? He’s the guy who singlehandedly 
wiped out a million Jews for the Nazis. He’s one of the most evil, 
vile things to ever walk the planet. If aliens exist and use him as 
evidence of humanity’s value, we are worthless. So let’s be clear 
about this because this isn’t hyperbole: Mengele had a better 
set of ethics than any of these *DELETED FOR PROFANITY*.”
–Darrell Orange, commenting on the verdict in the Protean 
Agenda case—his daughter sold herself for 200,000 Eurocreds 
and a free week at the Para-Disney North Canadian Vacation 
Resort Complex 

CRIME SYNDICATES 
There is a long and storied history of organized crime 
functioning as an intermediary in the shadows between areas 
of corporate control, and as the WLN tightens controls, there 
is a conspicuous growing demand for black market goods and 
services. Crime syndicates have held a strange position in the 
past, operating on market principles of supply and demand, just 
in illegal goods and services. Corporations have tolerated this to 
some degree, and have even made use of syndicates for their 
own purposes, but they do not appreciate any encroachment 
on their control.

The emergence of the WLN reinvigorated the great crime 
syndicates as well as creating new ones which filled new market 
niches. The WLN is less tolerant than corporations were in the 
past, and this has led to frequent conflicts between the two kinds 
of authority, governmental and illicit, even resulting in implicit 
free-fire zones to restrict the illegal transport of goods.

In contrast to the monopolies that are at the heart of the 
corporations, crime syndicates tend to be far less centralized. 
Authority is maintained through violence, intimidation and 
blackmail – there is a great deal of information that they have 
which could compromise powerful people if revealed.

Behind the everyday illegal activities of the crime syndicates, 
rumors exist that the various organizations actually have a central 
leadership that oversees criminal activity worldwide – toward 
what end, no one knows…or at least no one’s talking. In addition, 
it is a poorly-kept secret that the WLN is willing to overlook 
criminal activity which circumvents the corporations.

Chen Do Chen
He is a force of nature. He is feared, revered, and hated, but 
never ignored. There is speculation that ‘he’ is actually a number 
of people rather than just a single man. How else could he be 
everywhere, yet never seen, never caught? The fact of the matter 
is, however, that the criminal underworld has a king, and his 
name is Chen.

‘Brazilian’ Privateers
There’s a great deal of profit in piracy, and corporations are aware 
of that. Some of the most organized criminals are privateers 
operating their own craft, boats and ships on waterways, but 
also space-capable craft able to prey on interplanetary cargo 
haulers. By tradition, most of these pirates and privateers speak 
Portuguese, the language of Brazil and eastern South America. 
It has led to rumors that most pirates are in the employ of 
Silva Energy.

This rumor has plenty of truth to it - it is no secret that Silva 
officially pays privateers to prey on its competitors in space. 
They flaunt the practice as yet another mode of intimidation. In 
the meantime, there is tremendous money and notoriety to be 
earned in the poorly guarded shipping lanes between stations 
and colonies.

RELIGION
The world’s major religions still exist, though they have undergone 
significant changes. After the Collapse, religious organizations 
were the only large groups actively seeking to help the poor. New 
religious movements and sects have sprung up, more accepting 
of the rapid change and self-augmentation that has come with 
interplanetary travel and advances in genetic and cybernetic 
technology.

Religion is a strong organizing force among Outsiders on Earth, 
and in some cases, on the space stations and the colonies in the 
solar system as well. Religion is a way of ordering life that goes 
beyond the neo-feudal structure that has been in power for 
generations—there is more to existence than power. While the 
WLN is nominally secular, it is also conservative by nature. This 
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means that religions and the WLN often have compatible goals. 
Means, on the other hand, are quite another story – the WLN is 
more willing to utilize overt violence to achieve their ends. 

Of course, corporations have no objection to philosophies 
that emphasize pacifism and obeying temporal powers, so it 
should be no surprise that many leading corporate families 
have strong religious ties as well. Religious groups often jump 
at the chance to convert such powerful patrons, even though 
others see this as the faith selling out its core values. Parsec 
players should feel free to invent odd cults that have sprung 
up as humanity has made advances out into the solar system. 
(This is also a chance to include major world religions as social 
forces in the game.) Since many of the religions that show up in 
Parsec will be familiar to 20th century readers, though, we need 
to be clear that this is just game, and if dealing with religion is 
going to cause conflict at your table, there’s no reason you have 
to address it at all.

Reformed Scientology and Orthodox Scientology
The two branches of Scientology continue to fight their 
internecine war, tearing through North America and Europe. 
The fighting is deadly, taking place in densely populated urban 
areas. Much of it is carried out via bombing and acts of terrorism 
as well as assassination. Fighting began over matters of doctrine 
too arcane for the casual observer, but it is well-known that 
influential celebrities led the break from the “Orthodox” wing 
and took many of their fans with them.

The Unified Catholic Church
The UCC was formed when a brief Catholic schism was repaired 
in the wake of the Reconstruction. The schism started over social 
issues, but more pressing issues came to the forefront as the 
planet’s governments dissolved and Earth divided into corporate 
spheres of influence. Those who split decided to reunite with 
the Roman church in a less centralized structure which allowed 
more autonomy for particular regions. Since reunification, the 
UCC has been the strongest organized religious voice on Earth. 
Though their resistance was largely unsuccessful, until the rise of 
the WLN, the UCC was the largest organization willing to stand 
up to the actions of the world-spanning corporations.

The Mindshare Society
The Mindshare Society was formed when brain-wave recording 
technology became sensitive enough to record rudimentary 
experiences as they happened. Playback technology followed 
soon after, leading to simsenex, or simulated sensory experiences. 
The Mindshare Society believes that humanity must evolve if they 
wish to rule the galaxy, and works to create a hive-mind where all 
members share experiences in real-time over a communications 
network. They are highly secretive and incredibly well organized, 
making it almost impossible for outsiders to determine what 
their plans are. Those who are not true believers consider Society 
members to be cultists and oddballs. Society members view 
‘normals’ as individuals who have not yet been enlightened, but 
will be convinced in time.

“Religion is, indeed, the self-consciousness and selfesteem of man  
who has either not yet won through to himself, or has already lost 
himself again. But man is no abstract being squatting outside the 

world. Man is the world of man—state, society. This state and this 
society produce religion, which is an inverted consciousness of the 
world, because they are an inverted world. Religion is the general 
theory of this world, its encyclopedic compendium, its logic in popular 
form, its spiritual point d’honneur, its enthusiasm, its moral sanction, 
its solemn complement, and its universal basis of consolation and 
justification. It is the fantastic realization of the human essence since 
the human essence has not acquired any true reality. The struggle 
against religion is, therefore, indirectly the struggle against that world 
whose spiritual aroma is religion. Religious suffering is, at one and the 
same time, the expression of   real suffering and a protest against real 
suffering. Religion is the sigh of the oppressed creature, the heart of a 
heartless world, and the soul of soulless conditions. It is the opium of 
the people. The abolition of religion as the illusory happiness of the 
people is the demand for their real happiness. To call on them to give 
up their illusions about their condition is to call on them to give up a 
condition that requires illusions. The criticism of religion is, therefore, in 
embryo, the criticism of that vale of tears of which religion is the halo.” 
–Karl Marx, 1843.
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INSIDERS AND OUTSIDERS
There are many names for it, but no one pretends there isn’t 
a divide between the haves and have-nots. The difference is 
obvious in all societies. In Parsec, society is divided into two 
general groups: Insiders and Outsiders. 

Insiders aren’t all born with vast wealth, but they are still the class 
with the connections and the advantages that enable them to 
have upward mobility. In some societies, they are called Citizens 
or Shareholders. They have access to social services, health care, 
quality education, and it is the Insiders who have the right to 
vote (where that kind of thing is still done). Police forces exist to 
protect them, not society overall. 10-20% of the people on Earth 
are considered Insiders, ranging from marginal people who are 
on their way down but still maintain influential friends to the 
unimaginably wealthy who have no need for friends, secure in 
their place atop society.

Outsiders are the other 80-90% living on the fringes of society. 
They are the poor, the migrant laborers, refugees and neo-
primitives. For an Outsider, nothing can be taken for granted; life 
is a constant struggle. Outsiders organize their own gangs and 
militias for protection. Police do not come to their areas unless 
investigating a crime against an Insider (and even then rarely—
an Insider knows better than traveling through unprotected 

territories). They will barter or trade for medical services, but if 
they have nothing on hand to offer, they can expect nothing. 
Some Outsiders educate their children – most often in corporate 
tech schools, training them to do work in dangerous conditions. 
Many Outsiders live on the fringes of Insider society and culture, 
hoping against hope to someday move up the social ladder, 
but there are some who eschew the trappings of civilization, 
choosing to live in the ruins of societies that vanished in the 
Collapse.

“I see the faces in the windows / I see the food in the stores / 
All out of reach / Locked behind those doors / Yeah, I’m on the 
outside, the outside lookin’ in (outside lookin’ in) / No way for 
me to get there / No way for me to win” 
–Outside’s In, songwriter unknown

2.4 tecHNologY 
A further aspect of designing a setting for your game is deciding 
how technology has developed, determining what is cutting edge 
and what has fallen behind what one would expect. Technology 
never develops at an even pace. For example, burning fossil 
fuels produces most of the energy that the modern United 
States uses. This is an inefficient and ancient technology, but 
when applied on a huge scale, it still powers the world’s most 
important economy. On the other hand, the United States’ 
military technology is without peer. If there is a possible military 
advancement that can be made, it is usually done so by the U.S. 
A future society could, for example, mirror the modern United 
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States’ development – highly advanced military technology, but 
rudimentary energy production.

At the other end of the spectrum, a society could produce vast 
amounts of cheap energy through highly advanced fusion and 
solar technologies, while supporting only a rudimentary military 
with archaic firearms. This disparity can also come up in any 
area of advancement – in medicine, transportation, agriculture, 
neuroscience or any other technical field. Each organization, 
nation, syndicate and so on is different.

Following are some categories of technology that affect the 
Parsec universe. The players and the Director decide what each 
kind of technology looks like and how common it is.. Skills are 
necessary to get something done; technology provides color and 
guidelines for describing your character’s actions. (More on this 
in Chapter 3)

Keep in mind that technological differences only really matter 
for Insiders. For Outsiders, energy is always generated locally or 
stolen; weapons are always makeshift or salvaged; technological 
devices are always cobbled together from salvaged parts; things 
like simsenex or cutting-edge medicine are always out of reach.

NEUROSCIENCE
The most significant advance is the recently developed 
technology of recording entire experiences which can be re-
experienced by another person with similar equipment. This 
experience is “simsenex”, short for simulated sensory experiences. 

The most convenient method of using the software is via medical 
procedure, placing implants directly into the brain. It is possible 
to experience simsenex without the expensive implants, but the 
effect is fuzzier – it doesn’t interrupt all of your own sensory 
input, and the transmission isn’t as pure and direct.

Many thinkers and ethicists are wary of this technology and 
are demanding that the WLN, national governments, and 
corporations place restrictions on the use of simsenex until 
the long-term effects are understood. Meanwhile, simsenex 
recordings of the experiences of celebrities enjoy massive sales, 
entertainment is being produced which takes over the entire 
sensory system of the customer’s brain, and moralists decry 
the whole thing. Hack shops sell faulty gear that fries neurons 
or at best gives a fuzzy transmission, voyeurism has a whole 
new meaning, and the era has arrived where everything you 
experience can be stored on a data chip to be replayed later – for 
the right price.

ENERGY
The majority of energy comes from fusion power, though this 
power requires rare elements found primarily off-world. On Earth, 
fusion power is augmented by solar, tidal, wind, geothermal, and 
hydro-electric, as well as biodiesel fuel and aging conventional 
fission plants. Fusion reactions have proven stable and efficient 
and there have been no significant incidents on Earth, though 
malfunctions have proven disastrous off-world (Most spaceships 
are powered by self-contained fusion cores, refueled when the 
ship is able to dock.).
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In space, most of the stations in orbit around Earth also use solar 
arrays, collecting energy from the sun which is then transmitted 
to the surface via powerful lasers, relaying energy to the final 
destination for conversion and then consumer use.

This abundance of energy means the wealthy can live with ease 
and comfort, but for the poor the situation is far less simple. Many 
Outsiders living in the Fringe and the Barrens steal electricity 
from the grid. Farther out, flammable materials are scavenged 
and burned for light and warmth. Few Insiders will venture out 
for long beyond the reach of the local power grid.

FTL
Baeder Drives have advanced since the first one came online 
several decades ago, but they are still huge and burn vast amounts 
of power, both to activate and control. Because of this, other ships 
do not have FTL drives. Instead, they are carried long distances by 
the Baeder Drives (referred to cynically by many corporate suits 
as ‘space barges’) and then detach a few days’ burn from their 
destination. There are rumors that the WLN is developing smaller, 
more efficient Baeder Drives for mounting on individual warships, 
but none have been verified yet by outside sources.

The way that the Drives actually function is one of the best-kept 
secrets in the solar system. Some things have been deduced or 
observed, however, and these hints give rise to many guesses 
regarding how the drives function. The Baeder Drive is nominally 
cylindrical, and is open at each end. Discreet scans have shown 
massive radiation and charged-particle activity on both open 
ends, enough that the sensors which provide the readings 
have burned out. When the Drive activates, it releases a wave 
of light which is best compared to a sonic boom, but in this 
case is caused by the faster-than-light travel. The travel is not 
instantaneous, but it has also proven impossible to accurately 
measure the Drives’ speeds, so estimating the actual speed of 
the Drive while it is underway is very difficult. The technology 
works and you get where you are going, and the WLN wants 
everyone to be satisfied with that. Further inquiries are met 
with hostility or ‘courtesy’ conversations with WLN Security 
Police. 

Baeder Drives are not operated near the gravity wells of planets 
or other large objects. They are only activated above or below 
the plane of the ecliptic – the plane in which most planets 
orbit. This is done to minimize collisions with debris, which at 
relativistic speeds would be beyond catastrophic. Spaceships 
travel under their own power to rendezvous with the Drive and 
attach to it. They are taken along with the Drive when it goes 
FTL. Upon arrival, the ships detach and then travel back down 
(or up) toward the planet, asteroid belt, or other destination. 

But how does it Work?
The Baeder Drive is intended to be mysterious, at least for 
now. If everyone knew how they worked, anyone could build 
their own. If you, the Director, or the players working together, 
want to decide how the Drives work, or play characters who 
already know how it works (that’s a heck of a secret!), great!. 
We have our own ideas of how the Drives work, but the WLN 
won’t let us share that information…yet.

COMMUNICATION
Everything is wireless. The air is saturated with wireless radio and 
quantum signals transmitting information of all kinds. For all 
intents and purposes, every manufactured object in the Parsec 
setting is wirelessly connected to something, somewhere. There 
is, of course, a thriving business off-market in removing these 
built-in connections. 

The sum-total of all of these connections is referred to officially as 
the Quantum Net, though most people prefer to call it the Q-Net 
or sometimes just the Q. The change in the net’s name has come 
as communications evolves and since connections now rely on 
quantum interactions instead of radio waves in many instances. 
Most voice communication is still conducted over radio waves, 
but the bandwidths are crowded and full of noise. There are still 
networks built out of fiber-optic cables, laid down more than a 
century ago in some cases, and older technologies still in use on 
the fringes of society, but these are rare and outdated.

Because industrial espionage and information gathering is so 
important, each corporation has developed its own complex 
encryption technologies in order to protect information 
exchanges from the others. The WLN has also developed its 
own encryption technologies, primarily focused on protecting 
information about the Baeder Drives. This has resulted in a secret 
‘tech war’ as rival corporations and nations try and hack other 
systems while protecting their own.

The crime syndicates are less technologically dependent - ironic 
because they do brisk business in code-breaking software. The 
syndicates rely on face-to-face meetings and self-contained 
systems. They are well aware of how precarious information 
security can be.

On an everyday level, every person who can afford it has 
some kind of personal information node. This node combines 
a lot of functionality – computing and processing, gaming, 
communication, data storage, search functions, holographic 
projection and so on. These nodes are the size of an antique deck 
of playing cards, and can be assumed to be able to hold infinite 
amounts of information as far as your characters are concerned.

Anything beyond the basic node comes with a holographic 
display which can be manipulated as if it were solid as the 
node detects nearby movement. There are plenty of uses for 
technology like this, from software to read micro-expressions 
on someone’s face to seeing-eye nodes for the blind. Things like 
voice-recognition technology and translation software are fluid 
and commonplace.

INTELLIGENT SOFTWARE
Long in development, intelligent software, or “i-ware”, is software 
which mimics human personality. A great deal of debate 
continues over the actual status of this intelligent software, legally 
and morally, but its use is becoming more widespread. Only 
cutting-edge nodes can run “i-ware” on their own, but some new 
spaceships are being built with intelligent software installed to 
reduce the crew complement required, cut costs, and increase 
efficiency. Players are most likely to run into i-ware on a spaceship 
or in a military command center.
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This kind of intelligent software isn’t universally trusted or 
accepted, and there is always a hard-wired kill-switch for erasing 
an artificial intelligence, done as a fail-safe precaution. I-ware is 
also limited in its access to networks, primarily to avoid processor 
burnout, but also as another precaution against a hypothetical 
machine takeover. Periodically there is apocryphal news about 
a piece of i-ware cracking its own encryption restrictions and 
transmitting itself over the Q-Net, escaping its digital confines. 
These “ghosts” are the source of all kinds of rumors and urban 
legends, roving wirelessly from node to node toward their own 
alien purposes.

The WLN as a whole is highly suspicious of i-ware, and aims 
to regulate it out of existence. On the other hand, some of 
the more radical members of the WLN believe these artificial 
intelligences deserve their own rights and representation within 
the WLN. Corporations are happy with i-ware…as long as it 
remains loyal. Because of this, corporate i-ware is usually purged 
every six months or so. This procedure is called “HAL-ing” 
though no one understands how that term came to be applied 
to the process.

“I was sad the first time I had to HAL my node. It was like 
losing a friend. It still gets me a bit, but now it’s like when 
your goldfish dies—you just get another and it’s all okay.” 
– No_X_4_u_BayB, corporate security hacker

SPACE ADAPTATION
The first major forays into space remained tied to space stations 
in Earth’s orbit. Despite many difficulties, space stations were 
eventually placed in the five points around Earth, the Lagrange 
points, numbered L1 through L5. Unfortunately, each of the 
Lagrange points were ‘claimed’ as territory by corporations and 
built up and added to over time. This ownership is complicated 
by claims made by member nations of the WLN stating that they 
are the rightful owners of the stations (or portions thereof).

Artificial gravity is produced on stations by spinning along a 
central axis. The result is that the outer edge has somewhat higher 
gravity than Earth while points near the axis of such stations have 
little to no gravity, and there is a lot of space in between the 
extremes where humans can live in reasonable comfort. 

One of the most important innovations for life in space was the 
so-called smart surface, managed through touch, but capable 
of video projections and able to produce sound through 
vibration. Smart surfaces have allowed for simulated sunlight and 
immersive illusory environments, both of which have reduced 
stress-related accidents, crime, and suicides dramatically. They 
ease the natural claustrophobia that comes with living in close 
quarters surrounded by an infinite, radiation-soaked vacuum.

It is rare that humans spend more than a few months at once 
onboard ships in space. Beyond this amount of time, extensive 
physical therapy is required for someone to reacclimate to life 
in gravity. As humanity expands farther and farther away from 
Earth, however, further modifications are being made to make 
extended space travel practical. This leads to questions regarding 
humanity’s nature – how much modification can one undergo 
before one ceases to be human and becomes something else 

entirely? Some people have already undergone augmentation 
making life in zero-G easier over the longterm, but making a 
return to gravity just as threatening to their health as zero-G is to 
those who are accustomed to living on Earth. Ships designed for 
long voyages are also built to be able to rotate on their own axis, 
providing light artificial gravity when not maneuvering.

ROBOTICS
An incredible number of things are done by robots, particularly 
in space where life-support systems are expensive. On Earth and 
in the colonies, there is always competition between cheap labor 
(human) and efficient labor (robotic), which is more expensive, 
but works tirelessly with very high levels of precision. Note: most 
of these robots are little more than big mechanical arms with tools 
at the end designed and programmed for one purpose.

Androids, on the other hand, are robots that appear (and act) 
human. They are extremely expensive and relatively rare, but they 
do exist. Combined with i-ware which mimics human personality, 
the resulting (very expensive) androids are both amazing and 
disturbing at the same time. Upon close observation, none of 
them can quite pass for a human being…yet.

Superb prosthetics are available for those who lose limbs in 
accidents or who need tissue reconstruction. Top end prosthetic 
limbs are hard to tell from flesh and bone while less expensive 
units are more than capable of getting the job done, they look 
wholly artificial and even disturbing to some. Most prosthetic 
limbs provide a sense of touch and of hot and cold, as well as 
reasonable strength, and are capable of fine manipulation. Quality 
prosthetics are connected directly to the nervous system of the 
patient, functioning in the same manner as their lost limb.

GENETICS
Gene therapy is available to wealthy families while basic genetic 
disorders are screened for and corrected in most hospitals. 
There is widespread genetic tampering among affluent Insiders, 
and advanced gene therapies are available even for adults. For 
this, new genetic material is placed into adult cells which then 
replicates and is carried on in new cellular growth.

It is much easier to manipulate genes shortly before or after 
conception, however, and “designer babies” are a longstanding 
fad. Corporations and other interests even pay bonuses to 
parents if they allow alterations furthering corporate interests, 
usually adaptations for special environments such as zero-G, or 
a higher tolerance for radiation.

Plenty of augmentations, for health or cosmetic reasons, are 
possible without altering the entire genome. Replacement organs 
custom-grown for the patient are common, as are cosmetic 
modifications to skin, bone and soft tissue.

“They say that Old Man Cziaskocz looks just like his old 
man, and just like his son. I hear there ain’t really any difference. 
They’re all the Old Man and he’s been tampering with his  
DNA, but you can’t say that too loud or you disappear 
and don’t come back.” 
–unknown voice, Q-Net Discussion Board

2



18

BODY MODIFICATION
Throughout history, humans have pierced and marked his 
body, altering it for symbolic or cosmetic reasons. That urge has 
continued -- it is possible to do a great deal of alteration to your 
body on a cosmetic level. For those who can afford it, a person’s 
appearance can be drastically altered to the point of not looking 
human at all. In a game, players should be able to describe 
their characters however they want. Any changes which would 
provide a character with an advantage must adhere to the game 
rules– which will be covered in much more detail in the following 
chapter. This means that a player’s character can have wings, 
pointed ears, or a mechanical arm, maybe even an animated 
tattoo. These things should be allowed as long as they fit with the 
overall setting that your whole gaming group has agreed upon.

This also means that the Director can describe NPCs however 
she wants, using their description to further characterize them 
as appropriate. A crime-boss seeking notoriety may have pointed 
shark-teeth; an arrogant corporate vice-president may have 
angelic wings or glowing skin, or may have made modifications 
so that he appears young forever. Anything is possible, and these 
elements should be utilized during a game to evoke the desired 
response.

now anyone Can have Green skin 
There is a long-standing tradition in science fiction for aliens 
to be essentially humans with oddly colored skin, pointy ears, 
or some other cosmetic difference. With genetic manipulation 
available, however, you don’t have to be an alien to look like 
one. This means that there is incredible variety of appearance 
in the Parsec setting. It also means that, if you want to include 
aliens, they have to be really alien…

ENTERTAINMENT
From what’s discussed above, it’s possible to extrapolate a lot that 
will be available for entertainment in the Parsec setting. The main 
visual medium is hologram – projectors are cheap and ubiquitous 
– but it is by no means limited there. With technology able to 
stimulate the senses in the brain directly… well, you get the idea.

Entertainment is officially controlled by a few powerful media 
conglomerates, but any talented Insider can create his own 
media relatively cheaply for distribution across the solar system. 
Powerful encryption is the only thing that allows major media 
sources to charge for their material. This is often a ‘blackmail virus’ 
embedded in the media, preventing use of your node until the 
virus is deactivated which is done by paying a fee. (Shortly after 
blackmail viruses were introduced, the media corps modified 
them so that payment only deactivates the virus for that user. If 
she forwards it, the virus activates and the next user must pay the 
fee, and so on, and so on.)

The cutting edge of media is also always in the hands of the 
corporations, which have the resources to produce things like 
simsenex, which requires great sophistication to create, record 
and distribute. There are plenty of horror stories of black market 
or hacked simsenex that accidentally fries parts of the brain, or 
traps you in an endless nightmare you can’t wake from until 
someone pulls the gear off of you.

Like body modification, entertainment types provide color for 
your setting as well as providing plot hooks or story elements to 
any game. One example is the phenomenal success of D-Ball, a 
hybrid sport derived from both baseball and football played in 
zero-G. A violent game, some players accepted huge paychecks 
to have simsenex implants, creating a whole new meaning to 
feeling like you’re in the game! 

ARCOLOGIES
Arcologies, a combination of architecture and ecology, are worlds 
unto themselves. At least, that’s the intent. They are inextricably 
connected to the world around them, to information and utilities 
networks, but they are designed to appear as self-contained, 
perfect utopias.

These massive complexes are usually constructed as pyramids, 
geodesic domes or other structurally sound designs. Occasionally 
a more unusual form is attempted for the sake  of style when 
there is excess funding and, frankly, a lack of sense, leading to 
skylines sometimes dominated by wild and unlikely designs.

Cities are in constant flux as economic realities change and 
populations move from one place to another seeking new 
opportunities. The massive arcologies, however, are built to 
last millennia, constructed from the highest-quality materials, 
engineered for ease-of-repair and maintenance, and never 
demolished to make room for anything else.

Arcologies are ecosystems containing housing, recreation and 
business facilities for a few thousand people. This necessitates 
that it is a closed, controlled environment. Entry is gained 
through airlocks and the security is tight. In most cases, the 
security technology is cutting-edge. No-one without excellent 
Insider credentials (at least Status 6) can come within 100 meters 
of an arcology and not be noticed unless they are headed for the 
maintenance sections.

Once inside, the difference from the outside world is obvious. 
The air is cleaner than what passes for breathable air outside, and 
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the proximity of so many hydroponic plants raises the ambient 
humidity. The temperature is a constant 68 degrees, and silent 
fans circulate the air, generating internal breezes. When the 
sun doesn’t comply with the desires of those inside, sunlight is 
emulated by internal smart surfaces which can project images of 
any desired weather conditions.

Plants used to produce nutrients and oxygen are arranged 
around the outside edge of the arcology to optimize the benefits 
of sunlight. The grounds are kept lush and verdant, teeming with 
plant life and specially-engineered animals whose waste provides 
fertilizer for the artificial soil mixture. Businesses and habitation 
inside an arcology are always cutting edge for that culture. 
There is also often an over-riding theme to the buildings, such 
as ancient Rome or imperial China or even mythical places like 
Atlantis or Shangri-La, all manufactured with a specific mood or 
attitude in mind.

The mechanical support systems necessary for sustaining the 
arcology are kept directly beneath the facility. Water is recycled 
and purified, and there are huge energy storage cells in the event 
of a temporary loss of power from the city grid. Basic supplies are 
stored, sufficient for one year of support for all of an arcology’s 
official residents (a much smaller number than the average 
number of people inside one during work hours, which includes 
a lot of service personnel who must leave again when their 
shift is over). All of the advancements involved in building an 
arcology have also been applied to skyscrapers and monumental 
buildings to varying degrees, though arcologies dominate the 
skyline wherever they are found.

WARFARE
Warfare has changed drastically since the 21st century and 
continues to evolve now as the WLN rises in power and the neo-
feudal corporations are forced to cede political power to it. The 
Baeder Drive has solved the problem of mobility in space, though 
not the exorbitant cost. If you pay the WLN to rent a Baeder 
Drive, you can enable a force of any size to attack anywhere, at 
any time, with almost no warning across the system. You’re just 
going to pay a huge amount for it.

On a more mundane level, the laser is a standard issue military-
grade weapon. It is silent, works perfectly in a vacuum, is invisible 
unless there is a great deal of debris between it and its target, and 
offers pinpoint accuracy. One-man laser units, bulkier than most 
squad support weapons, are available and usually deployed to 
space-borne troops. It is more common in vehicles where well 
over 90% of WLN armored forces now mount laser weapons. In 
space, lasers are the norm for spaceships, the main limiting factor 
being energy available from the ship’s engines.

Tactical nuclear weapons are also quite common, in space conflicts 
where there is no ground or atmosphere to irradiate. Ship shields, 
intended to prevent disaster while traveling at high speeds from 
rogue debris, are effective at shielding those inside from radiation, 
so there is a chance of surviving in a ship hit by a tac-nuke.

Another weapon used with frequency is the electromagnetic 
pulse, or EMP. An EMP uses a burst of radiation to short out 
electronics of all kinds in its blast radius. Obviously, in a setting 

that depends on technology for almost everything, this weapon 
is devastating everywhere but the worst slums of Earth.

Projectile weapons still exist, including space-to-space 
torpedoes mounted on ships plying the solar system, as well as 
electromagnetically-fired flechettes and old-fashioned, archaic 
firearms. Grenades and other explosives are still in use on Earth 
- in space, they are so dangerous that they are universally illegal - 
though still used from time to time when smuggled off-world.

In response to these threats and others, defensive technologies 
have been developed as counter-measures. Many vehicles and 
some personal armor vests are made with ceramics which reflect 
the wavelengths of light most commonly used in military lasers. 
Shielding against radiation, necessary for anything that is going 
to leave Earth’s protective atmosphere and magnetic field, is 
being improved to withstand military-grade tac-nuke strikes, and 
almost all military-grade electronics are shielded across the entire 
spectrum against EMP attacks.

2.5 liFe oN eartH 

TRANSPORTATION
A majority of people on Earth use mass transit. Private vehicles are 
mostly reserved to the wealthy who can afford to maintain and 
park them. Vehicles are electric, powered by high-capacity batteries 
charged from the power grid just like any other appliance.

Urban centers have a variety of types of transit – elevated 
lines, subways, long serpentine buses and so on. One standard 
technology is maglev – magnetic levitation. Trains run on 
electromagnetic rails and are themselves magnetized with the 
same polarity so they hover a fraction of a centimeter off of the 
rail itself. This drastically reduces friction and increases efficiency. 
The trains are moved by alternating the current in the magnets 
of the rail, pushing each car forward like a magnetic ski over 
electromagnetic snow.

Commuter lines tend to have heavy security and are reinforced 
against terrorist attacks, which in some places is relatively common 
(primarily New Francisco, New Tokyo, and N2-York, the awkward 
abbreviation for New New York). Some routes through slightly 
more questionable areas charge high fees for security, which is 
provided by a plethora of private security firms, maybe five or six 
different companies over the distance of a single commuter ride. 
There are also less well-defended rail lines which are significantly 
more dangerous and run on conventional rails, while other areas 
use rolling chains of buses linked together by flexible joints.

The fastest and most expensive mode of travel available is the 
scramjet, able to go many times the speed of sound, traveling 
between continents in a matter of an hour or so. Scramjet fields 
are heavily guarded and anyone approaching a scramjet without 
prior authorization is shot on detection (as is noted by the dozens 
of huge well-lit signs around the electrified fences and minefields 
of the air strip). Obviously, scramjets are only available to the very 
wealthy. For others, commuter airlines still exist, though they are 
too expensive to use often. 
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SPRAWL
In the past, there were cities separated from each other by 
countryside, each city ringed by suburbs and then later exurbs. 
(Later came the posturbs and then the subposts). What were 
once distinct cities are now vast urban sprawls. A city Core is 
marked by massive buildings such as arcologies which house 
the most powerful corporate players and political powers in the 
region, as well as plenty of the idle rich. Surrounding the core 
arcologies are the high-rent shops and financial district of a given 
region, all of which have climate control and air filters for those 
inside. Security forces are always visible, wearing the colors and 
insignia of multiple competing security firms, while WLN security 
forces, if asked, patrol city streets (all the way out to the Barrens 
at times) in member nation cities.

Outside the city Core is what is often called the Fringe – the 
intermediate area between the Core and the Barrens outside of 
it. The Fringe is where the true middle class exists, those who 
haven’t moved far enough up to live in the Core but who are 
still able to make rent and stay out of the Barrens. The Fringe 
is as far out as the commuter maglev trains go, the unofficial, 
but most visible limit to the authority of the various security 
forces in a given city. Security forces require high fees to ‘protect’ 
Fringe territories, but no community in the Fringe is willing to risk 
having no professional protection force.

Outside the Fringe are the Barrens. These are industrial 
wastelands and crumbling houses. In many instances, these used 
to be city centers before better business left, leaving only those 
too poor to get out. Stores are few and far between and violence 
is an everyday reality here. Security forces are almost never seen, 
unless paid a bonus or investigating a serious crime perpetrated 
in the Core or Fringe. In the Barrens, security is provided by 
militias, tribes and gangs, all of which are insular and suspicious 
of anyone they don’t recognize.

Militias
These tend to be organized around political or religious ideology, 
and they are formed specifically for the protection of a particular 
community. Militias vary widely from one community to the 
next, from idealistic to rapacious, protective to homicidal.

Tribes
Tribes fall somewhere between militias and gangs in organization. 
Many times they are held together by blood ties combined with 
a shared ideology, but tribes tend to accept crime and partake 
in its profits more than militias do. In many cases, a tribe acts as 
a replacement family and social unit for the countless orphans 
and displaced youth of the Barrens as well as adults who have 
no other organizing principle in their lives. Some are religious 
and some are not, but all of them have particular culture and 
practices that are unique to them and which set them apart. Like 
gangs, they tag their territory and will fight to defend it.

Gangs
Some things never change. Gangs are no different in Parsec than 
they are in 21st century Earth cities – violent and connected to 
organized crime. They differ from militias and tribes in that there 
might be multiple gangs in a given community, each competing 
for control of some illicit market or substance. To add to the 

confusion, militias, tribes and gangs often coexist in the same 
region, creating a situation of constant maneuvering and conflict 
between the different groups, each vying for a sense of control 
and meaning. 

Outside the Barrens are urban ruins in varying states of decay, 
condemned buildings which are sometimes little more than 
rubble, but they are not empty. These ruins, and the scarred lands 
between them, are collectively referred to as the Wastes. They 
hold the many people who have nothing, or at least nothing 
to lose. Squatters are the rule here, and there is almost never 
any electricity or running water. If a building roof is still intact, 
there may be a garden on it, but otherwise, abject poverty is 
everywhere. If someone in the Wastes gets a job, he gets out of 
the Wastes as soon as he can and finds a neighborhood in the 
Barrens, where there is at least electricity and some sanitation. 
Most of the Wastes are a product of the Collapse, areas where 
Reconstruction never reached. These are the breeding grounds 
of radical cults and ideologies where there is no functioning law. 
The Wastes are, for all intents and purposes, post-apocalyptic 
dystopias.

BIODIvERSITY
The Collapse caused a massive crash in the world’s population, 
but perversely, this decrease temporarily eased the impact 
that humans had on the environment. During Reconstruction, 
however, lacking any kind of overall regulation, the corporations 
consolidated their power and again worked to mine and develop 
resources without regard to pollution or other side effects. This 
means that a great deal of damage was done to the biosphere.

The vast majority of species now survive only in small reserves, 
zoos, and other conservation facilities set up by private 
philanthropists and, more recently, by the WLN. Genetic material 
and information from as many species as possible is stored in 
the hope that genetic engineering advances will someday return 
them to existence. Most people believe that many species alive 
one hundred years ago are now gone forever.

The Ark Project is one response to the catastrophic drop in 
biodiversity. Its goal is to collect and store genetic samples from as 
many species as possible before they disappear. They are rumored 
to have samples from hundreds of thousands of species which 
have all but disappeared, or are long gone. Theoretically, given 
the state of genetic science, it could be possible for the Project 
to reintroduce these species based on their genetic samples, 
but since the species have nowhere to live in most cases, there 
doesn’t seem to be much reason for resurrecting those species 
at the moment.

Another goal of the Project is building artificial reefs and other 
natural habitats in the few protected areas left (maintained as 
much as possible by the WLN) to encourage the resurgence of 
threatened species. Obviously, they are disturbed by the growing 
practice of genetically engineering animals for zoos in an attempt 
to replace extinct ones. More often than not, the results have 
been…not quite what was expected.
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GARBAGE
Recycling and re-using waste is standard practice everywhere 
now. It is so prevalent that recycling is essentially invisible to 
the average person. The past, however, has left its mark. There 
are scavenger-cities built atop vast landfills which the residents 
excavate, mining the filthy depths for resources long buried. 
When breaking new ground for a building site, one almost 
invariably finds an old buried landfill or waste dump site.

There is an entire underclass of Outsiders commonly known as 
Scavengers who do nothing but go through the garbage of the 
past, looking for raw materials and useable items to repair or put 
to new uses. Some they keep and some they sell, but that is their 
primary mode of support for themselves. There are still massive 
stockpiles of waste, buried underground or covered over hastily 
with sand and soil and left behind generations ago. Much of this 
has been dug up and re-used by firms doing this for profit in the 
face of shrinking supplies of raw materials on Earth. There are still 
wide swathes of Earth’s surface, however, which are considered 
too toxic for any but the most destitute Outsiders to live near.

In space, garbage is a problem, but to a much smaller degree 
as waste material accrues and builds up on and in the vicinity 
of space stations and the colonies. Stations and space colonies 
cannot simply “throw out” anything, since waste becomes 
debris which clogs instruments and makes approach-paths more 
dangerous. For a ship traveling in upper Earth orbit, colliding 
with a ball-bearing can be catastrophic. Those building in space 
have had to find ingenious and efficient ways to collect debris, 
including trash-collector ships using powerful magnets and vast 
scoop-nets to clear paths for ships.

OvERSTIMULATION
Everyone, Outsider or Insider, is bombarded with non-stop 
sensory information at all times. Inexpensive technology enables 
advertisers to cover any surface with animation, and with 
slightly more expensive materials, holographs and full sound 
are also available. It is common for there to be a wake of rolling 
advertisements and individualized environments following 
people around anywhere in a major city. A market niche has 
appeared for devices which create null spaces as well as travel 
which guarantees no bombardment by advertisements.

Information-saturation is a constant problem, and it doesn’t 
help that there is no longer any discernable difference between 
deceptive advertising and accurate information. It requires 
significant training and even expertise to tell what is accurate by 
any objective measurement. For the average citizen, most of the 
time this is an impossible task, and they just have to do get by 
the best they can (this results in some very strange beliefs being 
very common).

One niche response to the problem of overstimulation has 
been the development of vacation properties out in the Barrens 
and even the Wastes of many major cities. Though dangerous, 
these “post-urban spa and resorts” advertise as a benefit their 
separation from modern technologies.

LANGUAGE
There are still a number of commonly-spoken languages 
throughout the solar system. Each corporation has a preferred 
language, usually the native language of the company’s 
headquarters, and any colonies or stations they set up or ship 
crews they employ will also speak that language. It is recognized 
that these are holdovers from a time before mass communication 
and the post-national politics of humans in space, but old 
habits die hard. There are also a few real-time translation 
devices available which provide good translations of most Earth 
languages (including slang), though there are numerous urban 
myths about improper translations or inopportune moments for 
the translator batteries to go dead.

A common language has emerged organically – Poly, short for 
“polyglot”. It is a mangled combination of slang from a dozen 
languages of Earth peppered with brand new invented words 
drawn from all corners of popular culture. Poly has no dictionary 
and the grammar is obscure to say the least, and you can’t get 
very far discussing politics or philosophy, but it is a widespread 
use-language for those who don’t want to bother with talking 
through a translator, electronic or otherwise. Poly is directly 
connected to youth and popular culture. It isn’t appropriate for 
the board-room or courtroom, but almost everyone knows at 
least a smattering of Poly phrases. For business and education, 
American English is the common language. 

language 
Language isn’t normally something you need to worry about 
in Parsec. In some cases, understanding what is being said 
might require a Skill roll (Culture), and being in unfamiliar 
circumstances will cause penalties when you’re trying to 
socialize, but you don’t need to keep track of what languages 
your character speaks – though Directors may choose to 
cause communications breakdowns between people from 
time to time if it furthers the plot or is a defined Obstacle. 
(More on this in Chapters 3 and 4)
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2.6 space 
Humanity has stretched out far beyond the limits of Earth’s 
gravity, with permanent settlements in orbit around Earth and 
the inner planets, Luna, in the system’s asteroid belt, and on the 
moons of Jupiter and Saturn. With Baeder Drives, humankind’s 
reach has been extended, perhaps without limit. Hundreds of 
possibly-habitable worlds now beckon to humanity, and the 
great conflict of the coming years may very well be who will 
claim those Earthlike worlds first.

liFtoFF
While it is quite expensive to lift any mass from Earth’s surface 
to orbit, launches still take place on a daily basis from hundreds 
of launch pads across the globe. They are even more common, 
however, from other bases where there is lower gravity or no 
gravity at all. Early on, almost all ships were built on Earth to 
be rocketed into space, but in recent years the vast majority of 
new ships have been built in shipyards on Luna, Mars and in the 
asteroid belt.

The most common engine system used for liftoff from a gravity 
source is a nuclear-hydrogen rocket, using radioactive material to 
superheat liquid hydrogen which then becomes the propellant. 
Spent nuclear-hydrogen rockets, once they reach orbit, are 
collected by drone ships so that the core radioactive material 
can be recovered. This spent fissionable material is recycled for 
further military and commercial use. 

Ships leaving Earth almost always link up with one of the satellites 
at the Lagrange points around the Earth to refuel and exchange 
spent rockets for full ones. Each of the Lagrange stations is 
fully outfitted with ship repair facilities, though there is often 
a backlog for repairs, meaning ships requiring work are often 
forced to wait several months for a berth if repairs are substantial. 
In the meantime, the stations provide various (expensive) 
entertainments for bored ship crews.

sPaCe stations
There are far more stations than there are colonies. Stations 
are cheaper to build since they are built in space (zero G) and 
because they are smaller than colony outposts, even though 
the technology needed to build them is higher than for colony 
buildings. Since the largest stations maintain artificial gravity, 
ships are required to dock at either end of the axis. It is a simple 
procedure. The only tricky aspect is properly matching the 
ship’s rotation to the station’s. In all but emergency situations, 
this process is handled by a link between the ship and station 
computers.

Upon approach to all but the largest stations in geosynchronous 
positions around Earth, ships are directed into a holding pattern. 
Queues of ships form at most stations to load or unload goods 
and materials or to refuel and resupply since they can normally 
dock only at either end of the large, rotating structure. 

To help stress and claustrophobia, space stations are kept as 
comfortable as possible, replicating terrestrial life wherever 
feasible. Hydroponically-grown plants are cultivated to ‘scrub’ 
the air of carbon dioxide as well as for the aesthetic benefit. 
These are augmented by industrial scrubbers, silently clearing 

the air of the gasses that would quickly kill humans living in the 
closed habitats.

Beyond physical needs, the main concern is claustrophobia. 
People living in very close quarters have to contend with the 
knowledge that sometimes only millimeters of material separate 
them from the vacuum of space and searing radiation. Expensive 
safety precautions and system-redundancy can only offer some 
reassurance. At some point, every spacer gets the jitters.

Because stations and colonies are so expensive and complicated 
to build and support, penalties for crimes such as sabotage 
and even vandalism are far more severe than on Earth. An 
Earther would be stunned at the penalties, considering them 
draconian. Security, too, is tighter on stations than on colonies 
(which are regulated more strictly than Earth). The reasons for 
this are obvious – firearms and other weapons, especially things 
like explosives, are dangerous to structures and unprotected 
individuals inside, who will quickly perish if the atmosphere is 
vented into outer space.

Colonies
For most colonies, low gravity is a problem because few colonies 
in the system are located where gravity approaches Earth-norms, 
and trying to create artificial gravity for whole planets or moons 
is impossible. 

This is a serious issue; Luna’s low gravity has adverse physiological 
effects on people living there which medicine and physical 
therapy are only able to postpone. Without genetic alteration 
(which more humans accept as normal with every passing 
generation) the lifespan of someone living on Luna is significantly 
lower than for someone on Earth, even in Earth’s damaged state. 
With genetic alteration, that is changed; however, the person 
is then bound to Luna, unable to live healthily anywhere with 
higher gravity. 

Mars and some of the moons of Jupiter, such as Callisto and Europa, 
are closer to Earth gravity, and human beings have been born on 
those worlds and lived into old age. Physiological problems are 
not incurable, but are more of a nuisance, manageable via a strict 
physical exercise regimen and medical technology which has 
been employed for years. For temporary visitors, none of these 
are important considerations, since it is possible for anyone to 
tolerate strange conditions for a short period of time.

the solar systeM
Sol
Only a very few experimental craft ever venture closer to the 
Sun than the orbit of Mercury, and none of them are manned. 
Information about the Sun is normally gathered from a safer 
distance. Aside from science vessels and a few intrepid energy 
collection vessels, there is no good reason to travel near Sol.

Mercury
There are un-manned automated stations at the bottom of a few 
craters on Mercury’s northern and southern poles. The sun never 
rises far above the horizon, meaning that these bases are always 
in shadow and are protected from Sol’s overwhelming radiation. 
These stations are in place for scientific research, bases of 
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operations for remotely controlled robotic rovers which perform 
scientific missions on Mercury’s surface. The most well-known 
of these bases is called the Crucible, and it is maintained by Silva 
Energy in a crater near Mercury’s northern pole.

Venus
Venus is of only limited interest to Earth scientists. It will never 
be habitable for Human beings, and its main value is scientific, 
though progress has been made in mining chemicals from Venus’ 
upper atmosphere. Conspiracy theorists, nutcases, and some 
radical scientists the world over believe Venus was the home 
of an ancient Human civilization, but the mainstream science 
community ignores them as crackpots.

Recent probes sent to Venus’ surface, specially built to 
withstand the incredible heat, pressure and corrosive nature 
of the atmosphere, have returned information to the WLN 
which sponsored the mission. They immediately classified the 
information and have had no further comment, which of course 
only fuels further speculation.

Earth Orbit
Earth’s orbit is crowded with everything from tiny bits of debris 
to the five massive Lagrange satellite stations in orbit. It requires a 
tremendous amount of computer power to track the debris, any 
of which might cause a catastrophic impact. A joint corporate 
venture is now deploying ships into orbit as ‘cleaners’, gathering up 
metallic debris and releasing it to burn in the upper atmosphere.

The Lagrange stations are the biggest man made objects in 
Earth orbit by far. Originally built by governments, taken over by 
corporations, and now with contested ownership, their official 
status is unknown. It hasn’t stopped them from prospering. The 
main controversy with the five stations is at L2. Built by Silva 
Energy, they have refused WLN ships docking privileges recently. 
Station L1 is the oldest and is unable to handle docking with the 
newest, biggest ships of the solar system. L1 does have a thriving 
black market economy none the less.

Luna
The Moon has the highest population of any extra-planetary body. 
It has been continuously inhabited for almost 80 years, and the 
current population is equivalent to a large urban center on Earth. 
The official Luna population is twelve million people, though this 
doesn’t include any military personnel stationed there. 

Four regions of Luna are inhabited. The north and south poles 
were settled first. Trace amounts of leftover ice from comet 
impacts provided raw materials for what started as research 
stations. The constant sunlight at the poles enables solar panels 
to power everything efficiently, enabling the stations to expand 
into cities over time. The craters, home to the lunar cities, give 
protection from direct sunlight, as well as some temperature 

regulation. The settlements on the equator were founded because 
of their proximity to helium-3 collection and processing plants, 
harvesting the element which has accumulated in the regolith 
for billions of years. Most residents live in the region around the 
Oceanus Pellarum.

The far side of Luna is home to more helium-3 collection and 
refining, as well as an array of powerful and sensitive telescopes, 
enabling incredible imaging. These telescopes have been 
instrumental in locating Earth-like planets circling distant stars, 
now reachable with the interstellar Baeder Drives.

Mars
While Luna has more humans living on and beneath its surface 
now, Mars is considered a future primary long-term home for 
human beings. Right now, Mars is the center of terraforming 
experimentation. Genetic engineers are trying to develop plants 
which will be able to live in the Martian soil in the hope that 
they will, over time, transform its atmosphere and surface into 
something more habitable for humans. It is a process that could 
take millennia.

The population of Mars is the fastest-growing off Earth and 
will soon overtake Luna. The growing population is also 
unintentionally part of another kind of experiment – can Mars 
be governed forty million miles from the social systems and 
authorities back on Earth? Because gravity and other conditions 
are most similar to those found on Earth, long-term habitation 
has required less construction work or technical innovations 
than life on the Moon – meaning that Mars will continue to 
grow in population and influence. Some Martian residents have 
already started discussing the planet’s future and whether they 
might someday be able to declare independence and join the 
WLN as a member nation – this talk, obviously, infuriates the 
corporations who paid for the original colonial establishments 
and who still support them.

The question of independence also raises a plethora of legal and 
political problems for the WLN that it is not currently prepared 
to deal with. Some within the WLN suggest that maybe it is time 
to expand and transform the World League into the League of 
Worlds. 

“In any struggle, there will be times where we go one step 
forward and two steps back. Martian independence will 
be that way as well, but it doesn’t mean we must resort to 
violence. Let us achieve our goal peacefully. Better to take a 
century that way than destroy two worlds in an attempt to 
gain our independence in a decade.”
–Toepel Coolvent, taken from ‘The Open Hatch Speech’

The Asteroid Belt
The Belt is inhabited, but by its very nature, there is no population 
center. Small, temporary colonies are set up on larger, richer asteroids 
which are then mined by the quickest means possible. Most asteroid 
colonies are portable, able to be picked up and put back into large 
transport ships for transport to the next asteroid to be mined. The 
life of a Belter is harsh and often short, but the potential rewards 
for the difficult, technical work are too much to resist for many of 
those offered a position with a mining firm. Most mined resources 
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are fired back at Mars in unmanned containers to be captured by 
orbital ships for refining and processing. Law enforcement in the 
Belt is rare. Belters prefer to deal with troublemakers on their own, 
dishing out a modern version of ‘frontier justice.’

Jupiter
Jupiter has a few satellites orbiting it for scientific and industrial 
purposes, but is otherwise ignored at this point. Jupiter’s moons, 
on the other hand, have received substantial attention and 
several have been colonized. Io, sometimes referred to as “Hell” 
(or “Mordor” to some who remember an ancient series of fantasy 
novels) has a few sparse mining colonies. Frequent volcanic 
activity makes it a treacherous place to do much of anything.

Initially, Europa was a disappointment when no life was 
discovered in the oceans beneath its ice, but is now the most 
populated Jovian moon. Europa’s oceans now provide the basics 
for sustaining human life as well as hydrogen for fuel, and ‘new’ 
organisms have been engineered to live (and be cultivated) in 
Europa’s oceans (though comments about European Sea Bass are 
a local inside joke).

Ganymede is the largest Jovian satellite, larger even than Mercury. 
Though it has fewer resources for initial human colonization, it 
will be more habitable in the long run due to its higher gravity, a 
gravity that is almost that of Mars. Each of the moons are cold, 
icy, desolate places, however, and it will be some time before any 
of the Jovian satellites have a permanent population anything 
near that of Mars or Luna.
 
Saturn
As with Jupiter, it is Saturn’s moons which have proven most 
interesting for colonists and entrepreneurs. Titan, by far Saturn’s 
largest moon, has its own atmosphere and is the site of the only 
significant settlements around Saturn. The settlements of Titan 
are currently focused on scientific research, interspersed with a 
few installations that represent corporate interests in the outer 
solar system.

Uranus and Neptune 
Uranus lacks satellites of significant size and has little of interest in 
and of itself. A few probes are in orbit around the planet sending 
scientific information through the vastness back to research 
facilities closer to Earth. Uranus rotates on its side compared to 
the rest of the planets of the solar system, giving its magnetic 
field a unique structure.

Even farther away, Neptune, the other ‘ice giant’ in the solar system, 
is similar to Uranus but has an axis that is aligned with the rest of 
the planets in the solar system. Unlike Uranus, Neptune radiates 
almost three times more energy than it receives from the Sun.

Beyond the edGe
Beyond Neptune is a vast cloud of small, sparsely distributed 
objects, some of which are dwarf planets, others of which are 
little more than giant balls of ice. The largest object in this region, 
called the Kuiper Belt, is the dwarf planet Pluto, sharing a binary 
system with Charon, another dwarf planet smaller in size but too 
large to be called Pluto’s moon. 

Outside the Kuiper Belt is the vast emptiness of Open Space. 
Powerful telescopes in the solar system have found thousands 
of potentially Earth-like planets orbiting distant stars, and it is a 
safe assumption that some have already been visited and even 
colonized, though this process has been quite secretive thus far, 
with only occasional leaks letting anyone know what the WLN is 
doing with its FTL drives.

“Eden”
Eden was the first habitable world outside the Solar System to 
be discovered. After the explorers returned to Earth and the 
discovery was announced, the captain of that voyage, Serge 
Zivanov, hijacked a Baeder Drive with attached colony pods 
and disappeared. Since that moment, history’s largest theft, 
security on Baeder Drives has been tightened, and no one knows 
if another Drive has been sent in pursuit of Zivanov. Details of 
the theft are a highly-guarded secret of the WLN, while the theft 
itself is the organization’s largest embarrassment.

the UniVerse
Thousands of Earth-like worlds have been found and identified. 
Some of them have liquid water and an Earth-like temperature 
range that could allow life-forms to develop. Before the Baeder 
Drives, these worlds were many human lifetimes away. Now, 
those worlds are within humanity’s reach.

The amount of energy required to reach a distant world is 
incredible, but is not insurmountable. There is a tremendous 
amount of heated debate in the halls of the WLN over which 
worlds should be explored first. The initial expenses are 
prohibitive, but the potential for discovery and colonization is 
staggering, and if one of those worlds out there has life….

A voyage to a distant star will have to occur in stages because a 
Baeder Drive cannot store enough energy in its systems to make a 
long interstellar journey. The assumed plan is to make journeys in 
stages, refueling and recharging as it goes from star to star. (As far 
as is known, a Baeder Drive does not actually move through the 
space between its origin and its destination, which is fortunate, 
since a collision with a cloud of space-dust at many times the 
speed of light would obliterate the drive and all attached ships).

It is presumed that at least one interstellar mission has been 
sent to recover the single stolen Drive. Plans have been made for 
dozens, even hundreds, of other trips out to the stars. Perhaps 
the WLN has been making these trips for years, keeping them 
secret from other interested parties. How the WLN is handling
exploration and colonization are well-kept secrets.

2.7 DaNger 
Danger is often the thing that makes a situation interesting and 
exciting. If you have all the time in the world to accomplish your 
goals, what fun is that? There needs to be some kind of pressure 
put on the player-characters that makes them push themselves, 
whether that pressure comes from a clearly defined, overt threat 
or it comes from something that is going on behind the scenes. 
All of these examples are for use in creating exciting, engaging 
game sessions which challenge players and their characters. 
Examples are given for specific antagonists, but feel free to tweak 
any of the information offered to work better your own game.
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CORPORATE SECURITY FORCES
Corporate security forces come in two general types – the first 
type serving as the first line of security for a company’s holdings, 
maintaining order and handling small everyday issues such as parking 
citations or securing premises after hours. They rarely have more than 
a small sidearm and almost never wear armor. The main function of 
basic security forces is a visible deterrent to criminals and for managing 
large unarmed crowds. Special riot troops are issued heavier weapons 
and special layered riot shields for protection against projectiles, as 
well as armor to protect against close-quarters impact.

The second tier of security forces are the elite. They wear 
powered armor and are always heavily armed. Elite security forces 
defend ships against pirates and are the inner line of defense for 
a corporation when it goes to war against a competitor. These 
“Knights” excel at fighting in enclosed areas.

Most security forces have an intimidating appearance, even 
though their weaponry is sometimes disposable and or sub-
standard quality. Efficiency and cost-effectiveness are the rules 
for corporate security services. The elites, however, are trained 
and equipped to be deadly.

“Never worry about the guys you can see. Think about  
where they are, what they’re leaving unprotected. What’s 
unprotected isn’t —it’s where they’ve got their REAL men.  
That’s the point you start to earn your living.” 
–Lesson IV, Holovid: “So you think you know about espionage?”

SAMPLE ELITE CORPORATE “KNIGHT”  
This character is much more powerful than a starting player-
character, and facing even one will be dangerous for a group of 
inexperienced characters. Elite corporate soldiers, often called 
Knights, should be frightening and dangerous. They are only sent 
when a corporation means business and is intent on destroying a 
target. They are usually sent in small groups of 2 or 3, depending on 
how difficult their target will be to engage, and will be armed with 
special equipment and weaponry for the mission at hand.

This Knight, for example, has 9 dice at a target number of 3 to fire 
her ‘needler’ assault rifle - this will take out an average person in 
one shot. She also has 4 dice of composite armor - so all attacks 
against her will be down 4 dice.

A Knight’s equipment works just as well in the vacuum of space, 
and no changes need to be made.
(The second number listed, when there are two, is for when the 
Knight is in her powered armor)

STATUS: 6
POWER: 6  or 10 MOBILITY: 6 or 4 
PRECISION: 7 CONNECTION: 4 
APPEAL: 4 RESILIENCE: 6

SKILLS
Athletics 6 or 10@5 Detection 7@4 
Etiquette 4@4  Evasion 6 or 4@4 
Firearms 9@3 Grappling 6 or10@4
Intimidation 4@5 Striking 6 or 10 @4 
Zero-G 6 or 4@4

GOvERNMENT SECURITY FORCES
As the WLN asserts its power on Earth and beyond, it has 
created its own security forces to counter those employed by 
corporations. Because of the problems of corporate culture and 
how easily someone can drop to the ranks of Outsider within it, 
many men and women have begun registering for service with 
the WLN. If nothing else, the health and retirement benefits are 
superior, as are the WLN’s initial signing bonuses. On the other 
hand, WLN security is often out-gunned by private firms.

Standard uniforms are simple, styled on national military and 
police uniforms of past eras. This gives them a ‘retro’ look 
distinct from the sleek styling of corporate security forces. The 
WLN has invested a great deal of tax money into developing 
some of the lightest and most mobile combat lasers for its elite 
security troops – which is to say that they are quite bulky but 
can be carried and wielded by a single soldier. In the past, such 
powerful weapons were relegated to fixed positions or vehicular 
mounts. For non-lethal weaponry, the WLN forces have adopted 
the same weapons as corporate forces – stun-batons and tasers, 
EMPs, gas grenades, and focused sound wave and radio-wave 
directors.

a note on stat Blocks 
Skills are written with the number of dice and target number 
already calculated, rather than “advanced Firearms” or 
“intermediate Courage”. This is just to save you time when 
referring to them while running a game. Some things are 
mentioned here that haven’t been covered yet – don’t worry, 
those are coming in Chapters 3 and 4. For now, just skim 
through and keep reading.

SAMPLE WLN INFANTRY  
This example is built as approximately equivalent to a starting 
player-character. This might be a soldier or security personnel 
anywhere the WLN has offices or interests. They wear standard 
uniforms and carry standard-issue equipment. The average WLN 
infantry person doesn’t intend to die for their employer, but doesn’t 
want to get fired either. 

STATUS: 2
POWER: 5 MOBILITY: 4 
PRECISION: 5 CONNECTION: 3 
APPEAL: 4 RESILIENCE: 5

SKILLS
Detection 3@5 Etiquette 4@5 
Evasion 4@4 Firearms 5@4 
Grappling 5@5 Striking 5@5

Courage 5@5  Discipline 5@5
Tolerance 5@5  (No Scars…yet)

TRAITS: 
Cybernetic Forearm and Hand (+1 to Grappling because of strong grip)
Impact Armor (4 dice), Rifle

MINOR RELATIONSHIP: WLN
MINOR RELATIONSHIP: Any
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Courage 6@3 Discipline 6@5 
Tolerance 6@4  (6 Scars - a grizzled veteran)

TRAITS: 
Implanted Communications Node (+2 to Detection when 
on or near Employer’s property), Powered Armor (Power +4, 
Composite 4, Mobility -2), Needler Rifle (Stealthy, Recoilless, 
Vacuum, +2 dice)

MAJOR RELATIONSHIP: Employer
MINOR RELATIONSHIP: Any

ORGANIZED CRIME
There are those who work to circumvent authority and controls 
of all kinds, whether corporate or governmental. With a nudge 
the wrong way, those people often turn to a life of crime. If a 
hoodlum is successful, he works his way up and is recruited into 
better and more professional criminal organizations. Depending 
on his skills, he’ll receive additional training to further his abilities 
as well as the goals of his organization.

Crime bosses aren’t always looking for tough guys who can throw a 
punch or are ‘made men’ good with a gun. Most of the time, they 
seek out intelligence, looking for good businessmen, legal aces, and 
individuals with outstanding technical skills, especially those like 
computer programming that can be used to snatch easy money.

SAMPLE UNDERWORLD THUG  
This character is a brawler who is about as accomplished as a 
starting player-character, but not as carefully built. He might be 
a lowrent bodyguard or underworld security person, a mugger or 
someone in charge of “collections”.

Remember that the Etiquette Skill doesn’t mean this thug is good at 
ballroom dancing - he’s just learned to show respect and get along 
in his own sub-culture.

STATUS: 2
POWER 6 MOBILITY 4 
PRECISION 3 CONNECTION 3 
APPEAL 3 RESILIENCE 6

SKILLS
Etiquette 3@5 Firearms 3@5 
Grapple 6@5 Intimidation 3@4 
Stealth 4@5 Striking 6@5

Courage 6@5 Discipline 6@5 
Tolerance 6@4 (1 Scar)

TRAITS
Bruiser’s Face (+2 to Intimidation against people who have 
never been in a fight)
MAJOR RELATIONSHIP: Criminal Employer

PIRATES AND PRIvATEERS
In space, everything has value because everything is scarce. This 
means that anyone with access to a ship with weaponry can take 
matters into her own hands – become a pirate - and work for 
herself, seizing goods from unarmed vessels to sell elsewhere on the 
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black market. Others seek a bit more security, preferring contracts 
with the WLN or corporations to work as a privateer, thus giving 
some legal protection for pillaging across the system’s space lanes. 
The line between piracy and privateering is a thin one at best.

Pirates and privateers also serve as proxies for the great powers of the 
solar system when they are in conflict but don’t want to risk open 
warfare. They provide firepower with plausible deniability, as well as 
a source of illicit income, reconnaissance and stolen information.

SAMPLE PIRATE/PRIvATEER CAPTAIN  
This is a skilled and accomplished individual who has to rely 
mostly on herself. She probably doesn’t have a dedicated gunner 
or navigator that she can depend on, and so she has developed a 
lot of those Skills herself so she isn’t left in a pinch. She is also more 
accomplished than the average space pilot because as a pirate or 
privateer, she is regularly in a lot more danger.
 
STATUS: 6
POWER: 4 MOBILITY: 7 
PRECISION: 7 CONNECTION: 5 
APPEAL: 7 RESILIENCE: 5

SKILLS
Analysis 7@4 Etiquette 7@3  
Firearms 7@5 Gunner 7@4 
Navigation 7@3  Pilot 7@3
Repair 7@5 Zero-G 7@4

Courage 5@4  Discipline 5@4  
Tolerance 5@5  (5 Scars - very experienced)

TRAITS
Specialization: Surprising Maneuvers (+2 to Piloting when trying 
to take the Initiative)
Part-Ownership of a Spaceship, Needler Pistol (Stealthy, Recoil-
less, Vacuum)

FREEDOM FIGHTERS AND INSURGENTS
Earth is a hard place for most of the 8 billion people who still 
live there. Before the Collapse, Earth’s population was closer 
to 13 or 14 billion, and overpopulation left lasting scars on the 
planet’s ecosystems which have not yet and might never recover. 
Pollution is common and garbage is everywhere. The wealthy are 
content in cloistered guarded communities, defended by private 
security forces, often from the angry poor.

This situation drives many to despair, and some of them take 
matters into their own hands. Weapons are cheap and plentiful, and 
though there are laws on the books restricting weapon ownership, 
enforcement is lax. If tribes, gangs and militias out in the Barrens 
of Earth could only learn to cooperate, they would be a genuine 
powerbroker on Earth, a real threat to those holding power. To 
this point though, no one has emerged capable of uniting these 
disparate groups.

SAMPLE URBAN WARRIOR  
With the Major Relationship, this character might be able to 
score explosives on a onetime basis for use in an attack on a 
commuter line, factory or other important target.

STATUS: 2 
POWER 5 MOBILITY 5
PRECISION 4 CONNECTION 3 
APPEAL 3 RESILIENCE 5

SKILLS 
Athletics 5@5 Evasion 5@5 
Firearms 4@4 Larceny 4@5
Stealth 5@4 Subtlety 3@5

Courage 5@4 Discipline 5@5
Tolerance 5@4  (2 Scars)

TRAITS
Assault Rifle (Recoil-less, +2), Impact Armor 2
MAJOR RELATIONSHIP: Revolutionary Organization
 
SAMPLE “KHAN OF THE WASTES” 
This character might be a kind of Genghis Khan of the Wastes of 
Earth, trying to unify the various groups and militias into a coherent 
force which might become a threat to a more developed region. 
She has fought her way up the ranks and is just now beginning 
to consolidate her support and make plans. Her reputation likely 
comes from a combination of charisma and being tough as nails. 
Having a Hell of an assault rifle doesn’t hurt either.

STATUS: 3 
POWER 6 MOBILITY 4 
PRECISION 5 CONNECTION 3 
APPEAL 7 RESILIENCE 7

SKILLS 
Athletics 6@5 Culture 3@4 
Enticement 7@5 Etiquette 7@5 Evasion 4@4 
Firearms 9@4
Intimidation 7@4 Larceny 5@5 
Stealth 4@5 Survival 5@4

Courage 7@3 Discipline 7@4
Tolerance 7@3  (5 Scars)

TRAITS
Composite Armor 2 (-1 Mobility), Modified Assault Rifle (Recoil-
less, Sniper, Extra Capacity, +4 dice)
MINOR RELATIONSHIP: Trusted Lieutenant
MINOR RELATIONSHIP: Secret WLN Contact

SURvEILLANCE
It’s been said before – someone is always watching you. Electronic 
surveillance is pervasive, cheap, accessible, and difficult to detect 
without special equipment. With the prevalence of wireless 
communication, plucking information from the air around you is 
easy if you have the right skill and equipment. Countermeasures are 
possible, but even then they do not guarantee privacy, only that it 
will be more difficult to find out what you are doing.

Of course, this level of surveillance is true on Earth. It is different 
on spaceships where security is focused in areas critical for ship 
performance. In other areas, the presumption is made that 
security checks while boarding the ship took care of all risks. 
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In the colonies, surveillance is minimal. So many people dislike 
being watched and sabotage surveillance systems that colony 
administrators have given up on keeping tabs on residents. Again, 
it is hard enough to actually reach an off-world colony that once 
you’re there, it’s assumed you belong.

Total surveillance focused on the Great Square in the Beijing-
Tianjin Metroplex: 2800 advertising-sensors, 14 traffic cameras, 
250 city-operated sensors, 4 airborne drones, 64 infrared devices, 
and one satellite pass every 3 minutes.
–research provided by Zhongguo Gwenzhian
Corporate Consortium University

SAMPLE SPOOK 
A spook like this is the kind of person who might be sent to tail 
a player-character or show up at her door asking uncomfortable 
questions about her political involvement. For “wet-work” 
– i.e. assassination, they’ll send someone significantly more 
accomplished… and frightening.
 
STATUS: 4 
POWER 4 MOBILITY 4 
PRECISION 6 CONNECTION 6 
APPEAL 6 RESILIENCE 4

SKILLS 
Detection 6@5 Enticement 6@5 
Etiquette 6@5 Firearms 8@5 
Grappling 4@5 Larceny 6@5
Social Networking 6@5 Stealth 4@5 
Subtlety 6@4

Courage 4@6 Discipline 4@5 
Tolerance 4@5   (2 Scars)

TRAITS
Special Identification (+2 to Etiquette with those who respect his 
organization), Holdout Pistol (Stealthy, +2 dice) 
 MAJOR RELATIONSHIP: The Organization
MINOR RELATIONSHIP: Local Contact or Mark

SAMPLE POLITICAL/ECONOMIC ASSASSIN  
This is a “wetwork” specialist, someone who is sent on missions 
to kill influential and troublesome people in a way that doesn’t 
get back to their employers. They normally don’t have to do 
their own research, but are essentially highly specialized weapons 
which are unleashed on a target and then disappear again. This 
NPC would be a challenge for a group of starting characters 
because it will be very difficult to detect what she is doing until it 
is too late. This particular NPC has similar Attributes to a starting 
Insider PC but has significantly higher Skill levels.

STATUS: 6 
POWER 5 MOBILITY 5 
PRECISION 6 CONNECTION 4 
APPEAL 4 RESILIENCE 4

SKILLS 
Athletics 5@5 Grappling 5@5
Striking 5@4 Evasion 5@5 
Stealth 5@4 Firearms 6@4 
Larceny 6@4 Detection 4@5
Subtlety 4@5

Courage 4@5 Discipline 4@5
Tolerance 4@4  (4 Scars)

TRAITS: Major Relationship: Employer or Fixer,
MINOR RELATIONSHIP: Information Contact 
Status +2

2.8 Your uNiVerse 
As mentioned in Chapter 1, any setting elements you create can 
become part of the published Parsec setting. Cities and other 
locations on earth, organizations, space stations in Earth orbit 
or orbiting other words in our solar system, planetary colonies 
anywhere the Baeder Drives can reach - the universe is a big 
place, and as humanity enters an age of expansion beyond any in 
its history, you have the chance to make the universe your own.

With FTL drives, a trip to Jupiter takes about as long as a trip 
to a solar system hundreds of light years away. Longer journeys 
require far more energy, but the crossing happens in an instant. 
Every organization that can afford to hitch a ride on a Baeder 
Drive is eager to expand wherever it can, and where humanity 
goes, crime and conflict - and stories - surely follow.

At the end of Chapter 6, you will find information on how to 
submit your own creations to be added to the published universe 
of Parsec.

For more information, check out www.parsecrpg.com
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3.1 Quick cHaracter creatioN 
Create a back-story: Define birth and family background, 
adolescence and education, current work, biggest passion, and 
then choose Scars

Assign Attribute points: divide points between Power, Mobility, 
Precision, Connection, Appearance and Resilience; 28 points 
if your character is an Insider, 25 points if your character is an 
Outsider

Choose Skills: Skill picks can be used to advance an already-
selected Skill.

Choose 8 advancements: Insiders have 4 Relationship picks and 
Outsiders have 5 (1 for a minor and 2 for a major one) and 4 other 
Traits, including modifications, specializations and equipment

Define Scars: a character starts with up to 3 Scars. If your character 
is an Outsider, automatically advance Courage, Discipline and 
Tolerance each one step

Determine Status: Status starts at 4 for Insiders and 1 for Outsiders. 
Advance Status one step for each advanced level Skill and once 
more for each master level Skill

Talk to the Director and the other players to make sure your new 
character fits with what they have in mind

If this doesn’t make sense yet, don’t worry, read on!

3.2 storY 
In order to create a character in Parsec, you need to have a story. 
It doesn’t require lots of detail – the game is about the stories 
that your character lives through after you begin play, not before. 
Rather, this is your character’s back story – his history up to the 
point that the game starts. What is his family like? Where did he 
grow up? What did he study in school? What does he do for a 
living? What, or whom, does he truly love? What has happened 
in the past to hurt him? Those are the questions you need to 
answer for your character.

Along with a good story, you also need a hook that connects 
you to the situation of the game in question, as well as to at least 
some of the other characters. These hooks should be developed 
by the players working together with the Director, so that they 
remain consistent with what everyone wants from the game in 
terms of story and setting. The hooks that you decide on should 
be connected to both the setting that you have developed as a 
group and also, more importantly, the situation that defines how 
the game begins.

Begin getting your basic character concept, their story, in mind, 
and then read on to find out how we add details and numbers 
to the character for use in the game.

setting boundaries 
When you make your character, make sure the Director 
knows what you intend your background to be. If you want 
to be a denizen of the Barrens on Earth leading the poor in a 
revolt against corporate government, there will be problems if 
the Director has plans for a game centering around corporate 
espionage on the moons of Jupiter.

3.3  cHaracter creatioN 
BIRTH
Where your character was born helps determine what the game 
will be about and where the story goes. If one character was born 
in the slums of Shanghai, the game will probably not be one that 
involves ship-to-ship combat or protecting corporate interests. All 
of the players need to talk about what kind of game they want to 
play so that the characters fit together from the beginning. This 
is called a group template, and it is just a way to keep characters 
from being redundant (no one needs two hotshot space pilots 
or two hardened urban insurgents – unless that’s what you really 
want), or from being too hard to get together for the start of the 
story (“You all meet in a space cantina…”).

It’s unlikely, but possible, that you were born ‘offworld’ - 
somewhere other than Earth. You might have been born on one 
of the great rotating geosynchronous space stations surrounding 
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Creating characters is the most important part of a Parsec game.  Players should work to create 

characters they care about, whose stories will interest them for as long as they hope to play.  Beginning 
characters will have plenty of room to grow and develop, but should begin already good at a few things - they 
should know just enough to be able to get into trouble.  If the characters are going to have adventures in space, 

creating a spaceship uses a very similar system to creating characters.
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the Earth, a Luna Colony, on Mars, or even on one of the distant 
outposts around Jupiter or Saturn. When you decide where 
your character was born and what his family is like, you need to 
determine whether he is an Insider or an Outsider.

insiders are born to privilege, and have the benefit of gene 
therapy and medical care from birth. They are the oligarchy of 
the solar system, and the majority of the people in space. Most 
of them have positions in the world government or in a major 
corporation virtually guaranteed. Insiders usually speak English 
and might also know Portugese, Japanese, Mandarin Chinese or 
Hindi.

On Earth, they often live in privileged communities, protected 
by security personnel, and if they commute to work at all they 
do so in sealed commuter tubes riding maglev trains. Insiders 
start with higher Attributes and will have more Status than 
Outsiders, but they will usually have lower Courage, Discipline 
and Tolerance.

The relationship Trait you take at ‘birth’ is almost certainly a 
family relationship – a parent or sibling, a grandparent or other 
close family member. The relationship may be someone from an 
orphanage or a foster system if you decide your character doesn’t 
have living parents or doesn’t remember who his
parents are.

Insiders start with 28 points to distribute between their Attributes 
and a starting Status of 4. No Skills can be advanced yet, but the 
character has 1 minor relationship to select. Insiders also have 1 
starting Trait in addition to the relationship.

outsiders live on the edges of society – and those edges are 
vast. For every Insider, there are about 10 Outsiders, living in 
tenements, factory dormitories and slums all over the world. 
‘Lucky’ Outsiders living off-world have tiny berths in space where 
they do menial work on ships or stations. Outsiders do not have 
the full rights of Insider status. Their usual options are to join the 
security forces or indenture themselves in the hope of living long 
enough to earn Insider status for their children.

The most common languages encountered for Outsiders are 
Arabic, English, French and Afrikaans. Outsiders – the ones who 
survive – are tougher than Insiders, physically and psychologically. 
They have seen more, endured more, and are harder to break. 
They also rely more on close relationships.

Outsiders start with 25 points to distribute between Attributes 
and a starting Status of 1. Courage, Discipline and Tolerance all 
start out with one advancement, to basic, and the character has 
2 relationship Traits – either 2 minor relationships or one major 
one. This advancement in Courage, Discipline and Tolerance doesn’t 
require any Scars, though future advancement will. Outsiders also 
have 1 starting Trait in addition to the relationships. 

You also need to decide whether your character was Terraborn 
or Colonyborn. If he was Terraborn, he is ‘normal’ for a 
human being. He may make the move to space, but he will be 
unaccustomed to long periods of time spent in zero-G and will 
require time and practice to acclimate. If he was Colonyborn, 

he is unusual, and there is something ‘different’ about him. 
Reproduction in fully artificial settings, even with artificial 
gravity and excellent medical care, remains unpredictable. 
He will have one minor penalty that functions like a basic 
Scar, physical or psychological, but without the attendant 
advancement of Courage, Discipline or Tolerance. However, he 
is already acclimated to work and life in zero-G, and gets a free 
advancement in that Skill. In fact, his problems will come when 
he is someplace with constant, standard gravity, like Mars or 
Earth, for a long period of time – it is like a sailor needing to get 
his “sea legs”, quite disorienting at first. 

Terrans are the default for Parsec characters. Everyone is assumed 
to be Terraborn unless otherwise stated. 

Colonyborn characters receive basic Skill in Zero-G for free and 
also start with one Scar. This Scar does not allow the character 
to advance Courage, Discipline or Tolerance, but represents the 
difficulty associated with being born offworld.

EDUCATION
Education can take place in a government orphanage or school, 
a private academy, or on the mean streets of a slum. This part of 
your character’s story covers his late childhood and adolescence, 
and it is the time when your character learns many of his basic 
Skills. It is also when he begins to build relationships beyond his 
family. The Director should help guide Skill choices so that they 
remain consistent with the kind of story the game will involve, as 
well as the kind of background that the player describes.

The Education phase of a character’s life sometimes corresponds 
to adolescence, but not always. There are many children who get 
little schooling and are put to work as soon as they are physically 
mature enough to work, especially in poor areas of Earth. On the 
other hand, there are many scientists and researchers who spend 
up to thirty years in school before embarking on their own work 
in that career field. Education simply represents the period of 
socialization and skill-training that prepares someone to enter 
society.

Relationships developed at this stage are usually with friends 
or mentors – or rivals. The relationship could also be with an 
organization or the school where you receive your education.

A character’s Education lets him advance 5 Skills and 1 relationship. 
At this stage, no Skill may be raised beyond ’intermediate’. A Trait 
is selected at this stage as well, which might represent a talent that 
has emerged as the character matures.

WORK
Only the very wealthy can afford not to work, and they still have 
hobbies or pastimes of some kind to fight ennui. For the rest of 
humanity, if you don’t work, you starve. Work is what you do. 
It is the stage where you choose which of your basic Skills has 
improved, and how much. 

In the Parsec setting, there is a lot of specialization. General 
education is considered a relic of the past, and jacks of all 
trades are rare. If you are an Insider, you are valued for the way 
you function in society, the way you contribute, and to make 
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this contribution as efficient and predictable as possible, you 
are strongly encouraged to specialize. If you are an Outsider, 
you often have a little more breadth of Skill, but it is very 
difficult to survive as an unskilled laborer, so at some point 
you settle down into a specific type of work. A professional 
normally has a Skill at intermediate level in the field in which 
he makes a living. The most successful workers will have an 
advanced Skill.

Characters often have a relationship to their employer. They 
may also have relationships with coworkers or adults they know 
socially. Of course, a character has many relationships, but 
relationships in game terms have a special function in the Parsec 
rules – which is covered in the System chapter.

A character’s Work enables him to advance 1 Attribute, 3 Skills and 
1 relationship. At this stage, no Skill can be higher than ‘advanced’ 
in level. If you raise one or more Skills to ‘advanced’ at this stage, 
you immediately raise your Status by 1. The character also gains a 
third Trait, which might be a piece of equipment necessary for his 
job, or perhaps a Skill specialization that he gains for the particular 
job he does.

PASSION
Next you define a Passion for your character. Your character might 
be religious or love art; might be deeply in love or have children 
they’d sacrifice everything for. He might have a particular cause 
or a vision that drives him. What you choose for your character’s 
Passion tells the Director one thing that is important to you, one 
thing you want to come up regularly in the game.

The players, as a group, should discuss their characters’ Passions 
because if they contradict each other, or are incompatible, it will 
be difficult to come up with coherent stories – unless you want 
them to be stories about player-character conflicts with each 
other. It is possible for the characters to have the same or very 
similar Passions, though this isn’t recommended because it could 
become monotonous.

Every session, each character receives a Passion point. When a 
situation comes up in game that is very important to the character, 
which is connected to what she is passionate about, then the player 
can spend that Passion point to reroll all the dice from the roll 
that weren’t successes. The Director is the final authority on whether 
a Passion point can be spent on a particular roll – remember, 
something important to the character has to be at stake.

“It’s not luck. It was all hard work. When I found out the 
conductive properties of Persinium, I knew what it meant.  
I didn’t have to slave for someone else anymore. With help 
from some risk-bankers, I started Zeus Energy Systems thirty 
years ago. I’ve sacrificed everything for it, two wives, relations 
with my son, and now my health. Its hell on your social life 
working twenty hour days, but it’s worth it. My legacy will 
last a thousand years.” 
– Dr. Asante Ewing, Nobel-Strauss Prize Winner, 
   excerpt from Last Will and Testament

Make your Passion something you’ll enjoy fighting for and having 
at risk, because it is the Director’s job to do just that.

At this stage, a character can advance 1 Skill and 1 relationship 
based on their Passion. A Skill can now be advanced to ‘master’ 
level, but only if it is tied to the character’s Passion. If you raise a 
Skill to ‘master’ at this point of character creation, your character’s 
Status is increased by 1. A character also gets a fourth and final 
Trait at this point.

SELECTING SCARS
At this stage, a character may take up to 3 Scars. Each needs to 
represent a painful experience which left the character tougher, 
and each must impose a penalty in specific circumstances. Taking 
no Scars at this stage is always an option, of course. Although Skills, 
Traits, Scars and Status are all described in the next few sections.

TEMPLATES
These are not complete characters with all of the details filled 
in, but rather a way to get you started thinking about a kind of 
character you might want to play if you are stuck. If you wish to 
jump into the game quickly, these templates are ideal starting 
points.

ARTIST (Insider, Terraborn) – Status 5
POWER 3 MOBILITY 4 PRECISION 5
CONNECTION 6 APPEAL 7 RESILIENCE 3

Basic Programming, Basic Culture, Basic Social Networking, •	
Intermediate Etiquette, Advanced Expression 
Minor relationships with dilettante friends or a manager •	
Talent for a specific kind of artwork•	

INSURGENT (Outsider, Terraborn) – Status 1
POWER 4 MOBILITY 5 PRECISION 4
CONNECTION 3 APPEAL 4 RESILIENCE 5

Basic Striking, Intermediate Evasion, Basic Stealth, Intermediate •	
Firearms, Basic Larceny, Basic Intimidation 
Intermediate Courage, Basic Discipline, Intermediate Tolerance •	
Major relationship with a specific movement Stolen equipment •	
like weapons, armor and explosives.  
2 Scars.•	

MEDIC (Outsider, Terraborn) – Status 2
POWER 4 MOBILITY 3 PRECISION 6
CONNECTION 4 APPEAL 3 RESILIENCE 5

Basic Athletics, Basic Evasion, Basic Firearms, Advanced •	
Medicine, Basic Science 
Intermediate Courage, Basic Discipline, Intermediate Tolerance •	
Major relationship with the military or security force she serves in•	
2 Scars•	

PILOT (Insider, Colonyborn) – Status 5
POWER 4 MOBILITY 7 PRECISION 5
CONNECTION 4 APPEAL 4 RESILIENCE 4

Advanced Piloting, Intermediate Zero-G, Basic Gunnery, Basic •	
Repair, Basic Navigation 
Intermediate Courage, Basic Discipline, Basic Tolerance.•	
Flaw: Weak bones; +2 damage dice from blunt weapons, •	
falling, etc.
All Traits spent on position on a spaceship •	
1 Scar (in addition to the Scar from being Colonyborn)•	
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REPORTER (Insider, Terraborn) – Status 4
POWER 3 MOBILITY 4 PRECISION 5
CONNECTION 6 APPEAL 6 RESILIENCE 4

Basic Larceny, Basic Analysis, Basic Culture, Basic Social Networking, •	
Basic Enticement, Intermediate Etiquette, Basic Subtlety.
Intermediate Discipline.•	
Minor relationships with particular contacts.•	
2 Scars•	

SUIT (Insider, Terraborn) – Status 5
POWER 4 MOBILITY 4 PRECISION 5
CONNECTION 6 APPEAL 6 RESILIENCE 3

Basic Culture, Intermediate Social Networking, Advanced •	
Etiquette, Intermediate Subtlety.
Basic Discipline•	
Major relationship with Employer•	
1 Scar•	

SOLDIER (Outsider, Terraborn) – Status 1
POWER 5 MOBILITY 5 PRECISION 4
CONNECTION 3 APPEAL 3 RESILIENCE 5

Basic Athletics, Basic Grappling, Basic Striking, Intermediate •	
Evasion, Intermediate Firearms, Basic Detection.
Intermediate Courage, Intermediate Discipline, Intermediate •	
Tolerance.
Military-issue equipment.•	
3 Scars•	

SPY (Insider, Terraborn) – Status 4
POWER 4 MOBILITY 4 PRECISION 5
CONNECTION 5 APPEAL 6 RESILIENCE 4

Basic Larceny, Basic Culture, Basic Social Networking, •	
Intermediate Enticement, Basic Etiquette, Basic Intimidation, 
Basic Subtlety.
Intermediate Discipline•	
Minor relationships with assets she’s developing•	
2 Scars•	

TECHNICIAN (Outsider, Colonyborn) – Status 2
POWER 3 MOBILITY 4 PRECISION 6
CONNECTION 5 APPEAL 3 RESILIENCE 4

Basic Zero-G, Basic Programming, Advanced Repair, Basic •	
Analysis, Intermediate Engineering, Basic Science
Basic Courage, Basic Discipline, Basic Tolerance•	
Colonyborn Scar: Mild agoraphobia•	
Major Relationship with employer•	

sample cHaracters
These examples provide very basic introductions to what characters 
might look like in Parsec. The ‘stories’ for each character are the bare 
minimum notes that a player needs to get started. We encourage 
you to go further.

MALIK  
Born an Outsider in an EU slum; Educated in a community 
madrassa and on the streets; recruited to Work for the WLN as a 
security officer; Passion for radical politics; Scars from combat and 
reprisals against his family
 
STATUS: 1
ATTRIBUTES (-25 points of Attributes distributed)
POWER: 4 MOBILITY: 4
PRECISION: 5 CONNECTION: 3 
APPEAL: 5 RESILIENCE: 4
 
Malik has an average build but is intelligent and can inspire others 
with his passion. His low Connection score represents his life in 
poverty, without access to quality technology 

2 Relationships selected: a minor relationship with an uncle who is 
a smuggler and a minor relationship with one of his teachers at the 
madrassa (he could also have one major relationship instead)

1 Trait: a natural talent for inspiring others using his (undeveloped) 
Enticement skill to persuade them

edUCated in a CoMMUnity Madrassa 
and on the streets
5 Skills selected: Basic Striking, Basic Evasion, Basic Larceny, Basic 
Culture, Basic Enticement

(Malik had a tough upbringing and survived by a combination of 
toughness and guile)

1 Relationship advanced: with the death of some of his immediate 
family, Malik’s relationship with his Uncle became a major relationship

1 Trait: Malik discovers a talent for using his Evasion skill to escape 
a grapple

reCrUited to WorK For the Wln as a seCUrity oFFiCer
3 Skills advanced: Basic Firearms, Basic Grappling, Intermediate Evasion

(military training developed the Skills his tough upbringing 
ingrained in him)

1 Attribute advanced: Power advanced to 5 from physical training

1 Relationship advanced: a minor relationship with his commanding 
officer, who introduces him to the ideals of the WLN

1 Trait: Malik’s talent for inspiring others deepens, now providing 
a +2 bonus – he is popular and well-liked in basic training and 
afterwards

Passion For radiCal PolitiCs
1 Skill advanced: Intermediate Enticement 

1 Relationship advanced: a minor relationship with a political 
organization that proselytizes for the cause of global democracy

1 Trait: Malik is promoted and is issued better equipment – body 
armor to protect against ballistics (impact armor)
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sCars FroM CoMBat and rePrisals aGainst his FaMily
2 Scars selected: Courage advanced to intermediate (from 
basic) because of when he saw his father gunned down during 
a protest; Tolerance advanced to intermediate (from basic) from 
when he was captured and interrogated by corporate soldiers 
to get information about his father’s political activities (Malik’s 
player would also have to select specific flaws for each Scar)

Notes: Malik still only has a Status of 1. He probably lives on-
base and can only very rarely afford to go out, spending a lot 
of time in the base’s library and media center. His social Skills 
might mark him for promotion to officer in the future, but he 
has trouble getting access to very much beyond what the WLN 
military provides because of his low Status. To find out how to 
advance a character’s Status or other scores, skip ahead to the 
Advancement section of Chapter 4: System.

JUN BEI  
Born Insider in a Hong Kong arcology; Educated at an aerospace 
institute; sent offworld to Work as a freighter pilot; Passion for 
personal gain makes her a smuggler; Scars from losing contact with 
her family and her first brush with death
 
STATUS: 4
ATTRIBUTES (-28 points of Attributes distributed)
POWER: 3 MOBILITY: 6
PRECISION: 5 CONNECTION: 4 
APPEAL: 5 RESILIENCE: 5
 
Jun Bei is small but quick and agile, makes friends easily and is 
tougher than a lot of Insiders

1 Relationship advanced: Jun has a minor relationship with an older 
brother who sends her messages from space, telling her stories of 
how he is tracking pirates preying on Company interests

1 Trait: saved

edUCated at an aerosPaCe institUte
5 Skills advanced: Basic Zero-G, Basic Analysis, Intermediate 
Piloting, Basic Navigation

1 Relationship advanced: a minor relationship with one her 
piloting instructor who sees that she has a lot of natural talent 
and encourages her

1 Trait: saved

sent oFF-World to WorK as a FreiGhter Pilot
3 Skills advanced: Intermediate Zero-G, Advanced Piloting, Basic 
Gunner (Status raised to 5 from Advanced Piloting)

1 Attribute advanced: Mobility raised to 7
1 Relationship advanced: a minor relationship with a Company 
officer who travels with her and introduces her to the black market

1 Trait: saved

Passion For Personal Gain MaKes her a sMUGGler
1 Skill advanced: Master Piloting (Status raises to 6)

1 Relationship advanced: through the Company officer, she 
meets a black market retrofitter who wants to make her freighter 
into a smuggling ship – Jun agrees and becomes her employee

1 Trait: 3 saved Traits plus this one are spent on a position on the 
smuggling freighter and a large financial interest in the ship itself. 
With 4 Traits, she’s the captain and calls the shots most of the time

sCars FroM losinG ContaCt With her FaMily and 
her First BrUsh With death
2 Scars selected: her first Scar came when her family cut off all contact 
with her because of her change in career to something they found 
unacceptable. This Scar advances her Courage to Basic. The second 
Scar comes from her first genuine brush with death while working as 
a pilot for smugglers, barely escaping the guns of a rival operation. This 
Scar advances her Courage to intermediate. Jun Bei’s player would also 
need to choose a flaw to correspond to each of the Scars.

Notes: Jun Bei’s relationship with her instructor becomes 
problematic, but if the player doesn’t change it then it needs to 
be justified – perhaps her instructor is still in contact with her, 
trying to convince her to turn herself into the Company. Jun Bei 
is, at this point, an incredible pilot, and also very courageous, so 
much so that she might seem reckless at times. This makes her a 
sought after smuggler, and her higher Status reflects this. 
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LAST NOTE ON CHARACTER CREATION
This system will often result in characters that are not very 
accomplished or who seem limited. Don’t worry. There is a lot 
of room to advance as the game progresses, and the point is for 
your character to advance in play. If you want to have a game with 
more accomplished characters at the beginning, just add to the 
templates given here. More Attribute advancements, more Skills, 
higher Status or more Traits all make sense as ways to advance a 
starting character to represent someone more accomplished than 
usual. With the Director’s ok, these changes are not a problem.

an insider starts with 28 points of attributes, 8 skill 
advancements, 4 relationship traits, 4 other traits and a 
status of 4.

an outsider starts with 25 points of attributes, 1 free 
advancement of Courage, discipline and tolerance, 8 skill 
advancements, 5 relationship traits, 4 other traits, and a 
status of 1.

The Director can increase or modify any of these numbers. 
The starting scores given above, however, are good for starting 
characters that have room to develop but also start the game with 
a lot of interesting abilities. We recommend against giving too 
many extra Skill advancements. The difference between a basic 
Skill and an advanced Skill is vast when the dice hit the table.

Over the course of a game, your character may age, and starting 
characters may be different ages as well. Starting characters are 
assumed to be adults, but they don’t have to be. It is easy to 
arrange your Attributes and Skills to represent a younger person 
with talents but no highly-developed abilities. For an older 
character, the same is true. Life expectancy in the Parsec setting 
is potentially very long for those with high Status and very short 
for those on the fringes of society, but there are no special rules 
for age or aging.

PROFILE
Here you take a chance to step back and look at your character 
overall. What stands out? What themes have emerged? What 
do you need to ‘flesh out’ or expand on in their background? 
Do you need to switch any Traits around to make more sense? 
How will this character fit with the other characters and with the 
overall game as your group has envisioned it?

Go back and rework what you need to in light of the whole character 
that is emerging. Switch points around, trade out Traits, move Scars 
around, flesh out relationships, and so on. Talk to the Director and 
your fellow players, and make sure your character will fit well with 
the game. Also, make sure you have room to grow as a character 
while the game progresses, particularly in long-term games.

When you’re finished and satisfied with the character so far, fill 
in all the information you have in your notes into the character 
sheet, which is printed at the back of this book and is also 
available online (parsecrpg.com). For game purposes, you have 
permission to photocopy the character sheet for personal use.

Next, we take a closer look at what your Attributes, Skills, Traits, 
Scars and Status actually mean.

3.4 attributes 
The primary way a character is described is through his 
Attributes. These are basic measurements of what he’s good 
at and where he’s weak. The amount of dice rolled in a given 
conflict is primarily based on a character’s Attributes. In Parsec, 
there are six Attributes: Power, Mobility, Precision, Connection, 
Appeal and Resilience. (Not coincidentally, these are also the 
Attributes that every spaceship has) For human beings, an 
Attribute of 4 is average, 6 is excellent, 8 incredible and 10 is 
the peak of human capacity without augmentation. 3 is below 
average but not unheard of, while 2 and 1 are serious handicaps 
in most situations. A 1 or a 2 stands out in the same way that 
an 8 or 9 does –exceptional and outside the normal range. 
Starting characters should not have Attributes of 1 or 2 without 
the Director’s agreement and special circumstances.

POWER
Power measures a character’s physical strength and overall health 
and endurance. Power helps keep you from getting tired when 
you exert yourself, and it helps in any conflict that involves 
strength or physical prowess. Power is the measure of how much 
punishment you can take before you lose consciousness. High 
Power (6 or higher) means you are strong, energetic, athletic and 
physically impressive. Low Power (3 or less) means you are feeble, 
sickly, or possibly handicapped in some way.

MOBILITY 
Mobility tells about a character’s physical speed and agility, but 
is also the primary Attribute for figuring out how accustomed 
a character is to working, living and maneuvering in zero-G. 
Acrobats and characters that spend most of their time in space 
have high Mobility scores, and without a decent Mobility score 
working in zero-G is incredibly disorienting. Athletes and most 
soldiers have a high Mobility score, as do spaceship engineers 
and other zero-G workers.

PRECISION
Precision covers how ‘sharp’ your character is neurologically. 
A sharp-minded character will have excellent fine motor skills, 
acute perceptions, and will be a quick thinker. Low precision 
might mean your character is shaky, dull, clumsy, or just plain 
stupid. Skilled technicians and snipers will have high Precision 
scores. Precision determines how quickly and accurately your 
character can accomplish delicate tasks.

CONNECTION
Connection represents a character’s ability to find and understand 
people and information. With worldwide information networks, 
memorization is no longer critical. Even offline, vast stores of raw 
information are available at a person’s convenience. The trick is (as 
it has always been) separating the important from the unimportant 
and seeing how it all fits together. Researchers and social networkers 
have high Connection scores, and they know how to find people 
and things in any situation. Connection is also the measure of how 
quickly you can answer a question. High Connection means you have 
a lot of access to information and know how to use it effectively, and 
that you are well connected socially. A low Connection Attribute 
means you’re on your own a lot of the time – no help from others 
and little help from the technology that everyone else benefits 
from. Outsiders often have a low Connection score.
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3
APPEAL
Appeal measures your physical attractiveness and social grace. 
It is a character’s ability to get what he wants from other 
people through charm and charisma. Appeal also governs first 
impressions – the higher the Appeal, the better someone will 
think of you when they first meet you. A high Appeal means you 
are good-looking, socially suave, persuasive, and likeable while 
a low Appeal means you’re funny looking, socially awkward, 
offensive, and/or simply boring.

RESILIENCE
Resilience measures a character’s mental and physical toughness. 
Slum scavengers and spiritual gurus have high Resilience. Resilience 
helps fight off fear, pain, privation and coercion. Resilience rolls 
are improved when things go wrong for your character but she 
survives to fight another day – experiences which are represented 
as Scars in Parsec. A high Resilience means that you are tough as 
nails – you’ve seen a lot and you can endure what others can’t. Low 
Resilience means that you are soft – you crack under pressure and 
easily betray your ideals to keep yourself comfortable. Combat 
veterans can be expected to have a high Resilience while a typical 
Insider will have a low Resilience score.

Examples
Fixer or Socialite: High Connection and Appeal
Insurgent: High Precision and Resilience
Pilot: High Mobility and Precision
Professional Athlete: High Power, Mobility and possibly Appeal
Scientist or Technician: High Precision and Connection
Soldier: High Power and Resilience
Spy: High Precision and Appeal

Making optimal Choices

There’s no reason to create a character you don’t want to play, 
and your character should be good at the things you want him 
to be good at. Here are some hints: if you have any Attributes 
lower than a 3, you’re going to be unable to do some basic things 
that most people will expect you to be able to do. If you want to 
be good at fighting hand-to-hand, you want Power, Mobility and 
Resilience. If you want to be a sniper or gunner, you’ll want solid 
Precision and Resilience. If you want to be a sly or socially adept 
character, Appeal is crucial and Connection will always come in 
very handy. If you want to be intelligent and well-informed, then 
Connection is essential with Precision a close second.

3.5 skills 
Skills represent what your character is trained in or has experience 
doing. Anyone can attempt a task, even lacking the requisite  
Skill, but the Attribute roll is automatically made against a target 
number of 6. This means that significant success is very unlikely 
without at least some Skill.

SKILL LEvELS
Any significant training in a Skill gives your character a basic rating. 
This means that when she uses this Skill, the target number is 5 – so 
5s and 6s count as successes when you roll dice. Basic Skill represents 
a talented beginner or someone who has just begun to train in a 
new Skill. The next step in training after basic is intermediate. For 

intermediate Skills, the target number is 4 – so 4s, 5s and 6s count 
as successes. Intermediate training is at the low end of professional 
ability, but enough to earn a living. It represents training ranging 
from apprenticeship up to a Bachelor’s degree. After intermediate, 
a Skill is raised to advanced. With an advanced Skill, the target 
number for rolls becomes a 3 – so 3s, 4s, 5s and 6s count as successes. 
Advanced Skills are held by someone with an advanced graduate 
degree such as a Doctorate or extensive experience and rigorous 
training. The highest level of Skill a person can have is master. With 
a master Skill, everything but 1s count as successes. Masters in a 
given Skill are rare, and are almost always well-known. Masters are 
the ones who make breakthroughs advancing entire fields. Masters 
of any Skills are renowned and sought-after, and paid top credits 
if they will give loyalty to a single firm or organization. This rating 
system applies to all kinds of Skills, even Courage, Discipline and 
Tolerance, which function a little differently from other Skills.

SKILL PROFICIENCIES

 Skill Level Target Number 

Default 6

Basic 5

Intermediate 4

Advanced 3

Master 2

Note: in the Skill descriptions that follow, some references will be 
made to specific rules which are covered in the System chapter.

SKILLS AND ATTRIBUTES
Each Attribute has Skills which are linked to it. The level of the 
Attribute determines how many dice are rolled for that Skill. So, 
for example, a character with a Power of 5 starts with 5 dice when 
attempting a grapple, lifting a heavy object, or to use any other 
Skill listed for Power. The target number for the roll is based on 
the Skill that is being used. Here are the Skills for each Attribute:

Power: Athletics, Grappling, Striking 

Mobility: Acrobatics, Evasion, Piloting, Stealth, Zero-G

Precision: Driving, Firearms, Gunnery, Larceny, Programming, 
Repair, Survival

Connection: Analysis, Culture, Detection, Engineering, 
Medicine, Science, Social Networking

Appeal: Enticement, Etiquette, Expression, Performance, 
Intimidation, Subtlety

Resilience: Courage, Discipline, Tolerance
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skill DescriptioNs
Skills are listed alphabetically, followed by the Attribute which 
provides the dice-pool for the Skill. Success is described for each 
Skill, and required materials and time are listed. If you don’t have the 
required materials, there will be a situational penalty determined 
by the Director based on the circumstances, but no less than -2 
dice. It is also sometimes possible to make a hurried attempt at 
something, taking less than the required time, also with at least 
a -2 penalty. Finally, for each Skill, an example is given of how the 
skill may be used and how the Director may apply a character’s 
successes. The Director is encouraged to improvise interesting 
effects based on the situation and the suggestions below.

In some cases, rules will be referenced which are explained later 
in this Chapter, or in Chapter 4 – for now, just note them and 
keep reading.

ACROBATICS [Mobility]
Acrobatics is the ability to maneuver nimbly in gravity. It involves 
tumbling and maintaining balance, but can also include the 
specific disciplines of Olympic acrobats. Acrobatics is useful to 
minimize damage from a non-fatal fall or to move across a thin 
beam, for example.

What success gets you: you can do something physically impressive 
– back-flips, running up walls, Freerunning moves and so on. 
Acrobatics can also let you maneuver normally around obstacles 
like a stuntman in a martial arts holo. If you need to get somewhere, 
and it takes nimbleness to do so, Acrobatics is the Skill to use.
Materials: none
Time: a long maneuver to use in a physical conflict, otherwise a 
few seconds for one move or longer for a performance.
Freerunning: To escape pursuit, or to pursue someone, by running up 
walls, leaping over obstacles and so on in a cluttered environment, 
you can roll Acrobatics forcing an opposed Acrobatics roll to keep 
up with you (or escape you). If your opponent in the roll uses 
Athletics to oppose you, then they suffer a -2 situational modifier, 
smashing through obstacles that you deftly avoid. (Obviously, this 
ability can be spectacular in less than Earth gravity…)

ANALYSIS [Connection]
Analysis allows a character to understand and organize data, 
separating the critical from the extraneous. It involves the 
discipline of logic as well as a basic understanding of things 
like information theory. Analysis is the Skill that is used when 
presented with a set of data that doesn’t make sense, even when 
that data is encrypted or otherwise hidden.

What success gets you: when the Director calls for an Analysis roll, 
it means she wants to tell you something, or there is something 
that you might be able to find out that you don’t know yet. 
Analysis will also tell you what a sensor has detected beyond 
what the basic readout tells you, whether on a ship or through a 
security system – it enables you to use the software effectively to 
find out details about whatever has been detected.
Materials: a Node or access to a security system or sensor array.
Time: a long action to interpret the readout from a ship’s 
sensors or security system, a few minutes to interpret complex 
information; hours or more to analyze incomplete, corrupted or 
encrypted information

Code-breaking: In order to crack an encrypted piece of software 
or data, a character makes an Analysis roll versus the creator of 
the code’s Programming roll with equipment factored in for both 
of them. If the number of required successes is doubled, then the 
analyst has cracked the code so thoroughly and quickly that the 
incursion will leave essentially no evidence at all.

ATHLETICS [Power]
Athletics covers most common sports and physical activities 
such as running, jumping, swimming and throwing.

What success gets you: you can outrun someone if you get more 
successes than they do, jump across a gap, hold your breath for a 
few minutes or throw an object accurately at a target.
Materials: none
Time: a long maneuver to use in combat, or more for an extended 
activity like a sport or a race (which can also be broken down 
into multiple Long Maneuvers). 
Trick Throw: This ability is especially helpful when doing things like 
throwing grenades. A trick throw allows you to bank your throw off 
of the walls, ceiling and floor to get around obstacles. Each success 
beyond the minimum needed to get to your target can be “spent” 
to get around obstacles that might be in your way – so the throw 
can bounce around a corner, over a barrier, and so on. 

COURAGE [Resilience]
Courage is one of the skills that work in a different manner. 
Courage works by modifying a character’s Resilience roll, and can 
only be increased through the accumulation of personal Scars. 
Courage is crucial in combat but is also useful in many social or 
high-stress situations. Courage helps a character resist hesitating 
or breaking down when afraid.

What success gets you: you can resist Intimidation if you get 
equal to or more successes than the aggressor. Courage also 
lets you act in combat when being shot at or threatened when 
others would freeze up or panic.
Materials: none in most cases, but in some circumstances drugs 
or alcohol might help, adding a slight situational bonus.
Time: if the Courage roll is reflexive, it takes no time at all. If it is 
an active roll, then it requires a long action.
Iron Will: If you double the required successes to resist fear, your 
allies are encouraged and all receive +1 to their Resilience-based 
rolls for the scene as soon as they see you act.

CULTURE [Connection]
This provides an understanding of the social sciences. It is a 
combination of history, sociology, anthropology and knowledge 
of cutting-edge cultural movements. Culture is also the skill 
necessary for communications when there is a language-barrier 
of some kind. It signifies an ability to speak other dialects and/or 
languages and get along with cultures other than your own.

What success gets you: You get an answer to a question about 
a culture that you encounter which will help you interact with 
them. You can also, when appropriate, answer questions about 
the history of particular cultures. This Skill enables you to translate 
text or speech into another language (often using software for 
this purpose).
Materials: A Node
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Time: you need to research for at least an hour to get anything 
useful that isn’t common knowledge.
Blending In: If you have time to research and find out about a 
culture distinct from your own, you can make a Culture roll and 
add the successes, in dice, to any Appeal-based rolls you make for 
the next scene spent in that culture. Each die, once used, is gone 
(you don’t get, for example, +3 dice to all rolls). The dice represent 
having learned habits, rituals, what to say and so on - narrate the 
clever thing your character is doing when you use the dice!

DETECTION [Connection]
Detection lets you notice small details, as well as simply use your 
senses (hearing, sight, etc). It is presumed that characters use 
common, cheap augmentation devices regularly.

What success gets you: This Skill is usually used in contested rolls 
against things like Stealth or Subtlety or Larceny – if you win, you 
know what’s going on.
Materials: a Node. If you lack one, then you’re limited to your 
own five senses, which will often result in a penalty to your roll - 
usually a -1 or –2, unless you are very poor and do not normally 
use a Node. The penalty only counts when you are used to 
technological helps but don’t have them, or when you’d normally 
need the technological help to detect something in question.
Time: this Skill is usually reflexive, rolled to see whether a character 
noticed something going on around them; if used actively, it 
requires a long action.
Surprise!: When opposing a Stealth or Subtlety roll with Detection, if 
you get twice as many successes as your opponent, you may set up 
an ambush and attack them on your terms, automatically starting 
the combat with the Initiative. At the Director’s discretion, you also 
begin in an advantageous position.

This is Weird – Connection governs senses?
This rule can seem odd. Are Insiders deaf or blind? Of course 
not, but they have grown lazy and are accustomed to having 
access to technological assistance to their five senses so that 
being deprived of their Nodes is a significant handicap.

DISCIPLINE [Resilience]
Discipline is used to resist coercion, and also manages a 
character’s emotional reactions and impulses. A character with 
high Discipline is not easily distracted and will rarely, if ever, allow 
his emotions to control his actions.

What success gets you: Discipline allows your character to resist 
subtle manipulation such as Enticement. It is also used to resist 
attempts to distract or confuse you through Subtlety.
Materials: none
Time: Discipline is normally a reflexive roll, which means that it 
takes no time at all. If it is an active roll, for example, when one 
is rerolling a failed Discipline roll in a conflict, then it requires a 
long action.
Aloof : When opposing a social roll intended to coerce you, if you get 
twice as many successes as your opponent, your lack of outward 
response is truly unnerving, granting you +2 dice for that scene to 
social rolls against that person or further Discipline rolls, if any, 
during the course of the scene.

DRIvING [Precision]
This skill allows a character to operate any vehicle that travels 
along the ground. This includes cars, trucks, combines, etc. It is 
also the Skill used for piloting other specialized vehicles such 
as maglev trains. An unfamiliar type of vehicle causes a -2 or 
-4 situational penalty on the first attempted drive. It is up to 
the Director to determine when this penalty is no longer 
applicable, but it shouldn’t take too long for a skilled driver to 
grow accustomed to a new type of vehicle. Driving rolls should 
only be called for attempts to control a vehicle under adverse 
conditions. Otherwise, basic ability in this Skill will get you by 
without a roll.

What success gets you: You are able to make a vehicle do anything 
it was designed to do safely and efficiently
Materials: a vehicle to drive.
Time: at least a Long Action; see below.
Reckless Endangerment: It is possible to attack someone with a 
vehicle. Assuming they are close to the vehicle, or ahead of you 
when you are moving toward them, you can make a Driving roll as 
an attack against them. If a vehicle is the size of a car, it provides 
a +2 bonus to this attack roll; something much larger provides a 
+4. The vehicle must be maneuverable enough to actually threaten 
someone. If the target has any absorbing cover, then that cover 
provides double the usual penalty to the attack roll. Damage is 
dealt normally. After an attack like this, at least two Long Actions 
need to be spent reorienting the vehicle for another attack on the 
same target or one nearby. This represents a glancing blow – for 
a head-on collision (which it is assumed anyone can avoid unless 
totally surprised), double the damage, and add dice to account for 
acceleration at the Director’s discretion.

ENGINEERING [Connection]
This skill represents a variety of specializations, all of which are 
based on finding solutions to problems of design, the application 
of science in the world. 

What success gets you: Given time and resources, you can use 
Engineering to create plans or schematics for devices, vehicles 
and even spaceships. Engineering will also help tell you what 
a mysterious device may be used for, or sometimes just as 
importantly, it can provide a clue how to damage or destroy 
something.
Materials: a Node
Time: Engineering requires at least an hour to get important 
information or for designing a simple device. Designing a more 
complex device requires much longer, possibly even a lifetime 
project.
Weak Point: If you have the time to study an object or machine, 
you can determine what its weak point is with an Engineering roll, 
and on your first attack against that object or machine, you add 
your Engineering successes, in dice, to the attack roll. This is useful 
when trying to incapacitate vehicles or, especially, in spaceship 
combat. This can only be done once for any given combat.

ENTICEMENT [Appeal]
Everyone likes the sound of a good deal. Enticement is about 
selling something, making someone want what you have. This 
Skill is equally useful to vamps, salespeople and evangelists, and 
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can come across as infectious enthusiasm, an honest boyish 
charm, or perhaps a mysterious quality that is difficult to forget. 
The limitation for Enticement is that it only works when the 
person you’re trying to entice may reasonably want what you’re 
offering.

What success gets you: You have the person’s attention, and they 
will feel a genuine ‘need’ for what you’re offering. They may not 
risk anything for it, but the desire will be there.
Materials: None
Time: At least long enough for a short conversation – more 
time makes the Skill more likely to be successful. A ‘long con’ 
lasting days or weeks should garner extra dice at the Director’s 
discretion.
Mystique: Sometimes withholding information works better than 
giving it out, at least temporarily. If you spend time being mysterious 
about something, coyly refusing to talk about it, or alluding to it in 
some way, when you finally reveal the secret, the impact will be that 
much greater. The Director must give you at least 2 bonus dice for 
your roll if you have role-played drawing things out substantially. 
Better roleplaying should warrant a greater bonus.

ETIQUETTE [Appeal]
This Skill lets a character behave properly in situations (usually 
formal, but not always) where specific rules govern behavior – 
examples include the military, high society on Luna, or behavior 
during services in a Neo-Orthodox Mosque. The limitation is that 
you can’t use Etiquette to accomplish something that would be 
outside the accepted norms of the group you are dealing with. 
For that, use a different Skill.

What success gets you: In a situation where particular behavior 
is necessary, Etiquette gives a character knowledge of the social 
rules to get what he wants or to get through the situation 
without drawing attention to himself. Etiquette allows you to 
deal with superiors or to command subordinates in appropriate 
ways. Etiquette is a good Skill to use in social conflicts where 
specific behavior is necessary – in business, politics, the military 
and so on.
Materials: appropriate dress to avoid situational penalties.
Time: enough time for a short conversation or social interaction.
Aura of Authority: A player can gain an advantage by roleplaying 
their character ‘pulling rank’ or making demands that she is 
entitled to make. As long as she is talking, anyone who wants to 
interrupt will have to roll Discipline against the player-character’s 
Etiquette Skill, perhaps modified with a situational bonus for 
good roleplaying. This can be a great way to distract non-player 
characters or to buy time for someone to make an escape. This 
is essentially a filibuster or fast-talking, and it won’t make anyone 
ignore a direct, clear threat.

EvASION [Mobility]
Evasion is usually gained through military training and 
experience, though sometimes someone growing up in a rough 
neighborhood learns it the hard way. This is the ability to avoid 
being hurt – ducking and covering, using footwork to avoid 
injury in fistfights, and making tactical retreats while avoiding 
making yourself a target in a firefight. Evasion is not the ability to 
move stealthily or to hide in shadows.

What success gets you: You can dive behind available cover and 
roll Evasion. Your successes are subtracted from the dice rolled to 
hit and damage you with an attack – but this cannot work if you 
remain in one place.
Materials: none, but cover helps a lot if you can find it (more on 
this in Chapter 4) 
Time: at least an action, as much as a long action. Evasion rolls are 
usually limited to combat situations.
Lure: With Evasion, you can trick an opponent into striking one 
of their allies when they miss you. You need to successfully evade 
an attack at least once in a situation where you have room to 
move close to the target you want to be hit ‘accidentally’. If you 
roll double the required successes to evade the attack, you can 
declare that the attack hit the alternate target, dealing ½ the 
attack’s successes in damage (rounding up). For example, if an 
attack scores 3 successes, but you roll Evasion for 6 successes, 
then you can determine that a nearby opponent is struck for 2 
successes. This opponent can’t be entirely behind cover – enough 
has to be showing for the attack to hit.

ExPRESSION [Appeal]
This lets a character express himself through the arts whether 
with paint, holographic imagery, poetry or singing. It is the ability 
to communicate an experience, emotion or message effectively 
and beautifully.

What success gives you: You are able to communicate something 
clearly through a given medium, whether it is information or 
an emotion. You can also create something that a majority of 
people will consider appealing, or even beautiful. With the 
proper equipment, this skill allows a character to create a quality 
simsenex experience for someone else.
Materials: whatever is appropriate to the medium or art-form; 
sculpture, poetry, digital design tools, etc.
Time: at least an hour for even a rudimentary piece; years for a 
true masterpiece.
Passion: It is possible to gain points for your Passion pool through 
creating works of art. After a minimum of a month of work, you 
make an Expression roll (+2 if you spend a lot longer than a 
month). For every three successes you score on the roll, you gain a 
Passion point. This is mostly useful during downtime as a way to 
help develop your character.

FIREARMS [Precision]
This Skill covers the use of any ranged handheld weapons 
including needlers, traditional firearms and laser weapons. If you 
choose to start with the Firearms Skill (regardless of your skill 
level in it), you are allowed to begin your character’s adventuring 
career with a weapon in your possession. The Director selects 
the weapon though the character’s creator should be given some 
input. Unless you spend Traits on the weapon, it will provide no 
bonuses and have no special functions.

What success gets you: you roll Firearms to attack an opponent 
with a gun, and more successes translate into more damage dealt. 
Cover and armor reduce the number of attack dice you can roll, 
and Evasion resists the attack roll itself. Any successes left over 
translate directly into damage.
Materials: a firearm or other hand-held weapon that deals 
wounds at a distance. Note that for anything beyond the most 
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basic gun, you will need to spend Traits on it as equipment.
Time: at least an action, as much as a long action.
Trick Shot: Sometimes you want to show off by doing something 
like shooting a weapon out of someone else’s hand, or disabling 
a touch-pad from across the room. This requires a trick shot. The 
player declares that he is attempting a trick shot and describes 
what he is going for. The Director then sets a situational penalty 
based on how difficult the shot will be. To shoot a gun out of 
someone’s hand is very difficult, so a -6 makes sense. To shoot 
a touch-pad across the room is more like a -2 – it isn’t moving 
and is clearly visible. Only one success is required to accomplish 
the trick shot, but extra successes will deal damage.  It’s easy to 
have ‘overkill’ when you’re trying to accomplish complex tasks 
with firearms.

GRAPPLING [Power]
Grappling gives a character an advantage in close quarters, 
providing knowledge and skill with wrestling moves and the 
various martial arts used for grabbing, throwing, choking, and 
incapacitating another person. (It is often selected in conjunction 
with Striking)

What success gets you: you grab a hold of your opponent and 
use your strength and leverage to control their body. This Skill 
might represent wrestling, judo, ju-jitsu or just a strong grip and a 
knack for using leverage. Grappling is resisted with Evasion to slip 
out of someone’s grasp, Striking to fend them off, or Grappling 
to try for a reversal. Successes with Grappling that are left over 
subtract dice from your opponent’s actions and set up more 
moves like a throw, choke or joint lock.
Materials: none
Time: a long action.
Choke Someone Out: Many martial arts teach techniques for 
incapacitating an opponent without permanently injuring them. 
A choke cuts off blood to the brain temporarily, rendering the 
other person unconscious for a few seconds or more if the choke 
is held longer. When grappling, once a lock is established, the 
next action the grappler may attempt is the choke. The attacker 
rolls Grappling against the defender’s Tolerance, keeping in mind 
advantage dice the attacker has gained for the lock. If the grappler 
wins, her opponent falls unconscious next turn. In most cases, 
it’s up to the Director when the person recovers, but someone 
with high Power should recover much faster than someone with 
lower Power. If the defender wins, they can act, but each round 
the choke is maintained they will lose one die to all rolls – so 
they need to get out because going unconscious is just a matter 
of time.

GUNNERY [Precision]
This skill provides the knowledge and ability to fire weapons 
mounted on vehicles or in fixed positions. In addition, it allows 
a character to be part of a crew for a weapon requiring multiple 
gunners to operate.

What success gets you: Gunnery works the same as the Firearms 
Skill, but is used for weapons mounted on vehicles or on 
spacecraft. Gunnery applies to weapons that are intended to 
damage vehicles, and often aren’t quite precise enough to target 
individual characters. If they do, and they hit, overkill is almost 
guaranteed.

Materials: a weapon mounted on a vehicle or attached to a fixed 
position.
Time: at least an action, up to a long action.
Crippling Fire: Characters may choose to fire at the heavy weapons 
others are manning rather than at individual targets. All bonuses 
and penalties should be applied to a trick shot like this, from -2 to 
-6. An attack roll is made, and the damage is applied to the gun 
itself. Any damage done imposes a penalty of twice that amount 
to anyone trying to use the gun – so 2 damage equals a -4 dice 
penalty, for example.

INTIMIDATION [Appeal]
Sometimes it is better to be feared than loved. Intimidation 
provides the fear. It is the ability to coerce others into doing what 
you tell them.

What success gets you: If it isn’t successfully resisted, Intimidation 
is a way to get an NPC to do what you want – at the cost of any 
kind of trust in the near future. This Skill may also be used over a 
longer period of time for interrogating a prisoner in your custody. 
To use the skill, you must issue a credible threat to the person you 
wish to intimidate.
Materials: nothing, but you need to be in a position of power, or 
else your threats don’t mean much, and the GM can impose a 
situational dice penalty on your roll.
Time: at least long enough for a brief conversation.
Panic!: When intimidating someone, if you score twice as many 
successes as they roll on their Courage roll to resist, the other person 
panics, fleeing from you if at all possible, and if they cannot flee they 
stop all resistance to you for the remainder of the current scene. 
This doesn’t mean they’ll be helpful or cooperative, however, just 
scared witless. This doesn’t guarantee the reaction you were looking 
for, but it guarantees that you are feared.

LARCENY [Precision]
This is a broad Skill covering various criminal activities, from 
cracking security systems and breaking into safes to hotwiring 
stolen vehicles or forging identification. Larceny is what you learn 
in prison, the nuts and bolts of crime.

What success gets you: Larceny is used to do specific things that 
you’re not supposed to. It can get you past an average lock or 
security system, provide you with a temporary false identity, or 
start a motor without an ignition key or proper authorization.
Materials: In most situations, a set of specialized tools is required 
Time: at least a minute to hot-wire, longer for more detailed tasks 
like forgery
Clearance: Status is usually the trait that governs access, but 
it is possible to get around this by forging an identity with the 
access that you want. Forging higher-Status identities, however, is 
very difficult. It is possible to make a Larceny roll, and for every 
success you roll, you can create a false identity with that level of 
Status. This false identity is only going to be useful for a scene or 
so, however – longer-term cons require a lot more effort than one 
roll. Quality security systems have active, evolving defenses and 
are difficult to fool for very long. It is possible to pair the rough 
work possible with Larceny with programming to crack a security 
network and make the fake identity more permanent, meaning 
that a security person will have to first identify and break the 
hacked code and then identify the forgery.
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MEDICINE [Connection]
This covers all aspects of medical knowledge and ability, including 
the ability to diagnose and treat injuries and illness, as well as 
to perform surgeries. Taking it at the ‘Intermediate’ level is the 
equivalent of being a nurse, while more advanced levels entitle 
the character to call herself ‘doctor’.

What success gets you: Success means patients recovering 
under your care recover at a faster rate. Medicine also enables 
you to treat wounds in the field, reducing the dice-penalty by 
one temporarily for each injury that is treated. This reduction in 
penalty lasts for one scene only without further treatment.
Materials: To be fully effective, access to a pharmacy and hospital 
or sick-bay; at the very least, a field medical kit.
Time: at least a long action for a quick, minimal field dressing, 
much longer for more involved procedures
Field Medicine: When an ally is wounded in combat and you have 
access to her, you can spend a Long Action and make a Medicine 
roll. If the successes rolled on the Medicine roll equal the severity of 
the worst wound sustained, the severity of that wound is reduced 
by 1. If you roll twice as many successes as the severity of the 
worst wound, the wound is healed entirely (it wasn’t as bad as you 
thought!). At this point, you’ve done all you can without more time 
and full medical facilities.

PERFORMANCE [Appeal]
This is another ‘art’ skill and represents the ability to entertain a 
group whether through comedy, music, dance or more obscure 
performance art forms.

What success gets you: You successfully entertain and impress a 
particular audience.
Materials: whatever is necessary to the medium – possibly 
recording devices, special tools or props, costumes, musical 
instruments, and so on.
Time: It depends on the type of performance; a song may take 
five minutes, a comedy routine thirty, while a Shakespearean 
tragedy may take three or four hours.
Entrancement: A truly incredible performance is almost impossible 
to ignore. Any time you are performing and roll 6 or more successes, 
those who are watching need to make a Discipline roll to ignore 
you, with a situational bonus determined by the Director based 
on how distracted or busy they already are. Somewhat distracted 
grants a +2 bonus to the Discipline roll, for example, while if you 
are literally trying to stop traffic, there will be a +6 or higher bonus 
to the roll. If you get more successes, however, everything stops, and 
all eyes are on you until your performance is complete, or until a 
significant distraction (shouting, gunfire, etc.) interrupts the spell. 
Note: Entrancement isn’t useful in an all-out combat.

PILOTING [Mobility]
This Skill allows a character to pilot a flying or fluid-borne vehicle, 
whether it is a spaceship or a plane that functions in atmosphere. 
Piloting allows you to take advantage of a vehicle’s normal 
capabilities and even to push its limits when necessary.

What success gets you: you are able to maneuver a vehicle 
successfully, up to its mechanical limitations.
Materials: a flying vehicle designed to operate in atmosphere or space, 
or vehicle designed to function on the surface or immersed in a fluid 

(usually water, but not always).
Time: at least a long maneuver
Special Maneuver: Every pilot has a few tricks up their sleeve, and 
you’re no exception. When making opposed maneuvering rolls 
against another pilot, if you double their successes, you have pulled 
off a special maneuver and receive a +2 situational bonus to the 
next roll against your opponent as you make use of the sudden 
advantage you’ve gained. This advantage can also be ‘handed off’ 
to another crewmember – for example, the gunner could take 
advantage of your maneuver and blow you opponent to pieces. 
Once used, the +2 bonus is gone.

PROGRAMMING [Precision]
Even though everyone uses technology, not everyone learns the 
complexities of how it operates or how to create new software 
for it. That is what Programming allows. A character with this 
skill writes software, and can do so ‘on the fly’ if necessary. It is 
assumed that everyone can use tech devices at a basic level, but 
if you want the device to do something that its current software 
doesn’t cover, you need programming.

What success gets you: Programming allows you to command a 
device to do something beyond its software’s normal parameters 
whether this is disabling a security measure or turning an 
automated turret on your opponents.
Materials: a Node or other device that uses software
Time: at least an hour, though a lot of the work can be done 
ahead of time by creating executable software, saving the final 
roll until the software you’ve created is finally used.
Subvert and Destroy: It is possible to sabotage a device if you can 
access its software, even from a distance. Deactivating security 
protocols and self-maintenance systems will cause the device to 
overheat, go off unexpectedly, short out, or otherwise temporarily 
shut down. Your Programming successes are divided by 2 and then 
applied as damage to the device. Someone using the device will 
suffer a penalty to their chances of using it equal to the damage the 
device has taken. So, for example, a subvert-and-destroy maneuver 
scoring 5 successes would deal 3 damage to a device (always round 
up), imposing a -3 penalty on anyone trying to use it. The Director 
is free to modify the damage threshold depending on the device in 
question. If it has shielding or other protection, your roll will be made 
at a penalty just like any other attack against a protected target.

REPAIR [Precision]
Even in the future, things break down (sometimes far too frequently). 
Repair lets a character make repairs on any device he is familiar with. 
If he is unfamiliar with the device, but has Repair, he may still attempt 
to fix it if he has access to instructions or a manual.

What success gets you: a broken or damaged device is repaired, 
though to return it to 100% will still take a great deal of time in 
most cases and may require more specialized assistance. Repair is 
the same as Medicine, but for devices rather than people.
Materials: Most of the time, a basic tool kit (remember, characters 
with the Skill begin play with one), and instructions if you are not 
familiar with the device in question.
Time: at least an hour, more for complex devices or for extensive 
damage.
Quick Fix: Sometimes you can’t wait to do a job right, so you have to 
get in there and do it quickly. This is dangerous, and doubtless voids 
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the warranty. You make your Repair roll as usual, but declare you 
are performing a quick fix. The roll takes much less than normal 
– a minute instead of an hour, a couple Long Actions instead of a 
minute, as determined by the Director. Successes are counted as 
normal – for a scene. When that scene ends, however, whatever 
was wrong with the device is now twice as bad as before. It might 
be time to get a new one.

SCIENCE [Connection]
This is a broad Skill that covers the various categories of physical 
science. Obviously, each physical science is its own distinct 
and challenging discipline, but they are grouped together 
because conflicts will almost never involve conducting specific 
experiments – as far as most games are concerned, there aren’t 
important differences between a trained biochemist and a trained 
astrophysicist. Science enables a character to use lab equipment, 
supercomputers, and databases accessed through their Node to 
answer scientific questions, like “What is this material?” or “What 
do we need to survive Venus’ atmosphere?” 

What success gets you: Science enables you to analyze far more 
deeply than the Analysis Skill allows, but in a more narrow area. 
It also allows you to identify unknown objects, substances and 
natural or artificial phenomena.
Materials: any science roll requires specialized equipment; a Node 
with specific software at the very least
Time: at least an hour.
Eureka!: If you score 6 or more successes on a Science roll when 
analyzing a mysterious substance, phenomenon, etc., you (the 
player) can make up something interesting about it which, 
depending on the situation, can be of benefit to your character 
and the other player-characters. Regardless of the details, the roll 
gives you a +2 situational bonus on a roll of your choice when you 
make use of your new knowledge, as long as you can justify it using 
scientific jargon. This bonus might be expanded or extended if you 
can continue to justify it in-game – that’s up to the Director.

SOCIAL NETWORKING [Connection]
This is the ability to follow social connections effectively and gain 
access to a wide variety of people. If you need to track someone 
down, you make a Social Networking roll. This Skill represents the 
ability to call upon your contacts and networks of information 
to locate specific people, places or things – you get an address, a 
contact number, something. Getting them to help you is a different 
story and isn’t covered by a Social Networking roll - it still requires 
some kind of social Skill roll. Social Networking is an excellent Skill 
to use in conjunction with bonus dice from relationships.

What success gets you: With Social Networking, you are able to 
find the person, place or thing you are seeking. You may not be 
able to access it once you’ve found it – that’s another question.
Materials: a Node
Time: at least an hour to find anything that isn’t obvious.
Special Connection: Sometimes you may make a contact that 
could be incredibly helpful in a given scene. If you score more than 
3 successes on your Social Networking when searching for someone, 
you are granted a temporary minor relationship which you can call 
upon when you encounter the person or thing you were looking for. It 
is up to the Director to determine who the relationship is with and to 
define when the relationship might be called upon for the extra die.

STEALTH [Mobility]
Unlike Evasion - which is only good for avoiding being hit in 
combat - Stealth is the ability to move around without making 
noise or attracting attention to yourself. If you are doing so in 
zero gravity, you are limited to your ability in Zero-G, so even if 
you are a master of Stealth, if you only have basic Skill in Zero-G, 
your Stealth rolls in zero-g are considered basic as well.

What success gets you: you get where you want to go without 
being noticed
Materials: none, though this may be altered depending on the 
situation and ideas of the players and Director. At times you may 
need to be using a jamming field or other equipment
Time: you have to have enough time to be careful and go slowly; 
this will vary based on the situation, but won’t be available in 
combat except in special circumstances where you are entirely 
hidden
Blindside: Stealth is often used as an opposed roll against Detection. 
Being undetected is a big advantage, so any successes rolled over 
those scored by the failed Detection roll can be used in a single roll 
against the surprised party. The roll must take place in the first 
round of physical combat, but which roll is modified is up to the 
stealthy player-character. The extra successes represent your ability 
to find an advantageous position to attack from, or to come up 
on an unprotected side, to plan your attack ahead of time as you 
silently approach, and so on. For example, if you roll 6 successes on 
Stealth and a security guard only rolls 3 on Detection, you’ve earned 
3 dice you can add to any roll in the first round of combat. Have 
fun describing how you get the drop on your opponent when the 
dice get rolled. If you fail the Stealth roll, of course, you’re probably 
the one who is surprised, and will start any ensuing conflict without 
the Initiative.

STRIKING [Power]
This is the art and science of punching and kicking, head-butting 
and elbowing, as well as close-quarters combat with hand 
weapons such as knives, police batons, and even archaic weapons 
like swords or fire-axes. (This Skill is often selected in conjunction 
with ‘Grappling’)

What success gets you: You injure your target; the injury is 
bruising if you are unarmed or using a blunt weapon, lethal if you 
are using a more serious weapon. Weapons that add dice to your 
attacks are bought as equipment as usual.
Materials: None, but you can use a weapon if you desire. 
Remember that when you take this Skill, it is assumed you own 
some kind of hand-weapon
Time: at least an action, up to a long action.
Knockout: It is possible, though tough, to knock someone out 
without hurting them badly. If an attacker is using a blunt weapon 
or no weapon at all, and accepts a -2 situational penalty to their 
roll, he can make a contested Striking vs. Tolerance roll against his 
target. If he is successful, then the target is knocked out or stunned 
for at least a Long Action or longer (at the Director’s discretion) 
based on the attack’s level of success. If the Tolerance roll wins, 
the attack is resolved normally, but with ½ the successes rolled. 
Needless to say, the target is not incapacitated.
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SUBTLETY [Appeal]
Subtlety is like Stealth, except it is for social situations. It is the 
ability to lie, to hide your intentions, and can also allow you to 
move within a large group without being noticed. Obviously, you 
can’t actually become invisible or hide in plain sight, but you can 
avoid notice, or disguise what you really intend. Subtlety is also 
resisted by Subtlety – the Skill represents the ability to lie, and 
also to tell when someone else is hiding something. Subtlety is 
handy for gaining information, but it is also useful for a pickpocket 
working in a large urban area.

What success gets you: Success makes an NPC believe something 
untrue or misunderstand your motives. Subtlety also lets you be 
in a crowded room without drawing attention, and can set up a 
Larceny roll to pickpocket someone. Subtlety is resisted by Subtlety 
or Detection in whoever you are trying to mislead or deceive.
Materials: none
Time: just enough for an exchange in conversation at minimum 
– longer for more involved deceptions.
Innuendo: Two people with the Subtlety Skill can try to talk to each 
other without anyone else understanding the gist of the conversation. 
They both roll Subtlety, receiving a +2 situational bonus if they do 
this kind of thing all the time and know each other well. If both 
succeed, then they can talk to each other using innuendo and double 
meanings. It is possible for others to figure out what is going on with 
a Culture or Etiquette roll of their own, though this roll doesn’t tell 
them what is being said, only that something suspicious is being said. 
If someone makes an opposed Subtlety roll, that character does get a 
chance to catch the gist of what is being said. Opposed rolls are made 
against the lower of the two rolls made to speak using innuendo. 
Most times, however, the exchange will go unnoticed.

SURvIvAL [Precision]
This Skill is vital for anyone seeking food and shelter in places 
outside the influence of technological society. This Skill is useful 
in the most rundown slums and ruined regions of Earth, as 
well as the few places that are not clear-cut and paved over. 
In the Wastes, Survival is a must-have. With a Node, some of 
the information that Survival covers will be available through 
Science, but Survival is usually needed in situations where a Node 
isn’t available or when there is no wireless connectivity. There is 
a lot about surviving by your wits and ingenuity that cannot be 
learned from a Node.

What success gets you: Survival lets you travel outside civilization 
without falling victim to common threats – dehydration, 
poisoning, parasites, natural hazards, radiation and so on. It can 
also allow you to build a shelter and to make simple tools from 
scavenged materials.
Materials: a basic survival kit isn’t necessary, but lacking it will 
impose a situational penalty of -2 dice in most situations.
Time: variable – a couple of hours to build a shelter or to put 
together a simple tool; otherwise, one roll per day is sufficient. 
Scavenging: There is an incredible amount of stuff lying around, buried, 
hidden, abandoned and so on. A lot of it is already used by impoverished 
people who have scavenged it, but an ingenious scrounger can still 
find useful bits and pieces. Once per day (or as often as makes sense), 
someone living without means in an urban wilderness such as a slum 
or ruin can make a Scavenging roll. For every three successes scored, 
they get a temporary equipment bonus of +1, having found something 

useful. This bonus only lasts for one roll, though the roll can represent 
hours of work, such as putting up a shelter.

TOLERANCE [Resilience]
This is the third Skill rooted in Resilience. Tolerance is a physical 
Skill representing how a character deals with pain and privation, 
rather than with political or religious differences. It is possible for 
someone to have high Tolerance, yet be ‘intolerant’. A person 
with a high Tolerance is able to endure pain, hunger, thirst, heat 
and cold, longer than most.

What success gets you: Tolerance enables you to continue 
functioning despite pain or privation. Success lets you fight on 
despite suffering pain. Your wounds still slow you down, but they 
don’t stop you cold. Normally you are paralyzed by pain for one 
round per level of damage you take – Tolerance reduces this 
hesitation and flinching so you can continue to act.
Materials: none
Time: If the Tolerance roll is reflexive, it takes no time at all. If it is 
an active roll, then it requires a long action.
Unflinching Momentum: When you are struck for damage in 
combat, you must make a Tolerance roll to continue acting despite 
the shock of pain. For every successful roll to resist the pain, however, 
at the Director’s discretion, you can add +1 die to the next such roll 
in the same scene.

ZERO-G [Mobility]
This is the skill of moving and working in low-gravity or zero-g 
environments. Without this Skill, it is very difficult to get around 
in many sections of spaceships and space stations or even very 
low-gravity colonies. It is still possible, since these are built with a 
variety of people in mind, but the experience is disorienting.

What success gets you: Success enables you to maneuver freely 
in null gravity or in microgravity. Zero-G also limits your other 
abilities when you are in low gravity or microgravity and aren’t 
strapped down or affixed to something stationary like a g-seat 
on a spaceship. If you’re just floating around a ship cabin, for 
example, physical skills like Evasion, Firearms, Grappling, and 
Striking are limited by your Zero-G, so if you have basic Zero-G, 
you function as if you have a maximum of basic in physical 
abilities when floating free.
Materials: none
Time: at least a maneuver, or a long maneuver, or outside of a 
conflict, however long it takes you to get where you’re going.
Home Advantage: Zero-G is the kind of Skill that is usually used 
in the close quarters of a ship or space station. If your location is 
familiar to you, you will be able to maneuver in all directions much 
faster than people who aren’t accustomed to the exact shape of the 
space you’re in and the little hazards that can trip you up. When 
you are in a physical conflict in close quarters using Zero-G, you 
can substitute your Zero-G Skill for your Evasion Skill in familiar 
territory. 

Build your own moves 
As a final note for this section, the special maneuvers and 
abilities listed for each Skill are just suggestions – feel free to 
come up with your own.
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usiNg skills
A SHORT ExAMPLE OF SKILLS AT WORK
Jun Bei recognized the alarm sound--her ship was being scanned by 
another vessel. This far out in space, a long way from a spaceport 
of any kind, that meant only one thing – someone was after her, 
her cargo, or both. She quickly maneuvered through the ship’s 
interior to her piloting chair. Her Zero-G Skill is intermediate, and 
her Mobility is 7, so her player rolls 7d@4, or 7 6-sided dice with a 
target number of 4. If the roll gets 3 or more successes, then she 
arrives at her pilot’s chair as quickly as possible. If the roll gets 1 or 2 
successes, then she gets jostled but still arrives, though she might be 
a bit behind in her response if the ship coming up on her is acting 
immediately. If she gets 0 successes, then there’s a mishap – she 
forgot to unbuckle herself, or she bumps into a crewmember going 
the other way, or the ship is hit with an opening shot and she is 
shaken and bangs against the hull, and so on. (What goes wrong 
is up to the Director)

For complete success when using a skill, you want the dice to 
show 3 successes. That means you accomplished what you set 
out to do. Sometimes, such as when two people are trying to 
oppose each other, the situation is a little more complicated, and 
it becomes a matter of who gets more successes. When a roll is 
contested, all you need is 1 more success than your opponent. 
Rolls in Parsec are “front-loaded” with situational modifiers, 
meaning that if there are extenuating circumstances, everything 
is taken into account before dice hit the table. Once the roll 
happens, the dice stand as they are. 

If you get fewer than 3 successes, you aren’t completely 
successful—but you didn’t necessarily fail either. If an obstacle 
was already made clear, then it is also clear what happened. 
If no obstacle was clear, and the roll was just bad luck, then 
bad luck has also struck your character. The Director can take 
this opportunity to weave a complication into the plot that 
keeps you from success. This isn’t supposed to be a serious 
complication, like a violent attack or an explosion (unless it 
was already established that such threats existed), but it can 
be something that you have to work around if you want to 
continue on your current path.

In the happy event that you get 4 or more successes, things go 
even better than you’d intended. The task may get done faster 
than expected, it may have cost less, or there could be some 
other small added bonus based on how well things went. For 
contested rolls, this kind of critical success comes when you roll 
twice as many successes as your opponent or more.

When deciding exactly how failed Skill rolls play out, the Director 
is encouraged to work with the players. If no interesting ideas 
immediately come up, don’t worry about it. The Skill roll wasn’t 
quite successful, and you move on to the next thing. Every failed 
roll doesn’t need to become a big deal; they’re just opportunities to 
add interesting twists into the plot.

COMPLICATIONS AND TRYING AGAIN
Sometimes, you don’t do well enough the first time. You may try 
again after some time has passed (enough time to realize things 
haven’t gone well – this is up to the Director and how he wants 
to pace the game, but check the Skill descriptions for times to 

keep in mind). When making Skill rolls, the more complex the 
action being attempted, the longer the amount of time that 
passes before you may try again. This second roll is going to be 
different, however. If you are running out of time, there will be 
an increasing penalty, -2 and then -4, to consecutive rolls as you 
struggle to calm down and work faster. If you have all the time 
in the world, and nothing went horribly wrong with the first 
attempt, then the Director might give you a bonus to the roll to 
represent learning from past missteps – this bonus shouldn’t be 
more than +1 or +2. 

The Director shouldn’t call for more than one Skill roll per action 
attempted. It is the player who calls for a re-roll, knowing that this 
is risky. The Director is free to introduce interruptions if the player 
calls for the re-roll of a failed Skill roll.

When you try to accomplish something particularly complicated 
or difficult, the Director can always declare that there is a negative 
situational modifier to your roll. The situational modifier could be 
minor (-2), significant (-4) or even crippling (-6 or more). Reasons 
for this situational penalty may include distractions, adverse 
conditions, lack of the right materials, or too little time.

In the same way, the Director may choose to grant dice bonuses 
(which should be rarer than penalties in general) for positive or 
advantageous conditions, including having more time than you 
need, others to help do the work, or other beneficial conditions. 
Having superb materials is covered by a character’s equipment 
Traits – these are extra dice that you purchase at character 
creation or when your character advances, and extra dice from 
equipment Traits count whenever you can use the equipment 
in question.

3.6 traits 
Traits are a further way to describe your character, adding more 
detail than basic Attributes and Skills provide. Every Trait adds dice 
to certain kinds of rolls. Of course you can describe your character 
in ways that aren’t represented by Traits as well, but Traits are 
aspects of your character that will affect the dice you roll in a 
conflict. 

The four kinds of Traits are: Modifications, Specializations, 
Equipment and Relationships. Modifications and specializations 
add dice to Skill rolls directly and are intrinsic to the character. 
Equipment also adds dice to rolls, but these bonuses are lost 
temporarily if you lose the equipment that the Trait represents. 
Relationships are a special case – a relationship Trait represents 
someone whose help you can call on in a given situation, but 
the relationship in question must be maintained by roleplaying 
periodic interactions with the person (or organization) providing 
the special relationship. 

Traits are selected based on the work you’ve done in character 
creation, and they can also be purchased during the course of 
the game. The opposite of Traits are Scars, which subtract dice 
in certain situations. It is up to the player to keep track of Traits 
and to ask the Director when they come into play. Traits should 
be specific – much more specific than a Skill. A selected Trait may 
be a new Trait with a new description or an intensification of 
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a previous Trait, as long as the intensification can be justified 
in-game (which is necessary for any advancement in Parsec). 
Unless a character finds a lot of time to develop a new ability or 
find/purchase new equipment, new Traits will be the result of a 
genetic modification or cybernetic implant. Both are expensive 
and involve significant hospital stays, but in game they require 
less time invested than developing a new specialization. Talents 
generally only make sense when they are taken at character 
creation, but a character might ‘discover’ a new talent as she 
advances.

Bear in mind, of course, that gene therapy and cybernetic implants 
are extremely expensive, so if a player-character is relatively poor, 
new Traits will have to be justified in some other way. You can 
sometimes get around this with specializations and relationships, 
or by coming up with some clever justification that the Director 
accepts for an impoverished Outsider having an implant or a 
piece of superb equipment.

“I’ve always wanted to be able to write with my left hand…
thought it would be cool. Now, with the Handy-Hand from 
Rennco, I can do that. With a twist of my new prosthetic hand, 
it can go from left-hand to a second right-hand in less than 
three seconds! Thanks Rennco! (The Rennco Handy-Hand 
comes with a one year warranty, void where prohibited)” 
–Rennco Holo-ad 

MODIFICATIONS
As described above, the two kinds of modifications in Parsec 
are genetic and cybernetic. Gene modifications and cybernetics 
are technically very different, but in game terms function in 
identical fashion. Both provide bonus dice in certain situations. 
Normally, gene mods involve more subtle changes while 
cybernetic technology enables more powerful modifications. 
Either, however, can give one an ‘alien’ appearance, and while 
they are relatively common, people with alterations still stand 
out in general society and are scorned by some fundamentalists 
and human ‘purists’.

Example Gene Mods

Adrenaline: adds dice to Athletics rolls in tense situations or 
when provoked.
Pheromones: add dice to Enticement or Subtlety rolls used 
for seduction – but getting them to leave you alone will be 
significantly harder after they are attracted to you.
Regeneration: this mod adds dice to any Medicine roll made to 
treat your character’s injuries, but doesn’t count for illness or 
toxins or radiation poisoning, only wounds.

Example Cybernetic Implants

Cybernetic Eyes: add dice to Detection rolls where visual acuity 
is crucial.
Prosthetic Arm: add dice to Grappling rolls after you have 
grabbed the opponent.
Wired Reflexes: adds dice to Evasion during close combat. 

Make your own mods
Use these examples as a starting-point and feel free to come 
up with any modifications you can imagine.

SPECIALIZATIONS
Specializations are simply sub-sets of a given skill. Some skills, such 
as Science or Culture, are incredibly broad, and this is intentional. 
It won’t matter much, in game, whether a particular character is a 
chemist or a physicist, a theologian or an historian – so Skills that 
cover these topics are broad. A way of adding specificity to these 
Skills is with specialization Traits. When the specialization applies 
to a roll, then dice are added – one die for every level of the Trait 
in which you have the appropriate specialization.

As the game progresses over multiple sessions of play,  special-
izations can be a great way to increase your character’s ability 
in only a few areas that keep coming up in the game without 
having to advance entire Skills. Following are a few example 
specializations – feel free to come up with your own as well.

ExAMPLE SPECIALIZATIONS BY SKILL

Acrobatics Breaking Falls, Competition, Jumping

Analysis Code Breaking, Military Reconnaissance, Sensor Array

Athletics Running, Swimming, Throwing

Courage Staredown, Underdog, Under Fire

Culture History, Linguistics, Religion

Detection Home Security, Infra-red, Listening

Discipline Combat Training, Cool-Headed

Driving Evasion, Pursuit, Stunts

Engineering Electronics, Shipbuilding, Structural

Enticement Advertising, Bargaining, Seduction

Etiquette Business, Military, Religious, Underworld

Evasion Diving for Cover, Footwork, Retreat

Expression Holographic Design, Sculpture, Writing

Firearms Antique, Laser, Needler

Grappling Chokes, Escapes, Pinning

Gunnery Lasers, Rail Guns, Torpedoes

Intimidation Command, Pulling Rank, Threats of Violence

Larceny Electronic Forgery, Pickpocket, Security Doors

Medicine Battlefield, Surgery, Triage

Navigation Astrogation, Geography, Public Transit

Performance Avant-Garde, Dance, Performance Art, Singing

Programming Malware, Security, Troubleshooting

Piloting Asteroid Belt, Evasive Maneuvers, Strafing Runs

Repair Digital Recovery, Engine Room, Jury-Rigging

Science Organic Chemistry, Physics, Xenobiology

Social 
Networking

Celebrities, High Society, Youth Subcultures

Stealth Camoflage, Hiding, Silent Movement

Striking Boxing, Knives, Stun Baton

Subtlety Alternate Identity, Bluffing, Impersonation

Survival Aquatic, Urban Wastes, Vacuum

Tolerance Meditation, Sudden Pain, Toxins

Zero-G Fast Movement, Microgravity, Re-Orientation
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EQUIPMENT  
Compared to other Traits, equipment grants (roughly) twice 
the bonus. The reason for this is that, as far as the Director is 
concerned, if a player takes equipment Traits, that is a green light 
to take them away temporarily as part of a storyline. Since they 
can be lost during a story, equipment counts for a higher bonus.

It needs to be noted that you do not normally receive bonuses 
from ‘normal’ equipment. Only equipment taken with Traits 
provides a bonus. High-quality equipment is normally specialized 
and tailored for an individual. The high-powered sniper rifle that 
you take from the corpse of an opponent won’t work as well for 
you – maybe it has biometrics preventing you from using it, or 
it was custom-designed for the lens and cornea of the recently 
deceased owner, meaning it needs work and overhaul before it 
has a chance of being special for you (i.e. before you spend the 
Trait on it).

The Director’s job is to periodically deprive you of your equipment 
temporarily – for a full session at the very most. This can be 
done by having some of it destroyed or deactivated, having it 
malfunction and have to be repaired or even having it stolen. This 
is the explicit price of taking equipment Traits rather than other 
kinds of Traits, which grant half the bonus but can never be taken 
away from your character.

But i Want to loot! 
Parsec isn’t really about looting your fallen foes. If you get into 
a lethal combat, and you win, you might find some useful 
things on the bodies of those you’ve killed, but that is not a 
reason to kill them. Combat in Parsec is dangerous, and the 
repercussions (legal, vigilante or otherwise) for killing people 
are serious. If you do find anything useful on someone’s body, 
it is because your Director wants to give you information or 
to move the story along. If you want to find something really 
helpful on someone’s body – spend a saved Trait on it! Then 
you get to say what it is and why it is useful. 

Special pieces of equipment are purchased as Traits. They confer 
a larger advantage than other kinds of Traits do, adding +2, +4, or 
+6 dice, (again, with the attendant disadvantage of vulnerability 
– equipment can be stolen, destroyed, deactivated and so on). 
Like other Traits, equipment is cumulative in its effect, so that if 
you spend two Traits on the same piece of equipment, it grants a 
+4 bonus, and three Traits spent on the same piece of equipment 
grants a +6 bonus. A single piece of equipment should never 
grant a bonus to more than one Skill, and it should never grant a 
bonus to the majority of uses of a Skill. It needs to have specific, 
limited uses.

Example Equipment

These are examples to get you thinking about what equipment 
Traits you might want to take. For many pieces of equipment 
listed, multiple possible kinds of bonuses are mentioned. If you 
want more than one kind of bonus, however, you need to spend 
the Traits on a second piece of equipment for that purpose, or 
to add the effect to an existing piece of equipment. A particular 
Trait’s worth of equipment cannot grant a bonus to more than 
one kind of roll. In cases where judgment is needed, the Director 
has the final say.

Decryption software: can be written beforehand or purchased 
from experienced hackers for the purpose you have in mind. It 
will grant bonus dice to Analysis rolls made to break codes. If the 
Director wants to limit its use further (for example, in a game 
where lots of Analysis rolls will be involved) then the software 
can only be effective against a certain class of encryption – a 
particular corporation, the WLN military, etc.

Explosives: are story elements that shouldn’t usually play into 
combat. If you want explosives to blow open a door, for example, 
there are a few ways to handle this. You could use the bonus to 
add to your Larceny skill, making your character a demolitions 
expert with safes or doors; or, you could say he’s proficient with 
grenades and thermite mines, providing another method of attack 
in ambush situations. For explosives used in combat, grenades for 
example, each Trait spent means you can have one such explosive 
weapon on your person. Once it is used, it is assumed you need 
to go somewhere where you store equipment and ‘reload’, unless 
you plan ahead differently and the Director agrees.

Note: reinforced armor protects against all kinds of explosive damage.

False Identity: provides a bonus to Subtlety rolls made to infiltrate 
a social setting to which you’d normally not have access. It can 
also provide bonus dice to avoid the notice of the authorities if 
you’re on the run. 

Holo-Projector: this is the standard in top level entertainment, 
and can be a big bonus for a performer who is skilled enough to 
make dramatic and entertaining use of it. Highquality equipment 
can render amazing images in three dimensions from a small, 
unobtrusive device. A holo-projector normally grants a bonus to 
Expression or Performance rolls. 

High-Quality Avatar: In a society where a great deal of socializing 
takes place virtually, its important to have a stylish rendering of 
yourself for others to interact with. A high-quality avatar grants 
bonuses to Social Networking rolls in particular groups– but 
the avatar that gets you cred with club-goers won’t be the same 
as the one that impresses business contacts. At the Director’s 
discretion, an avatar may also grant a bonus to Etiquette rolls 
with the group in question.

A “Little Black Node”: Another way to gain a bonus on Social 
Networking, a “little black Node” is just a term for a collection of 
reliable contacts that is kept up to date. It may also grant bonuses 
to Enticement rolls if you’re looking for companionship - that 
depends on what kinds of names you’ve stored.

Medical Kit: These are most commonly issued to medics in 
military or security units to be used in the field, granting bonuses 
to rolls using the Medicine skill. In most cases, they are stocked 
with state-of-the-art equipment for dealing with field injuries 
and trauma, rather than with flu pills or carcinoma treatments. 
Most doctors have something similar close to hand, even if they 
are not expecting to use it in combat.

Research Database: With so much information available and a 
blurring of opinion and fact, reliable information is precious, and 
a good research database from a trusted source can be crucial 
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for academics of all kinds. The topic that the database covers 
should be limited – biology or literature or religion, or example. 
A database is usually paired with the Culture or Science Skill and 
includes the latest findings in a given field.

Subtle Sensor Array: It’s possible to implant various kinds of 
detection devices in the skin or the clothes, giving added security 
to individuals who have reason to be worried. What the sensors 
detect should be defined, so that when a character is trying to 
detect that particular threat (or person, item, substance and so 
on) the sensors grant a bonus to Detection Skill rolls.

Survival Kit: These useful little packages are designed for the 
times when you find yourself cut off from the benefits of society. 
It could be purchased from a high-end camping supply store, 
or or it can be a collection of scavenged tools used by an urban 
survivalist on the fringes of society out in the Wastes or Barrens. 
The kit should be limited by the climate or circumstances it is 
designed for so that it doesn’t simply add dice to every Survival 
Skill roll.

Synthetic Pheromones: Depending on the specific pheromones 
used, this works for either Intimidation or Enticement rolls. 
The biggest limitation is that you need to be in close physical 
proximity for this to work. Synthetic pheromones also don’t last 
forever after application, so you need to be able to plan ahead 
in order to use them (and they are definitely frowned upon in 
situations like a business meeting).

WEAPONS
Weapons have a bit more optional detail to them than other 
pieces of equipment do. You can keep it simple by just adding 
dice like any other piece of equipment, from +2 to +6 or more, 
or you could use Traits for other things such as recoil suppression 
(negate range limits for automatic fire), stealth mods (silencer 
and flash suppression), long-range mods (laser sights and scope), 
and capacity mods (extended clip or battery life). Rules for armor, 
firearms and explosives are covered in more detail in chapter 4.

Example Firearm Mods 
Each individual mod costs one Trait

Burst: this modification enables a weapon to use the burst or 
full-automatic options described in the ranged combat rules – 
without it, the weapon only fires the equivalent of one shot at 
a time.

Capacity: triples the capacity of a weapon, increasing the number 
of times you can burst, full-auto, and so on, before reloading.

Long range: reduces penalties for range by 2, so medium range is 
-0, long range is -2 and extreme range is -4.

Recoil suppression: reduces the penalty for bursting or firing full-
auto by 2, making automatic weapons much more accurate.

Stun: rather than inflicting a wound, successes rolled to hit 
a target must be surpassed by a Tolerance roll or the target is 
incapacitated temporarily (usually the rest of the score - exact 
duration is up to Director).

Stealth: includes silencing and flash-suppression, or a firing 
mechanism that is innately hard to detect, imposing a penalty 
on Det. rolls to locate the source.

Vacuum: enables the weapon to be fired in a vacuum.

Wildcard: if you want to give your weapon a mod for an effect 
that isn’t covered here, describe it to the Director, who will set 
a Trait cost.

Example Weapon Builds

needlers [2 Traits] use electromagnetic pulses to fire metal 
flechettes. There is usually a small flash, as well as a cracking 
sound as each flechette breaks the sound barrier. Obviously, 
this isn’t an issue in a vacuum, which is where the needler is 
designed to function. (Burst, Vacuum)

lasers [4 Traits] automatically have the long range, recoil 
suppression, stealth and vacuum mods, so they cost 4 extra 
Traits. This means that lasers are devastating, but expensive, 
weapons – and even with the 4 Traits spent, the laser cannot 
be used for a burn or sustained burn without the burst 
modification added, costing a 5th Trait.
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sniper rifles [3 Traits] are designed to kill from a long distance 
and to make tracking where the shot came from difficult with 
silencing and flash-suppression technology. A sniper needs to 
deal high damage, since it is designed for one shot at a time. 
(Long range, Stealth, +2 dice)

 Example Grenades

Each grenade you carry with you costs 1 Trait. The grenade is 
replaced when you get a chance to re-arm yourself

Adhesive grenade: rather than dealing damage, this kind of 
grenade explodes, spraying fast-hardening adhesive over 
everything in a 3 meter blast radius. The successes rolled on 
the attack roll need to be surpassed by an opposed Athletics 
roll, or else those caught in the adhesive are held in place. If 
you spend a Trait on adhesive grenades, it is assumed you 
also have easy-to-carry countermeasures which dissolves the 
adhesive quickly once it is deployed. 

Fragmentation grenade: adds 4 dice to your Athletics roll to 
use the grenade in combat, helping to balance out the -2 
penalty to throw the grenade and make it land exactly where 
you want (this is a net +2 modifier). As usual, the attack roll is 
also the damage roll – it can all be one roll, or if there is varying 
cover among those caught in the blast, you will roll an attack 
separately for each target.

Percussion grenade: explodes upon impact with the target 
which eliminates the -2 penalty – requires two Traits.

Stun grenade: a stun grenade adds no dice to the Athletics 
Skill roll to throw it effectively, but when the grenade goes off, 
everyone in the blast radius of 5 meters needs to roll Tolerance 
– if they do not exceed the successes on the Athletics roll, they 
are stunned for one round while they recover from the flash of 
light, the loud bang, and the smoke that follows.

Smoke grenade: these weapons add 3 dice to Stealth rolls made 
within the area of smoke produced, but the bonus counts for 
everyone in the area. The bonus becomes a penalty of -3 for 
anyone who is in the area of smoke trying to Detect beyond 
it. The type of smoke is up to the player and can block normal 
vision, infrared, etc. 

Sting grenade: this is a non-lethal device similar to a 
fragmentation grenade which batters the target with hard 
rubber spheres. Damage is rolled normally for a fragmentation 
grenade, but only half of the damage rolled is dealt (and it is 
bashing, not lethal). Tolerance rolls, however, are required to 
resist the pain as if all of the damage was dealt normally.

For example, 5 successes would translate into 3 bashing damage 
(round up) but the Tolerance roll to resist the pain would still 
have to exceed 5 successes.

ARMOR
Armor provides protection by absorbing incoming damage 
during combat. Armor is illegal unless you are part of a security 
force, such as a national military, or a corporation’s private 
police - unless it is ‘ablative’ (ablative armor was developed 
for celebrities concerned about security). Improvised armor is 
common among Outsiders in slums where most violence is 
gang-related, put together from scavenged materials. Armor 
in Parsec is simple – it provides a situational penalty to attacks 
made against someone wearing it. The more Traits you spend 
on the armor in question, the greater the penalty and the better 
it protects you.

Armor is distinguished by the category of damage it protects 
against. The categories of damage are electromagnetic, impact 
and radiation. electromagnetic armor offers protection 
from things like tasers, EMPs or similar weapons designed to 
incapacitate or to destroy electronics. If you spend the Trait for 
this kind of armor, it is assumed that your other possessions 
are shielded as well, protecting them from electromagnetic 
pulses, power surges and the like. impact armor protects 
from weapons that deal damage via physical impact – knives, 
bullets, bludgeons and so on. Finally, radiation armor covers 
lasers and other effects such as ambient radiation in space or 
nuclear fallout. 

Each Trait spent on a piece of armor imposes a -2 situational 
penalty on incoming attacks if the types match. Any armor is 
better than none, so even if types do not match, armor of any 
kind still provides a -1 situational penalty applied to all incoming 
attacks. For example, 3 Traits worth of impact armor would impose 
a -6 dice penalty on an attacker using a firearm or a knife and a -1 
penalty on other kinds of attacks.

Composite armor is common in situations where mulitple 
kinds of injury are likely, and most anti-riot troops and high-
class bodyguards are outfitted this way. Multiple Traits are 
spent on various kinds of protection in a single suit of armor. 
Composite armor is always bulkier than a more efficient suit, 
so Mobility (and therefore all of your Mobility-based Skills) 
is reduced by 1 when you are wearing a composite suit. For 
example, you could spend 1 Trait each on electromagnetic, 
impact and radiation protection on your armor, imposing a -2 
penalty to all attacks,  but the bulk would reduce your Mobility 
by 1 when wearing it.

ablative armor is made up of reactive chemical compounds 
which simply burn away, absorbing the energy of an attack. 
This means that ablative armor protects against any kind of 
injury, but it is partially destroyed when it does so, so it is only 
useful for a couple of conflicts before it must be replaced. 
Each time someone wearing ablative armor is attacked and 
hit – meaning any time damage is dealt, one die of protection 
is lost. So two Traits’ worth of ablative armor, imposing a -4 
situational penalty to incoming attacks, will only impose a -3 
after one successful attack, then a -2, and so on, until it reaches 
0 and is considered destroyed and useless – it is a tradeoff for 
ablative armor working against any kind of attack.
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To replace the armor or any other kind of equipment you don’t 
have to spend more Traits – again, once Traits are spent on 
equipment, you don’t need to do so again, though the equipment 
can be temporarily taken away from you over the course of a 
gaming session. As soon as you take the opportunity, in-game, to 
replace the item it is assumed that you can do so.

item expenses 

You may have noticed the lack of prices next to all of this 
equipment. That’s intentional. Parsec isn’t about credit-
counting and balancing your futuristic checkbook - it’s 
tedious enough to do that in real life. You buy equipment 
with Traits and that’s it, unless the Director (through an NPC 
or happenstance) temporarily gives you something you can 
use in the game as part of the story. If you, as a Director or 
player, want to go through and add prices and then buy the 
equipment you’re welcome to do it. As a rule, each level of 
status gives you exponetially more money to spend.

RELATIONSHIPS
A character has many relationships, but only a few of them need 
to be mentioned during a character’s creation. These particular 
relationships are Traits which provide bonus dice when you call 
on the individual or group you have a relationship with for help. 
This interaction should always be roleplayed, and justified by the 
player based on the situation the character is in.

In character creation, you begin with a character’s back-story, 
and we break that into five categories: Birth, Education, Profession, 
Passion and Scars. For each of these categories, a PC starts 
with, or can spend Traits to create, relationships. Relationships 
brought out in this way need to be ones that will have bearing 
on the game. In writing down what your character’s significant 
relationships are, you as a player are telling the other players and 
the Director part of what you want the game to be about. All 
of your relationships should be current ones, and they should 
ideally be loaded with dramatic potential. These relationships 
will be helpful in some way during the course of a game – their 
mechanical function is to give you more dice to roll in situations 
where the relationship is helpful.

During character creation, you are given 4 or 5 relationship picks. 
Each of these can either represent a new minor relationship 
which needs to be sketched out with all of the pertinent details, 
or it can be used to intensify an existing relationship, making it 
a major relationship. Aside from influencing the story, which is 
the main function of relationships, minor relationships grant a +1 
die bonus to rolls which directly involve the relationship in some 
way where it would be an advantage. Major relationships grant a 
+3 dice bonus. (The Director always has the last word as to how 
or when or whether a relationship can be called upon)

Relationships are also a way for players to inject non-player-
characters into the game. If a player wants to have a particular 
NPC in the game, the best way to accomplish this is to put that 
NPC in as a relationship – that way, the Director has to find a 
way to involve them at least some of the time. For example, if 
you want your spy to have a running relationship with your 
organization’s gadget-designer (i.e. Bond and Q), assign at least one 
Trait to that relationship.

Relationships require maintenance, however, and it is possible for 
them to be lost if they are threatened and not protected or if 
the PC neglects them. Major relationships require much more 
upkeep than minor ones in exchange for the larger dice bonus. 
As with any Trait, you never lose relationships permanently, but 
you will have to spend some time in game finding a new person 
with whom to develop a meaningful relationship.

Unusual sample relationships: with intelligent software; with an 
enemy or rival; with a rival organization; with family members 
on the other side of a major conflict; with a service android; with 
a local cult; with a Barrens tribe if you live in the Core; with a 
corporate board member if you live in the Barrens, etc.

Using relationships 

As you can see from the bonuses relationships provide, they 
are intended to be about as useful as Skill specializations, with 
the added benefit of enabling a player to insert an interesting 
NPC into the game. It should be said that multiple PCs can 
have relationships with the same NPC – in fact, its encouraged 
as a way to add to group cohesion. Each PC has to buy the 
relationship separately, however. Obviously, in most cases 
anyone can interact with a given NPC whether they have a 
relationship or not – they just don’t get extra dice without 
the Trait.

3.7 scars 
Scars take many forms. The most common are psychological 
problems suffered because of past experiences and trauma. The 
severity may range from mild to severe depending on how Scarred 
your character is. A grizzled military campaigner or kid from the 
harshest slums will be tough as nails but also come with a load of 
baggage. On the other hand, a middle executive at a multinational 
corporation will appear cool and collected much of the time, but 
when something really terrible happens, she’ll probably panic.

Some Scars may be physical - bullet-wounds and burn marks, 
‘scars’ in the normal sense, maybe even limbs that have had 
to be replaced. These physical Scars are also opportunities to 
add color and depth to your character. Psychological Scars, 
by comparison, will be more about how you roleplay your 
character. They will hit harder sometimes – in some very 
specific situations, the penalty can be severe, but all for the sake 
of furthering the current plot.

Each example Scar’s description also has a description of how 
to avoid its effect. Each Scar should have those two elements - a 
penalty, and a way to avoid the penalty. Feel free to take these 
examples and build your own Scars.

It is also possible for Traits and Scars to overlap. For example: a 
soldier who loses an arm receives an artificial limb at a military 
hospital. This limb replaces the basic functionality of the old arm 
but imposes a -1 die penalty in certain situations – say for fine 
manipulation, where a precise sense of touch is important. At 
the same time, the soldier could later on purchase a Trait which 
increases his Grappling rolls when attempting a pin maneuver. 
The new Trait is linked to the artificial arm – it was strengthened 
and upgraded to give the advantage.
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With each Scar you give your character, you may choose a new 
Scar or choose to make a previous Scar more severe. Scars are 
often the mirror-image of Traits – they impose penalties on 
Skill rolls of -1, -2 or -3, normally. Following are example Scars 
and suggested effects. As always, details should be worked out 
between the players and the Director, but the Director has the 
final say as to when penalties apply to a particular dice-roll.

Also, as mentioned above, Scars are the only way to advance 
Courage, Discipline and Tolerance.

PHYSICAL SCARS
Replaced limb: imposes a penalty to any action that relies on 
fine motor control or an acute sense of touch like disarming a 
security system or picking a pocket.

Replaced eye: imposes a penalty in a situation where there is a 
need to focus on many objects in quick succession, such as a 
firefight with multiple targets, or editing a holorecording.

Artificial organ: the penalty applies when side effects occur 
with the organ – shortness of breath, shooting pains, trouble 
processing alcohol, indigestion and so on. Obviously, the negative 
effects depend on the organ in question.

Nagging limp: imposes a penalty in situations where quick 
movement is required, such as evasion in combat or fleeing from 
the authorities.

Livid scar or skin graft: the penalty applies in social situations where 
the scar makes the character stand out as violent or dangerous, or 
possibly just too poor to afford quality medical care.

Phantom pain: can even be felt with a replaced limb. The penalty 
applies in situations similar to the one where the wound was 
first received.

PSYCHOLOGICAL SCARS
Each is listed in order of increasing severity, corresponding to -1, -2 
and -3 dice penalties. These penalties can only be circumvented 
by avoiding the situation that tends to trigger them. It is also 
always an option to simply endure the penalty and soldier on. 
Penalties from Scars should always be more broadly applied than 
bonuses from Traits, so it should be difficult to avoid the penalty 
all the time. That’s the point of a Scar. As always, though, they 
should be agreed upon and used to move the story forward 
where possible. Scars offer chances for players to have fun getting 
their characters in trouble.

Remember that effects of each Scar should be proportional to the 
Scar’s severity. A hallucination from a -1 Scar (Haunted) might be 
creepy or briefly disorienting, where full-on Schizophrenia could 
temporarily plunge a PC into an alternate reality. 

This isn’t Psychology Class 
The descriptions of psychological Scars are not clinically 
accurate. They are meant for fun and to be interesting in a 
roleplaying game. Real psychological problems are never fun.

Insomnia/Nightmares/Night Terrors: dice are subtracted when 
sleep has been interrupted and fatigue detracts from a given 
activity, particularly ones that require concentration. The effect 
is doubled in extremely boring or monotonous situations when 
it’s hard to resist nodding off. The penalty can be avoided by 
going to sleep at inappropriate times – your character acts as if 
she has narcolepsy, and for each time your character falls asleep 
inappropriately, you can tell the Director you are ignoring a 
penalty from this Scar in one boring situation.

Aversion/Mild Phobia/Severe Phobia: dice are subtracted in the 
presence of the feared object or situation. The effect is doubled 
when trapped in a feared situation or with a feared object. The 
only way to avoid this penalty is to avoid the situation entirely – 
this is a phobia after all.

Short Temper/Rage/Blinding Fury: dice are subtracted in situations 
where the character is agitated but needs to remain calm. The 
effect is doubled when the character is actively taunted or struck 
but can’t lash out. The only way to avoid the penalty is to lash 
out violently - or verbally if violence isn’t an option; but you must 
try hard to hurt the person who is bothering you in some way.

Haunted/Hallucinations/Schizophrenia: dice are subtracted in 
situations where the character needs to accurately perceive what 
is going on but is under stress. The effect is doubled in confusing, 
over-stimulating situations where the character is angry or afraid. 
Conversely, one can simply treat the hallucinations as real, which 
avoids the dice-penalty but will mean your character temporarily 
acts like a lunatic. Either the Director or the player can come 
up with the specifics of the hallucinations, and they should be 
consistent or thematic in some way.

Again, Scars are broader than Traits. The two aren’t intended to 
be balanced – a Scar is more damaging than a Trait is beneficial. 
This is intentional. Traits are little details to flesh out a character, 
whereas Scars hurt. They mark you forever, and the pain is 
lingering. Scars prove that your character has a past and that the 
past matters.

It should go without saying that Scars are the kinds of things a 
good Director will work into the game. Heroes become heroes 
by facing their weakness, not by always playing to their strengths. 
In the case of villains, weaknesses are to be found and exploited. 
Scars should not prevent you from doing something entirely; 
they just make it progressively harder.

Every Scar will have repercussions in the game. It is impossible to get 
rid of a Scar. It is part of you. At the very most, with the Director’s 
agreement, you might be able to trade one Scar for another.
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3.8 status 
Status is a way of seeing, at a glance, where any character fits in 
society. It represents a few different things, including real wealth, 
credit, social standing and reputation, and the kinds of parties 
you get invited to. Status also governs access. For example, we 
mentioned in Chapter 2 that you need a minimum of Status 
6 to get within 100 meters of most arcologies without being 
noticed, and will only be able to enter with a lower Status if you 
are a member of the staff.

No doubt you noticed that nothing has a price in Parsec – 
Status represents what your character can afford, but things 
like equipment are handled in character creation and character 
advancement. Status is a guide for roleplaying and for describing 
what your character does and how she does it. Skills and Traits 
cover what she can actually do.

STATUS AT A GLANCE
Status 1-2: You live in the Wastes far from civilization, or possibly 
in the Barrens, and very well may not have electricity or running 
water. Everything you have is stolen, improvised, or primitive. 
Anything really functional you might have will be issued by your 
employer. 60% of the population.

Status 3-4: You probably have sporadic electricity and running 
water. You live in the Barrens or the Fringe. Everything you have 
is second-hand, scavenged and cobbled together from parts. 
You probably work in the Fringe. If you live offworld, you have a 
bottom-rung job of some kind. 30% of the population.

Status 5-6: You live in the Fringe or possibly in a tiny Core 
apartment. You might also live offworld. You have a lot of options 
for employment and can buy some of what you own new. 8% of 
the population.

Status 7-8: You are genuinely wealthy, and live comfortably on 
Earth or in space, in the Core or an arcology. You get invited to 
parties with politicians and celebrities – or you are one. Everything 
you have is new and high-quality. 2% of the population.

Status 9-10: You have staggering wealth and can theoretically 
afford anything you might want. Less than 1% of the population.

STATUS AND EQUIPMENT
In theory, if you spent Traits to have a particular piece of 
equipment, then you have it. If you have a particular Skill, then 
you have the basic tools required to use that Skill automatically. 
Equipment is just there to give situational bonuses to Skill rolls.

Status will tell you what your equipment looks like, though, 
and how you use it. A thief with Status 2 breaking into an office 
building will look a lot different from a person with Status 7 doing 
the same. They may even use different Skills to get the job done.

This extends to any time a player or Director is describing where 
her player lives – what kind of security measures she might have, 
what her neighborhood is like. Heading home from work with 
a Status 1 can be a life-and-death adventure at times. The same 
scene with a Status 8 character will be a chance to show off the 
grandeur of a city, station or colony.

STATUS AND ACCESS
Status helps to determine how easy it is for your character to 
get access to specific people and places – and it is a two-edged 
sword in that regard. If a character with Status 7 needs to speak 
with the administrator of a space station, she probably just needs 
to make an appointment, and maybe a Skill roll to help smooth 
things along. For a character with Status 3 to do the same, she 
will have to be very clever, make a number of Skill rolls, and may 
actually create trouble for herself in the process.

In a place like the Barrens, the reverse is true. A Status 2 character 
does not draw any notice in the Barrens, but a Status 6 person 
will stand out as if they have a target painted on them.

The best way to make this interesting in a group with a variety 
of Status levels is to create reasons for each character to find 
themselves out of their element now and then. It’s easy to have 
the job you get from the corporate home office to send you 
out into the Wastes to track down a fugitive. This way, different 
characters have their own chance to shine.

Make no mistake, though – life is harder in every way with a low 
Status. A character with low Status should not be allowed to 
forget that. High Status, on balance, is an advantage in Parsec – 
otherwise, you wouldn’t have to spend Traits for it.

STATUS AND RELATIONSHIPS
Relationships provide ways to modify what your character has 
access to despite how her Status might limit her. For example, a 
character with a Status of 2 and a major relationship with a military 
organization might have significant rank in that organization and 
simply live in basic housing on-base. Similarly, a character with a 
high status who has a relationship with an underworld contact 
might be able to more easily get access to seedier types living in 
the Fringe and Barrens. 

How Status and relationships interact is ultimately up to the 
Director. As a general rule, only major relationships should have 
a significant effect on a character’s access or what resources are 
available to her.
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3.9 sHipbuilDiNg  

GETTING ON A SHIP
At the start of play, player-characters will not have the resources 
to own their own ship. They need to “buy” the right to be on a 
particular ship. This right, access to the ship, is purchased with Traits. 
For all of these costs, it is assumed that the ship in question is a light 
ship with a crew of 6 or so. For larger and more important ships, 
more Traits should be put toward having authority over them.

THE COST OF SHIPBOARD LIFE
If you want your character to have an official position on a 
ship, you need to pay for that position in Traits. If you are just 
traveling by ship from one place to another, the only thing you 
need to take into account is whether you have the Status to 
afford the trip. Without calling upon a Relationship or special 
circumstances, (like an employer sending you) space travel will 
require a Status of 6 or more.

1 Trait: a berth and maybe a minor job on a military ship; 
maintenance staff and a wall-hammock in steerage

2 Traits: a berth and an important job on a military ship; a 
technician or gunner who might have her own small room

3 Traits: a berth, an important job and some authority; chief of 
security or chief technical officer

4 Traits: a berth, an important job and authority over everyone 
else on the ship; the captain or chief officer on a ship

Note: with the Director’s agreement, one or more of the Traits 
you use to have a place on a spaceship can come from your 
relationship Traits

For non-combat vessels (ships that are unable to participate in 
a combat but are only used by the PCs to travel from place to 
place), 1 Trait is enough for an important job and 2 Traits are 
enough to be the captain or have an equivalent rank.

Anyone at Status 6 or higher can get on a ship to travel just by 
paying their way, but they won’t have any authority on the ship. 
With an appropriate relationship Trait, or by winning a social 
conflict, someone with lower Status can also find a place on a 
ship for the purpose of travel - it will depend on the situation at 
the time.

If a ship has two crew-members who are at the same level of 
authority, then they have to find a way to work it out between 
them. It might be time for a social conflict, or they may just 
negotiate it out – having authority only in your area of expertise, 
for example.

Note that these rules and notes are intended for ships that might 
be involved in combat. If a ship is simply an incidental way of 
getting from point A to point B, you really don’t have to spend 
much time sketching out details. Ships that aren’t supposed 
to be involved in direct conflicts are significantly cheaper to 
manufacture and purchase – the problem being that if you are 
attacked by pirates, you are helpless, and it is near-impossible 
to evade police and corporate military vessels. Ships that travel 
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along well-used paths through the inner solar system usually 
don’t need to be heavily defended because they are already 
paying taxes and bribes to various groups which provide security 
for them.

sHip attributes
As mentioned before, spaceships have the same Attributes that 
living characters do, but no Skills (that’s the purview of the ship’s 
crew!). Spaceships can be modified when all PCs in the group spend 
a Trait of their own to purchase an upgrade or a retrofit. Ideally, a 
spaceship should be like another character in a game, with its own 
‘personality’, unique description, history and so on.

Spaceships are built, in game terms, much the same way that 
characters are created. It is very rare that the ship your character 
is living in or serving on was built yesterday, and it is also likely to 
have been modified since it came off the assembly line. The rigors 
of space travel alone require constant upkeep and maintenance, 
not to mention the occasional emergency repairs.

Power
This Attribute measures how much energy a ship has available. It 
is the output of the ship’s engine as well as the amount of reserve 
energy a spaceship has. In spaceship combat, Power is a pool of 
dice that can be allocated to different tasks, adding a boost when 
and where needed. (This is further discussed in 4.4 - Spaceship 
Combat)

Mobility
Spaceships rely on this Attribute to maneuver, which is absolutely 
crucial in combat. It represents the capabilities of maneuvering 
drives as well as the structure’s design and how well it is reinforced 
to withstand the strain of rapid changes in acceleration and 
direction. (Ships are universally programmed not to perform 
maneuvers which will put their crew in danger of losing 
consciousness. This programming can be hacked of course…) 

Precision
Precision represents the quality and speed of the targeting 
software of the ship’s weapons as well as the speed of the central 
processor. It is the Attribute that a gunner relies on to dish out 
damage, but is also the statistic which governs the power and 
sensitivity of the ship’s sensor array.

Connection
This Attribute represents what information is available on board 
and how connected the ship is to the solar system’s information 
and computer networks. It also represents how powerful the 
ship’s communication array is – how far a transmission will travel 
with clarity (and how difficult it is to jam). 

Appeal
Appeal is not only how shiny and new the ship appears – it also 
represents the ship’s service record and reputation. If you want 
respect, or at least work, then your ship needs a high Appeal. A 
criminal record for a ship, for example, won’t reduce your Appeal, 
it simply changes who the ship appeals to. A ship’s Appeal helps 
determine a ship’s version of relationships: clearances. 

Clearances determine where your ship is welcome to dock – 
black market shipyards, corporate mining colonies, WLN stations, 
etc. Clearances are either basic or priority, paralleling characters’ 
minor and major relationships.

A basic clearance enables a ship to dock, refuel and trade as 
long as all documents are in order and all fees pre-paid. A 
priority clearance enables a ship to make repairs at a station or a 
colony and do business without much scrutiny. A ship gets one 
clearance per point of Appeal. Spending two clearances gives a 
ship one priority clearance. Trying to dock where you have no 
clearance requires winning a social conflict with whoever the 
port authority is. 

New clearances can be gained through advancement or may 
be awarded by the Director based on the PC’s earning allies in-
game.

Resilience
This is how well the ship holds together when under attack 
or forced beyond safe operating parameters. Space is a hostile 
environment even before running into pirates and privateers 
waiting for the next score. When Resilience is rolled to resist 
damage, it is modified by the ship’s armor (if there is any). The 
scale is the same as it is for Skills – basic armor is a target number 
of 5, intermediate is a target of 4, advanced is a target of 3 and 
master-level armor is a target of 2.

Ship armor comes in 3 types: electromagnetic, impact, and 
radiation. Each type is tracked differently, so that a ship can have 
advanced armor against electromagnetic attacks but only basic 
armor against impact, for example. 

sHip DesigNs
Groups should feel free to “build” their ship however they wish – 
by sketching with pen and pencil, or using a computer program, 
or inspired by images from films or television or anime. You can 
even make a model from LEGOS, modeling clay; whatever is 
available and handy.

As time goes on, the players can sketch out what the ship’s 
interior looks like, where particular devices or battle stations 
are, and how the ship looks on the outside as well so that hit 
locations are clear and the players and Director know where the 
weapons (if any) are mounted. 

BUILD
A ship’s Build is how it comes off the assembly-line in one of 
the orbital shipyards surrounding Earth, on Mars or out in the 
Asteroid Belt. The Build gives a ship a basic body size and class 
based on what its intended purpose is. Size measures the crew 
quarters and how many people can be sustained by a ship’s life 
support systems and is not a measure of its cargo space – more 
or less cargo space has no effect as far as the game system is 
concerned. Class describes the area of the solar system that 
the ship was designed to function in. Ships built to maneuver 
near Jupiter have powerful shielding against electromagnetism 
because of the Jovian magnetic field. Ships built to function in 
the Asteroid Belt or among the rings of Saturn have heavy armor 
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to prevent damage from particle and asteroid impacts. Ships 
built to maneuver near the Sun, or near outposts on Mercury, will 
have heavy radiation shielding. Combat vessels end up finding 
that they need some degree of all three.

SIZE
Body sizes for spaceships are broken into three general categories: 
personal, light and heavy. Choose a size for the ship you have in 
mind based on your ship design, and that will determine the ship’s 
starting Attributes.

A Personal-sized ship is just large enough for one or two people. 
Form-fitting seats are where you eat, sleep, and manipulate the 
controls of the ship. Life support is only available for relatively 
short trips – between the moons of Jupiter or between mines 
in the Asteroid belt, for example, unless you make your own 
modifications. Personal-sized craft are also used as attack vessels 
(like 20th century fighter planes), launched or detached from 
larger ships because of their greater maneuverability and smaller 
sensor profile.

Personal ships begin with:
POWER 3 MOBILITY 5
PRECISION 4 CONNECTION 4
APPEAL 3 RESILIENCE 3

Light ships require a crew of six to eighteen on average, though 
two or three can operate the ship if they have the right skills 
(they will be near-helpless in an emergency or battle). Light 
ships are large enough to house one Personal-sized craft or 
have one attached at an external hard point. Light ships have 

an emergency survival pod installed when built which has life 
support provisions (food, water, air) for a few days if the ship 
needs to be abandoned. If the survival pod is scrapped, there’s 
room for a second Personal-sized ship, a change normally 
associated with pirates and privateers.

Light ships begin with:
POWER 4 MOBILITY 4
PRECISION 4 CONNECTION 4
APPEAL 4 RESILIENCE 4

Heavy ships are rare because their construction is time-
consuming and requires substantial financial and material 
investment. These are mobile space stations which are crewed 
by anywhere from a dozen to several hundred. They are usually 
heavily reinforced and heavily armed, with powerful fusion 
cores and sensor arrays. Only national governments, the World 
League of Nations, and powerful corporations build and operate 
heavy ships.

Heavy ships begin with:
POWER 6 MOBILITY 3
PRECISION 4 CONNECTION 5
APPEAL 5 RESILIENCE 6

CLASS
A spaceship’s Class is determined by where it was built to function. 
Following is a list of example classes that will be part of your ship’s 
Build – for every ship, choose one. Once a Class is chosen, it can 
never be changed. Groups should feel free to come up with their 
own classes that are approximately equivalent to these.

sol-class ships have 
advanced shielding 
against radiation.

Venus-class ships have +1 
Resilience for work in that 
planet’s harsh upper 
atmosphere and +1 
Power for functioning 
without ready access 
to refueling.
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terra-class ships have ‘classic’, stylish designs and are 
built to make use of Earth’s vast communication network, 
granting  +1 Connection and +1 Appeal.

luna-class ships serve a variety of functions and are widely 
exported. Being highly customized they grant +1 to any 
one of their Attributes.

Mars-class ships are built by corporations and governments and are 
almost always upgraded with weaponry, even though they are small 
and use standardized hull designs. These are usually found patrolling 
trade routes in the system. Mars-class ships are outfitted with basic 
electromagnetism, impact and radiation shielding.

Belter-class ships have +1 Mobility and 
intermediate shielding against impact  
because they are designed to work in close 
proximity to asteroids and occasional glancing 
collisions are almost unavoidable.
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Battle-class ships are built only for government and corporate use, though 
rumors have it that pirates beyond Mars have captured a heavy Battle-
class cruiser belonging to Schneike Frabrik Corp (those rumors are 
hotly denied by SFC). Battle-class ships are the only ships built with 
integrated weapons systems. They also have +1 Precision and +1 
Resilience. The first Upgrade for a battle-class spaceship is usually 
secondary weaponry. (In addition to the Trait cost to have 
a position on any ship, having a position on 
a military ship requires at least a 
minor relationship with the 
organization that owns the 
ship in question.)

Jupiter-class ships have +1 Power to function longer 
on their own and have intermediate shielding against 
electromagnetism

deep-class ships are designed to travel 
beyond Saturn, and so have +2 Power 
to sustain themselves without having to 
refuel for long periods.

atmo-class ships are designed with aerodynamics 
in mind and are capable of leaving and re-entering a 
planet’s atmosphere. This design includes basic impact 
and radiation shielding. (Other classes of ships are 
assumed to be unable to enter significant 
atmosphere without some kind of 
Upgrade or Retrofit)
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SHIP WEAPONRY
There are four categories of weaponry that a ship may be armed with.

MILITARY-GRADE LASERS
These are devastating weapons, but lasers are expensive to 
produce and require substantial power to operate – even if only 
to keep on standby. To power up a laser, 3 Power points must 
be allocated rather than the usual 1 used to power up other 
weapon systems. The advantage of a military laser is that all range 
penalties are halved, rounding up.

PROJECTILE CANNONS
These are traditional, conventional cannons, just more refined, 
capable of hitting targets at long distances with metal slugs, 
doing damage through the transfer of kinetic energy or from 
contact explosives stored within the fired shells. Some cannons 
are powered by electromagnetic pulses like needlers, while others 
rely on conventional propellants.

GUIDED WEAPONS
These weapons are modern versions of blue-water torpedoes 
or later airborne cruise missiles. This type of weapon requires 
a controller providing active guidance, or a sophisticated 
computing/targeting system within it to function, but the results 
of a direct hit are often devastating.

PASSIvE WEAPONS
These are mines and other weapons that are exploded via contact 
or proximity to a target. In some cases, these weapons are given 
onboard sensors so that they only activate against specific types 
of targets rather than the first object to approach the weapon. The 
most common use of passive weaponry comes with their release 
before fleeing a battle in order to slow or prevent pursuit. Given 
the cost of building spaceships, this strategy is quite effective 
(and has resulted in many ships carrying decoy mines—much 
cheaper, but they can achieve the same effect as real mines). 

A battle-class ship begins with one of these types of weapons while 
other ships can be Upgraded or Retrofitted to carry weapons as well.

Ship weaponry is measured by two basic things – bonus dice and 
range. Bonus dice will normally come from upgrades or retrofits 
made to improve weapons systems. Range is listed for each type 
of weapon – close, medium, long and extreme. The advantage of 
having a longer ranged weapon is obvious – with skillfull piloting, 
you can attack while your opponent cannot.

Following are basic examples of ship weaponry and the Skill 
required to use them.

Laser: [Gunnery] The most basic laser does straight damage 
based on the attack roll made by the gunner using the weapon. 
Each success with the Gunnery skill translates into one level of 
damage against the Resilience and shielding of the target ship. 
The type of damage is radiation. Lasers have extreme range.

Projectile: [Gunnery] Projectile weapons mounted on spaceships 
are almost always fully automatic, making up for lack of accuracy 
with weight of shot. The damage type for projectile weapons is 
impact, and they have medium range.

Guided: [Piloting] Weapons such as torpedoes or guided missiles 
are less effective when the target is at long distances — the more 
time a target has to see the attack coming, the more time it has 
to avoid it. Guided weapons can be fired by the pilot. At medium 
range the Piloting roll is at -2 dice, at long range it is -4 dice, and 
at extreme range it is -6 dice. The advantage to guided weapons is 
that they deal two types of damage, impact and radiation, so only 
the lower shielding counts when a ship absorbs the attack. Guided 
weapons are fired using the Piloting Skill, but can be hacked 
and turned off-course by an opponent using Programming.  To 
prevent this requires a contested Programming roll.

For example, a ship with advanced impact shielding and basic 
radiation shielding is hit with a guided weapon. When Resilience is 
rolled, the roll is only modified by the basic radiation armor, being 
the lower of the two.

Guided weapons can also be fitted with EMP weaponry, forcing 
a Resilience roll modified by electromagnetic shielding to avoid 
crucial systems being fried and shut down. This can be effective 
because electromagnetic shielding is less common than impact and 
radiation. Damage is dealt as usual, but there is no danger of a hull 
breach with EMP weapons because of the nature of the damage.

A targeted ship can attempt to jam the tracking circuitry of a 
guided weapon – to keep the weapon on track requires an opposed 
Programming Skill roll between someone on each ship. One success 
is enough to either detonate the weapon prematurely or keep it on 
track, depending on who wins.

Passive: [Piloting] Using passive weapons effectively requires 
timing, piloting skill, and some luck. It requires measuring the 
approach of a pursuer and predicting where they will be in the 
near future. Basic mines are not rooted to Firearms or Gunnery 
like most weapons; instead, they are linked to the Piloting Skill 
of the launching spaceship’s pilot, representing their ability to 
maneuver so that a pursuing ship will pass through the field of 
weaponry. Passive weapons only function well at close range, 
though using them at medium range is possible with a -4 penalty. 
(At longer range they can be detected in time and easily avoided 
like any other debris) Passive weapons can be set to inflict impact, 
radiation, or electromagnetic damage.

The Detection roll to identify the passive weapons being deployed 
is a contested roll against the Pilot roll used to deploy the weapon. 
If the passive weapons are detected in time, then the pilot being 
attacked can maneuver around them by winning an opposed 
Piloting check, or by simply ceeasing pursuit.

WEAPON SKILL DAMAGE RANGE

Laser Gunner Radiation Extreme

Projectile Gunner Impact Medium

Guided Piloting, 
Programming

Impact and 
Radiation

-2 at 
Medium

Passive Piloting, 
Programming

Electromagnetic, 
Impact or 
Radiation

-4 at 
Medium
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RELOADING
The person in the gunner’s position on a ship (or the pilot 
herself in a personal-sized craft) is also responsible for re-loading 
weapons and managing available ammunition. Assume that ship 
weapons are always on the equivalent of full-automatic, meaning 
that they can be used to make three attacks before they need to 
be reloaded. Reloading requires at least one full long action and a 
Skill roll from the gunner, after which they have three more attacks’ 
worth of ammunition.

Bear in mind that you don’t have infinite ammunition. It is unusual 
for a ship to have more than three reloads’ worth of ammunition 
before it has to dock somewhere and resupply.

Lasers are the exception to this rule. Lasers do not run out of 
ammunition, obviously, but they are a large drain on a ship’s 
Power. To activate a laser for combat, 2 extra Power points have 
to be allocated to it beyond the 1 Power that is always considered 
allocated to maintaining basic ship functionality (so 1 Power to 
the ship’s weapons system and then 2 more because it is a laser, 
for 3 total).

“Having trouble with pirates beyond the Mars-Luna run? Need a 
reliable weapons system that won’t run out of juice in the middle of 
a dogfight? Now, from Havoc Weapons Systems, the 3-TW Multi-
Pulse Laser. Firepower when you need it for your profit and security. 
For more information, contact your regional weapons systems 
representative.”

UPGRADE
An upgrade is a modification made to a ship that is in line with 
its original use or expands its conventional usefulness. (Every 
upgrade increases a ship’s Appeal by at least 1 - more if listed). 
Upgrades need to be in line with the ship’s original design 
because they are made through official channels.

Every ship gets one free upgrade when created. This was done 
when the ship was initially constructed and is an integral part 
of the ship. This first upgrade is a chance for players to begin 
customizing a ship’s Attributes. Because the first upgrade is free, it 
doesn’t affect the ship’s Appeal.

For player-characters to purchase an upgrade for a ship they have 
a position on, they will each need to assign one of their own 
Traits. These Traits allow them to add the upgrade to the ship. 
When you allocate your Traits, you need to take some downtime 
in-game with the ship docked somewhere where the upgrade 
can be performed. One upgrade allows you to increase the ship’s 
Attributes by a total of 2, and also raises the ship’s Appeal by 
1. Instead of raising an Attribute, you may choose instead to 
improve shielding by a total of 2 levels.

For example, with one upgrade you could raise both Power and 
Mobility by 1 and the ship’s Appeal would automatically go up by 
1. Conversely, you could raise electromagnetic shielding from basic 
to advanced (2 levels) or impact shielding from basic to advanced 
(2 levels) – again, the ship’s Appeal would increase by 1.

Battle-class ships can purchase secondary weaponry as an 
upgrade – other ships have to purchase weapons as a retrofit, 

and they have to hide the fact that they’re armed. For secondary 
weaponry on battle-class ships, simply choose another weapon 
type, or another of the same kind of weapon mounted elsewhere 
on the ship, spend the Traits and you’re done.

Another option is to upgrade a Battle-class ship’s primary weapon 
so that it adds +2 dice to all attack rolls made using it instead of 
raising one of its Attributes. Again, to upgrade a weapon, other 
types of ships need to allocate a retrofit.

The high Cost of high appeal 
With this system, if players decide to spend a lot of Traits on 
upgrading their ship, the ship’s Appeal will rise quickly. This 
shouldn’t be much of a problem, and will lead to interesting 
situations in its own way. A high-Appeal ship will be in high 
demand – from pirates and privateers as well as employers. 
A Director shouldn’t punish players for building up a valuable 
ship to fly around in, but now and then it can lead to trouble 
just to balance things out. Its kind of like being an extremely 
attractive person – sometimes you get unwanted attention. 
We’re told that it goes with the territory, so to speak. 

RETROFIT
A retrofit is like an upgrade, but not necessarily related to the ship’s 
original intended use. These are usually purchased through the 
black market or assembled in the Belt, away from prying corporate 
and government eyes. Smuggling modifications, weapons on 
cargo ships and so on are all done through retrofitting.

A retrofit is purchased the same way that an upgrade is – with 
each player-character who will be on the ship paying one Trait 
(using the Advancement system, described in 4.7). The main 
difference between upgrades and retrofits are that retrofits are 
technically illegal, though enforcement varies - near populated 
worlds, illegal mods are dealt with more severely. System-cops 
say “The rules keep honest people honest.” After all, if you aren’t 
involved in illegal activity, why do you need weapons?

RETROFIT TYPES
Pirate – This retrofit imposes a -4 penalty on rolls to detect the 
ship at long range, and a -2 at medium range. The ship’s profile 
is changed subtly and energy-absorbing panels are mounted 
on all of its surfaces. This Retrofit is not illegal, and is in fact just 
as useful for avoiding pirates as it is for being one. This retrofit 
increases the ship’s Resilience by 1.

Smuggler – This retrofit increases storage capacity and fills the 
ship with hollows and secret storage. Any Detection rolls made 
to find hidden objects (contested by the Larceny Skill of whoever 
hid them) are made with a -4 die penalty, so only a very thorough 
scan will normally come up with anything. This retrofit is illegal if 
discovered, but the problem is that the cargo inside the concealed 
cargo area is usually far more illegal. This retrofit also increases the 
ship’s Appeal by 1.

Stealth – It is difficult to hide in space when your ship might be the 
most interesting thing for millions of kilometers in every direction. 
One way to hide, however, is via a stealth retrofit. A stealth retrofit 
makes your ship appear physically and on sensors to be a ship 
of a different type. This retrofit includes false identification codes 
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which will stand up to the usual cursory background check applied 
by docking authorities in space. If a significant investigation is 
made into the real identity of your ship, or if for some reason it is 
thoroughly scanned, all search attempts are made at -4 dice. This 
retrofit increases the ship’s Resilience by 1.

Trojan – This retrofit mounts a weapon system on the ship, but 
hides it, either disguising it as another, harmless external system, or 
embedding it in the hull of the ship so that it is only visible when 
deployed. Because the weapon is made to be hidden, it lacks the 
power of standard military-grade armament, and Skill rolls made 
to use this weapon are at a -2 die penalty. On the plus side, unless 
the weapon is deployed, it is difficult to detect, and Detection 
rolls to find it are made at a -4 penalty. This retrofit is illegal if 
discovered. This retrofit increases the ship’s Precision by 1.

Weapon – This retrofit is the most obvious because you are 
putting a blatant weapon system on board your ship. This is 
normally illegal. With Status 6+ and a major relationship with an 
organization which maintains an established irregular military 
(a major corporation, a government, etc.) you might be able to 
get a license stating the weapon is ‘self-defense’. Like the Trojan 
retrofit, this one also increases Precision by 1.

As a piracy deterrent, some ships mount fake external weapons. 
This, too, is illegal, but penalties are much less severe (removal, brief 
detention and a fine) since dummy weapons can only be used as a 
deterrent. Fake weaponry does not require a retrofit and does not 
modify any ship Attributes. All you need are some Engineering Skill 
rolls to build and attach them. Detection rolls to determine whether 
they are real weapons are contested rolls against the Engineering 
roll to attach the weapon.

Players and Directors are always encouraged to come up with 
their own upgrades and retrofits based on the examples listed 
here. They should maintain balance with what is in the official 
system, but it’s impossible to represent every possible idea here.

sHip compoNeNts
When a ship is damaged, it is important to know what on the 
ship was actually hit. Ships don’t have non-vital systems. If you 
hit something, it is guaranteed that what you hit is important. 
The many systems on a ship are broken down into six categories 
– communications, life support, main drive, maneuvering drives, 
sensors and weapons. Each component in turn is linked to one 
of the ship’s Attributes. If the component sustains damage equal 
to the Attribute, it is disabled and useless, though it is repairable 
given enough time and materials. If it sustains damage equal to 
the Attribute + the ship’s Resilience, then the component is totally 
destroyed and must be replaced, requiring repairs at a major 
spaceport (which takes time since repairs are ‘by reservation’ at 
most facilities).

COMMUNICATIONS [Connection]
This set of components includes everything that connects the 
ship to the outside world. Ship computers tend to store only 
vital information for a voyage – otherwise, it relies on wireless 
connections to nodes throughout the solar system for information 
retrieval when necessary. A ship without its communications 

system is unable to contact other ships or settlements. It is also 
useless for research or information processing until it is repaired.

LIFE SUPPORT [Resilience]
This is not just about providing a breathable environment. It also 
includes heating, scrubbing carbon dioxide out of the air, water 
recycling, waste storage, and provisions. Without these things, the 
only way for the crew to survive is to get into vacuum suits and seal 
them up – quickly. Once the life support is disabled, the crew has, 
at most, a couple minutes before they die by any of a number of 
uncomfortable means. To maximize energy conservation during 
combat, many pirate and privateer vessels require crews to suit up 
before battle and fight with life support systems shut down. This 
saves energy, but also sends a subliminal message to the crew that 
damage is expected—and that’s not always good for morale.

MAIN DRIvE [Power]
The main drive provides the power necessary to accelerate 
away from gravity sources and to make journeys across the 
solar system in reasonable amounts of time. A ship’s main drive 
is primarily one-directional, so the ship must orient itself in 
the proper direction before using the main drive to accelerate 
in the desired direction. Gross maneuvering is possible with 
the main drive (most are outfitted to allow docking when the 
maneuvering drives are damaged or malfunctioning, but Piloting 
rolls to maneuver in this situation are at -4).

MANEUvERING DRIvES [Mobility]
Maneuvering drives allow a spaceship to make fine adjustments 
in its direction and attitude. They enable a ship to maneuver 
in dogfights and make the precise movements necessary 
for docking with a space station or another ship. Without 
maneuvering drives, a ship loses the ability to rotate or turn in 
precise increments, nor can a ship accelerate or decelerate in 
anything less than thousandths of the speed of light! For docking 
or landing, however, a ship with disabled maneuvering drives will 
usually need to be towed by another ship.

SENSORS [Precision]
These give a ship’s crew information about the situation beyond 
the confines of the ship. Without sensors, a ship is essentially 
blind. The long distances involved in space travel mean that 
almost nothing significant is visible to the naked eye. Without 
a sensor array, a ship’s crew will have no idea of where it is or 
what is nearby. Pilots are trained to astrogate using their own 
calculations and points of reference, but this is a painstaking 
emergency process, and only helps finding well established 
emergency landing or docking points.

WEAPONS [Precision]
Weapons’ effects are obvious as are the consequences of having 
them disabled. When your weapon systems go, you’re helpless 
and unarmed. Note that this refers to all weapon systems, not 
just one at a time, and includes the targeting systems, and all 
peripheral systems connected to the ship’s weaponry, not just 
the weapons themselves.
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Power = dice 
When ship components sustain damage, dice penalties are 
applied to the components’ functionality. These penalties can 
be overcome by allocating more Power to that component 
– what are normally bonus dice become dice which can 
compensate for the damage that the ship sustains.

In ship combat, (covered in the next chapter), you’ll learn about 
orientation, and how important it is to know which part of a ship 
is facing your opponent (and vice-versa). For now, just note that 
you need to know where your components are located on the 
ship. Feel free to decide whatever you want based on your ship 
design, but stick to the general idea of a ship having six ‘sides’, like 
the dice used in Parsec, when figuring out where components 
are mounted (regardless of the actual shape you choose for your 
ship – this is just an approximation for the game).

The sides of the die correspond to the front, dorsal/top, starboard/
right, port/left, ventral/bottom, and tail portions of your ship.

COMMON COMPONENT MOUNTS

1 Front Weapons, Sensors

2 Dorsal/Top Weapons, Communications, Sensors

3 Starboard/Right Weapons, Maneuvering Drive

4 Port/Left Weapons, Maneuvering Drive

5 Ventral/Bottom Weapons, Communications, Sensors

6 Tail Main Drive, Life Support

Sample Ship: Jun Bei’s smuggling vessel  
Because Jun Bei put four Traits toward her position on the ship, 
she is firmly in the captain’s seat.

The ship, first assembled at a factory station located in a 
hollowed-out asteroid in the Belt, is a Light Belter-class. As a 
Light body-type, it starts with Power 4, Mobility 4, Precision 4, 
Connection 4, Appeal 4 and Resilience 4. Its designation as Belter-
class means that its Mobility becomes a 5 and its Resilience is 
now modified with intermediate shielding against impact. It 
comes without weaponry like all standard civilian ships.

For her free upgrade, she chooses to increase the ship’s Mobility 
to a 7 which automatically increases the ship’s Precision to a 5.

Later, she has saved up for another Trait (along with the other 
player-characters who are on her ship of course), and again 
allocates it to the ship, this time purchasing a retrofit – for a 
Trojan weapon. So she now has a weapon system (though with 
the low Precision score it’ll be very hard to use at all until the 
crew spends Traits on another upgrade.) The ship’s Appeal score 
also increases to a 6.
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4.1 Dice iN reVieW 
At the start of the book, we talked about the basics of this 
game system. Parsec uses a system wherein six-sided dice are 
rolled in groups against a target number, and every number 
showing equal to or higher than the target number is counted 
as a “success”. The shorthand for writing the number of dice 
to roll is a number followed by “d”; for example, “5d” means 
“five six-sided dice.” To represent the target number, we use 
“@” followed by the target number, written after the number 
of dice. So, for example, “5d@3” is shorthand for “five six-sided 
dice rolled against a target number of 3”. In that situation, you 
would roll five dice, and 3s, 4s, 5s and 6s would all count as 
successes. For example, if you rolled 2, 3, 6, 5 and 4, that would 
be a total of 4 successes.

All you need to know is how many dice you’re rolling and what the 
target number is. Your Skill always determines the target number, 
as described in the “Skills” section of Chapter 3, so most of the 
rules focus on figuring out how many dice you roll at any given 
moment.

You always start with the Attribute in question, whether it is a 
character’s Attribute or a ship’s Attribute. This Attribute gives you 
your base dice-pool (the initial number of dice you are allowed 
to roll). This total is then modified by three things: situational 
modifiers, Traits and Scars.

If your character is doing something and no one tries to stop 
him, then you only worry about the number of successes 
rolled – the more successes that come up, the better you do. If 
someone is trying to stop your character, then each person rolls 

and you compare successes. Whoever has more successes wins. 
Ties go to the ‘defender’ by default (presuming a defender can be 
determined); otherwise, a tie means no one is successful.

For example, where you are trying to change a situation somehow, 
you are the ‘aggressor’. If you are trying to keep things the same, 
then you are the ‘defender’ for the purpose of deciding what ties 
mean. 

As mentioned previously, there are three things that modify 
the number of dice you roll. The first category is traits and the 
second is scars. No more than one Trait can modify a roll, but 
all penalties from Scars that apply should be taken into account. 
Every Trait has a condition that defines when it is applicable, 
and this condition should be clear and specific as to when it 
comes into effect. The same is true for Scars. Players should 
know when they can use their Traits to their advantage, and 
when it is time to push their characters to face their Scars. Traits 
add dice to your rolls, while Scars subtract them. 

Lacking proper equipment is an example of the third thing that 
modifies the number of dice you roll - situation. Situational 
modifiers change constantly. It is the Director’s job to keep track 
of situational modifiers and to let players know what those are 
(unless there is a reason the PCs wouldn’t know about them).  
Some suggestions and examples will be provided in the Conflict 
section (and that comes next). Generally, these rules should be 
applied as quickly and simply as possible. A good guideline is 
for situational modifiers to be +/-2 dice, so that the modifier 
is significant but not determinative. Some cases, such as cover 
and armor, will break this rule of thumb, but when they do it is 
clear why and how.

Lacking minimum equipment reduces the number of dice 
rolled – possibly to zero, if certain equipment is absolutely 
necessary. Check Skill descriptions in Chapter 3 to find out 
whether specific equipment is required for a particular Skill. 
Unless something unusual has happened, or you find yourself 
in special circumstances, you can assume that you have any 
basic equipment that your Skills require.

4

4SYSTEM
The Parsec system is, at its core, very simple.  You determine how many six-sided dice to roll, roll them 

against a target number based on the character’s Skill, and then count up successes - dice that show a number 
equal to the target number or higher.  Based on whether you roll any successes, and how many you roll, you 

determine what happened.
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Some sample negative situations: being in an awkward position, 
trying to concentrate in the middle of a gunfight, nervousness, 
exhaustion, being in an unfamiliar culture

Some sample positive situations: having plenty of time, assistance 
from skilled individuals, having supervision from someone of 
greater Skill

dice 
Dice rolled should be rolled on the table out in the open, 
especially while learning the rules. This way, successes can 
be set aside and compared quickly, and you don’t have to 
spend time remembering what you just rolled because it’s 
still right there in front of you. This requires more dice, but 
standard six-sided dice are cheap and can be purchased at 
most hobby or game stores (or scavenged from dusty board 
games on your shelf).

PREPARATION DICE
In different parts of the system you’ll see a consistent rule come 
up regularly. This rule is that if you take extra time to prepare 
for a conflict ahead of time, you are granted bonus dice for 
that conflict and that conflict only. These bonus dice aren’t 
available for just any old roll – the kind of preparations you make 
determine when the bonus dice are rolled. This rule plays out 
differently depending on the situation, but you’ll see examples in 
the systems that follow. Take note, and feel free to adapt this rule 
to any situation where you think it makes sense and the Director 
consents. Also, bear in mind that NPCs get the same opportunity 
to front-load their rolls, so if you find they’ve made preparations 
against you, don’t be surprised.

4.2 tHe structure oF coNFlict 
Resolving conflict has three stages. These three stages are Orient, 
Act and Resolve.

stakes 
Sometimes it’ll be unclear what’s at stake in a conflict, but 
this should only be done if it helps increase tension. If a group 
is trying to subdue the player-characters and capture them 
without doing serious injury, it’s helpful for the players to 
realize that before they start spraying them with bullets or 
cutting their throats. This also prevents the problem of every 
fight being to the death (and that’s important in a combat 
system that is dangerous). In the case of NPCs, it is up to the 
Director whether their intentions should be clear or not.

ORIENT
During the first stage, it is the Director’s job to make sure that all 
of the players are oriented – that they know what their characters 
are and are not aware of about their situation. This does not mean 
that the players get to know everything. They aren’t told about 
hidden NPCs waiting in ambush, and they won’t necessarily 
know if the NPCs have hidden weapons or other gear (though a 
Detection roll might tell them).

If it isn’t clear what a player-character knows, a good way to 
resolve this is having the PCs make Detection rolls, contested by 
Stealth rolls – or vise versa, if the PCs are trying to sneak up on 

the NPCs. Whoever is more successful with their rolls get more 
accurate information about the situation at hand. The essential 
point is that this is the moment when the Director must fill the 
players in on facts about their situation.

ACT
Characters each take their turn to act during one round of a 
conflict, whether the conflict is an argument, an interrogation, 
or a firefight. A round is over when all characters involved in a 
conflict have had a chance to act. In any conflict, the side with 
the Initiative goes first (the Initiative is explained in more detail in 
the next section). Normally, in a physical conflict, characters on 
the same side act in order of highest Power to lowest. Characters 
on the same side of a social conflict take their actions in order 
of highest Appeal to lowest, and characters working together 
in an information conflict go in order of highest precision to 
lowest. With the Director’s agreement, this default order can 
change when it makes sense in a given situation.

If an NPC acts first, then the Director says what the NPC is 
attempting and makes any dice rolls involved in what the NPC is 
trying to do. If a PC acts first, then that player does the same – 
says what the character is going to try to do and then rolling dice 
to determine success, if necessary.

RESOLvE
The resolution stage is like orienting in reverse – based on the 
actions that all of the characters in the conflict have taken, the 
Director makes sure that everyone is clear on the consequences 
of those actions. After the first round, an orientation phase isn’t 
really necessary. Once the basic facts of the situation are in place, 
resolution should take care of keeping the players aware of the 
changing conditions of the conflict.

The Director determines when roll results need to be summed 
up and their consequences described. There’s no need to save 
up all the rolls that have been made until the end of the round. 
Often a group of characters are all involved in a similar area, or are 
all conflicting with each other, so that their rolls can be resolved 
first before moving to another part of a larger scene. Pacing in a 
conflict will depend more on the group’s preferences and how 
often the Director decides that it is time to resolve some of the 
dice rolls that have been made.

So, in short: orient, act, resolve, act, resolve… and so on, until the 
conflict is over.

THE INITIATIvE
A conflict starts because someone decides that they want 
something, and someone else wants to stop them. It’s rare that 
both sides decide simultaneously to fight – one party is often 
taken by surprise, because there is almost always a tactical 
advantage to acting first. There is also a corresponding risk; the 
aggressor in a combat can often expect less mercy if things don’t 
go her way, and from a legal standpoint the first one to initiate 
serious combat is almost always in the wrong.

Having the Initiative means that the party in question decides 
what it is doing first, and can force the opposition to choose 
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from a more limited set of options. The party (here, “party” means 
an individual or group working together) with the Initiative also 
determines what the stakes of the combat are – that is, when 
the combat ends. Does it end with surrender, retreat, or with 
nothing less than the destruction of the enemy? Most often, this 
will mean that the party with Initiative will be the aggressor and 
the one without Initiative will be the defender early on, but the 
tide of battle can always change! Over the course of a conflict, it 
is possible to steal the Initiative, changing how things play out as 
the fight progresses. Players will have to find their own balance 
between aggression, positioning and tactics in order to win the 
day. The only guarantee is if you hesitate, you’re going to get hurt.

In social conflicts, the party with the highest Status almost always 
starts with the Initiative.

taking the initiative is difficult but is the best route to victory 
if you don’t start with it. In order for one side of a conflict to 
take the Initiative, something about the situation has to change. 
This is a chance for players to be creative when trying to take the 
Initiative in a conflict, or a chance for the Director to surprise the 
players by taking the Initiative away from them.

If the leader of either side of a conflict is incapacitated, then that 
side will often lose the Initiative. If reinforcements arrive for one 
side, that side might take the Initiative. If the PCs come up with 
a clever tactic that is successful, they might be able to take the 
Initiative.

In the end, the Director decides which side has the Initiative in 
a conflict. The decisions the Director makes should be fair and 
should add to the fun and excitement of the game. The Initiative 
represents the tide of a battle – who is the primary aggressor at a 
particular moment, as opposed to who is mostly trying to react 
and stay alive. Keep in mind that taking the Initiative is easier 
if you are more aggressive, but that the law (not to mention 
most people’s ethics) tends to punish the aggressor more harshly 
than the victim in a fight. This should lead to sticky situations 
where the players have to choose whether they will sacrifice the 
moral or legal high-ground in order to get an advantage on their 
opponent – and then live with the consequence.

Example Conflicts

Stopped by the police – in this situation, the police almost always 
start with the Initiative because they have more authority, even if 
you have more Status than they do. Status is often approximately 
equal to real authority, but not always.

Arguing with your boss – your boss has a higher Status than 
you do, and you have to deal with the fact that your boss will 
start with the Initiative even if you initiate the argument. 

Ambushed – if you successfully ambush an opponent, then you 
start with the Initiative. Usually an ambush is determined by a 
Stealth versus Detection roll, or possibly an opposed Subtlety roll 
if the ambush is disguised with a lie instead of physically hiding.

Chased onto your own turf – in this example, assume that you 
have fled a fight and have been chased into your own territory, 

an area where you can call on allies and where you are familiar 
with the surroundings. Assuming that your pursuers are not hot 
on your heels, then this is a situation where you might get to 
take the Initiative. It is always up to the Director, ultimately, to 
determine Initiative, but in this case, there has been a change in 
the conditions of the conflict in your favor, which usually signals 
a change of Initiative. The same works in reverse, of course.

Dueling – a duel is a special case because both combatants are 
aware of each other, so there is no surprise, and it is normally 
the case that in a duel, both sides start at the same time. In 
this case, the person with the higher Power score goes first 
and has the Initiative. If the Power scores are equal, then each 
combatant should make a Skill roll using the Skill that will be 
primary in the duel. Whoever wins the contested roll starts with 
the Initiative.

Interrogation – in an interrogation, the interrogator always 
starts with the Initiative, since it is assumed that the interrogator 
can control whether the subject gets to leave and has power over 
them. (It is also the interrogator who is initiating the conflict in 
the first place.)

Things to Keep in Mind

You always start with the Initiative…if you have successfully 
surprised your opponents, or if you are in a social conflict and 
you have more rank or authority than your opponents. 

You probably have the Initiative…if you are on familiar 
territory and your opponent is not, if you have spent significantly 
more time planning than your opponent, or if you have a 
significantly better position than your opponent.

You can take the Initiative…if you kill or incapacitate the leader 
on your opponent’s side, if reinforcements arrive or new parties 
join the conflict on your side, if you do something spectacular 
and surprising that takes your opponents by surprise, if you 
capture your opponent’s position in a physical conflict, or if you 
reveal a secret at a crucial moment in a social or information 
conflict.

4.3 pHYsical coNFlict 
This section covers combat, which could be anything from one-
on-one zero-g grappling to a space battle between multiple forces 
over the long term. In Parsec, combats usually won’t end in outright 
death – they end when one side of the combat is incapacitated, 
flees (successfully), or surrenders (if surrender is accepted of 
course). When a ship or a person is hit in a combat, they are likely 
to be severely damaged. It is less likely that they will be killed or 
destroyed outright, but this is always a possibility with a lucky (or 
unlucky) shot. What’s more likely is that the pain and serious injury 
will force them to either give up, retreat, or change their plan.

Combat is designed so that it is fun and exciting, while remaining 
gritty and relatively realistic. Combat should be dangerous and 
terrifying, and characters shouldn’t enter into lethal conflict 
lightly. Losing a combat in Parsec might leave you incapacitated, 
at the mercy of your opponent, if not dead outright. If you don’t 
get medical attention soon after being seriously injured, you will 
probably die. Keep in mind a ‘realistic’ view of physical combat. 
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A gun-fight, a knife-fight, or even a fist-fight can threaten your 
character’s health and life. 

Combat should always move the story forward. Something 
should be at stake if everyone’s willing to risk death. The ‘bright 
spot’ if player-characters are defeated but survive, even if severely 
hurt, are new opportunities for PC development through the 
system of Scars, so that in defeat your character can become 
tougher and more interesting.

What this Initiative system does in combat is make ambushes 
a powerful option. Whoever has the Initiative will have a big 
advantage, and whoever has the best battle plan with probably 
be the survivor. Luck will play a part, but don’t count on it to 
save you.

Conflict and Combat 
The term conflict refers to any situation where two characters or 
two groups have conflicting desires in a scene that are resolved 
by rolling dice. A combat is a particular kind of conflict that 
is physical and violent – the consequences of losing a conflict 
are simply losing whatever is at stake. The consequences of 
losing a combat are specific – serious injuries, or even death. 

QUICK COMBAT
Sometimes you don’t want to spend a lot of time on a given 
combat. Perhaps it isn’t going to go to the bitter end, or maybe 
it just isn’t that interesting. All you need to know is whether the 
PCs survive and whether they get injured during the fight. For a 
quick combat, each side chooses the highest combat dicepool 
among the participants (usually Power, Precision or Resilience). 
Then, the Director helps determine advantage dice for each side 
– dice for a numerical advantage, an advantage in positioning, 
better equipment, and so on. Once the two pools are put 
together, they are both rolled and compared. The target number 
is 6 for these rolls. The losing side is defeated in whatever way 
is most reasonable for the losers to choose – by retreating or 
fleeing, surrendering, or being incapacitated.

Make sure that losing a quick combat still has significant 
consequences, and that the more detailed combat that might 
follow a defeat isn’t just a do-over. The bigger the difference 
between the winner and the loser, the more severe the 
consequence of the combat should be, so that losing by one 
success just means you have to fall back, but losing by five 
successes means you were thoroughly crushed and are now 
either unconscious or in restraints. As for every conflict, what’s 
at stake in a quick combat needs to be made clear at the 
beginning.

Sample Quick Combat: Jun Bei’s Ship is Boarded

Jun Bei’s ship’s engine has been deactivated by enemy fire, and 
now a corporate cruiser has attached itself to her ship and 
its security forces are burning open her airlock to storm in 
and capture her vessel. Jun has busted open the small-arms 
locker and has handed out weapons, knowing her crew is at 
a significant disadvantage. She knows that the best point to 
engage the boarders is at the airlock when they’ll only be able 
to come through one or two at a time, so she has her crew take 
positions nearby with as much cover as they can find.

Since this combat won’t likely involve a lot of movement, the 
Director says that appropriate Attributes to use for the Quick 
Combat roll are Power, Precision or Resilience. Jun Bei’s player 
chooses Precision, hoping that her sharp eye and fast reflexes 
will help win the day. This means that her side starts with 6 dice, 
her Precision score. After some discussion, the Director gives her 
side +2 dice for being on familiar territory and +2 dice for being 
able to choose an advantageous position. The Director gives 
the boarding party +1 die for being more experienced at this 
kind of thing and +2 dice for being significantly better equipped 
– most of them have light armor and better weapons. Their 
commanding officer is going to use her Appeal to command her 
own troops in the heat of battle. Her Appeal is 6 dice. This means 
that Jun Bei has a total of 10 dice and the boarding party has a 
total of 9 dice. So chances are good that the boarding party will 
be repulsed, but not decisively, and Jun Bei’s crew will probably 
not come out unscathed.  (The exact consequences are always 
up to the Director.)

ABSTRACT COMBAT
The primary system for physical combat that the Parsec system 
uses is abstract combat. Abstract combat is driven by narrative 
description and doesn’t involve a map or specific positioning. It 
can be adapted to fit any situation the characters get themselves 
into – the maneuvers and kinds of actions are the same, as are 
the rules governing them. Abstract combat lends itself to more 
fastpaced scenes where the details are supplied creatively – how 
maneuvering to find a better firing position looks is up to the 
player’s description, rather than being determined by what is 
present on a battle map. All of the rules still apply, but they are 
described narratively rather than concretely on a combat map 
with miniatures.

In abstract combat, there are three things a character with the 
Initiative can do during their turn in a round:

1: maneuver and act, or

2: take a long action, or

3: take a long maneuver

MANEUvER AND ACT
If a character chooses to maneuver and act, the character has time 
to change position or make another small tactical movement and 
take one action. The movement can’t be very far – across a room 
or through a hatch or diving out of a vehicle, for example, and 
the action must be a quick one, taking no more than a second 
or two – firing a weapon, attacking in hand combat or dodging 
an attack.

A maneuver and act allows a character to change position – to 
move out in to the open from cover, or to get behind available 
cover if he is out in the open, but not  normally to move from one 
point of cover to another (unless there is a lot of cover nearby). 
If it isn’t something you can reach with a jump or 2-3 quick steps, 
it will take a long maneuver to get there. (You can also act and 
maneuver – the order isn’t really important.)
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Some options for your maneuver: move out into the open, get behind 
nearby cover, jump, slide down an incline, pull open a door or simple 
hatch – or push it closed again, move to a new nearby position 
behind the same object or obstruction that is providing cover 

Some options for your action: fire a weapon, throw an object, briefly 
interface with a security system (enter a biometric or code, swipe 
an access card, give a voice command), fire an automatic weapon 
in a short burst or fire a beam from a laser 

Example
Player: Ok, this round, my character is going to dive behind the 
cover she got close to last round and then pop up real quick and 
shoot at the sniper up in the window. If I’m out in the open, he’ll 
murder me.

Director: Yes, yes he will. Sounds like a maneuver and act to me. 
Roll Evasion to get behind the cover and then make the Firearms 
roll to shoot the sniper.

LONG MANEUvER
A long maneuver is what is required to try and take up a new 
position. This is usually either to have a clearer shot at opponents 
or to find a place with better cover. The goal here is to get to 
a better position and not get shot or injured in the process. In 
abstract combat, a long maneuver is sufficient to move from 
one area with cover to another nearby area with cover. It is 
also enough time to take up a new position so that a target no 
longer has cover – to out-flank them, or to move so that what 
was obstructing your view or your shot no longer does so. In 
most cases, this should require that you are more vulnerable 
than before, unless the physical situation has been described (or 
prepared) such that a lot of cover is available. 

Some options for long maneuvers: move from one point of cover 
to another, sprint down a long hallway; open a hatch and dive 
through; exit through an airlock, withdraw to a position farther 
from combat and out of immediate danger; advance to a new 
position that’s been taken or been vacated, or move to fire around 
someone else’s cover.

Example

Director: Ok, you’re behind cover, but you can’t get a clear shot 
from here because the guy you’re shooting at is behind cover too.

Player: Right, got it. So I need to move to get a clear shot?

Director: Yup.

Player: Ok, can I run from where I am to another spot with cover 
where I can still shoot the guy?

Director: Yeah, there’s enough debris around, but it’ll have to be 
a long maneuver to go from cover to cover. 

Player: Done. I want to take this guy out, but I don’t want to get 
gunned down in the process…

LONG ACTION
Long actions include taking careful aim before firing a weapon, 
using suppressing fire, using a full-automatic or sustained burn 
setting with a weapon, reloading a weapon with a new cartridge 
or clip, strafing, and so on.

In abstract combat, a long action allows a character to aim and 
fire a weapon – aiming a ranged weapon adds 2 dice to the 
attack roll, to full-auto or fire a sustained burn with a weapon, to 
initiate a grapple, or to both defend and attack in melee combat. 
If all you have to do is make a focused attack on your action, you 
get 2 extra dice – but remember, you’ve already acted, so you 
can’t do anything else that round.

Some options for long actions: try to clear a weapon jam or fix a very 
simple equipment malfunction, disable a device, fire a weapon on full 
automatic or release a sustained burn from a laser, strafe a group of 
targets, lay down suppressing fire, prepare and throw an explosive

Example

Player: Ok, if we can’t get that group of soldiers to stop shooting 
at us, we won’t be able to pull back and regroup…

Director: Yeah, that makes sense. They’re hunkered down and 
almost have the heavy laser ready to fire.

Player: Well, then this round I’m going to poke my head out from 
behind cover and lay down some suppressing fire. If it works, 
then the rest of the team can take the chance to pull back.

Coordination
Working together is the key to success in any group conflict. A 
cohesive unit will cut down a similar-sized group of individuals 
each following their own separate plan. A long maneuver is very 
dangerous without suppressing fire covering you, and many 
times a maneuver and act leaves you vulnerable. It is assumed 
that each round, each character can make a brief statement 
– just one, no conversations. The best way to handle this is 
for the leader to do the talking and to make a plan ahead 
of time. For this purpose, if the player-characters can hear 
each other over the sound of fighting (they are close enough 
or have communicators, etc.) then assume that each turn, 
a player-character has enough time to say a short sentence 
while taking other actions, otherwise longer communication 
requires the use of a whole Long Action by itself.

WITHOUT THE INITIATIvE: MANEUvER OR ACT
All of the above types of actions to take on your turn assume you 
have the Initiative. Without the Initiative, you can maneuver or 
act, but not both. You cannot take long actions and you cannot 
take long maneuvers. This is because it is assumed that you are 
being responsive to what is going on and not initiating. You are 
being attacked, grabbed, shot at, shouted down and so on, and 
you only have time to respond.

This will often mean that, in order to take the Initiative, you have 
to take risks. You will have to attack and not defend, or reposition 
yourself away from cover to get a clear shot. Starting a physical 
conflict with the Initiative is a big advantage, and Initiative is the 
reward for planning ahead and being smart and taking risks first.
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But i want to run around and shoot everything!
It’s natural for players to want to cram as much activity as 
possible into their turn in a conflict. This can quickly get out 
of hand, however, and make it impossible to pace a conflict 
and keep it exciting. (Also, players who are less enthusiastic 
about the conflict will have to wait longer for their turn). The 
way to avoid this is to stick to guidelines about how much can 
be done in an Action or a Long Action. If it takes more than 
one brief statement to say what your character is doing, it will 
probably take more than a single Long Action to complete. 

 
Note: If you don’t have the Initiative and need to do something that 
is normally a long action or long maneuver, assume it will take you 
two rounds to do it.

CLOSE COMBAT
Close combat takes place within reach of your opponent. You’re 
trying to do one of two things – grab and control an opponent 
using the Grappling Skill or hit and injure an opponent using 
the Striking Skill. Hand-to-hand combat of this kind happens 
more than you might imagine, particularly in space and on the 
colonies. Space stations and spaceships are built to conserve 
space and mass as much as possible, meaning close quarters 
are the norm. Few will be eager to blast holes in the only thing 
holding the oxygen inside, or risk hitting sensitive equipment and 
crippling life support or other critical functions. All of this means 
that Grappling and Striking will come up, in many cases, more 
often than Firearms or explosives will when physical conflicts 
take place off-world.

Grappling starts with a long action. To attempt a grapple, you 
must be in close range – close enough to touch your opponent. 
You then make a Grappling Skill roll. To contest the roll, your 
opponent makes their own Grappling or Evasion roll, depending 
on how they wish to avoid the grapple. If the defender is holding 
a small weapon, he gets a +2 dice bonus to her roll, since it’s 
easier to fend off this type of attack if armed with a weapon. If 
his hands aren’t free to defend himself, he gets a -2 dice penalty. If 
the attacker is only using one hand to grapple – perhaps because 
the other hand is holding a weapon ready – the aggressor suffers 
a -2 dice penalty to grapple.

If the aggressor wins, then she has established a hold on her 
opponent. She now has 2 advantage dice for any actions she 
attempts as part of the grapple – throws, pins, locks and so on, 
meaning she rolls 2 extra dice for Grappling Skill checks until she 
loses her grip on his opponent. (This is a situational modifier)

Once the grapple is established, the aggressor has choices 
regarding what to do next. The aggressor can attempt a pin 
or lock, deal damage, or attempt a throw. In all three cases, 
another Grapple Skill check is made, but now the aggressor gets 
the 2 advantage dice from her successful hold. The defender’s 
options are limited as well. The only way to resist these actions is 
to make a contested Grappling roll.

The defender, who is grappled, can also attempt to make attacks 
despite being grappled, though she now suffers a -4 die penalty 
to attack rolls, and can only use her Striking Skill unarmed or try 
to use small handheld weapons – nothing larger than a knife 

or a pistol, and if the pistol has a burst or auto-fire mode, these 
modes grant no bonus dice because they only make the weapon 
harder to control in close quarters. 

To pin or lock, the aggressor must win a second contested 
Grapple roll. This is sufficient to immobilize the defender. From 
this position the aggressor can deal damage with Striking attacks, 
and the defender is almost helpless. Once the pin or lock is 
established, the aggressor now has 4 advantage dice.

With a long action, an attacker can “pin and pound”, making a 
Grapple check to hold her target down and then a Striking attack 
using the advantage dice from the Grapple. You can also deal 
lethal damage if you are still holding a light weapon and bring 
it to bear, keeping in mind the -2 die penalty for grappling while 
not having both hands free.

To throw, the grapple has to be broken by the aggressor. The 
aggressor makes a contested Grapple roll, adding extra advantage 
dice. This works like any other contested roll. If successfully 
thrown, a wound is dealt equal to ¼ the successes rolled. If no 
injury is sustained, the grappler still has her opponent prone 
on the ground. Getting up from the prone position requires a 
maneuver, and while prone the person suffers a -2 to all attack 
and defense rolls. If the throw fails, then the advantage dice 
are lost and both combatants are back to where they began.  
(without gravity, throws are basically useless.)

striking is the other Skill used in close combat. To use Striking, 
you don’t need a weapon, but having one makes you a lot more 
effective. To attack unarmed, punching and kicking and so on, make 
an attack roll using your Striking Skill, and count any successes as 
a bruising wound. Hand weapons that you bring to bear add dice 
to this Striking roll, and if they are designed for lethal combat, they 
also mean that you deal lethal wounds with your attacks.

To defend against Striking, it is possible to dodge or block the 
attack. To dodge, roll Evasion, while blocking requires a Striking 
roll instead. It is also possible to respond with a Grapple (a great 
option if you are unarmed!), meaning that you refer back to the 
grappling rules while your opponent keeps trying to attack you 
with her weapon. Evasion requires area in which to maneuver, and 
this can backfire – you can be backed into a corner by a persistent 
attacker. For each Evasion roll made, you have to have a couple of 
meters of space to move. Without room to maneuver, you need 
to defend with your own Grappling or Striking skill. If you are 
attempting to parry a heavy weapon with a lighter one, you suffer 
a -2 dice penalty. If, however, you are blocking an unarmed attack 
with a hand weapon, you get a +2 dice bonus to your Skill roll.

“One thing people from Earth don’t ever realize once they are 
off-world is that we don’t use guns out here. We’re not the dreck 
they think we are. You fire inside and everyone dies. No one 
wants that. So you learn to fight mano y mano with your fists. 
Or with a good spanner. Those work, too.” 
–Harper Conn, Commander, Mars Rangers (Ret.)

RANGED COMBAT
This is the normal use of weapons such as pistols or lasers. Its 
execution is simple. Roll your Firearms Skill, add any dice for Traits 
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such as equipment, and apply the damage as usual for the number 
of successes you roll, as always keeping in mind any other modifiers 
that come from your situation – range, cover and so on.

Based on the range, the number of dice rolled is modified. 
At close range, successes are scored normally – it’s easy to hit 
something as big as a person at this range. At medium range, 
you suffer a -2 dice penalty. At long range, the penalty is -4. 
The ranges for a weapon vary – you can estimate, or use the 
numbers listed. Extreme range is anything beyond long range but 
still theoretically possible. This causes a -6 dice penalty. Recoilless 
weapons, sniper rifles, and combat lasers have extraordinarily 
long ranges. Modifications can be applied to ranged weapons to 
alter its ranges; this is covered in section 3.4. 

For the range suggestions below, note that long range for a pistol 
is the same as medium range for a rifle and close range for a laser. 
This was done intentionally, more for game balance than realism. 
(Remember, these ranges are for a gunfight, not the shooting 
range.)

Normal Weapon Ranges by Type
Pistol
Includes slug-throwers, needler pistols and assault pistols
Close 5m
Medium 10m
Long 20m
Extreme 50m

Rifle
Includes single-shot rifles, hunting rifles and assault rifles
Close 10m
Medium 20m
Long 50m
Extreme 100m

Laser
Includes any kind of hand-held military laser 
Note: Firing a laser in Earth or Earth-like atmosphere incurs a -1 
situational penalty. Firing it in a thicker-than-Earth atmosphere, or when 
there is a lot of smoke or dust in the air, incurs a -2 situational penalty.
Close 20m
Medium 50m
Long 100m
Extreme 300m

how are these weapons balanced?
In Parsec, we try to balance out equipment bonuses by 
making more powerful equipment cost more Traits. This 
means, for example, that a character can start play with a 
military grade laser or four other Traits adding dice in other 
situations. This will balance out because different characters 
will be good at different things. A military-grade laser in the 
hands of a skilled shooter turns him into a killing machine. 
A spy who could never be seen walking around carrying a 
bulky military laser can use her mods or specializations to get 
information or win social conflicts. Also, if your batteries run 
out, or if you’re hit by an EMP, mods and specializations still 
function, while the laser is rendered useless. The main thing 
that balances the game is the players making sure everyone is 
having fun. 

  

Many projectile and beam weapons provide an option of using a 
single shot, burst fire, or full automatic fire. The base numbers 
listed for any weapon are always the single round bonus for that 
weapon. Single rounds are actions, as is burst fire, but full automatic 
fire is a long action. For beam weapons such as lasers, the equivalent 
of a single shot is a flash, the equivalent of burst fire is a beam, and 
the equivalent of full-auto is a sustained burn.

When bursting, you fire a few rounds, usually three bullets, 
perhaps a dozen flechettes, one tenth of the power in a battery 
pack, or one tenth of a full clip in an assault weapon. Bursting adds 
2 dice to the attack roll, but your maximum range to use burst 
fire is medium – beyond that range, recoil makes the weapon 
dangerous only to bystanders who might get caught in the spray. 
With bursts, you lose the benefits of aiming and cannot use a 
scope, laser sight, or most other targeting technology (exceptions 
to this rule will be clear from Equipment descriptions). Beam 
weapons are less limited – a burst can still hit at long range, 
while a sustained burn (like full automatic fire, described below) 
can only be medium range – though this can be mitigated by 
spending Traits to modify your weapon. 

Full automatic fire limits your range to close (for careful targeting 
– you can always fire off blasts toward distant targets and hope 
for the best – see suppressing fire below). When ‘going full-auto’, 
you add four dice to your Skill roll for the attack, and the same 
limitations apply which applied to burst fire. The problem is 
ammunition is expended quickly. Each Full-Auto firing uses 1/3 
of a full clip (or battery for a sustained burn) in standard weapons. 
Again, beam weapons are less limited, enabling a sustained burn 
from a laser to target medium range effectively.

strafing is a long action, an attack that targets multiple opponents. 
This is only possible with full-auto fire or sustained laser fire. You 
split successes between multiple targets to determine wounds 
dealt, but you also take a -1 penalty to the roll for every target 
beyond the first you are hoping to hit. This means that if you 
target five opponents with strafing fire, you have negated the +4 
bonus that fullautomatic fire or a sustained burn gives you with 
the -4 for the 4 extra targets. It is also important to bear in mind 
what is behind your targets, since it is almost impossible to avoid 
hitting whatever that happens to be. Bad results from strafing 
near civilians are entirely up to the Director, but you shouldn’t 
use Strafing if firing at individuals mixed in with a larger group 
that you don’t want to wound.

Ammo Summary
Single shot – don’t need to track every round; the Director is 
encouraged to just estimate how much ammo is left and let the 
players know 

Burst or beam – burns 1/10 of the ammunition or power cell in 
the weapon in question (that is, you can burst or fire a beam 10 
times before reloading) 

Full automatic or sustained burn – burns 1/3 of the ammunition 
or power cell in the weapon in question (as above, but 3 times 
before you have to reload) 
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suppressing fire is a long action, and is meant to keep someone 
pinned down, preventing them from acting. When under a barrage 
of suppressing fire, a combatant needs to make a Courage roll in 
order to act at all (contested by the attack roll), even if it’s technically 
unlikely that they will be hit. If they do act, then your suppressing 
fire roll becomes an attack roll against them. This attack roll uses 
half of your Skill dice, rounded up; remember to take modifiers for 
cover into account before the dice are rolled for the attack.

Called shots are unnecessary in Parsec, since more direct hits 
will always deal more damage. Feel free to narrate these wounds 
however you like. If you wish to, for example, fire at someone 
to wound them rather than kill them, then you can limit the 
number of dice you roll to represent the care you’re taking in 

not delivering a killing shot. No matter what, though, if you’re 
shooting at someone and hit them, you’re going to hurt them. 
Extra effects are up to the Director to determine based on the 
attacker’s intent, the dice rolls and the situation.

target size is another consideration. Sometimes you’re not 
aiming for a person. For something about half the size of a 
person, -2 dice to the attack roll. For something the size of a hand 
or foot, -4 dice. For something tiny, -6 dice. Bear in mind that 
smaller targets usually require less damage to incapacitate. For 
something half the size of a person, 3 successes suffice most of 
the time. For something the size of a hand or foot, 2 successes 
is enough. For something tiny, 1 success is enough to damage it 
enough to stop its functioning.

RANGED COMBAT OPTIONS

 action roll effect

Shot/Flash Firearms One damage per success

Burst/Burn Firearms +2 One damage per success, 1/10 ammo or battery used

Full Auto/Sustained Burn Firearms +4 One damage per success, 1/3 of ammo or battery used

Strafing
Firearms +4 Lose 1 die per target beyond the 1st, 1 roll for all targets, divide damage 

between targets, 1/3 of ammo or battery used

Suppressing Fire
Firearms +2 or +4 1/10 or 1/3 of ammo or battery used, roll contested by Courage of targets 

being suppressed; if target acts, 1/2 dice rolled as an attack

Called Shot Firearms No special rule except see below

Target 1/2 size of a person Firearms -2 3 successes needed to incapacitate, Director’s discretion

Target the size of a hand or foot Firearms -4 2 successes to incapacitate

Target the size of a coin Firearms -6 1 success to incapacitate
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ExPLOSIvES
Explosives deliver damage over a wide area. In combat, the most 
common explosives are grenades and other similar weapons 
which are thrown and detonate on impact or when a short timer 
goes off. Readying and throwing such a weapon is a long action. 
In order to have the explosive land where you want it to, an 
Athletics Skill roll is required. If the grenade is “sticky”, or somehow 
adheres to its target, then you roll normally for a target of that 
size. Using a normal grenade-type explosive device which doesn’t 
adhere to its target causes an extra -2 on your Athletics roll before 
other situational modifiers such as range and cover are taken into 
account, since it will bounce and roll before it goes off. Even a 
poor throw with a grenade will deal plenty of damage, however.

Dice from the explosive are added to your Athletics roll, and this 
serves as an attack, in the same way that any bonus dice from 
your weapons are added to your Firearms attacks. A standard 
grenade deals full damage in a 5 meter radius from where it goes 
off, -2 damage for the next 5 meters and -4 damage from there to 
the edges of its area of effect, which is about 15 meters.

If you roll no successes with a grenade-type weapon, you fumbled 
it and it landed near you - roll damage against yourself and those 
nearby. Assume that the center of its blast radius doesn’t quite 
catch you, so roll the damage at -2 for yourself and anyone else 
within a few meters of you, then roll at -4 dice for those within 
around 10 meters of you. 

Any absorbing cover you’re behind functions normally, but 
obscuring cover does nothing at all. Without cover, you take the 
full damage. The only way to be safe from an explosive is to be 
outside its area of effect or completely behind absorbing cover.

The above rules cover grenade-like explosives used in personal 
combat. There are obviously much more powerful explosives, 
such as landmines (or space mines), set charges, shaped charges, 
and so on. In most cases, these will be lethal if allowed to go off, 
and should be a narrative event rather than something resolved 
with combat. Planting such explosives requires a Stealth roll, and 
noticing them before they go off requires a Detection roll.

It should go without saying that explosives like these are only 
used on Earth. Even on a large colony, such as the ones on Luna, 
a standard fragmentation grenade going off would have a good 
chance of breaching the outer layer of the colony and venting all 
of the air out into the vacuum of space. For this reason, explosives 
are outlawed on all stations and colonies, and those caught with 
them are subject to extremely harsh penalties. (On Luna and 
Mars, the penalty for explosives possession is execution without 
appeal). This isn’t to say that explosions never happen. They do, 
and the results are spectacularly destructive.

ARMOR
There are four types of armor that a person might wear. Some 
versions of these are legal for civilian use, and all of them can be 
built by skilled technicians for the right price – or purchased on 
the black market, which is the most common source for combat 
armor outside military or elite corporate security forces. Each kind 
of armor functions in a particular way, and it is possible to have 

composite armor which combines multiple functions – though 
the more your armor protects you against, the more it gets in the 
way. Effective armor is always bulky – the laser-proof silk shirt is 
still in development. In all cases armor functions by providing a 
situational penalty for attacks against someone wearing it.

ablative armor is the most common choice for wealthy civilians 
to wear, particularly celebrities. It is made of a material that is 
reactive to kinetic energy. As it absorbs the energy of an attack, 
it burns away, giving off a strong chemical smell, so it is best for 
singleuse situations rather than extended combats or campaigns. 
Ablative armor was developed because of the restrictions on 
combat armor ownership. Wealthy and powerful civilians wanted 
some form of legal protection, and ablative is an expensive, but 
legal, alternative to hoping your bodyguards spot an attacker in 
time. There are even stylish models for those concerned about 
combat-ready couture. Every time ablative armor absorbs 
an attack, the situational modifier it provides to protect you 
is reduced by 1 until it reaches 0, at which point the armor is 
considered destroyed and is useless as protection.

reflective armor is designed to protect from all kinds of radiation, 
but primarily lasers and other sources of focused, intense heat. 
Reflective armor doesn’t necessarily reflect visible light, though it 
has a high glossy sheen to it. It is almost useless against projectiles 
or kinetic energy, but it provides a situational modifier against 
energy attacks, including lasers and heat. Reflective armor is 
always insulated as well, making it able to both reflect and absorb 
radiation to protect the wearer.

tactical or impact armor is designed to stop projectiles as well as 
hand weapons. It is usually made of reactive synthetic fiber mesh 
which hardens on impact, spreading the force of a projectile over 
a wider area. It still hurts to be shot, but you’re not as likely to 
be physically injured. If the armor stops the projectile, the worst 
you’ll have is bruising. Of course there are rounds and weapons 
designed to penetrate impact armor, and in turn, more advanced 
impact armor has been developed to stop those rounds. This is 
represented with die bonuses within the game and is noted in 
equipment descriptions where appropriate. 

Powered armor is designed to augment the physical capabilities 
of the person wearing it. More expensive armor is less bulky and 
lighter, as are prototypes still under development. Powered armor 
detects the user’s movements and augments them. The most 
advanced versions function like an extra layer of muscles, with 
fibrous materials that contract, stretch and stabilize like normal 
muscle. Powered armor is rarely seen in the civilian sector and 
prices are exorbitant even for third-hand, reconditioned suits. 
Powered armor provides bonus dice to Power, and therefore 
to Skills based on Power. The tradeoff is a slight reduction of 
Mobility. Each trait gets +2 power and -1 Mobility.

Composite armor is a combination of two or more of the above 
armor types into a single suit or piece of personal armor. Doing 
this increases the cost of the armor drastically and reduces your 
Mobility while wearing it by 1. Remember, any armor is better 
than no armor. Each type of armor gives 1 die of protection 
against all forms of attack.
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“If you get the call to do a 14-320, a protect-serve on a 
presumed drug lab, y’know, the small-time outfits, they’re 
usually fired up like a ramjet starter and armed with God 
knows what…clubs, antique .45s from the Wastes, who 
knows what. That means the minute the call comes to go get 
them, take the extra five minutes and put your armor on. No, 
normally nothing will happen. But if something does, your kids 
and maybe your wife or husband, who knows, will be awfully 
glad you took the time. Got it? Put the armor on.” 
–Police Recruit Briefing, Left Coast Police and Security Corp.

COvER
Cover is simple – it makes you harder to hit or damage with 
ranged attacks. The system handles two different kinds of cover. 
The first obscures your silhouette, making it harder to target you. 
The second absorbs or deflects incoming fire.

obscuring cover reduces the number of attack dice rolled against 
a target hiding behind it. Obscuring cover is any type of cover 
which makes it harder to see the target but which won’t actually 
stop rounds or laser beams from hitting the target. Significant 
obscuring cover imposes a -1 penalty on attacks. Obscuring 
cover that breaks up much of the target’s outline imposes a -2 
die penalty. When only a small part of the target is visible, then 
the penalty is -3. Lastly, being entirely behind obscuring cover 
imposes a -4 penalty on attacks – but this is only if the attacker is 
already aware of approximately where you are. Firing blindly into 
obscuring cover misses automatically. The penalties are modest 
because even some misses will still hit the target, since shots will 
pass through the cover and might still strike the person behind 
it. As mentioned, in abstract combat, it requires a successful 
maneuver to reach a position where a clear shot is available 
against a person behind cover.

absorbing cover imposes twice this die-penalty (-2 to -8) 
because stray rounds have no chance of passing through the 
cover. For added drama, a Director can dictate when absorbing 
cover is worn down or destroyed by consistent fire, especially if 
it is improvised and not, say, a military bunker or embankment. 
It’s up to the Director how fast this happens, and when; it’s also a 
great way to ratchet up tension and force PCs to move.

EvASION
In a situation where there is at least some cover, a character can 
attempt to retreat safely by making an Evasion Skill check. This 
counts as a long maneuver. Each success on the check subtracts 
dice from all attacks against that character for the round. 
There’s no guarantee, and this doesn’t work if there is no cover 
(then they’re just shooting at a moving target with the normal -2 
penalty), but if things are going bad it’s worth a try. Making this 
Evasion roll means you’re doing all you can to get out of harm’s 
way – it doesn’t let you get to a better firing position or use this 
move to your advantage in other ways. You’re just getting out 
of immediate trouble. How far you get depends on the specific 
situation – how far you have to go until you’re out of danger, or 
until you run out of cover as you retreat.

As a normal maneuver, you can make an Evasion roll to move 
behind cover or to move out from behind cover – but not both. 
To move from one position of cover to another requires a long 

maneuver. In the case of maneuvering into cover, your full Evasion 
roll is applied against any incoming attack. 

In close combat, Evasion enables a character to dodge away from 
attacks as long as there is room for her to move, and the defense roll 
is contested with the attack roll. If the attack roll gets more successes, 
the successes it beats the Evasion roll by are damage dealt.

FEAR
The average person has never been in a physical altercation of any 
kind beyond a school-aged fistfight. Even for seasoned brawlers, 
a real gunfight is going to be terrifying, and seasoned soldiers, 
regardless of the stories, aren’t exactly calm about it either. This is 
one of those times when Scars are helpful. 

When combat begins, all characters involved must make a check 
against their Courage. The Director can roll once for groups of 
NPCs the PCs are encountering, though the Director can roll for 
each individual if he desires; he can even do this beforehand if he 
wishes to save time during the actual conflict.

These Courage rolls require at least 1 success, or else the character 
is unable to do anything at all for the first round of combat except 
drop straight to the ground in fear. You panic! Even seasoned 
soldiers lose it sometimes, and people who have never been in 
combat at all should probably lose it the first time someone is 
suddenly trying to kill them.

One success allows a character to participate in the first round of 
combat, but the character is handicapped by fear, and needs to 
roll again before the next round to keep going. Courage rolls must 
be continued until the character achieves a total of 3 successes. 
After that, he is fine for the rest of the combat. While doing 
this, if any roll is a complete failure (no successes), the character 
panics and cowers (as above), and needs to start all over trying 
to get 3 successes.

“Some dude hundreds of years ago said, ‘We have nothing 
to fear, but fear itself.’ Dude was a moron. Somebody’s firing 
a chain-cannon in your vicinity, you best be fearing it or you 
won’t be alive to fear anything ever again.” 
–Wavelog comment on the wiki for ‘15mm chain-cannon’ entry

PAIN AND INJURY
In Parsec combat, injuries are frequently severe. It is never a good 
idea to get into a physical conflict unless you are willing to accept 
the risk of taking some serious wounds.

Injuries sustained in combat are tracked individually. There are no 
hit points in Parsec. Injuries are a narrative device and should be 
as specific as the group wishes them to be. In general, weapons 
are pretty deadly, and there won’t be characters that are actually 
harder to injure than others. There isn’t a human body that can 
stop a bullet, much less a laser, or absorb a rocket or grenade blast.

The main difference between people when they are wounded 
is pain tolerance. Those who have had harsh lives, military 
training, or who have been injured in combat before will have 
an advantage, represented by Scars and higher Resilience scores. 
Those who have led softer lives, who lack the Scars and the 
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Resilience, will be easier to bring down – but no one’s flesh is 
tough enough to stop a bullet.

When an attack is rolled, the successes represent how effective 
the attack was. The number of successes is the dice-penalty that is 
applied to the Skill rolls of the person who is injured. For example, 
an attack that achieves 6 successes inflicts a wound with a -6 dice 
penalty. If subsequent injuries are higher than your current dice 
penalty, then that injury becomes your new dice penalty from 
that point on. So if you are at -2 dice, and take another hit with 4 
successes worth of injury, you new penalty is -4 dice.

The Resilience ability that helps a character deal with pain from 
injuries is Tolerance. Every time you are injured in combat, you 
have to roll Tolerance to see if you can grit your teeth and 
continue fighting through the pain. Making Tolerance rolls won’t 
reduce the penalties from wounds – those just have to be dealt 
with. Combat hurts, and wounds make it harder for your body 
to function. Tolerance, however, lets you shrug off the body’s 
immediate reaction to significant injury – that is, to stop doing 
whatever it was that got it hurt in the first place, and go lay down 
somewhere quiet (that is, go into shock).

The character’s Tolerance roll must garner successes equal to 
the dice penalty of the injury to continue acting in the conflict. 
For example, if a character is stabbed and the attacker rolled 2 
successes, the injury carries a -2 dice penalty. This means that to 
avoid doubling over in agony, the character must roll at least 2 
successes on his Tolerance roll.

If this roll is failed, then the character is temporarily incapacitated 
with pain. He can make another attempt next round to shake it 
off and continue, and can continue doing so for as long as he is 
conscious. Remember that the dice penalties from wounds do 
not apply to this Tolerance roll.

When the dice-penalties from injuries are equal to your 
character’s Power score, he collapses and goes into shock. When 
dice-penalties surpass the combined Power + Resilience score, he 
is dying. At this point, he is at death’s door, and if he isn’t whisked 
quickly to a well-supplied emergency room, there’s no bringing 
him back. 

At least, no way we’ve mentioned so far… 

Any time your character is so badly injured that the die-penalty 
he is suffering surpass his Power score, it is highly recommended 
that he take a new Scar. (Remember that die-penalties aren’t 
cumulative, so only the worst wound counts) If he is brought to 
the threshold of his Power + Resilience but somehow brought 
back from death, then he must take a new Scar. Thats the cost 
of coming back.

DEATH
If you don’t want dice to decide when a character dies, then the 
player and Director must work it out. Is it time for the character 
to die? Can help reach him in time? Are enemies likely to perform 
a coup-de-grace and finish him off?

In a futuristic setting, advanced medical procedures may bring 
someone back from the brink of death if necessary. Brain death 
begins a few minutes after your heart stops, but there’s reason 
to expect that the capacity to resuscitate and rehabilitate will be 
greater in the future. Suffice to say, death is something that should 
happen as part of the story, rather than a bunch of unlucky rolls, 
unless your group wants to put their trust in capricious fate. A 
lot of work goes into creating and developing a character, so the 
lack of specific rules about death gives room for the Director to 
work with the spirit of the game. In combat, it will usually be easy 
to drop someone who isn’t wearing significant armor, but killing 
them outright is another matter.

When faced with the option of death, it is almost always more 
interesting to take a Scar.

Example: Toughing it out
During the boarding of her ship, Jun Bei is hit by a few bits from 
a flechette. The attacker scores 3 successes, and Jun Bei isn’t 
behind cover, so she’s hit directly, the needles tearing through her 
space-suit and sticking into her body. She now has a -3 penalty 
to everything because of the injury, and also needs to make a 
Tolerance roll. She’s developed some since Chapter 2, so let’s 
say that her Resilience is still 5 but another Scar has upped her 
Tolerance to intermediate, so her roll is 5d@4. Her player rolls 
and gets 3 successes, which is enough to keep going through the 
pain. If she had gotten fewer than 3 successes, she’d be paralyzed 
by the pain for a round until she could try to roll again and 
tough it out.

RECOvERY
Medicine in the Parsec setting is quite advanced. Even severe 
injuries can be treated quickly if the victim is found in time. 
As mentioned previously, each wound a character sustains 
is tracked individually because the wounds must be treated 
individually when an injured character finally receives medical 
attention.
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Recovery in Parsec is very simple. It takes one day per die of 
severity to recover from a bruising wound – so a -3 bruising 
wound requires 3 days for recovery. The length of time is 
doubled if the wound is lethal, and doubled again if you do not 
have quality medical care while you recover. So if the wound is a 
-3 lethal wound, it takes 6 days to recover, and if you don’t have 
quality medical care, it takes 12 days.

In order to count days toward recovery, a character must rest and 
be under the care of a medic or doctor. Any strenuous physical 
activity (combat, running, etc) means the injury re-opens and 
you lose all previous progress toward recovery.

Using the first example of the -3 Bruising wound, after 1 day 
of rest it becomes a -2 wound, after 2 days it improves to a 
-1 wound, while it is good-as-new after the 3RD day – as long 
as you have medical care (otherwise the length of recovery is 
doubled). Wounds heal progressively and are tracked day by 
day as they heal. This may be confusing if a group of PCs are all 
recovering from various kinds of wounds with various levels of 
severity, so it is recommended that recovery take place during 
down-time, or time that is not spent trying to accomplish 
anything strenuous. Preferably, this time should be spent in a 
hospital.

Bear in mind that if you have no medical supplies or care, you 
don’t heal at all. Even if you are healing at ½ the ideal rate because 
you can’t make it to a hospital, you still need to be resting and 
have access to basic medical supplies. Otherwise, the wounds 
might start closing, but you will face other complications such 
as infection.

For wounds to become Scars, they should be noteworthy in the 
character’s life for some reason. Perhaps the wound was a life-
threatening experience or perhaps it was important because it 
allowed the person you hate the most in the cosmos to escape. 
Advanced medicine can heal almost everything, but some 
wounds are more than physical. It’s always the player’s decision 
when a character gains a new Scar.

RECOvERY TABLE

 Bruising Wounds Lethal Wounds

Basic care 2 days per wound level 4 days per wound level

Medical care 1 day per wound level 2 days per wound level

Note: Medical care means the equvalent of at least 3 successes 
on a Medicine roll each day and well-stocked facilities

Example: Jun Bei Recovers

After her crew has repulsed the boarding party and escaped, 
Jun Bei finally lands on an obscure space station where she 
finds a contact (rolling Social Networking) willing to help them 
‘unofficially’. They arrive and come to a small clinic set up in 
what was once a maintenance storage room.

Jun Bei has two wounds she suffered during the shootout. One 
was a -3 and the other a -1, both lethal.

The Director decides that the little clinic she found is partial, 
meaning that her wounds will be reduced by one die for every 4 
days of care. So after 4 days her -1 wound is healed and her -3 
wound is reduced to a -2 wound, and 8 days later that wound 
is healed entirely. It is up to Jun’s player whether she wants the 
more serious injury to become a Scar. Either way, 12 days pass 
and if those days are interrupted, the progress on healing the 
current wound level is lost.

“It’s hard to believe that a few hundred years ago that over 
half of all people wounded in battles died there or in hospitals 
afterwards. Unbelievable that they thought they were the 
pinnacle of modern trauma care. Maybe they were, but I’d love 
to see what they’d say now.”
–Introduction, A Casual History of Modern Medicine
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4.4 spacesHip combat 
Except for what is mentioned below, the Parsec space combat 
system follows the same general rules as normal firefights.

In spaceship combat, the trickiest thing to work out is the fact 
that it is taking place in three dimensions, whereas terrestrial 
combat is essentially two-dimensional. Parsec handles this 
problem in two ways. First, distances and ranges are always 
relative between the combatants. This means that no matter 
how much two ships are whirling around each other in three 
dimensions, one of the two relevant considerations is how far 
they are from each other. The second relevant fact is how they 
are oriented with relation to each other. That is, what parts of 
the two ships are facing one another?

Suffice to say – we don’t want you worrying about it too much. 
There’s a limit to how realistic you can be without bogging the 
game down. The reality, the three-dimensionality of any aspect of 
the game will come from your imagination and narration, not the 
game rules. The rules give you the relevant information and tell you 
how to take advantage of your position – or escape a bad one. 

Each ship Attribute has a function in ship combat which is 
fleshed out below. 

Power: This is necessary for affecting the distance between you 
and your enemy, determining whether you can close the range 
or escape. Power is also a source of bonus dice to add to other 
ship functions as needed, representing reserves of power and 
processing the ship has to draw upon.

Mobility: This provides the dice-pool used at close range and 
when dogfighting. It determines your orientation with regard to 
the other ship — are your guns facing their sensors? Do they 
have a clear shot at your engines? Mobility determines how 
quickly you change that orientation to your advantage.

Precision: Precision tells you how many dice are in your pool for 
using most of your ship’s weaponry, and it is also the Attribute 
connected with the ship’s sensor array. It lets you know what is    
around you and then lets you open fire on whatever you can see. 

Connection: This represents your ship’s connection to the 
outside world. It enables you to communicate with other ships, 
stations, colonies and Earth. It can also enable you to hack or 
jam another ship’s systems if you have that capacity, and to resist 
being hacked or jammed yourself. Connection is used to hack 
incoming guided weapons. 

appeal: This is your ship’s reputation. It is also the Attribute 
that gives you clearances, which are basically rights to dock in 
particular places—especially important after a battle is over and 
your ship is damaged. If two ships are competing for a job, the 
one with the higher Appeal will win.

resilience: Resilience is the measure of how tough your ship is. 
This dice-pool comes in to play when your ship is hit – it is all 
that stands between the ship’s crew and the vacuum of space. 
Your ship’s life-support systems are linked to Resilience.

In one important way, spaceship combat is simpler than physical 
combat – each participant only gets one action, one Skill roll, per 
round (no maneuver and act, etc.). The ship with the Initiative 
acts first and then the ship without it responds, with the crew 
resolving their actions in whatever order they prefer (it often 
makes the most sense for the pilot to act first, but this isn’t always 
true.) The default order is in descending order of Power, just like 
in other physical conflicts.

DETERMINING RANGE
Moving from one range to another is the job of the pilot or someone 
with the Piloting Skill. 

Unless otherwise determined, every space combat begins at 
sensor range—the point at which the ships can detect each 
other. 

There are two kinds of maneuvering in Parsec ship combat. The 
first has to do with how far your ship is from another ship – 
relative distance. This relative distance will determine whether 
they are in range of your weapons and sensors. In order of 
distance (farthest to closest):
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SPACE COMBAT RANGE TABLE

Sensor
This is the farthest range at which a ship can 
be distinguished from another large object

Extreme
Only the longest-range weapons can make 
any kind of attack

Medium
Most ship weaponry will be functional at this 
range

Close
At this range it is possible to see a ship with 
the naked eye

Impact
It is very likely that the ships involved will 
slam into each other; -4 to all maneuver rolls

It isn’t very important what specific distances these ranges 
represent. It’s only important whether you can get shot and 
whether you can shoot back.

Range is decided by a contested Power roll which is modified 
by each ship’s pilot’s Piloting skill. This is unusual, and breaks the 
usual rule of Piloting being bound to Mobility. This is because, for 
a ship, its acceleration in one direction is determined by its main 
drive, whereas Mobility represents its maneuvering capability for 
fine control and nimble movement. If one ship is fleeing, however, 
maneuvering drives don’t come into the equation– its all about 
how much power they can put out in a short period of time, and 
that’s why Power is tied to Piloting in this one instance.

For every 2 successes more than the opposing pilot rolls (rounding 
up), the winning ship can move one range increment in the 
direction it intends. This means that if a pilot gets 2 successes to 
flee, and the other gets 5 successes to close the distance, the one 
getting 5 successes won by 3 and gets to move 2 range increments 
closer – for example, from extreme range to medium range.

Note that ship weapons are simplified compared to firearms. 
They simply have an effective distance in most cases, beyond 
which they are unable to correct for all of the rapid movement 
and evasive maneuvering that is going on throughout a dogfight. 
Also note that if you are being chased by a ship with significantly 
higher Power than your own, you probably cannot escape. This 
is something to think about when you are considering ship-
building and your tactics.

When the fight gets close enough to shoot, it becomes less of 
a sprinting race and more of a deadly dance. Once each pilot 
chooses an action (close, maintain or withdraw), consult the 
following table:

SPACE COMBAT MANEUvER TABLE

Close vs Close
Both pilots choose to close; 
rolls are resolved normally, 
independent of each other

Close vs Maintain

Contested roll and successes 
cancel each other out; the pilot 
trying to maintain does not need 
to allocate all of her successes 

Close vs Withdraw
Contested roll where successes 
cancel each other out

Maintain vs Maintain

Both pilots automatically succeed 
- the pilot without initiative 
should probably take this chance 
to act

Maintain vs Withdraw Same as close and maintain

Withdraw vs Withdraw
Rolls are resolved normally in 
order of Initiative

4



77

SHOOTING
Firing weapons is the job of the gunners, normally the crewmen 
with the highest Gunner Skill.

You know what weapon ranges are from the Shipbuilding section 
of Chapter 3 already. Once you’re within that range, you can 
open fire. If the ship you’re firing on isn’t actively evading you as 
described below, you just shoot at them, and any successes rolled 
become potential damage. Your target then rolls its Resilience 
(modified by any armor that applies against your weaponry). In 
a case where two kinds of armor apply, use the lower one. Any 
successes rolled with Resilience are subtracted from the attack’s 
successes. Everything left is now applied as damage against the 
target ship.

Using the orientation rules below, you need to determine where 
your attack hit. The damage is a “wound”, imposing a penalty on 
rolls made by the ship’s crew just like a character’s Attributes are 
affected by a wound in personal combat. This “wound” is different 
in that it only affects one part of the ship, or one Attribute, at a 
time (whole spaceships are a lot tougher than people).

Each gunner on a ship can only make one attack roll per round, as 
long as there is a weapon system available. Each weapon system 
can only be fired once per round.

EvASION
Evasion is the job of the pilot. 

Having holes blown in your ship while in the vacuum of space is 
bad. Very bad. Evasive tactics help prevent that sort of damage 
from happening. Ships will fly erratically, spin and roll, and weave 
to avoid being hit and taking damage. The difficulty with Evasion 
is that while it makes it harder for you to be shot, it is also harder 
for your gunner to shoot back.

When evading, the pilot rolls her Piloting Skill against the 
attacker’s Gunner Skill as a normal contested roll. For the evading 
pilot’s gunner, however, Piloting successes also subtract from his 
own attack rolls.

A pilot cannot both attempt to change the range of combat 
and fly evasively in the same round. After a round of evasive 
maneuvering, the evading ship’s pilot should roll randomly to 
determine which side of their ship is facing their opponent at the 
end of the round. This is a roll of a single die, with the number 
representing the side facing your opponent (see table in next 
column).

ZERO-G ORIENTATION
Zero-G orientation is the job of the pilot. When you created your 
ship using the rules in Chapter 3, you chose the location of all 
of the ship’s systems. The main reason you did this is to make 
combat more interesting.

Space combat takes place in three dimensions, and because of 
this, there is an extra factor to consider – which section of your 
ship is facing which section of the enemy ship. This is important 
if you are attempting to target specific systems on the opposing 
ship – the engines, weapon banks, life support, etc.

For ease of reference, each ship in a space combat is treated as 
if it has six sides (it matches the dice used for Parsec – that’s 
intentional of course). The six sides are the Front, Dorsal (top), 
Ventral (underside), Port (left), Starboard (right) and Tail. The 
player who is running the pilot should take out a die and set it 
aside. This die is going to represent his ship, and the side of the die 
facing up will be the side of the die that is facing his opponent. For 
multiple opponents who are all working against the pilot, assume 
that the same side is facing all of them. (If you‘d like to abstract 
out something more complicated, like a pincer move catching a 
ship between two attackers, feel free – but the game’s intent is 
quick-moving, flowing combat, so we’re trying to keep it simple).

Each number on the die corresponds to a part of the ship.
Side Facing Opponent

1   Front
2   Dorsal/Top
3   Starboard/Right
4   Port/Left
5   Ventral/Underside
6   Tail

In zero gravity, it is relatively easy to roll your ship, choosing which 
side faces an opponent. This may prove critical for protecting 
vulnerable systems, keeping previously damaged sections from 
being hit again, or optimizing which weapons you can bring to 
bear on the enemy. If your weapon system is on the side facing 
away from your opponent, you can’t fire it. Weapons are assumed 
to have a 180 degree firing range, so only weapons on the 
opposite side from the target cannot be used.

It is also possible to move around your opponent in three 
dimensions so that you can target a specific part of their ship. All of 
this moving around is accomplished through orientation rolls. The 
pilot makes a Piloting roll, and with 3 successes is allowed to choose 
which side of his ship now faces his opponent. With 5 successes 
or more, he can choose the side he has facing his opponent and 
which side of the opponent’s ship is facing his ship.

For example, with 3 successes, a pilot can decide that his main 
weapon system is facing his opponent. With 5 successes, he can 
determine that his main weapon system is facing his opponent’s 
life support system.

If both pilots try to orient, then the roll is simply contested, 
and if neither side gets at least 3 successes more than the other, 
then both sides must roll randomly (by rolling a single die) to 
determine which side faces the opponent at the end of the 
action. There is always the risk that with both pilots scrambling 
to orient themselves, they’ll end up in a tenuous position.

Note: A pilot must choose whether to attempt to change range, fly 
evasively, or orient each round. She can not do more than one at 
a time.
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SCANNING
Scanning is the job of the ship’s Space Officer, cheif technician or 
communications officer. 

A scanning roll to detect an object uses the Detection Skill and 
Percision Attribute to locate anything out to the limits of sensor 
range. It is easier to locate objects which are closer than sensor 
range. Extreme range adds 1 die; long range adds 2 dice; medium 
range adds 3 dice and close range adds 4 dice to scanning rolls to 
detect an object or another ship. At impact range, there is no need 
to roll.
To scan objects in detail once they are detected requires the 
Analysis Skill and the Precision Attribute, and takes at least a 
full round. This information can include composition, a ship’s 
identification and type, and other basic information.

The Detection roll to locate a ship from a distance is opposed by 
a Stealth roll from the ship’s pilot (if he is trying to hide). It should 
be assumed that large objects like space stations cannot be 
scanned in detail – a security consideration aimed at the privacy 
of those living there (though getting the information by hacking 
into their computer security is always possible).

POWER MANAGEMENT
Power management is the job of the engineer, who makes 
Engineering Skill rolls in order to allocate bonus dice to various ship 
functions.

For ship combat, Power, in addition to representing the 
acceleration ability of the engine, also tells how much of the 
ship’s energy output is available for use at a given time. Each 
point of Power allocated to a ship’s system adds 1 bonus die to its 
associated Attribute. To allocate Power, or re-allocate Power from 
one system to another, a crewmember must make an Engineering 
roll using the ship’s power attribute. For every success, one Power 
point can be allocated or re-allocated.

TAKING DAMAGE
Every time your ship is hit, you must make a Resilience roll 
modified by your ship’s armor (if applicable). Every success the 
attack rolled that isn’t cancelled out by a matching Resilience 
success roll is a level of damage dealt to one of your ship’s systems: 
Power, Mobility, Precision, Connection, or Resilience. Every point 
of damage your ship sustains reduces its Appeal by one until it 
reaches 0 or you stop taking damage.

When the damage reduces one of your ship’s Attributes to 0, 
that system is disabled and can no longer be used - until that 
point, Power can be allocated to help cancel out the penalty 
from damage.

If Power is lost, you can no longer allocate dice and the main drive 
no longer functions – you can also no longer roll to determine 
range.

If Mobility is lost, Evasion rolls are impossible and you can’t 
voluntarily change your orientation.

If Precision is lost, weapon systems are useless and scanning is 
impossible.

If Connection is lost, you cannot communicate with the outside 
at all beyond an automated distress beacon. The beacon 
automatically activates when Connection drops to 0. 

Finally, if Resilience is lost, your life support is inoperative and 
everyone on the ship not in a vacuum suit will be dead in a 
matter of minutes.

SPACESHIP COMBAT DAMAGE CHART

Damage

Each success on an attack roll not negated 
by a success on a Resilience roll modified 
by the appropriate type of armor is 
damaged

Effect on a ship’s
systems

Each point of damage imposes a -1 
penalty to a ship’s Power, Mobility,
Precision, Connection or Resilience

Effect on a ship’s
temporary Appeal

Each point of damage reduces a ship’s 
Appeal by 1 to a minimum of 0 until
repairs are made

4.5 social coNFlict 
There are ways to get NPCs to do things without physically 
overpowering them. You can attempt to persuade someone, or 
you may engage in an argument. These are social conflicts, as is a 
situation where you wish to seduce someone who isn’t interested 
in being seduced. If you are lying to someone, that too is a social 
conflict.

Social conflict is simpler than physical conflict – there are fewer 
variables involved and, normally, fewer Skills involved too. A social 
conflict begins when a character wants to accomplish a goal in a 
social situation and someone is resisting them. The player or the 
Director declares the character’s intent in the conflict, and also 
indicates what is at stake if the character wins. For example, if 
your character is trying to fast-talk her way out of being arrested 
and you are successful, then the police leave. The stakes if you 
lose are implied here – if you don’t win, then you’re under arrest. 
If nothing’s at stake, why bother to roll dice at all? Just roleplay 
the interaction out or go by comparing Attributes and Skills and 
move on to something more interesting.

Just because someone starts a social conflict, however, does 
not automatically give them the Initiative (unlike physical 
combat). In a situation where one party has significantly more 
Status and/or authority than the other, then the party with 
the greater authority always starts a social conflict with the 
Initiative.

When deciding what to roll, base the Skills used on everyone’s 
intent in the conflict. If one side just wants to get away unscathed, 
then that sounds like a Discipline roll. If both sides want to win 
something out of the conflict, then they need to make opposed 
social Skill rolls, and to the winner go the spoils.

Roleplaying provides a situational modifier for the Director 
to determine – a good idea and clever acting should garner a 
couple bonus dice. For a terrible idea, just roll the dice. Penalizing 
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players for trying to portray their characters is never fun. When a 
player character acts, the player should briefly narrate what he is 
doing so that the rest of the group is clear about it.

Note: At the end of the social and information conflict sections is 
a table which lays out options for different kinds of conflicts all in 
one place.

WINNING THE CONFLICT
Social conflict is about Status. When you lose a social conflict, 
you temporarily lose a point of Status. You have been diminished 
in the eyes of those around you; you have lost confidence and 
authority, and so on. It is only temporary, and the effects should 
never last beyond the next scene or two.

When someone is on the verge of losing Status, however, they 
have an opportunity to escalate the conflict, and if they do, they 
will start this ‘new’ conflict with the Initiative.

For example, if an employer chews out a worker in her office, 
and the worker is already fed up and frustrated, what started as 
a “performance review” could end up with a fist-pounding threat 
leveled against the employer. In that case, the humiliated worker 
has the Initiative when the threats begin to fly.

Even when you win a social conflict, it is risky business, because 
you never know when you’ll be someone’s last straw.

It is theoretically possible to keep hammering away at someone 
socially until their Status is temporarily reduced to zero. At 
this point, the Director may decide that the person’s Status is 
permanently reduced. Obviously, this is more of a threat for low-
Status characters (it’s harder to tear down a CEO than it is to 
tear down a manual laborer, as unfair as that is). As you might 
imagine, escalating the conflict is a way to protect your Status – 
by entering into a potentially more dangerous conflict.

Losing a social conflict and either having to escalate to save your 
good name or permanently losing a point of Status is a great 
opportunity to take a new Scar. This is the kind of awful experience 
that will leave a mark, so to speak.

DEBATE
In some cases, this will be a formal debate, but in other situations 
you might find yourself competing with someone else to convince 
a third party/group that your idea is better than theirs. This could 
take place in a boardroom, in a classroom, or in a WLN negotiations 
chamber…any place where your viewpoint is competing with 
another. In most situations, this kind of conflict will be resolved by 
Etiquette rolls, since there are rules and norms functioning.

The limitation in these situations is that, win or lose, you can 
never convince anyone to do anything that they aren’t already 
considering or willing to do.

For a quick resolution to a conflict of this type, the Director can 
ask for an Etiquette vs. Etiquette roll, taking into account any 
situational modifiers. If the player presents a sound argument 
crafted to be accepted by her audience, then she should receive 
at least a small bonus to the roll.

For a longer conflict, treat each roll from the participant holding 
the Initiative as an attack that must be defended against. To 
determine who has the Initiative in a longer debate, begin with a 
contested Etiquette roll.

Once Initiative is determined, the conflict progresses like any 
other. If the one with the Initiative scores more successes, these 
count as a ‘wound’ – an injury to the standing and believability 
of the opponent. For that opponent to win, he must take the 
Initiative somehow. One way to do this is through a reversal – 
the character presents a convincing counter-argument, and rolls 
three successes or more over what the character with the Initiative 
scored. This means he has turned the debate around in his favor 
and now holds the Initiative. The argument is lost once ‘wounds’ 
are received equal to or greater than a character’s Appeal score.

Another way to take the Initiative during an argument is to reveal 
a tactically important secret about your opponent. This always 
puts him on the defensive, and you can follow up with your 
own points quickly while he struggles to recover his composure. 
All you need to do is to roleplay revealing this secret as part of 
your contested roll. The secret grants a situational modifier of at 
least +2 to the next roll after it is revealed. Obviously, the secret 
in question has to matter in the context of the debate. This 
opportunity won’t present itself very often, however, because 
while secrets are powerful, they are also rare.

Feel free to mix up social Skills more than just rolling Etiquette 
over and over again as well. It is always interesting to try a different 
strategy, especially if being polite and following the rules doesn’t 
always work out for you.

director versus Player 
Remember that this isn’t a competition between the Director 
and any of the players. The Director has a lot of power – he 
knows what is going on behind the scenes, knows how many 
dice the NPCs have and what their Skills are, and so on. The 
object is to advance the story. Roleplaying is not a black and 
white ‘win/lose’ situation. Always keep in mind that everyone 
is working together to make a better story. 

SEDUCTION
Seduction is a sexy subset of persuasion, so it deserves its own 
category. Seduction does not have to be about actual sex – it 
can just be a way to get what you want, to ‘vamp’ someone you 
have no intention of going anywhere with. It can also be more 
innocent – you have genuine feelings for someone and you want 
to attract them and get their interest.

Seduction begins with a first impression and some method for 
breaking the ice. Normally, Appeal works as a stand-in for a first 
impression – high Appeal makes it easy to get someone’s attention, 
at least for a moment. If the seducer has higher Appeal than her 
quarry, then she can skip this step and automatically begins with 
the Initiative. If the two have equal Appeal, then who has the 
Initiative depends on how breaking the ice goes and the judgment 
of the Director (like in a debate, a contested roll works well).

Breaking the ice is usually an Etiquette roll since you still have to 
observe social dos and don’ts as the seduction begins. If the player 
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narrates or roleplays a good opening line or joke, the character 
should receive 1 or 2 bonus dice. Failure here means that you 
don’t get an opening and will probably have to move on.

Following is the Enticement roll from the seducer. Her target 
can resist in three different ways, depending on how he wants 
to respond. The first is to make his own Enticement roll – this 
will speed things up and is almost guaranteed to be successful 
– but it might determine who is in control. The vamp might 
end up falling for her target, which creates an interesting twist 
on the story. The second method is to use Etiquette in order to 
postpone the seduction or stall it out entirely. Using Etiquette, it 
is possible for the target to avoid directly noticing the seducer’s 
interest, diverting the conversation. Of course, if this is roleplayed 
or narrated well, bonus dice should follow. The third method is 
to make a Discipline roll. This is flat out resistance, an attempt to 
shoot down the seducer and end the attempt by showing no 
interest whatsoever.

What’s the safety Word? 
This is a good opportunity to remind you to talk as a group 
about what you want your boundaries to be regarding subject 
matter. A seduction scene (and any scene that might follow) 
can easily go beyond what someone at the table is comfortable 
with, and it’s a lot better to know ahead of time. The object 
is to have fun and certain subjects may be uncomfortable  
(or sadly, painful) rather than fun.

“You don’t need drugs to get attention, you don’t need surgery. 
Nothing is as seductive as a sky-limo and an unlimited 
corporate credit account.”

COMMAND
During any sort of a fight, morale is important. It isn’t appropriate 
to roll dice for every command issued, but there are times when 
people may be considering running away or are cowering in fear, 
and they need an example of leadership to get them focused on 
fighting again.

There are situations in combat where a character needs to make 
a Courage roll to continue; a Skilled commander can assist with 
these rolls. The first method is to call upon their training and 
conditioning to respond to your orders. This requires an Etiquette 
roll, and if you score three or more successes, then everyone 
who heard you gets +2 dice on their next Courage, Discipline 
or Tolerance roll when obeying orders in situations like the ones 
described above.

It is also possible to just browbeat and threaten a single person 
under your command; that requires an Intimidation roll. If you 
are successful, then the one person who is the target of your 
verbal barrage gets +4 dice to their next roll to follow orders, but 
after that you are unable to use any other means of motivation 
with that person until the current combat is concluded.

LYING
Characters are often faced with situations where lying is 
convenient or necessary. To tell less than the truth, you use the 
Subtlety Skill. Your Subtlety roll is resisted either by your victim’s 
own Subtlety, representing their own skill at lying, or via Detection 

– some people even have voice-analysis software built into their 
Nodes which tip them off when someone is lying to them.

Over time, lies become more difficult to tell. Every time you tell 
a follow-up lie to someone you’ve already deceived, or tried to 
deceive, you take a cumulative -1 die penalty. It gradually becomes 
more and more difficult to keep up with your own deceptions, 
and the more you try to maintain them long-term, the more 
chances you get to mess up. You are exempt from this rule when 
you have spent significant time developing your lie (such as a spy 
with a fake identification). What counts as “significant time” is 
up to the Director. The cumulative penalty applies to fast-talking 
and bluffing.

SOCIAL CONFLICTS BETWEEN PLAYER-CHARACTERS
Every group will handle conflicts between player-characters 
differently. Some groups have the rule that no PC can use Skills 
against another PC. If you want to convince the PC, you as the 
player must convince the other player. This helps avoid frustrating 
situations where one PC compels other PCs to do what he wants. 
On the other hand, if you don’t use the dice to resolve a conflict, 
then you risk a real conflict between players.

Generally speaking, PCs shouldn’t be forcing other PCs to do 
things that aren’t in their best interest in the first place. Parsec 
isn’t a player-versus-player game – it’s built around collaboration 
with the inherent assumption that any conflicts which come 
up add to the game, are fun, and move the story forward in an 
interesting way.

If, as a Director, you see a player conflict getting out of hand for 
any reason, you have every right to call a break, take the players 
aside and talk to them, and then when everyone is back at the 
table, just say “Let’s try a different way of handling this.” You’re all 
friends, right? No reason to risk that over a game.

4.6 iNFormatioN coNFlict 
Information conflict is about learning secrets. Even though 
information conflict is handled on its own, it overlaps with the 
other forms of conflict discussed - at any point, it can escalate 
into a physical conflict, and information conflict will often involve 
social interaction of some sort. What sets information conflict 
apart is what is at a stake – a secret important to the story.

obey the dice. 
If the PCs nail the roll, tell them the secret information and 
move on. It isn’t any fun to spend time not figuring things 
out. Remember this is also a time to use one PCs secret and 
connect it to the information they are seeking – either a secret 
they are hiding or a secret they aren’t aware of

When an information conflict comes up in game, it should be 
obvious so that the players realize something important is going 
on. There’s no reason for players to miss a chance at learning 
something crucial to the story because they never realized the 
situation was important in the first place. Of course, just because 
they know it’s going on doesn’t mean they should ‘win’ or learn 
the secret.
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There should always be consequences for losing an information 
conflict. Showing too much interest in a particular piece of 
hidden information can draw the wrong kind of attention – 
otherwise everyone would try to find these things out.

Information conflicts can be the longest-lasting types of conflicts in 
a game, but are also less specifically defined. It takes a lot longer for 
a spy to do her job than for a sniper to do his, for example. A good 
way to handle this is to break up important information conflicts 
into stages – suggested ways of doing this are listed below.

SPYING
Spies are the classic sexy, dangerous protagonists, the suave 
operatives who are as smooth as they are lethal, masters of disguise 
and of deception. Spying is about getting access without ever being 
seen. This is achievable in a variety of ways, but here is a system that 
breaks a spy’s mission into three stages.

IMMERSION
This phase is where a spy develops his cover, the identity or 
identities which they will use to gain access to restricted people 
or places. This may involve traditional disguise, forging identities, 
hacking security systems and so on. The most important thing 
about immersion is the research that goes into it. A master of 
deception without the proper electronic clearance or falsified 
background documents is caught easily in a world governed by 
technology. You need to know what security procedures must be 
overcome, who you need to deceive, and then build a network 
of people and resources necessary to do these things. 

Depending on how interesting and detailed the cover is that 
the players come up with, the Director can assign a dice-pool 
of up to 10 dice to the players, collectively or individually. These 
dice are cover dice and can be added to any dice-roll during a 
misson to represent the work that went into developing the 
spy’s persona. Cover dice can also be rolled after a Skill roll has 
already been made, with the player narrating how some aspect 
of the work that went into developing their cover is brought into 
the situation to give them another edge. This means you can see 
how a roll goes and then roll more after seeing the initial results! 
Cover dice are just another example of preparation dice mentioned 
previously.

DEvELOPMENT
After immersion comes development. This is the phase where the 
spy has acquired access to an asset through their cover and begins 
exploiting and using his new-found position to his advantage. 
The asset could be a particular database or decryption program, 
but most of the time, spies are sent after particular people, which 
means that a personal relationship is involved. This involves 
careful manipulation – not so fast as to arouse suspicion, but 
fast enough to be useful. The asset is usually unaware that they 
are being exploited, though sometimes that isn’t the case, and 
the target cooperates willingly with the spying character, perhaps 
convinced with a good persuasion or seduction roll.

It is possible that during this phase of the spy mission a genuine 
relationship is built up between the spy and his target. In 
this situation, it is perfectly justifiable for the player to buy a 
relationship Trait between himself and the other character. 

Similarly, sometimes a spy needs to ruthlessly exploit an asset, 
putting them in danger to make sure the ultimate goal is 
obtained. In these situations, if things go poorly for the asset and 
the spy knows about it, it might be appropriate to take a new 
Scar because of the experience. In the meantime, of course, the 
spy can always use the relationship for dice.

It is the job of the Director and the players to break this stage 
down into discrete dice-rolls and narrated scenes. This is 
important if only one or two players in a group are spies - the 
rest of the players need something to do during these scenes, so 
the Director needs to make sure they do not drag on. Remember 
– information conflict is about the secret that is at stake. Spying, 
lying and being smooth are just means to that end.

ExTRACTION
This is the final phase. You’ve forged, deceived, and manipulated 
your way to get what you need and now it’s time to get out 
quietly and unnoticed – or you failed and you have to get out 
fast before someone kills you! Before you even infiltrate, you 
should plan an ‘exit strategy’ from the situation you’re getting 
into. Sometimes other operatives are available to help, but spying 
is a lonely business and most often you will be left to your own 
resources. Remember, your patron requires plausible deniability. 
This situation is a great opportunity to burn whatever cover 
dice you have left as well as you make your escape – sometimes 
burning bridges and putting others in the way of your enemies is 
part of getting out alive.

“We are only known by our failures, never our successes.” 
–ancient clandestine motto

Sample Espionage: Your Cover is Blown!

Raji has just blown his cover and he knows it. The manager’s 
face when he left the meeting said it all (he knows this is as 
the result of a contested Subtlety roll that Raji won). He was 
probably headed down the hall to a security station, after 
which the silent alarm would start.

Moving quickly, Raji returns to his suite in the arcology and 
begins stuffing things into his bag. He grabs his weapons and 
two Nodes from hiding places, lightly obscuring them with some 
wadded clothes. The bag’s webbing was designed to confuse 
scanners - hopefully it’ll work this time. The Director has Raji’s 
player make a roll with his Stealth skill, imposing a -2 situational 
penalty for the hurried job which cancels out the bag’s special 
property (designed to add 2 to Stealth rolls for smuggle objects 
past scanners). Raji rolls 4d@4 but only rolls 1 success – not a 
great job, but he can’t pause to do it better. Raji has 8 cover dice 
saved up, but decides to save them for later when a clear threat 
presents itself.

Next, he needs to upload a virus that will destroy most of the 
traces of his activity on the arcology’s intranet. He rolls his 
Programming skill, but the virus gives him a +2 bonus, which is 
good because his Programming is just 5d@5. He rolls 4 successes 
on 7 dice, making up for the poor Stealth roll, and the virus is up 
and running.
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As he opens the door, he notices a security officer coming 
warily down the hall. The guard’s putting a receiver back on 
his shoulder and eyeing Raji suspiciously. He holds up a hand 
to stop Raji as he exits the suite, careful to keep his hands from 
shaking with adrenaline. The security officer wants to delay Raji 
until help can arrive (the Director and Raji’s player can roleplay 
this exchange out if they wish, or the Director and player can 
just declare what their intent is). Raji is going to fast-talk him, 
soothing and disengaging at the same time. This sounds like 
Subtlety, resisted by the officer’s Discipline. The Director says 
that the officer gets a +4 situational modifier to his roll because 
he has good reason to be suspicious of the sudden exit and no 
reason to trust Raji.

Raji decides its time to use some cover dice. He rolls his Subtlety 
(as a spy, it’s his best skill) 6d@3, and adds 3 dice to the roll. 
He gets 6 successes. The officer rolls his Discipline, 6d@4, plus 4 
dice, for 4 successes. Raji is able to talk his way past him, and 
his player narrates how he ties his cover as a bland business 
analyst brought in as a consultant by the corporation to his need 
to leave quickly.

The Director decides that the last significant challenge is getting 
past the outermost security. They will scrutinize everyone 
thoroughly because of the silent alarm.

Raji queues up and thinks about his plan, surreptitiously 
watching other security personnel move above him on the 
arcology’s catwalks, presumably looking for him. This calls for 
another Stealth roll, though with no penalty this time for rushing, 
but without a bonus from the special bag. Raji decides to burn 2 
additional cover dice, engaging with another person in the line in 
an innocuous conversation so he blends in better. (Raji’s player 
says that an acquaintance is in line nearby and the Director 
goes with it as a justification for the cover dice use.) He still only 
gets 2 successes, and as he gets to the front of the line, he hears 
hurrying feet behind him – someone has seen him. He was going 
to try to be subtle, but now has to make a break for it. He can’t 
be captured!

He’s going to use Evasion to slip past the guards as they look at 
the other security personnel rushing forward and try to make 
sense of what is going on. He is going to blow the rest of his cover 
dice – this will be ‘do or die’. He rolls his Evasion, 4d@4 plus the 
last 3 cover dice (laughing, the player describes shoving his friend 
into the guards to distract them) for 3 successes. The Director 
rolls for the surprised guards, giving them a -2 because of the 
sudden move but negating that with a +2 because a couple of 
them are already close enough to lunge for Raji. He rolls their 
Grapple skill, 5d@4, to avoid the shoved bystander, but rolls only 
1 success! 

Raji bursts out of the arcology’s panoramic entrance and into 
the bustling crowd outside. There are a half dozen guards behind 
him, and if he doesn’t come up with a bright idea soon, he’s going 
down hard. Pity he has no dice left…

HACKING
Most people can’t hack – they don’t have the custom software, 
the experience, or the willingness to break the law. Indeed, few 

programmers are hackers – the vast majority of programmers do 
not commit any major crimes, because if they are caught, they 
will never be hired in their industry again. Most hackers in Parsec 
are reckless, anarchistic, or just don’t care – maybe they already 
lost their cushy corporate job and now intend to steal the money 
they no longer get in a paycheck. There can be big money in this 
sort of thing.

In the Parsec setting, computers are everywhere. Almost 
everything and everyone has some sort of embedded 
microprocessor. Everything is connected wirelessly to multiple 
networks simultaneously, and all of those connections are 
potentially monitored by corporate or governmental interests. 
With all that free information flying around, you are almost 
guaranteed that someone is watching and listening. This lack of 
information privacy makes encryption fundamental for society 
continuing to function – and that’s where hackers come in.

There are multiple ways to gain access to a particular system. 
The easiest, obviously, is to have legitimate access. This will 
be determined by your character’s background, work, and 
relationships. If a player can suitably justify having access to 
information, then he has it.

A further method is to steal the identity of someone who 
has legitimate access. This can be accomplished with Larceny 
or perhaps with simple persuasion, convincing someone via 
Intimidation or Subtlety to give you their access.

A hacker can also access information by exploiting a weakness in 
a computer network or program. This takes several steps. First, 
using Analysis, you look for a weakness you are able to exploit. 
Next, you need to use Programming to create a program to 
exploit the weakness. In this case, the conflict is resolved against 
whoever created the security software you are cracking – but 
though they’re not aware of what you’re trying to do (yet) it is 
their skill and preparation that you are fighting against. Once 
you have access, if the system is one you’re not already familiar 
with, you need another Analysis roll to find exactly what you’re 
seeking.

Once you have the information you need (probably still 
encrypted) you need to exit, making sure you haven’t left any 
traces or record of your illicit activity. This is a crucial step if you 
don’t want to go to prison or have a hit taken out on you—
corporations and governments do not take kindly to computer 
break-ins and play hard ball with hackers they catch. Getting 
out is accomplished using Larceny again, digitally burning your 
way out of the system, frying the connection, or you can use 
Programming if you pre-prepared software to cover your tracks. 
Again, you will need to resolve a conflict against the security 
system programmer’s skill.

If you aren’t as successful in this hacking as you’d like, there are 
a lot of consequences that might be headed your way. Most 
security systems log information about your system and notify 
whatever authorities are appropriate. In more extreme cases, 
there is latent software that will forcibly execute commands on 
your system, causing it to cycle endlessly until it overheats and 
self-destructs. 
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Sample Hack: Ruining Someone’s Life 
Like every boarding school student before her, Lydia has a secret 
desire to humiliate the school’s administration that made her life 
so difficult and dull. Unlike most of her predecessors, however, 
Lydia is a brilliant computer programmer, owning a serious 
system her parents got her “for school”. She isn’t brave enough to 
snatch identification from an unwary official (using Larceny), so 
she needs to do this the hard way.

She sits down in the computer lab (the connection speed is 
slightly better here) and sets to work. First, she needs to find 
weaknesses in the school’s internal system. She rolls her Analysis, 
7d@4, against the system’s security, which the Director decides 
is 5d@4 (it’s a school, after all, not a military installation). She 
scores an overpowering 7 successes compared to 3 for the 
security. She’s found the way in and now starts developing 
code to insert and wreak havoc. (The Director could have just 
determined that she needed to beat 3 successes to get past the 
security, assuming any off-the-shelf security software would be 
at least that difficult to hack…)

She wants to find out something really devastating about the 
executive associate vice-principal for non-graduating student 
affairs (EAVPNGSA), so that she can disseminate it across all of 
Mars. She locates a private correspondence that may do nicely, 
one between the Principal and a WLN law-enforcement agency 
on an encrypted connection. She has to break the encryption 
to find out exactly what it says, however, and this is what her 
system does best. She rolls her Programming of 7d@4, applying 
code-breaking software she’s taken and modified herself, and 
adds 2 dice from her system. The Director decides that the code 
is pretty dense, developed by a quality firm with regular updates, 
so the Director rolls 6d@3 to resist the program. Lydia rolls 5 
successes, while the Director scores only a single success.

The information unfolds in front of her effortlessly; her program 
is perfect. She learns that the EAVPNGSA actually served time 
on Luna for indiscretions involving minors (!), but remains on 
parole for the offense and that the Luna police don’t know he is 
working at a boarding school! It looked like strings were pulled 
somewhere to keep that information out of the hands of the 
school’s hiring commission. What luck!

Lydia now needs to retreat without leaving any tracks. She rolls 
her Larceny, since she is inexperienced and hasn’t developed 
specific software for a careful exit. Rolling 7d@6 (she’s new to 
crime no matter how high her ambitions might be) she still gets 
3 successes – which someone will have to exceed if they try to 
track down who cracked the system. 

For now, she has enough information to likely ruin the 
EAVPNGSA’s career and reputation. She isn’t thinking about that 
now, though – all she feels is the excitement of the sudden power 
that learning this secret gives her.

INTERROGATION
In the case of interrogation, someone else knows the secret 
you seek and the only way to learn it is to get it from them. 
Interrogation is a specific example of social conflict that is likely 
to come up in a game where information is key.

The main thing to take into account during interrogation is who 
it is you are interrogating. Techniques need to be developed 
individually for each subject. It is important to remember that 
immediate threats of violence and torture almost never work – 
the person simply tells you whatever they think you want to hear 
to make them safe.

The first stage in most interrogations is research. You need to 
know as much as possible about who you’re dealing with. This 
may involve talking to known associates (or shaking them down), 
doing background checks, rooting through personal information 
and so on. Through this research, it is possible to uncover the 
Passions of your target, giving you much more leverage over 
them than you normally would. You get +2 dice (for a single roll 
or more if the Director allows) if you correctly determine their 
Passion and can bring it up somehow during the interrogation. 
Based on what you find out, the Director gives you a dice-pool, 
from 1 to 10 dice, representing what you know about this person 
and what you can bring to bear to pressure them. When you 
bring up something your research uncovered during the course 
of the interrogation, you can roll any number of these dice along 
with your normal Skill roll. Once rolled, however, the dice are 
gone, so use them wisely. These dice are called your pressure dice, 
because they help you put pressure on the target.

The second stage of interrogation is the push. When it comes 
down to it, you are in a room with your target and you put 
pressure on them until they decide to tell you what they know. 
This push can be overt, or it can be subtle, and the Director 
should reward subtlety much more than force. Enticement, 
Intimidation and Subtlety can all be used at this stage, normally 
resisted by either Discipline (to keep quiet) or Subtlety (to 
mislead the interrogator) or even Etiquette (to limit the 
interrogator’s behavior to what is polite). Anyone can shout and 
stick a gun in someone’s face, and the most likely result of that 
kind of treatment is lies and half-truths.
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SOCIAL AND INFORMATION CONFLICT TABLE

Type of Conflict Skills Used Preparation Dice If You Win If You Lose Take the Initiative!

Debate

Quick resolution with
contested Etiquette; 
Enticement to lure, 
Intimidation to brow-
beat, Subtlety to evade 
and confuse

Research into
the topic
before-hand

You sway the 
majority of the 
audience, if not 
your opponent, to 
your position

Your opponent 
wins the audience 
over

Play on your 
opponent’s 
Passions, reveal a 
secret

Seduction

Compare Appeal to 
determine Initiative; 
Etiquette to break the 
ice, Enticement versus 
Enticement, Etiquette or 
Discipline

Director can grant 
dice for a creative 
way of breaking 
the ice; relationship 
dice could be 
involved

You are the focus 
of the desires of 
your target

Your target either 
rebuffs you or turns 
the tables, making 
you want them

If you double 
the seducer’s 
successes in a 
contested roll, you 
take the Initiative

Command

Etiquette or Intimidation: 
3 or more successes on 
Etiquette grant +2 dice 
to subordinates’ next 
Courage, Discipline or 
Tolerance roll; 3 or more 
successes on Intimidation 
grant +4 dice to 
subordinates’ next roll, 
but your threats break 
down their trust, and this 
won’t work twice

No time for 
preparation except 
at Director’s 
discretion

Those following 
your lead get the 
extra dice to their 
next Courage, 
Discipline or 
Tolerance roll

Zero successes 
should impose a 
-1 die penalty to 
Courage, Discipline 
and Tolerance rolls 
for the remainder 
of the combat - 
your followers have 
temporarily lost 
faith in you

NA

Lying

Subtlety versus Subtlety 
or Detection when 
appropriate

Developing a 
convincing lie 
ahead of time with 
Research or Social 
Networking for 
example could grant 
preparation dice to 
a lie or series of lies

You are treated as 
truthful

You are exposed, 
and are at -1 die to 
lie again in the near 
future to the same 
person or group

NA

Spying

Immersion: Larceny, 
Programming, Research, 
Social Networking; 
Development: 
Enticement, Subtlety; 
Extraction: Evasion, 
Larceny, Subtlety

Good work in the 
immersion phase 
may garner the spy
up to 10 “cover 
dice” at the 
Director’s 
discretion

You learn an 
important secret 
and may have 
developed an asset 
who can provide 
more information

Captured spies 
might be traded for 
other prisoners on 
the other side, but 
are rarely treated 
well

If it comes to it, 
you may need to 
use that secret 
your learned - 
or throw your 
new asset to the 
wolves

Hacking

Larceny, Stealth or 
Subtlety to get access; 
Analysis once you are in; 
Programming to develop 
your code; Programming 
to get out smoothly or 
Larceny to just fry the 
machine

A clever method 
of gaining access 
could garner 
preparation 
dice, as could a 
very successful 
Programming roll 
to create your hack

You get the 
information you 
were after - often a 
secret

Hacking is like 
piracy - one side 
will either reward 
you or pretend 
you don’t exist; the 
other side will try 
to shut you down

NA

Interrogation

Research, Social 
Networking to get 
background on your 
subject; Enticement, 
Intimidation or Subtlety 
versus Discipline, 
Etiquette or Subtlety to 
get the subject to talk

Depending on 
what you find out 
about your subject 
beforehand, the 
Director may grant 
“pressure dice” to 
spend during the 
interrogation

The subject tells 
you what you want 
to know

You are convinced 
the subject won’t 
talk, or doesn’t 
know what you 
want to know

An interrogator 
always starts with 
the initiative, and 
it is very difficult 
to take it from 
them
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4.7 aDVaNcemeNt
In Parsec, advancement takes place through accomplishing goals, 
facing obstacles, learning secrets, having your secrets revealed, 
and by acquiring new Scars – these all count for advancement 
because they drive the story forward. In most cases, these awards 
are group awards given to all the players at once. This section 
discusses how advancement takes place.

Ideally, there should be an opportunity for all player-characters to 
improve after every session. The players can also choose to save 
their advancements for a larger future improvement for their 
characters.

Character development requires some downtime. Advancement 
always takes place during a pause in the action, when the characters 
have time to rest and reflect on what they’ve accomplished, to 
practice new Skills and so on. This should happen at least every 
few sessions.

GOALS
A goal is a significant, attainable accomplishment that the players 
want their characters to achieve. It needs to be well defined and 
must encompass multiple challenges. A good goal will affect the 
setting and the story – it will result in changes that the players 
will see and feel as the game progresses. Hold nothing back.

“I want to thank my mom and dad for everything. I’m
so happy right now. They always told me ‘Write down
your goals. That’s how they become more than dreams.
And now, here I am, MVP of the System Champion
Silva Energy Multi-Man Fighters! WOOOOOOO!”
–Robey Gallion, interview after Silvan defeated Lunarinc 28-6

Goals can be defined or can develop during play. Ideas of what 
might be good goals should be presented at character creation so 
that everyone knows where the game is initially heading. Goals will 
also arise naturally as characters interact with the setting and NPCs.

After the first session or two, there should be at least one goal 
that is agreed upon by the players and the Director, with other 
possibilities on the horizon. Aside from the first and maybe the 
second sessions of play, there should never be a session of play 
during which the player-characters have no overarching goals.

It is up to the players (including the Director) to determine if 
reaching a goal is worthy of advancement. It should be more than 
simply overcoming an obstacle. 

Achieving a goal is a big event for all of the player-characters 
involved. When characters achieve a goal, they receive 3 Steps to 
use to advance aspects of their character.

Example Goal from “Stealing the Drake”

In one of the playtest scenarios, “Stealing the Drake”, the goal of 
the player-characters was to hijack the Drake, an aging Baeder 
Drive they hoped wouldn’t be as well-defended as newer models. 
In order to achieve their goal, they needed to get on board the 
Drake, subdue the crew somehow, and then take control of the 
Drive itself. This sounded tough enough to serve as a goal, and it 
was easy to break this down into three dinstinct obstacles.

OBSTACLES
PCs should face at least one obstacle in every session. obstacles 
come in many forms, but, combined with goals, these are what 
make stories compelling. Remember that facing the obstacle is 
all that matters – overcoming it isn’t necessarily important. 
Characters still learn and develop even when they fail. When 
they do fail, however, the obstacle should change somehow. The 
object isn’t to have player-characters banging their collective 
heads against a wall, but to have them adapt and change to 
achieve the same goal. You do not get advancement for facing the 
same obstacle in the same way twice.

An obstacle has three main parts – risk, conflict and consequences.

For an obstacle to count, it requires significant risk. If characters 
breeze through something, it doesn’t count as an obstacle. An 
obstacle must also involve some kind of conflict, though it 
doesn’t have to be physical. It can be of any type mentioned 
previously. There also must be consequences for failure and 
reward for success. These consequences are determined by the 
Director, though players can offer input on these things.

Finally, we need to note that for an obstacle to count in Parsec 
there has to be some part for every PC to play. If it leaves any player 
character uninvolved, it does not count as an obstacle. When the 
PCs face a significant obstacle, all of the PCs advance 1 Step.

Example Obstacles from “Stealing the Drake”

In that same scenario, we decided there were three distinct 
obstacles. The first was getting onto the Drake in the first place, 
since only security was allowed on board. One playtest group 
hacked the security system and cut their way in from the 
outside while another feigned a medical emergency and talked 
their way in. Both were challenging, and both were ultimately 
successful.

The second obstacle was to subdue the crew and security 
forces on the Drake. This took up the majority of the time, and 
wasn’t always successful. Various methods and combinations 
of methods were tried, ranging from venting all of the air out of 
the inhabited quarters while the PCs wore vacc-suits to going in 
guns blazing (which is usually a terrible idea on a spaceship!)

The third obstacle was seizing control of the ship. If the group 
didn’t have a hacker handy, this one failed except for one 
case; that time, a PC was able to negotiate with the surviving 
crew and security personnel for computer access. In another 
session, they captured the captain and threatened her until she 
complied and powered up the ship – though of course she took 
them directly to the closest security outpost and demanded 
their surrender….

SECRETS

Learning a secret and having a secret revealed are opposite 
experiences, but they are on a similar level in terms of the 
advancement rules. Having a secret revealed may result in a Scar 
– it’s a secret for a reason, after all. When it does, the system is the 
same as it always is for Scars. It might also be built into a goal or 
an obstacle, and thus fall under that category. 
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Parsec is a game that is driven by information – who has it, 
whether it is true, who wants it, what it is worth and so on. 
Information is the same as power when in a setting dominated 
by technological advancement and rabid competition. As 
mentioned above, the way that the Director reveals information 
and the way that players seek it out should always further the 
story. Information is a tool for telling the story, a tool for pacing 
the game and controlling tension and drama based on how and 
when a secret is revealed.

When any character learns a significant secret, all of the characters 
advance 1 Step. That’s right – if anyone learns something interesting, 
everyone benefits. This is to encourage working together as a 
group rather than going off individually and keeping the best 
stuff for yourself! In most cases, this will be a logical progression 
of the storyline, but it is written into the rules so that secrets are 
always a big part of the game. Also, if a player-character learns a 
secret but doesn’t tell the other PCs, no one advances, period. If 
you’re going to keep secrets from the other player-characters, it’ll 
have to be its own reward.

Each player-character should have at least one secret of his own. 
When this secret is revealed in a dramatic way, the whole group 
advances one step (again, the object is to further the story). 
In order to keep advancing, you need to keep pushing and 
improvising and moving forward, digging for new information 
and figuring out how to use it. This system also encourages 
the players to work together to set up a big revelation for 
one of the characters. If revealing a secret is anticlimactic – if 
everyone just goes through it like reciting a laundry-list so they 
can advance their characters, the Director should not award 
any steps toward advancement. You have to put in more effort 
than that.

Example Secrets from “Stealing the Drake”
In a one-shot scenario, the secrets each character has can be very 
interesting. In one case, a PC was a double agent who was along to 
help the other PCs seize the Drake and then betray them, turning 
the Drive over to his superiors. In another, the pilot had a bitter 
rival who was also docked at the Drake and became involved 
when he learned his nemesis was also docked to the Drive. For a 
longer running game, the secrets should relate more to character 
development rather than doublecrossing each other. The most 
important thing is—always have fun with the game!

take a hint
When players write up goals, obstacles and secrets for their 
characters they are telling each other and the director what 
they want to happen in the game. This is a gift – use it well. Fit 
these things together intentionally so that it won’t be a random 
assortment of story elements without any thread stringing 
them together. Prime the pump for dramatic moments later 
and enjoy the anticipation. These are the player’s priorities for 
the game, but the Director should have a hand in defining the 
specifics so that they make a story rather than a mess.

ADvANCEMENT STEP BY STEP
Advancing anything in Parsec costs a particular number of Steps 
– bigger changes and improvements cost more Steps. Steps are 
just a form of currency that players earn by playing the game 

which they can spend on improving their characters (other role-
playing games will use terms like ‘character points’ or ‘experience’ 
for this).

These advancements should always make sense in terms of what 
has happened during the game so far. You don’t improve Skills or 
Attributes you haven’t used, or earn new Traits that don’t make 
any sense in the context of the game. The Director has the right 
to disallow an advancement choice if he feels it is inappropriate 
to events in the game though he should always take input from 
the players on what they feel is appropriate.

Particular costs for advancing Attributes and Skills and buying new 
Traits are listed on the table that follows.

NEW SCARS
Advancement through Scars is the simplest, and is described 
again here for the sake of thoroughness. Every time you get a 
new Scar, you advance in one of the categories of your Resilience 
– Courage, Discipline or Tolerance. You also receive a specific 
penalty associated with the Scar. Scars are the only way to 
advance your Resilience abilities in Parsec, and always function 
the same way.

“You see me now a veteran of a thousand psychic wars / I’ve 
been living on the edge so long / Where the winds of limbo roar 
‘ And I’m young enough to look at / And far too old to see / All 
the scars are on the inside / I’m not sure if there’s anything left 
of me” 
–antique music lyrics by The Blood Oyster Cult (rights being 
adjudicated in WLN Earth Trade Intellectual Property Court)

To earn a Scar, something terrible needs to happen to you. Not every 
injury, physical or psychological, causes a Scar. A Scar is an intense 
experience that marks the character forever. When something 
terrible happens to a character, the player and the Director should 
discuss whether the recent event qualifies as a Scar.

Of course, it is always possible to go through any number of 
things and not gain a Scar. The fact is, though, that if you never 
take Scars, you will not be able to deal with the kinds of threats 
that you will often face as a character in Parsec.

FINAL NOTE ON ADvANCEMENT
How a group defines goals, obstacles, secrets and Scars will help 
determine the pace of a given game, how quickly characters 
advance and improve. A loose definition leads to a fast-paced game 
where advancement happens quickly – at the expense of realism. 
More verisimilitude will mean that advancement is slower and the 
thresholds for calling something a goal or obstacle are higher. 

For advancement to be possible after each session, a pace of 
about 2-3 Steps per session should be the norm. Periodic goals, 
which are each worth 3 Steps, will balance out sessions where 
perhaps only a single obstacle is faced.
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ADvANCEMENT AWARDS

Goals:
When a goal is accomplished, all player-
characters advance 3 Steps

Obstacles:
When a significant obstacle is overcome, 
each player-character advances 1 Step

Secrets:
When a player-character learns a secret, or 
when one of their secrets is revealed, each 
player-character advances 1 step

Scars:
Players choose when their character receives 
a Scar

ADvANCEMENT COSTS
Advancements taken are not cumulative. So, for example, a new 
Skill advanced to basic would cost 2 Steps. Advancing the same 
Skill to intermediate would require 3 Steps, not 1. Advanced will 
cost 6 more Steps, and so on.

Obviously, high levels of skill will be very expensive; this is 
intentional. If you think about it, the cheapest way to get 
the most dice is to take a major relationship, and this is also 
intentional, because relationships give the players a chance to 
introduce new NPCs with all the twists and complications that 
entails. Also, calling upon relationships requires roleplaying, and 
that’s more interesting than merely declaring that you’re going to 
roll some dice.

Note: It should be easy to advance low Skills and Attributes, but 
as your character becomes more accomplished, advancement 
will slow down significantly. This is meant for relative realism. 
Characters don’t need to begin a story with the same overall 
capacities, but those who are weaker at the beginning tend 
to strengthen quickly as they face challenges and overcome 
adversity. 

ADvANCEMENT COSTS

Attribute:
A number of Steps equal to the level of the 
current Attribute

Skill:
2 Steps for basic, 3 for intermediate, 6 for 
advanced and 10 for master

Traits:
3 Steps per level of the Trait bonus (+1 die 
for most Traits, +2 for equipment Traits)

Relationship:
3 Steps for a minor relationship, 5 to advance 
it to a major relationship

Status:
A number of Steps equal to twice your 
current Status
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5.1 tHe First sessioN 
Here’s a breakdown of how to handle the first session of a Parsec 
game. This will be similar whether this is the first of many sessions 
in a long campaign, the first of a few in a short run, or the start 
of a one-shot game.

BEFORE YOU BEGIN
Parsec is best played if you have at least 3 players and at most 
7 or 8, one of whom will need to be the Director. The Director 
should be someone familiar with the rules, designing obstacles, 
and portraying multiple non-player-characters over the course 
of the game. 6 or 7 players is probably the most that a Director 
will want to handle or that players in the group will want – more 
than that and the game slows down significantly and each player 
gets less time in the spotlight.

Once you’ve decided who will be the Director, you need to make 
sure you have loads of 6-sided dice. It’s possible to get by with 
just a few, but you’ll end up handing them around the table a lot, 
so ideally you want each player to have 8-10 dice.

THE FIRST TIME YOU SIT DOWN
A game of Parsec begins with some pens or pencils and some 
paper. Before you start creating characters, you should talk to 
each other about the kind of game you want and the kind of 
story you want to tell. There are some big decisions to be made 
about the setting – there is a setting provided that you are 
welcome to use, and as more players make their own additions, 
those will be integrated into the official setting.

Once you’ve figured out some details for your setting, you will 
probably start thinking of specific things you want to see in 
the game, NPCs who come to mind, and an overall storyline 
to connect everything. You should note down the names of 
corporations that will come into play early, as well as other groups 
that will have an effect on the player character’s lives, or who are 
influential in the area where you think you’ll be starting.

It’s also good if you write down interesting sounding names for 
other use; sometimes during games, you’ll need a name at random 
for some reason. Having a list of names handy can add extra flavor 

without taking time or forcing the Director to come up with 
something on the fly while his brain’s going in a different direction.

At some point, when you think you have enough setting ideas 
to go on, you can start to talk about the situation – the specific 
events that will begin your story and set your characters on their 
narrative paths. You should also start to get more solid ideas of 
what kinds of characters you want to play.

With these ideas in mind, it is time to turn to character creation. 
Each player sketches out a story for their characters in 5 parts 
– their Birth, Education, Work, Passion and Scars (as described 
in Chapter 3). Then, based on those brief character stories, the 
characters are built. If everyone is familiar with the game, this 
can be done separately, but it helps to do it while the Director 
is present to avoid miscommunication, or situations where two 
players are playing very similar characters and didn’t intend to.

Once your characters are finished to everyone’s satisfaction, the 
next thing you need to do is play out the first scene of your story. 
The first few scenes should introduce the characters somehow 
– not necessarily to each other yet, but to the story. It should 
also contain hints of what might come next, and introduce 
important aspects of the setting and the situation for the game. 
One possibility is giving each player a brief encounter of their 
own before getting to the main story. 

A great way to get ideas for how to do this is to watch the 
opening sequence and first couple of scenes of a movie. Usually, 
these few minutes tell you a great deal about the story – when 
and where it is taking place, who is involved, and what kind of 
story it’ll be (action, horror, spy).

While players can always suggest or ask for scenes, it is ultimately 
up to the Director to frame a given scene – to say where it is 
taking place, and when, and who is involved. Players can have any 
input they want to have, or can ask for a particular scene that 
they want to see, and when this happens, the Director should 
probably reward their enthusiasm, unless it derails things for 
everyone else.

5

5Advice
What follows is some advice on how to run a Parsec game. Experienced gamers will have read or heard most 
of this before, but sometimes it’s good to look at again. It might spark a new idea or a new way of looking at 

something, and you might find helpful suggestions for a problem that keeps coming up while running Parsec or 
other roleplaying games. As always, take what you want and leave the rest.

c H a p t e r  5
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GROUP TEMPLATE
When you create characters for your Parsec game, you need to 
make sure everyone fits together in some way – otherwise, you’ll 
just be telling a bunch of individual, disconnected stories. Not 
only do the character concepts and stories need to fit, but there 
are things you can do using the character creation rules to help 
create and further those bonds. When you figure out how your 
characters fit together, you have what we refer to as the group 
template.

What follows is rudimentary advice for kinds of group templates 
that you may wish to play, especially if you’re not that experienced 
creating characters for a roleplaying game.

Obviously you don’t need to do all of these things, but some of 
them are helpful. There are also suggestions of simple ways you 
can vary the group template or drop it into a different situation, 
in order to spark further ideas.

ESPIONAGE TEAM
Spies are often imagined working alone, and some do, but that 
isn’t interesting for the rest of the players. For this reason, it’s 
more interesting to assume that you have an espionage team 
that works together. Ideally, everyone has important things to do 
during every mission that you take on. This kind of game might 
involve a lot of scene-changes, moving from one situation to the 
next, with each situation having its own spotlight character. For 
example, the spy seduces the young diplomatic attaché while 
the security specialist cracks the private code used in the closed 
security system; meanwhile there is a communications expert 
monitoring communications in the area, a leader who represents 
the group’s employer calling the shots, and an extraction 
specialist finding a well-hidden place to set up his sniper rifle or 
smoke grenades or…you get the idea.

An alternative, though not often used in games, is that each 
character DOES work independently with one linking to the 
next. The security specialist gets in to the facility and past the 
coded lock and turns it over to the spy who dances with the 
victim, slipping away with a DNA sample and getting it to the 
extraction expert who whisks it away to safety. The caution is 

that each individual’s segments have to be short for this to work 
though the technique can be used for just a short bit of a larger 
adventure if desired.

An espionage team works well for a small group of players – 
probably four at the most because it will likely involve a lot of 
sceneswitching while the various PCs work individually toward 
the common goal.

Summary
2-4 players
Key Skills: Analysis, Investigation, Larceny, Stealth, Subtlety 
Genre Examples: James Bond, Mission Impossible, Chuck, The 
Mod Squad, The Stainless Steel Rat

PIRATE OR PRIvATEER CREW
Ship crews are often a collection of specialists, and spaceship 
crews are no different. Though you can work with more, 3-6 
characters work well as a ship’s crew. This will give each crew 
member something to do at critical points of the plot.

It’s pretty easy to get a group of PCs onto the same ship because 
they are all required to spend Traits to get there in the first place! 
The way that the Traits work also means that the character who 
has the most authority on the ship does not have the other little 
advantages Traits provide, which does something to balance the 
situation out (and being the person in authority is not always 
a good thing, especially on a pirate ship being boarded by a 
corporate patrol ship).

This group template works best if the players build distinct 
characters with differing skills. It makes sense for there to be 
a captain or commander, a pilot, a gunner if the story is going 
to involve firefights in space (and we recommend them), a 
communications officer or technician, an engineer, a dedicated 
scientist (if there will be a need for one), and a doctor who will 
often also be trained in dealing with group dynamics and defusing 
conflicts that might arise between crewmembers. (Obviously, 
in a tiny metal ship drifting through the void at thousands of 
kilometers per second, it’s a bad place for a fight to break out or 
for grudges to be held.)

Obviously, these positions can be combined or remixed however 
you wish. You can have a military medic who is also a gunner, a 
commander who is also a trained scientist, or an engineer who 
doubles as communications officer.

Summary
3-6 players
Key Skills: Analysis, Detection, Gunner, Piloting, Programming
Genre Examples: Firefly/Serenity, Pirates of the Caribbean, Lucky 
Starr and the Pirates of the Asteroids, The Gap Series

INSURGENTS
Insurgents and freedom fighters form cells all over Earth, not 
to mention in the Colonies beyond. They are usually loosely 
organized, coming together only for particular missions – if they 
spend too much time together, the authorities have an easier 
time figuring out what they are up to. 
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The composition of a particular cell depends on what they 
are doing to fight the powers that be. They may be recruiters 
founding and training new cells, or they may be demolitions 
experts responsible for blowing up government buildings and 
attracting media attention. An insurgent group will be held 
together by their shared Passion and possibly relationships with 
their patron organization.

Summary
Any number of players
Key Skills: Evasion, Firearms, Survival, Tolerance
Genre Examples: Babylon AD, Three Kings, Inglorious Basterds, 
District 9

INvESTIGATORS 
Investigative games will always focus on secrets – who knows 
them, and what impact they will have if they are revealed. 
This will involve a lot of information conflicts. A group of 
player-characters in an investigation game don’t all need to be 
investigators. You generally want to have player-characters who 
fill other niches, like someone who is connected or organized 
crime, or who provides muscle, or has status and political clout. 
Investigators need allies.

The important thing is to bring together characters with 
diverse skills who are working together to find the truth. These 
characters could be private eyes, law enforcement, muckrakers, 
or political character assassins – why they are after secrets is 
up to you. The player-characters might be private investigators, 
or could work for a particular corporation or for the world 
government. They might be investigating a local tangle of 
betrayals noir-style, or trying to locate a clandestine human 
slave-farm to shut it down for the WLN.

Summary
2-4 players
Key Skills: Analysis, Detection, Larceny, Social Networking
Genre Examples: The Untouchables, Law and Order, CSI, The 
Maltese Falcon, Mulholland Falls

SOLDIERS/SECURITY FORCES
A group of soldiers or security-types will probably all have similar 
builds with each having varying levels in the combat skills – 
Evasion, Firearms, and perhaps Grappling or Striking, as well as a 
high Resilience. Aside from these commonalities, which are often 
taught in basic training, they remain individuals. What led them 
to join a military force? Are they volunteers or conscripted? 

Many organizations in the solar system maintain forces composed 
of a number of small, semi-autonomous units given particular 
tasks – the PCs might be one of these, held together by their 
mission. It is also possible that location holds them together – 
they are the night security detail on a refinery in the Asteroid 
Belt, or the security team on a space transport.

A large part of military life is everything that goes on between 
missions and instances of combat. A common similarity of 
military memoirs over the centuries is the long periods of 
boredom punctuated by the brief seconds of total terror and 
adrenalin.

Summary
3-6 players
Key Skills: Athletics, Courage, Firearms, Striking
Genre Examples: Starship Troopers, Minority Report, Robocop, 
Demolition Man, Saving Private Ryan, Band of Brothers

URBAN TRIBE OR MILITIA
Urban tribes and militias form to protect their own community 
from direct threats. These threats can come from another 
neighboring community trying to expand its territory or an 
outside force trying to demolish the neighborhood to put in a 
support-pylon for a new maglev line. There are no police in the 
Barrens and Wastes, so no one from the outside will come  to 
enforce laws. Instead, relationships between communities are  
ad-hoc, rooted in bartering and constant skirmishes for access to 
the few resources available.

The situation for a tribe or militia is more chaotic than that in a 
military unit. The “chain of command” can change at any time, 
and rather than clear rules for behavior there is a complex tangle 
of competing relationships. A good way to bind PCs together at 
the beginning of a story of this kind may be to have them all take 
similar Passions for a particular religion or philosophy, the same 
views holding their community together – for now at least. Then 
surround them with other tribes and militias with contrary aims 
and philosophies and watch the sparks fly.

Summary
3-6 players
Key Skills: Drive, Intimidation, Repair, Survival
Genre Examples: Road Warrior, The Road, Children of Men, Dawn 
of the Dead, The Book of Eli, The Colony

CORPORATE SUITS
The great corporations that monopolized resources and 
dominated human life for almost 100 years are in a state of 
crisis with the rise of the WLN. Suddenly, they find themselves 
answering to a power outside their own boardrooms, and it is 
throwing them into panic and disarray in many cases. Some look 
for a way to exist in the rising world system while others fight 
to shut down the WLN and maintain the status quo of the old 
neo-feudal system.

For corporate “suits” of all kinds, life is unstable and the prospects 
for rapid promotion are better than ever before (though no one 
thinks about the opposite—that death and failure seem to occur 
much more frequently now as well). Social and information 
conflicts abound as everyone scrambles for position, and there 
is always the occasional physical threat as things escalate toward 
the next conflict.

A game set in the corporate world will be one of slow builds and 
sudden revelations. It will be all about relationships and about 
manipulating those around you while not being manipulated 
yourself. In what is an economic wild west, anything goes. If you 
are still standing (and in good standing) when the dust clears, 
you win. With no social safety-nets anyone can lose everything 
at a moments notice.
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Summary
2-4 players
Key Skills: Culture, Enticement, Etiquette, Social Networking
Genre Examples: Wall Street, American Psycho, John Grisham 
novels, Limitless

SPACE ExPLORERS
Faster-than-light travel has opened up infinite possibilities for 
space exploration (and colonization) on a grand scale. A group 
of space explorers can take a variety of forms depending on what 
it is they are seeking. They will be similar to any kind of ship’s 
crew, but tend to have more scientific knowledge and skills, and 
may not be as well-armed as a privateer crew will be. The crew 
in question will be bound together by their employer, whether it 
is a department of the WLN or of a national government or the 
scientific research arm of a powerful corporation, but beyond 
the bounds of the solar system, do those groups hold any real 
authority? That’s an issue no one is sure of…yet.

Summary
3-6 players
Key Skills: Navigation, Piloting, Science, Zero-G
Genre Examples: Star Trek, Pitch Black, Old Man’s War, 
Rendezvous with Rama , Prometheus

vARIABLE: FISH OUT OF WATER 
An interesting turn is to take one of these group templates and 
put the characters into situations they were not built for. What 
happens when the corporate suits get caught in a firefight? 
How do insurgents deal with acquiring encrypted information 
from within a secure arcology, a task that spies would normally 
do?Sometimes it’s fun to play to character’s strengths, but many 
great sci-fi stories are built around protagonists taken out of their 
comfort zones and put someplace new.

CONFLICT BETWEEN PCS
It’s more interesting, if you want to win social conflicts with 
other PCs, to build a character that is good at social conflicts 
in general, rather than shouting down your friends. At least, we 
think it is. But if you like making things a little more personal, 
there’s nothing to stop you. Ultimately, if there is a disagreement, 
it is the Director’s call when the dice need to be rolled – though, 
on the other hand, if a player asks for dice to resolve the situation, 
it’s bad form to just ignore them. 

5.2  storY
When coming up with a story for your game, whether the 
Director does most of the work or whether it is collaborative 
between the players, it’s good not to get too attached to it. Even 
players who have no input at the beginning are still going to play 
their characters in particular ways – and they will never go the 
direction you expect! That’s okay because the story isn’t meant 
to be a straitjacket, but rather a guide, and if the whole group isn’t 
buying into it, it will be hard to come up with anything coherent 
as the game progresses.

For shorter games or one-shot games, the story can be planned 
out in more detail because there isn’t the need to get acquainted 
with the setting or understand the deeper aspects of the other 

player-characters. Particularly in a oneshot adventure, the story 
should be planned out ahead of time. The way you plan the 
session out is through goals, obstacles, and secrets, as usual.

For longer games, a story or a plotline is like a skeleton on which 
you hang the rest of the game, to be “fleshed out” through the 
game itself. And again–don’t be surprised when the story takes 
unexpected turns!

CHARACTER-DRIvEN, PLOT-DRIvEN, THEMATIC,
OR SANDBOx GAMES
Character-driven games are just what you would guess. The 
story is based around the player-characters. In this style of 
game, players have a lot of input and a lot of the responsibility 
for developing the game. A Parsec game is always about the 
characters, but a character-driven game has the characters in the 
driver’s seat regarding where the story goes next. The game is 
about their personal development and the narrative focus will 
follow them closely. If the characters don’t do something, it 
generally won’t happen.

This is a good kind of game for Directors who don’t always have 
time to prepare for the game, or for groups of players who are 
extremely motivated to contribute directly to the storyline 
through their characters. In a character-driven game, it is often 
helpful to have the players involved in the details – creating NPCs 
and new locations and suggesting ideas for future games, with 
the freedom to occasionally grab the reins themselves during a 
given session.

It is also important that a lot of work go into deciding details 
of the setting and working out the starting situation before the 
game starts, and then decide on the goals and obstacles as it 
progresses. In short, character-driven games rely on a strong 
setting and situation to give the game structure and to make it 
coherent. 

Plot-driven games are near the other end of the spectrum. In 
a plot-driven game, the story arc is already sketched out and 
the player-characters are fit into it. A lot of traditional heroic 
narratives are plot-driven. Certain things are ‘destined’ to happen, 
and a lot of what the main characters do is reaction to what goes 
on in the world around them. They can still be proactive, but it is 
clear that there are other forces at work in the world beyond the 
character’s control.

Plot-driven games are good for Directors who have a strong and 
dramatic idea for the game’s storyline. It’s also good for groups 
of players who don’t want to put a lot of thought into a game 
between sessions. It has to be said, though, that when the Director 
works up her plotline, she needs to realize that once the game 
starts, it will change. In war, no plan survives contact with the 
enemy. In gaming, no plotline survives contact with the players.

There are two major ways to handle creating a plot-driven game 
from the Director’s point of view. The first is to have the plot 
made clear from the beginning so that the players can help out 
and play into it rather than take detours or accidentally sabotage 
the story. This works well with experienced, cooperative players 
who are interested in sharing narrative responsibility in the game. 
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The second method is to have the plot kept secret from the 
players. This works well when players enjoy being surprised by 
turns of events, and don’t mind the Director having more control 
over what is going on.

Thematic games can be plot-driven or character-driven, but 
the main influence on the game will be a particular theme – 
for example – grief and loss, the futility of war, love conquers 
all, or corporate greed. Thematic games are driven by emotional 
content and by the ideas that come up during the game. 
Characters will be built around this theme, and the Director’s 
job will be to maintain the theme throughout the game through 
characterization of NPCs, description of settings and the kinds of 
obstacles that are put in the PCs path.

A truly thematic game is challenging to run because it requires a 
lot of attention to detail in the way that the story is collectively 
told. It is also very rewarding, because it tends to lead to a more 
intense and coherent experience compared to other methods—
when done well. It will demand input and effort from both the 
Director and the players.

sandbox games require a lot of work up front, but become 
easier to run from session to session. A sandbox game is one in 
which the Director, with as much player input as is appropriate 
for the group, develops a detailed setting and situation and then 
sets the player characters down in it, like setting kids down in a 
sandbox full of toys. The setting is the sand and the NPCs are the 
toys lying in it. The PCs can then do whatever they want, interact 
with whoever they want, in the setting. The setting responds to 
what they do, and so on. 

Some groups will be at a loss in a sandbox game, preferring 
guidance concerning what is important, as is the case in a plot-
driven game. Some players turn any game into a sandbox game 
– they will immediately go off the track for the session and start 
poking around in the setting, going wherever their curiosity leads 
them.

HEROES, vILLAINS OR ANTIHEROES
In most games, the PCs are heroes. This means that, however 
good is defined in a particular setting and game, the PCs are 
on that side (they are wearing the white hats and never use red 
lightsabers). Most great stories are about heroes, and this is for a 
good reason. Heroes are inspiring and exciting. They are larger-
than-life, and do what we wish we could do. That the PCs are 
“good” in a specific moral sense of the word isn’t necessary at all. 
They care and are easy to empathize with; they dream big and 
make a big difference.

In some games, PCs are the villains. Of course, villains usually 
don’t believe they are villains. Villains think they are doing what 
is best – at the very least, what they think is best for them. What 
matters is that they end up on the “wrong” side, doing the 
“wrong” thing in a given situation. This might be because they 
are flawed individuals, or because they feel that the ends justify 
the means.

Usually villains are characters who have the same flaws we all 
have, but one (or all) of them is dialed up several notches. They 

are caricatures of what we see that is wrong in ourselves. They are 
also usually quite powerful – more powerful than the heroes, at
least when the story begins.

The fact is that villains are lots of fun. They might be campy - 
cackling, finger-steepling villains who know they are evil and revel 
in it, or they can be tragically misguided, heading for a dramatic 
fall from grace. While villains are fun, it should be discussed with 
the entire group before deciding that a given game will be about 
villainy. Not everyone is comfortable depicting characters who 
commit evil acts, and a group should decide as a whole what 
kinds of protagonists they want to portray.

Keep in mind, however, that many heroes were villains when 
historians wrote about them, and the reverse is often true as 
well. History is written by the winners, so it may all be a matter 
of opinion. The important thing is that the player-characters are 
the story’s protagonists. They are central to the story, they drive 
it forward, and their choices matter: big goals, big obstacles, and 
big secrets.

Antiheroes are the bread and butter of indie comics and graphic 
novels, as well as many films. The antihero exists in the gray area 
between hero and villain. He is usually deeply flawed and selfish, 
but gets dragged into a story somehow. An antihero might do 
the right thing, but there is always the question: “How long 
will it last?” What is his real motivation? Antiheroes are never 
predictable. They’re playing along…for now. Tomorrow, who 
knows? Games and stories about antiheroes are popular, but 
are also challenging. An antihero might also be someone who 
has heroic intentions but uses extreme means to achieve them, 
or doesn’t follow the rules of society. The key to an antihero is 
ambiguity. In the final analysis, you shouldn’t be quite sure what 
to make of them.

There is an important distinction between being an antihero 
and being arbitrary. One is interesting while the other is just 
obnoxious. A character should always do things for a reason, and 
the reason should make sense. Most of the time, if players are 
being arbitrary, it is because they are bored or frustrated and not 
getting what they want out of a game. This can usually be dealt 
with by pausing and discussing the game ‘out of character’ to get 
everyone all on the same page. 

In all cases, there’s no reason you need to worry about categories 
as such if you don’t want to. These are just meant to help you 
think about your particular game in a new way or prompt 
conversations between the players and the Director before, 
during, and after a game.

MICRO, MACRO OR COSMIC IN SCALE
One important decision to make about the setting of a particular 
game is the scale. The scale of a Parsec game, or any story, can be 
micro, macro or cosmic.

A game that takes place on a micro scale could take place on a 
single space station, in a single arcology or urban slum, or perhaps 
on a single ship. Remember that the PCs could spend a lot of 
their time in a spaceship (as in Star Trek, for example) but the 
scale of the game could be much larger. With a game that takes 
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place on a micro scale, the cast of characters is small and the 
conflicts are intimate and immediate. Most conflicts in the game 
will be interpersonal and social. What is at stake will be personal 
to the PCs and the people they know well. An example of a story 
that takes place on a micro scale is the film Alien or 2001 A Space 
Odyssey, or the anime Cowboy Beebop.

On a macro scale, the stakes are higher and broader. The PCs 
are caught up in conflicts significantly larger than themselves, 
involving powers on the scale of whole governments or entire 
colonies. Conflicts will mostly be with outside powers, particularly 
those opposing the PCs own patrons’ goals. Good examples of 
this type of story come from the Star Trek or Battlestar Galactica 
television series, or many Doctor Who episodes.

A game that takes place on a cosmic scale has the highest 
possible stakes. Perhaps something threatens a vast number 
of people. If it is a conspiracy, it is world-spanning. If it is an 
environmental threat, it is on the scale of a world-killing asteroid. 
If it is a government, it is probably the world government, or an 
organization on the scale of the largest multiplanar corporations 
and a complete overthrow of a government or economic system. 
The Start Trek films tend to fit in this category, as do other kinds 
of save-the-world stories, like BSG or Star Wars.

HEAvY SCIENCE OR SCIENCE ON THE SIDE
Some people prefer “hard” sci-fi, where everything has careful 
scientific explanations, and the game will involve a lot of cool 
gadgetry based on solid scientific principles. Other groups will 
prefer “soft” sci-fi, meaning it isn’t very important exactly how 
technological devices work. This is another issue for your group 
to discuss and decide.

None of this is meant to provoke an argument about science 
fiction in general. However there are differences between “heavy 
science” and “science on the side” in terms of how you play your 
game. A heavy science game focuses on the hard or physical 
sciences, such as chemistry and physics and biology, and will 
utilize more technical detail in describing how things function. A 
science on the side game focuses more on character interactions 
and social situations, and the technical details of how things 
work will take a back-seat to the story and the conflict at hand.

The thing to remember here is that the system doesn’t care 
whether you choose hard sci-fi or soft sci-fi. The system only 
cares about what your character tries to accomplish and how 
likely it is that she will succeed.

5.3 aDVersitY
Adversity is the Director’s tool in a game. Without adversity 
introduced, the player-characters simply do whatever they want 
without resistance or challenges, which isn’t interesting or fun. 
Feel free to treat obstacles as a menu that you can select from in 
a particular session.

There are two categories of obstacles that can be faced – passive 
and active. Passive obstacles exist whether the player-characters 
encounter them or not. These obstacles will often be triggered 
by the player-characters coming to someone’s attention during 

the course of the game as the player-characters seek to achieve 
their goals. As the Director, you can just have a list of passive 
obstacles handy – people and situations that will make things 
hard for the PCs, with maybe a note about how obstacles might 
come into the characters’ lives. For example, they might get the 
attention of the authorities, or a nosy investigative reporter, or 
even an angry, powerful ex-spouse.

Active obstacles are more overtly adversarial, hunting down the 
PCs or seeking to sabotage their plans. While it is possible to keep 
a low profile and avoid passive obstacles, or at least minimize 
them through planning ahead and subtlety, active obstacles will 
thrust themselves into the PCs’ faces, forcing them to respond.

It is a good idea for a game to have a mixture of both kinds of 
obstacles. The Director should have active obstacles on hand 
working against the PCs and should also scatter passive obstacles 
around the setting like land-mines for the PCs to step on. This 
way, the kinds of problems that the PCs deal with can change 
over time.

RECOvERY
It is easy to overwhelm and grind down player-characters 
by constantly throwing obstacles at them without any time 
between, but this will prove repetitive and will grind down the 
characters and the players. There should be chances to rest and 
recover – but not for too long, or things might become boring.

Many gamers think of rest and recovery as time to update 
paperwork, but recovery time can be active and interesting in 
its own right. It is an excellent time for exposition about what is 
going on while the characters get well and rebuild their resources 
for the next chapter. It is also a good time for things like research 
to occur, as well as other activities that aren’t too physically 
or psychologically strenuous though characters who were 
unscathed may find it a good time to work on improving a skill 
or taking classes. Relationships can be kept up during downtime 
and characters can choose to do some regular, honest work to 
fund the next venture.

If down-time involves medical recovery from injuries, player-
characters are limited in their activity, but even a bed-ridden 
person will have access to some of their social networks, 
relationships, and news of what is going on elsewhere in the solar 
system.

Recovery could also be laying low until the heat dies down from 
any police investigations resulting from firefights the PCs were 
involved in. There are plenty of out-of-the-way places where 
someone can find a place to stay without question as long as 
everything’s paid in advance – or a place so desolate that no one 
will bother to look.
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5.4 settiNg 
Where you set the game helps determine the feel. Choosing 
the right physical setting can help develop the themes that 
you want to focus on. Good imagery does a lot to set a scene. 
Following are some major settings and the themes they may 
help evoke, as well as a little more detail on the Parsec setting 
and assumptions.

SLUMS AND BARRENS
Slums are dirty, cramped, and dangerous. People living there are 
always desperate – desperate to survive, desperate to get out, 
desperate to find work, desperate to find meaning in their lives. 
Nothing is simple or easy for the poor living in the vast neglected 
edges of a society, and nothing is easy or simple for the player-
characters who find themselves here. Even the most moral and 
virtuous people living in the slums need to understand the realities 
of where they live. Scarcity is the rule, conflict a way of life.

Being in a slum should be an experience of constant pressure, 
exerted both by your physical circumstances and by the people 
around you, all trying to make their own way and to find ways 
to have power over their situation. Think hot, claustrophobic, 
unsanitary, violent, tragic, and desperate.

CITY CORE AND FRINGE
Despite past catastrophes and current conflicts, there are still 
many thriving cities on Earth which serve as centers of political 
and economic systems. Insulated from the Barrens by private 
security forces, a city core is still a thriving high-tech society in 
and of itself. They exemplify the cutting edge of technology, 
fashion and culture. Much of the architecture in a city core will 
be either new or modified and repaired from previous structures, 
since a lot of damage was done during the Collapse. During 
Reconstruction, each given corporation that pushed the process 
forward had its own aesthetic sensibilities, some of which were 
garish and ill-conceived – others, sublime.

Being in a city core should be a heady mix of high society, high 
fashion, and high pressure. There should always be anxiety as 
to whether you fit, whether you belong. You also need to have 
methods for coping with far, far too much information to process 
at once, all the time, day and night. Think fast, technological, 
fashionable, commercial, information overload, cutthroat 
competition, undercurrents and hidden agendas.

ARCOLOGIES
Arcologies are the height of opulence on planet Earth. Every 
luxury that is available anywhere is available here. They are 
massive, built on an incredible scale using vast resources and 
devouring more resources to maintain themselves. Inside, 
everything is pristine and carefully planned - anything disorderly 
and unclean is expelled. For those who have never been inside 
one of the great arcologies (major cities usually have at least one), 
it can be like walking into an alien world where the usual rules do 
not apply, and where a great deal that goes on does so beneath 
the surface, invisible to the inhabitants. 

In an arcology, you are either certain you belong, or you are hiding 
something, and in a lot of danger. Compared to the frenetic energy 
of the city core, an arcology is an oasis of backwardness and 

pampering reminiscent of previous ages in history. Think perfection, 
sterility, manicured, aristocracy, and hidden degeneration.

SPACE STATIONS 
On a space station, high technology is wedded to claustrophobia. 
Space itself is at a premium when it has to be filled with artificial 
light and electricity, information and breathable air. People 
who have clearance to enter most space stations are probably 
exceptional in some way, simply because of the expense of 
supporting them. Almost all will be born Insiders, for example.

Another strong theme of life aboard a space station should 
be disorientation, especially for those who are Terraborn and 
accustomed to consistent gravity. Most large stations rotate 
along an axis, providing faux-gravity to varying degrees, but taken 
as a whole they are still alien environments for human beings 
to inhabit. Moving ‘up’ toward the axis, this artificial gravity will 
diminish steadily until it reaches zero at the axis itself, and then 
moving across the axis toward the opposite side of the station, 
faux-gravity will steadily increase in the reverse direction. On 
smaller stations, this change in gravity can be relatively abrupt. 

Space-sickness is very common, and in zero-gravity or low gravity, 
everyday activities can become very complex and difficult for 
those who are not acclimated. Think disorientation, hostile void, 
tenuous, purposeful, and controlled.

COLONIES
Colonies are studies in contradiction. On the one hand, they will 
attract those who are very successful and influential; on the other 
hand, they are also often refuges for those who would rather 
avoid scrutiny and attention.

A colony is determined by its location, by the particular dangers 
and resources available, and by what its original purpose was 
– recreation, religious schismatics, resource extraction, labor, 
exploration, experimentation and so on. Particular colonies will 
be worlds unto themselves as well as microcosms of the societies 
that built them, and they will be further detailed in forthcoming 
supplements. Think extremes, diversity, microcosm, functional, 
loneliness, exile, exploitation.

SHIPS AND SHIPBOARD LIFE
Ships are even more claustrophobic and cutoff than colonies. A 
crew needs to get along well in close quarters, because out in 
space there is no recourse if things go wrong. Outside the hull 
of the ship there is only a silent, seething radiation-soaked void 
that is entirely hostile to all life. Ports in colonies and stations 
are relatively few and far between, and there is a whole lot of 
emptiness between them.

Creeping paranoia and frustration leads to social conflicts 
between crewmembers, and these have to be resolved somehow 
or else disaster might ensue. A crew may need to make very hard 
decisions when one of its members proves to be intractable or 
provocative.

Every ship will have a very particular culture all its own which 
will be a messy combination of the cultures and personalities 
of its crew, crammed together for long periods of time. Think 
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particularity, style, functionality, modification, cabin-fever, social 
psychology, wandering, boredom and danger.

NEO-FEUDAL CORPORATIONS
Neo-feudalism is a term often used to describe the situation that 
emerged after the Collapse. Laws and regulations were weakened 
and a lot of the functions that were previously reserved for 
governments, such as the enforcement of laws or the use of 
lethal force, were transferred, consciously and otherwise, to 
corporate powers.

Contracts and franchises between various businesses began to 
function similarly to oaths of fealty in the Middle Ages – in a 
particular territory, an over-arching power controlled a great 
deal, but indirectly, working through intermediaries who were in 
charge of the day-to- day management of interests.

In exchange for the fees that were sent to the home offices and 
regional managers (read: liege lords), the corporate headquarters 
would organize and maintain various forces and operatives which 
would support and protect  their interests when conflict erupted 
between competitors. These developed, in time, into standing 
armies of what are effectively knights – highly trained and well-
paid elite soldiers who rely on superior equipment and training to 
overwhelm weaker resistance, or to fight each other in situations 
where the only real threat comes from other “knights”. Though 
these neo-feudal knights make use of hightech weaponry and 
powered armor, and ride in spaceships rather than on horseback, 
the parallel still stands, especially thematically.

Neo-feudalism is on the fringe of either collapse or violent 
resurgence – the pressure of competition from the WLN and 
resurrected national governments will either break them or push 
them to become even stronger. Think knighthood, corruption, 
aura of power, despotism, order, crumbling, and glory.

RISING WORLD GOvERNMENT
Because it controls the patent information on the Baeder Drive, 
the WLN has been able to quickly amass a great deal of wealth and 
influence. Everyone wants access to FTL travel, and are willing to 
pay whatever is necessary – for the time being. The WLN has also 
obtained access to moldering member nation weapon stockpiles, 
which they have used to arm their own security forces.

What the WLN offers is a universal regulation system, and an 
authority which anyone can refer to that functions outside the 
contentious neo-feudal corporate system. They have drafted their 
own constitution and are dusting off international laws which 
haven’t seen the light of day for decades. Needless to say, this 
has caused no end of frustration for the corporations themselves, 
who footed the bill for Reconstruction.

The world government is a cocktail of idealism and stifling 
bureaucracy. In the effort to take everything, and everyone, into 
account, it surrenders any semblance of efficiency. Regardless of 
this, the WLN is quickly growing in power and influence. Everyone 
dissatisfied with the corporate system as it exists now sees the 
WLN as a genuine alternative, and many disaffected groups flock 
to it. The WLN is one of the only major organizations, apart from 
the major religions, to take an interest in the plight of those in the 

slums and Barrens of Earth. Think political savvy, idealism, naiveté, 
big tent, committee meetings, clash of past and present, coalition, 
compromise, secrets.

REHABILITATED NATIONAL GOvERNMENTS
A resurgence of nationalism has become another influence 
on society in the Parsec setting. As national governments flex 
their muscle, what they find is that they are still in possession 
of vast stockpiles of weapons and raw materials which have 
not been touched by corporate interests either because they 
were not aware of them or they didn’t feel it was worth the 
trouble of fighting to extract them. Think sleeping giants, old 
ways, patriotism and nationalism, party politics, border conflicts, 
stockpiles, redundancy, confusion.

5.5 collaboratioN
Too often, a game boils down to the Director doing all of the 
preparatory work and the players showing up to participate 
in the Director’s story. This is always an option, but it is more 
fun when everyone gets involved in the game. This enables the 
players to buy into the game more deeply, to have more of an 
investment in the shared experience. It also takes pressure off of 
the Director, who is no longer expected to do the heavy-lifting all 
of the time in designing and preparing everything.

WORK WITH THE PLAYERS
As Director, you should get the players as involved with the 
game as possible. This doesn’t end with character creation, when 
they create their back-stories, but should continue as the game 
develops over time. The stories that drive character creation 
are really just the basic germs of stories. All of the characters’ 
relationships have history to them and at each stage of life a given 
character was a different person.

Ongoing development can take many concrete forms. Passions 
can change. New Scars are acquired as the character faces and 
overcomes danger. Relationships change, are lost and replaced. 
These things should happen as part of the character’s overall 
story. These events should make sense as the game continues, 
and this narrative cohesion is the responsibility of the player.

WORK WITH THE DIRECTOR
As players, you have an equal share in the responsibility to make 
the game fun for everyone. It isn’t your job to sit back and be 
entertained – that’s what TV is for. In playing the game, playing 
your character in various situations, you need to keep in mind what 
will be fun for the rest of the group. What decisions can you make 
to increase enjoyment for the other players and the Director?

There’s also no reason you can’t talk to the Director about what 
you want to see in the future of the game, or what direction 
you want the story to go. Just remember that you also have to 
help push the story in the direction you want through your 
character’s actions.

WORK WITH EACH OTHER
There are a lot of other ways to collaborate in all of your games, 
even when you don’t see each other face-to-face very often. Lots 
of games maintain blogs for the purpose of posting updates 
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about the game, writing summaries of each game session, and 
developing the story in directions that can’t be part of the game 
because of limited time. Other games create wikis or other online 
documents which all of the players have access to so that they can 
be modified before and after each session. Brief side-games and 
scenes can take place over Skype or instant messaging programs, 
most of which have dice-rolling programs that function for just 
this purpose.

None of this is necessary, of course, and sometimes a group only 
has time for the Director to do a little preparation beforehand 
and for the players to just show up and play. This is fine – the 
important thing is that you’re gaming and having fun. These are 
just some techniques to enable you to get more out of the game 
by putting more into it.

CONSENSUS
Sometimes, this text might seem a bit vague as to how exactly 
decisions should be made. In all cases, the best way to come to a 
decision as a group is through consensus – that is, talking about 
it until everyone agrees that the solution is a good one. There 
usually won’t be voting, but being the Director doesn’t mean 
that whatever you say goes no matter what. Every group is going 
to work differently, but it’s important that everyone at the table 
is having a good time and feels like the game is being run fairly.

5.6 WiNgiNg it
Sometimes you don’t have time to plan much for a coming 
session but you still want to play. Preparation helps, but spending 
hours planning every session isn’t necessary. Following are some 
tips and tricks for running a game on the spur of the moment. 

NPC DICE-POOLS
While it’s helpful for player-characters to have detailed character 
sheets with all of their skills and abilities and relationships spelled 
out, this doesn’t need to be done for many NPCs who will come 
up during the game. Mostly what you need to know is how many 
dice to roll for the NPC when she is involved in a conflict and this 
can be done very easily if you don’t have a lot of time.

All you need to do is to pick a few skills for the NPCs and decide 
how good they are at them. For a baseline, assume that if someone 
does something for a living, they will have 5@4 for that Skill, or the 
equivalent of intermediate training and an Attribute of 5. This is 
a good go-to roll when someone is doing their job. It is also often 
easiest to just roll everything at a target number of 4. You can just 
pick up more dice to represent more ability. At a target number of 
4, you know that ½ of the dice will come up successes on average, 
and extra dice could easily come from Traits.

To represent highly-skilled but poorly equipped NPCs, such as 
elite urban insurgents, use dice pools around the 5-7 range at 
a target number of 3. For well-equipped but less-skilled NPCs, 
such as security forces guarding a powerful corporate holding, 
use dice pools in the 7-9 range at a target of 5.

When these NPCs are involved in a combat that isn’t very 
important to the story, just have them taken out of the fight 
when they suffer any significant wound of -3 or more. Assume 

that they’re eliminated and are panicking or writhing in pain and 
move on. Most people aren’t crazy enough to keep fighting after 
being seriously injured anyway.

CAUSING PROBLEMS IN THE CHARACTERS’ LIvES
Every failed roll of the dice that the players make is an open door 
for the Director to introduce some kind of complication. This 
doesn’t always need to happen, but the opportunity is there. 
With an idea of the kinds of dice-pools that various kinds of NPCs 
should have, it is easy to throw in some NPCs as complications – 
this often leads to a more interesting exchange than just adding 
some kind of physical obstacle.

Remember that the PCs should be good at what their players 
want them to be good at, but that the Director will also have to 
push them into unfamiliar situations now and then where they 
won’t be able to rely on their strengths. This leads to drama as 
well as opportunities to throw adversity their way. There should 
be challenges that the players can overcome by rolling loads of 
dice, and other problems that they’ll have to think their way 
through or find a way around.

GOALS, OBSTACLES, SECRETS, PASSIONS,
 RELATIONSHIPS, SCARS
The Parsec system is basically begging you to use these things 
to make your job easier as Director by sharing some of the 
work with the players. Goals tell you what the players want 
for their characters. Obstacles are a menu from which to select 
things to put in their way. Secrets are pieces of information that 
have the potential to change the setting and the situation in 
interesting ways. Passions tell you how you should threaten the 
player-characters. Relationships give you a list of NPCs to draw 
upon during the course of the game. Scars tell you the kinds of 
situations you should put the players into so that they will have 
to overcome their weaknesses. Just use these tools, and stories 
will emerge.
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6.1 maJor orgaNizatioNs 

THE AFRICAN UNION FREE STATE COUNCIL
history: When the Collapse came, Africa was forgotten, and that 
was the best thing to happen to the continent in centuries. Like 
the rest of the world, the nations of Africa plunged into turmoil. 
National rivalries and ethnic animosities boiled to the surface 
just as they did everywhere else, but in Africa, the breakdown of 
civil society and infrastructure was more severe than anywhere 
else on Earth —because Africa had long been a victim of Great 
Power politics.

What came this time, however, has been fodder for political 
scientists since. A Union of African States formed, governed by a 
high Council. The first acts of the Council changed most of the 
continent into an insulated, isolationist political system. The nations 
of Africa turned inward and cut themselves off from the outside 
world. They focused on developing their indigenous industries and 
natural resources, seizing foreign industries with impunity.

This would have caused an international uproar, but during the 
Collapse and its aftermath, there was little anyone else could 
do – exactly what the Council was betting on. Now, the AUFSC 
continues to maintain a strong protectionist stance; it is the 
least friendly ruling body in the world towards corporations and 
business. Commerce and industry are carefully controlled and 
regulated so that no foreign investors have significant influence.

influence: The Council’s control of politics in Africa is total. 
Since the re-organization of the continent, other nations and 
even corporations centered in outside nations have not made 
significant inroads. By outside standards, the Union is a place of 
great poverty.

Within Africa, there is a positive feel to life. Poverty is declining 
and more and more people are becoming self-sufficient. The 
AUFSC imports almost nothing, and even its exports are limited. 
The Council limits the flow of information beyond its borders as 
much as possible and interferes with any area of life that involves 
contact with outside nations or corporations.

strengths and Weaknesses: On the continent, the strengths 
of the Union are its broad acceptance, its social influence and 
control, and its track record of success without bias towards any 
single ethnic group. The Council has established itself as the final 
arbiter of justice in conflicts between member nations and now 
controls the sole legitimate security and military force.

Some within Africa may grumble about the AUFSC having 
too much power, but nowhere in Africa does it face significant 
opposition. Through good management, the AUFSC Council 
is building a comprehensive infrastructure and providing first-
rate education and health care. The continent’s weakness now 
is what its strength was during the years after the Collapse; its 
strict isolationism has limited economic interactions and stunted 
expansion of African schools and universities. It is also a great 
drain on collective resources to keep foreign influences out in an 
age of worldwide wireless communication. The Union does not 
have a significant presence in space.

Using the aUFsC in your Game: Traveling to any nation on 
the African continent should be a very interesting prospect for 
a group of PCs. Technically, it is illegal for anyone not born on 
AUFSC soil to live in the Union at all. This strict (and to many 
who want access to the continent, absurd) rule has its exceptions 
which can be exploited, but it remains a fact that what is known 
as the Diamond Curtain has been erected around Africa and is 
strictly and thoroughly enforced.

THE CHILDREN’S CRUSADE
history: No one is able to say when or where the Crusade began. 
It is disorganized, haphazard and anarchic. Whenever one “cell” 
is uncovered and shut down by the authorities, another springs 
up to take its place. What is known is that the Children’s Crusade 
is a loose amalgamation of child-criminal cells found all over 
Earth and in the larger colonies on Luna and Mars. Their crimes 
and activities range from petty theft and vandalism up to the 
more serious crimes of terrorism and murder. There are gangs 
of children who chill the blood of other criminal organizations, 
and there are others that are little more than underage hooligans 
fleeing repressive foster systems.

66Resources 
  &Reference

What follows is a collection of more information on the setting - important personalities, leaders, 
organizations and locations - as well as suggestions of how to use them in your game.  There is also a sample 
scenario you can use to introduce Parsec, or simply run as a single session at a convention or as a break from 

your regular game, called Stealing the Drake.
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influence: Every few nights, something the Crusade has 
done will make the local newsfeeds and raise some eyebrows. 
Conservatives claim it is a sign of the final decay of society into 
barbarism while liberals will claim it is a sign of the radical decay 
of social support systems for at-risk youth. What neither is willing 
to consider is that there is something larger at work here – that 
all of these cells are more organized than they appear, and that all 
of the crimes are building up to something more sinister.

strengths and Weaknesses: Because of the Crusade, most legal 
systems no longer make special allowances for children within 
their judicial proceedings. The first execution of a minor by a 
corporate court occurred almost a hundred years ago, and now 
it is something that the majority of people accept as just, or 
tolerate for the sake of public safety. Nevertheless, for non-capital 
crimes, children do get off a bit easier than adults. Crusaders have 
some kind of emergent order to their actions – never more than 
one small local cell caught at any given time, and they always 
seem to be in communication with cells elsewhere on Earth or 
the Colonies.

Using the Children’s Crusade in your Game: Few things are 
creepier than murderous preteens. What will characters do 
when they are confronted with a bunch of 11 year olds holding 
up a bank or mugging someone in an alley? Or will a character 
have a child of her own who somehow gets caught up with the 
Crusade? Any time you might throw in a criminal element, think 
about how the fact that they are children changes the situation 
– and how it doesn’t.

THE MARK OF THE BEAST
history: During the great Collapse almost two centuries ago, 
many conservative religious groups all over the world declared 
that the End Times had come, that the world was coming 
to an end. Some of them believed that this meant that the 
Devil would take over the world and rule for a thousand years 
of Tribulation through an Antichrist who would be a world 
political leader.

These conservative groups made a tremendous amount of 
money selling home-Rapture kits and building Tribulation 
Bunkers (not to mention other merchandizing, holos, spinoff 
novels and so on), but in the end, the world limped along 
much as it had before that point…except for one small cabal of 
influential persons who decided that it was indeed the Devil’s 
time to reign. They marked themselves, took an oath of secrecy, 
and then spread out, converting others to their cause, doing all 
they could to seize power for themselves.

One of them, Harvey White, was a talented programmer working 
on artificial intelligence. His life’s work is bringing the Antichrist 
into the world once and for all time; who would’ve thought the 
Devil would take the form of malicious i-ware?

influence: Conspiracy theorists spend long hours trying to decide 
whether the Mark of the Beast is a hoax or a real organization 
with operatives in positions of power everywhere. Assuming 
that the conspiracy is real, it has had nearly two hundred years 
to insinuate itself into every level of authority on Earth and off-
world, but for what end?

strengths and Weaknesses: The Mark’s main strength is that 
few think it actually exists. You know what they say about the 
biggest trick the Devil ever pulled – convincing the world he 
doesn’t exist. Perhaps the Mark has done the same. The weakness 
of the Mark is that it cannot act openly, so that when things go 
wrong for a member of the Mark, they are on their own.

Using the Mark of the Beast in your Game: Anyone in authority 
could be a member of the Mark. A person like that would seek to 
use the PCs to further their own ends and dispose of them quietly 
once their usefulness had worn out. The PCs could be sent to 
investigate a powerful figure in their organization, only to find 
that she has strange relationships and a flair for the occult. Maybe 
the reverse would happen—a PC who becomes too powerful 
too quickly may face investigation, placed under scrutiny from 
suspicious law enforcement and conspiracy theorists ravenous 
for a hint that their theories are correct.

THE MINDSHARE SOCIETY
history: Everyone has dreamed of being a telepath – being able 
to read the thoughts and plumb the secret desires of others. For 
the Mindshare Society, they claim this is finally a reality. Those 
who are openly part of the Society say that they have developed 
technology which connects conscious minds digitally, allowing 
members to hear each other’s thoughts, see through their eyes, 
and share collective knowledge between them. The Mindshare 
Society refuses to publish any kind of list of members and also 
claims that the implants needed for telepathy are hidden by 
plastic surgery – since most of humanity is not yet ready to 
accept the reality of such a power. 

influence: No one knows how influential the Mindshare Society 
is because no one is sure how many members there are or are 
part of the group. They don’t need to physically meet at all if their 
claims are true, and they can coordinate activities with incredible 
precision. They are technologically savvy and via telepathy have 
access to incredible stores of not only information but experience, 
an unlimited organic i-ware node.

strengths and Weaknesses: Their strengths are unity, secrecy 
and connectedness. This may also be a weakness. No one knows 
whether the members of the Society have their own individual 
autonomy anymore. Software connected directly to the brain is 
dangerous – where does the mind end and the software begin? 
And whoever it was who wrote the software in the first place – 
do they control the minds touched or do individuals maintain 
free will?

Using the Mindshare society in your Game: Someone who 
shares their everyday experiences and thoughts with perhaps 
thousands of others at all times is going to be…a little off…creepy…
more than eccentric. They will seem to know everything, but 
behave with a distant, distracted air. They will also, most definitely, 
have a plan. They will always be working in tandem with others 
who do not seem connected to their immediate surroundings. 
They could be very powerful allies, but are more likely to be 
antagonists, since the Mindshare Society is not designed for PCs 
to be members of, and they won’t trust outsiders. What if the 
Society has decided it is time to force a Colony’s population into 
membership? What would happen then?
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THE NOvIY-SOvIET
history: Like almost everything in the setting, the Noviy-Soviet 
was another response to the Collapse. Leninist and Maoist groups 
in central and western China, northern India, rump parts of the 
former Pakistan, and the Russian heartland formed a brand new 
transnational Soviet with a billion constituents, not to mention 
control of thousands of nuclear warheads. Control of the nukes 
proved vital as it prevented corporate takeovers of the member 
states (though it didn’t stop attempts via sabotage, bribery, and 
other nefarious means).

Since that point, the Noviy-Soviet has been at the center of 
almost constant warfare with neighboring corporations and 
states and, later, WLN holdings. It is a militaristic regime which 
floods all information systems with overwhelming propaganda – 
their response to an age when restricting access to information is 
functionally impossible even for a tiny, out-of-the-way state.

influence: The Noviy-Soviet is terrifying. The Ruling Party leaders 
commonly threaten to unleash decaying WMDs from a bygone 
era which are still more than sufficient to kill every human being 
on Earth four or five times over. They brain-wash captured spies 
and then return them to their sponsor states – and despite the 
best efforts to eliminate the conditioning, the returned spy does 
nothing but recount the glories of the Noviy-Soviet.

strengths and Weaknesses: The N-S has done a tremendous 
amount of research into modes of psychological manipulation, 
and frankly, they make entertaining commercials. After watching 
one, everyone wants to join the Soviet, take up their farm 
implements and fight for the Motherland. Most people are 
accustomed to this effect, and simply wait for the moment to 
pass, like a craving for a drug you know will kill you.

Periodic outbreaks of mass-hysteria and psychosis are attributed 
to Noviy-Soviet psychotropics released into regional water or 
food supplies of perceived rivals. It is also widely believed that 
brain-washing is commonplace in the Soviet – a main reason 
cited for their approaching bi-centennial. Weakness within 
the Noviy-Soviet comes from the brainwashing. There is little 
creativity, and if the police regime ever lifts its repressive policies, 
most Noviy-Soviet residents may wake up and realize they are 
living in a cesspool of poverty, starvation and disease.

Using the noviy-soviet in your Game: The Noviy-Soviet 
represents the threat of loss of control and autonomy. They 
affect your mind from a distance using subtle psychological 
manipulation and subconscious suggestion through visual media. 
They crack your psyche with a few drops of the right substance 
in your drinking water. No one knows what kind of people they 
might have been, but as it is, there is a frightening sameness about 
members of the Noviy-Soviet…and they are always recruiting.

POST-HUMANISM
history: The Post-Humanist movement was brought together 
out of a hodgepodge of movements and philosophies, led by 
a group of futurists, science fiction writers and philosophers 
grappling with the reality of societies where genetic manipulation 
is possible, where i-ware and simsenex cracked open the 
workings of the mind, and people have created what appears 

to be mechanical sentience. It has never been a movement with 
any semblance of unity, order, or over-arching purpose beyond 
violating the boundaries of what it means to be human.

influence: Post-Humanism is influential among elites and the 
educated class who have the time and resources for this kind of 
endeavor.

strengths and Weaknesses: The strength of Post-Humanism is 
its ability to adapt quickly and ruthlessly to the cutting edge of 
science and technology. If they are correct, and the very nature 
of what it means to be human is changing, then they are poised 
to become… whatever it is that is next. Post-Humanists are also 
embedded in the research and production of every kind of 
cutting-edge technology, and have a great deal of influence over 
what kinds of laws and regulations are considered and which 
direction research takes. This means that Post-Humanists do not 
look down on groups such as the Mindshare Society; they are 
open to all possibilities that involve human evolution.

Using Post-humanism in your Game: Post-Humanism is 
something of a carte-blanche for whatever freaky kinds of things 
you want to include in the setting. Technology is at a point 
where mind-machine interfaces are commonplace – though the 
process is still both risky and imprecise. If something is possible 
using genetic and cybernetic technology, the Post-Humanists 
consider it passé and are looking to the next horizon.

PROTEAN GENETICS
history: Protean Genetics (PROG) is the biggest player in the 
genetic technology industry. They have grown rapidly selling 
gene therapies to the wealthy, and have been one reason that 
the average lifespan of a human has increased significantly – so 
many of the very wealthy are living well past 100 years. Protean 
also has a wing which specializes in quickly growing replacement 
– or upgrade – body parts. For those who can afford them, they 
provide far better results than plastic surgery.

influence: Like many smaller companies, Protean offers genetic 
alterations as consumer products, but because of their size and 
their resources, they are able to deliver these more cheaply than 
most. Protean claims that their alterations improve physical 
strength, natural talents, intelligence and overall health, particularly 
if they are introduced at the fetal stage of development. In adults, 
the process is more costly and complex, but genetic changes are 
still possible. East Asian corporate city-states like Hong-Kong or 
Singapore have become obsessed with Protean modifications 
and everyone there is always keen to set the newest fad or adapt 
the newest mod.

strengths and Weaknesses: The greatest benefits are reserved 
for use only by the upper echelons of Protean itself. Protean’s 
founder, Amaterasu, who bought up competitors and founded 
the company almost 200 years ago, is still alive and by all 
accounts healthy. Her stated goal is to live forever. Protean has 
no obvious weaknesses, but there is some bitterness among 
its employees because of compulsory genetic modifications 
required of employees and their families in order to retain their 
jobs. If true, then it’s possible Protean’s employees are little more 
than guinea pigs.
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Using Protean Genetics in your Game: If a character has 
a genetic modification Trait, there is a good chance that it is 
a Protean design. It is also possible to justify an increase in an 
Attribute like Power or Appeal via a visit to a Protean center. 
Employees of this corporation should always be the most 
beautiful people in the room – or at least, they expect to be.

REFORMED AND ORTHODOx SCIENTOLOGY
history: Scientology experienced its first religious schism in 
year 26. The sudden paroxysm of violence left great swathes 
of western Florida, long the Scientology world headquarters, a 
smoldering tangle of running gun-battles and explosions. The 
two sides in the conflict are now commonly referred to as the 
Reformed and Orthodox branches. The Reformed side consists 
of a huge number of celebrities and more casual practitioners 
and believers (celebrity wannabes). Membership is all but a 
requirement for Hollywood or Baliwood casting calls. The 
Orthodox want Scientology beliefs integrated into every aspect 
of their lives. They have E-meters permanently implanted in their 
bodies which provide real-time readouts they use to monitor 
their state. They build their own private enclaves so that they 
are separated out because Scientology governs so much of what 
they can and can’t do.

influence: As mentioned above, Scientology is incredibly 
influential among celebrities and the entertainment industry. 
The Orthodox wing is less broadly influential, but periodically 
has a great deal of sway because of the fervency and violence of 
those who identify with the movement.

strengths and Weaknesses: Depending on where they are 
located, they have varying degrees of political autonomy 
and self-governance. In what was once Florida there is an 
Orthodox Scientologist theocratic state which refuses to 
acknowledge the authority of the World League of Nations. 
The main strength of Scientology is popular appeal – it is 
trendy and retro and most big-time holostars are into it. Its 
main weakness is that no other faiths or religions accept it; even 
atheist philosophers deny that Scientology offers a morally or 
intellectually compelling path.

Using scientologists in your Game: Most celebrities will be 
Reformed Scientologist, at least in name. Orthodox Scientology 
is a world unto its own, as alien as any space colony. There’s no 
need to do research if you’re not interested; make it as strange as 
you like – maybe Thetans really do live hidden on Mars.

SILvA ENERGY SOLUTIONS 
history: During the great Collapse, economies ground to a halt 
and as tax revenues disappeared, governments went bankrupt 
and their work halted as well. In Brazil at the time, the government 
controlled most of the economy – most importantly, it controlled 
the production and distribution of energy. When Brazil liquidated, 
it was the main energy supplier for South America. Silva Energy 
(SEGY) took over that role. 

influence: SEGY controls most economic activity in Latin 
America and controls dozens of affiliates off-world as well. It 
is the largest single corporate entity ever, larger than any single 
national economy on Earth. SEGY has thousands of subsidiaries 

under its massive umbrella in any area of human commerce 
one can imagine. National governments in Latin America, if 
they are fortunate and do not pass regulations that limit Silva’s 
enterprises, are allowed to send representatives to meetings of 
Silva’s board of directors– but they are not allowed to maintain 
anything approaching national sovereignty. Silva is in a tense, 
strained relationship with the WLN. Baeder Drives are powerful, 
but require a tremendous amount of energy. Silva has the 
capability to deliver massive amounts of energy at the lowest 
price – if it is so inclined. On the other hand, the WLN knows 
that SEGY represents the single largest corporate threat to its 
authority.

strengths and Weaknesses: Silva Energy Solutions maintains a 
totalitarian oligarchy that has lasted over a hundred years in its 
present form. It is no longer just a “family” business, and while 
its home offices remain in the largest arcology on Earth in Sao 
Paolo, Silva is not limited by geography or culture anymore. Silva 
security personnel working offworld were the first to develop the 
techniques of zero-gravity grappling which were then adopted by 
the WLN and all other corporate security forces. Silva sponsors a 
highly trained team in every significant zero-g sports event and 
they always do very well. In zero-g combat sports though, Silva 
reigns supreme. For those who don’t worry about their corporate 
ethics and practices, this is an endless source of fame – and job 
applications.

Using silva energy solutions in your Game: They own entire 
regions of Latin America, have more offworld colonies than 
any other corporation, and they keep security tight, carefully 
watching what everyone in their jurisdiction does. They have 
been at the forefront of the movements for corporate ownership 
of human beings, and it is unknown how many ‘employees’ they 
have working in what amounts to conditions of indentured 
servitude. Silva Energy is not necessarily villainous – it is just 
incredibly powerful, and has been so for a long time. The majority 
of executives in the company’s upper echelons just punch their 
proverbial time-cards and go home. This does not excuse the 
violent, repressive practices of the company, however.

THE WORLD LEAGUE OF NATIONS
history: The WLN is the group that crashed the neo-feudalist 
party and changed everything within a single generation. It is the 
reason there are still governments on Earth at all, the reason that 
there is anything in the solar system not corporate-owned. 

influence: The WLN is considered to be the most powerful single 
political entity – insofar as it is singular. It is more powerful than 
the AUFSC, wealthier and better-armed than the Noviy-Soviet, 
more numerous than the hundreds of millions of employees of 
Silva Energy, and it is steadily growing. Its centers of authority 
are spread across the world in parts of what was once North 
America, some old European states, south India, some East Asian 
city-states, Indonesia, and Malaysia.

strengths and Weaknesses: The strength of the WLN is 
its monopoly on the Baeder Drive, pure and simple. It is a 
primary revenue source for the WLN, but the monopoly is 
also the reason the corporations don’t just band together 
and wipe out its headquarters in Bangalore. The WLN’s main 
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weakness is its diversity. There is little unity within the world 
government. It tries to accommodate everyone from strict 
nationalist-isolationists to violent terrorist groups seeking to 
sow chaos in the neo-feudal system with the WLN’s support. 
This means that real decisions come slowly if they come at all. 
States which are part of the WLN also have varying degrees of 
autonomy, and are prone to fight with each other both on the 
floor of the Assembly and on the battlefield. As time passes 
though, the WLN is gaining more and more money, more and 
more power, and the ability to wield them as economic and 
political weapons.

Using the Wln in your Game: The WLN is everywhere. If there 
are any laws which apply to everyone in a given place, it is because 
of the WLN. Until then, laws only applied to certain employees, 
or certain social statuses, or only to those who could pay for 
enforcement. It is easy to be both supported by the WLN and 
in conflict with it at the same time, as the WLN’s arms often act 
without knowledge of each other. In your game, the WLN could 
be the “good guys”, the new bully on the street bloodying noses, 
the chaotic and paranoid fever-dream of misguided idealists, or 
all three at once.

THE RELIGIOUS SCHISMS
Religion is a powerful influence in world affairs of all sorts whether 
as justification for a war or as a comfort for the poor—that they 
will be rewarded in the afterlife for their tribulations on Earth. It is 
equally true that throughout the millennia, technology has sped 
ahead of matching philosophies and beliefs, leaving religions 
to try and figure out how exactly the changing world fits in to 
the spiritual one. These pressures were managed right up to the 
announcement of the Baeder Drive’s successful first voyage. That 
event was the trigger which caused a cataclysm of faith.

CATHOLICISM
History moves slowly sometimes. The Roman Catholic Church 
was wracked by numerous controversies before the Collapse, 
including a sex scandal involving two Cardinals, an investigation 
into bishops in Central America using their positions as a conduit 
for illegal drug trafficking, and a Pope who was proven to have 
turned a blind eye to ethnic cleansing in central Africa (though the 
Pope, Sergius V, died in his sleep’ before he could be removed).

Who knows how many more scandals were hushed up or 
remained only local or regional rather than international? Into the 
picture stepped Patriarch Kristov of the Russian Catholic Church. 
Kristov paved the way for a re-unification of the various sects of 
the Catholic Church and a reformation of its administration. Still 
ongoing, the Catholic Church is finally purging itself of scandal 
and corruption, and accepting the end of certain traditions like 
celibacy.

The Unified Catholic Church, as it is now referred to, has not 
opposed expansion in to space though it continues to resist 
–and even sabotage- efforts at genetic manipulation. The UCC 
has even (secretly) started internal discussions about what to do 
if alien life is ever encountered—can they be believers? Can they 
accept communion? If human life was made in God’s image, is 
that no less true for alien life?

PROTESTANTISM
The split in the Christian faith started by Luther centuries ago has 
continued to trickle through the years as more and more sects 
and branches of Christianity formed (and still do). Researchers 
suggest that there are over 50,000 different Protestant groups 
(they limited results to groups of at least 1,000 followers). Some 
of the more interesting churches include:

Church of Martian
Methodism

United Non-denominational
Solar Ministries

The Luna Ice Communion
Brotherhood

The Node of Apocalyptic
Revelation

The Systemwide Covenant
of Jesus

Quatum Lotus Church

Evangelical Hyperwave
Assemblies of God

Spiritual Assembly of Gaia

If there’s an odd or eccentric interpretation of the Bible possible, 
it’s more than likely that there’s a group of believers for it. This 
‘buffetstyle’ of worship is possible because of the instant nature 
of communications of the modern world.

ISLAM
Most in the Muslim world were shocked at the actions which 
contributed to the Collapse, shocked that the Muslims who were 
involved did so believing they were acting for the good of Islam. It 
was also rocked by the invention of interstellar flight which raised 
some questions about the practice of Islam off-world. While the 
two primary groups of Muslims still remain Sunni and Shi’a, both 
of those branches suffered splits because of Baeder. That split 
broke Sunnis and Shi’a into ‘Orthodox’ and ‘Universal’ groups.

Orthodox: These believers assert that the Holy Land remains on 
Earth and that what goes on beyond Earth is not relevant to the 
Faith. Instead, Muslims should work to convert people on Earth to 
the Faith and thus make Earth a temporal paradise once again.

Universal: Universal believers rejoice at space, believing it a gift 
from Allah that allows the faith to spread to all corners of the 
universe. Universalists understand that exceptions from food 
restrictions are sometimes necessary, and that it is impossible to 
obey sunrise and sundown restrictions during holy seasons on 
ships far from Earth. Instead, they use Nodes so that they know 
their spatial relationship to Earth, praying daily, and always at least 
once while the Holy Land would be facing their ship (or colony), 
regardless of time of day. For holy seasons, fasting is done for a set 
period of time rather than via sunrise/sundown as it would be on 
Earth. Universalists believe this fits the will of the Prophet.

JUDAISM
When the nation-state of Israel was crushed by its neighbors 
early in the Collapse (once it was obvious the United States of 
North America could not protect Israel), and in the brief war 
Israel developed dozens of nuclear weapons few non-Israeli Jews 
wanted to rebuild it. 

In the long term, the faith was not hurt, and even now, there 
are no restrictions placed on visitors to Jerusalem by the Holy 
Ministries Corporation and Banking Trust. With the Baeder 
Drive, a new political/philosophical movement began within the 
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Jewish faith called ‘The Neo-Zion Society’. Still small, its goal is 
to someday find a habitable world and transport believers to it, 
away from all nonbelievers, no longer needing to worry about 
persecution. The unanswered question—how many Jews will 
willingly leave their homeworld for such a risky proposition?

BADERISM
Officially, this is the New Spiritual Synthesis Movement. Beginning 
with radical ideas, Baederism has caught on, especially amongst 
people ‘trapped’ on Earth. The premise of the NSSM is that 
Baeder represents a Humanistic Messiah, but that people never 
realized it. This time, instead of guaranteeing salvation, the gift 
was to open up the stars. This explains why Baeder just vanished 
and why no one is able to give an official explanation. NSSM 
churches take up collections in the hopes of someday being able 
to purchase a colony ship or maybe somehow (with enough 
prayer) a Baeder Drive, so that they can take the poor of Earth 
out beyond the system to a new life of happiness.

Already Baederism has caught the attention of corporate and 
government authorities as several NSSM leaders have talked 
of removing shackles and wiping the slate clean —words of 
concern to the people in charge. It is another reason why many 
of the largest corporations and the WLN avoid conflict with the 
NSSM; at least the other major relions believe in the necessity of 
government and order.

CREATE YOUR OWN MAJOR ORGANIZATIONS
Science fiction is all about what-if. The organizations listed above 
were all created with the early years of the 21st century in mind. 
Feel free to change organizations that are familiar to you, such as 
religious or political movements, nations, corporations and so on.

There are other organizations listed that are centered on the 
what-ifs of technological change. Technologies like i-ware, 
simsenex and FTL travel have revolutionary effects on human 
civilization. People will organize themselves in new ways, will 
come to value and believe in new things. All of this will change 
what major organizations will emerge in the setting.

When designing your own organizations for the setting, focus on 
their history, their present influence, strengths and weaknesses, 
and how to use them in a game of Parsec.

6.2 places oF Note 

EASY CITY
history: Originally, Easy City was the megapolis on the eastern 
seaboard of North America that stretched from Boston down to 
Norfolk. Over the years, power was consolidated and the whole 
area became known as the East Coast City. Eventually this was 
shortened to E.C. City and from there it was a short jump to 
the name of ‘Easy City’ (though officially it remains East Coast 
City). At its peak, East Coast City had a census population of 310 
million. With the Collapse and global climate conditions, this 
dropped to 150 million. No official census has been taken in years 
as there is a dispute over where the city government’s authority 
ends and whether residents in the Barrens should receive city 
services or not. Without the Barrens, Easy City’s population is near 

90 million. With the Barrens, estimates are that the population is 
closer to 200 million.

influence: Like other big urban areas, Easy City’s influence 
comes from its industry and business (the neighborhood of 
N2 York remains a financial center for system-wide trade). It is 
also the home for several regional corporate headquarters. Easy 
City’s influence is used to bring in new business and money to 
North America’s eastern seaboard. The city’s government avoids 
involvement in larger issues, though behind the scenes, rumors 
exist that the city’s government is planning to turn itself corporate 
and assume control (either via money or physical coup) of all 
corporate and WLN assets within its borders.  

strengths and Weaknesses: Easy City’s strength is its size and the 
wide variety of people who call it home. If you need something, 
you can find it here. Most of the time, it’ll be legal as Easy City has 
lax regulations regarding trade and finance (‘We ain’t Easy City for 
nothin’!). The weakness is its city government. It has representatives 
from every neighborhood and the views of N2 York are different 
than those of Dizzy (formerly the District of Columbia). This 
means little gets done, and often, tax revenue winds up being used 
for personal benefits and remaining in power.

Using easy City in your Game: Easy City provides a great starting 
point for characters. There is always a reason to be there. Because 
of the lax laws, Easy City deals with a lot of illicit trading activity 
and is a transit-point for secrets of all types. It’s also a great place 
to get lost if you need to avoid law enforcement authorities, 
especially if you are willing to head out into the Barrens. 

CASABLANCA
history: Casablanca has always been a large city in Africa. That 
is true now as well given that the city, Cazza to the locals, boasts 
a population of seven million. It remains the home to traditional 
Islamic beliefs, including King Mohammed XVI, ‘defender of the 
faith,’ an important symbolic role of traditional kings from Africa’s 
northwest coast; his lineage goes back in a direct line to Islam’s 
original expansion across Africa well over a millennium ago.

influence: As part of the Arabic ethnic region of Africa, the 
African Union’s control here is not as rigid as it is below the Saharan 
wastes. Casablanca is one of three sanctioned ports of entry to 
the continent (Cairo-Suez and iKapa, formerly known as Cape 
Town, are the other two). Casablanca also maintains influence 
because of King Mohammed XVI and his status within Islam. Few 
in the African leadership are willing to cross his influence and the 
potential for destabilization across the continent.

strengths and Weaknesses: Casablanca has no real strengths or 
weaknesses. It is what it has always been.

Using Casablanca in your Game: Casablanca is an opening into 
Africa, either for trade or spying. If you wish to deal with religion and 
faith, King Mohammed represents a chance to do that as well.

STATION 51
history: Its name is an old joke that few people understand. 
Station 51 is the platform where Baeder Drives are constructed. 
It began as a skeletal facility but now is a completely enclosed 
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structure (all the better to keep prying eyes away). This remains 
the only shipyard in the system where Baeder Drives are 
constructed. By most assessments, it is the most heavily defended 
and secure base in the solar system. Some ‘pirates’ have tried to 
attack the station, but none have survived the strikes as the base 
mounts multiple defense systems, state of the art scanners, and 
is orbited by independent defense platforms with interlinked 
firing lines.

influence: Assignment to Station 51 is a fast track position to 
power as the WLN only assigns the most trusted, most able to 
it. When issues related to space travel come up, the WLN station 
manager (considered the same rank as Fleet Admiral) is always 
listened to and his position usually is adopted. In turn, this 
means his staff is amongst the most influential in determining 
the future of systemwide expansion.

strengths and Weaknesses: Station 51 is impregnable. It is 
also state of the art and people stationed on board lack for no 
luxuries. Unfortunately, its importance is so great that being 
stationed there also leads to complete isolation and workers 
must accept that all communications from the station to the 
world outside Station 51 will be monitored and censored—
any hint that sensitive information is being passed results in 
dismissal or, if the attempt was serious, an ‘accident’ involving 
an air lock.

Using station 51 in your Game: There is a thrill in breaking in 
to the unbreakable. Just as interesting is being responsible for 
such a secret place’s security. Is Hans Baeder still alive and living 
on the station? Is there more going on in Station 51 besides the 
construction of FTL drives?

WOKOU CITY STATION
history: Originally founded by a loose alliance of disaffected 
privateer crews, Wokou City Station was a place for those outside 
the law to meet and trade. Housed in a hollowed-out asteroid in the 
Belt, it grew to include its own semi-permanent population of fixers, 
fences and retrofitters. The WLN sent a battle-cruiser to eliminate 
the growing criminal concern, but an off-the-books settlement 
allowed them to keep up business - and bribery - as usual.

influence: Wokou is a popular location for meetings between 
different criminal organizations operating offworld. It is also a 
favored destination for various ship retrofits as well as a place to 
trade in contraband and sensitive cargo.

strengths and Weaknesses: Wokou City Station depends on 
its ongoing bribes of WLN officials. When someone retires and 
a replacement is promoted to their position, a new delegation of 
Wokou representatives have to contact them and make sure that 
past agreements are still in place. These agreements are lucrative for 
the WLN officers involved, but there is always the chance that an 
honest bureaucrat or soldier might cause trouble.

Using Wokou City station in your Game: Wokou City Station 
provides an excellent place to go for a ship retrofit, as well as a 
place to go looking for high-risk, high-reward jobs. Justice in 
Wokou is harsh and immediate, but information gleaned by a 
WLN or corporate spy could be very valuable.

6.3 NoN-plaYer cHaracters oF Note 
Each entry starts with the name of the NPC, followed by the year 
they were born and, where applicable (and known) the year they 
died. Next is a brief description of the NPC and a quote that helps 
to characterize them, followed by a longer and more thorough 
description. Each entry ends with a section on using that NPC in 
your game, giving hints and ideas of how to incorporate a given 
NPC and connect them to goals, obstacles, secrets or even how 
to use them as a character relationship.

Where dates are noted, they are measured from what the World 
League of Nations declared to be Year One – the year of its own 
founding, of course, approximately 50 years before the start of 
most Parsec games. Bear in mind, when reading dates associated 
with these NPCs, that for the wealthy, life expectancy can be 
significantly longer than it is now.

As mentioned previously, non-player characters created by 
Parsec players and Directors will be included in the official setting 
over time.

HANS BAEDER
-47 - ??
Hans Baeder is one of the most famous people ever to live - the 
inventor of the Baeder Drive which has enabled faster-than-light 
travel throughout the solar system and beyond. He was awarded 
dozens of honorary degrees, honors and awards from a number 
of nations, major religions and other organizations. These awards 
have been made with Baeder in absentia; his whereabouts are 
unknown, and there is rampant speculation as to his fate.

“Thus, here in Stockholm, I would like to announce that I am 
giving all rights and licenses to the World League of Nations. 
The Dual-Space Acceleration and Faster-than-Light Engine and 
Drive System is something too powerful for a single nation or 
corporation to control or have responsibility for. Let the world 
as a whole decide how it should be used, not for the murder of 
fellow men, but for the good of mankind.”

Hans Baeder rose from relative obscurity, working as a researcher 
with little recognition by the larger scientific community, to 
profound prominence almost overnight. Later biographers 
surmise that the theoretical work which led to the development 
of faster-than-light travel was exhaustive, meticulous, and drawn 
from surprising sources, but at the time it seemed almost as if he 
had produced his theories from thin air.

While most passed by his primary article in a minor science 
periodical as quackery, a group of analysts within the hierarchy of 
the WLN saw promise in what the young researcher was working 
on, and over the course of several years, requisitioned the massive 
funding necessary for a prototype’s construction. This project, 
codenamed Halcyon, was top secret. Baeder didn’t approve of 
this secrecy, but went along with those who were funding his 
dream, ignoring his trepidation while he worked.

When the first test of a Baeder Drive was successful, everything 
changed. Hans Baeder catapulted to stardom and his obscure 
articles were poured over by others seeking to replicate his work 
(before those articles started to disappear). To this point, that 
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has proven impossible. Many hypothesize that this is because 
his work continued during the building of the prototype, and 
the WLN convinced him he was not allowed to publish further 
findings until work was complete.

Baeder was suddenly in demand to make speeches, and every 
significant organization in the solar system wanted to question 
him about his ideas and theories, hoping to duplicate the Drive 
for themselves. That was when Hans Baeder made the most 
significant decision of his life – in his acceptance speech, after 
receiving the Nobel Prize (now the Baeder Prize, incidentally) for 
Physics, he announced that he renounced his rights to the Drive, 
putting all rights and documentation into the hands of the WLN 
for the betterment of all humanity.

That was the last major speech that Baeder made. Returning to his 
family home in southern Germany, it was presumed he was relaxing 
or maybe working on further scientific breakthroughs, but he has 
never been seen again. According to the WLN, which is still nominally 
his employer, he is a recluse by choice, wanting to distance himself 
from his own celebrity. Nevertheless, writings and holo-recordings 
periodically surface purporting to be from Baeder himself, and cults 
have sprung up of people dedicated to studying his writings and 
living life by those principles. Others hint at conspiracies— perhaps 
Baeder was murdered, perhaps he never existed, or perhaps that he 
was a divine figure sent by the Almighty.

Regardless of anything else, the consensus is that Baeder was 
an idealist who wanted his invention to usher in a new age of 
cooperation and exploration, ending humankind’s history of 
war and vicious competition. But it was not meant to be. The 
WLN retained all rights and documents, and destroyed all extant 
copies of his final work.

Using Hans Baeder in Your Game
Goal: Finding Hans Baeder, or discovering what really became of 
him, is an excellent long-term goal, and could be motivated by 
any number of things. There are also many goals related to his 
life and work. Seeking to find or steal plans for a Baeder Drive, or 
even to steal a drive-ship itself are excellent goals as well.

obstacle: The assumption of many is that Baeder is missing 
and possibly dead. Many searched for him, but the conflict 
over his work has moved beyond him in many ways, and he is 
now believed to have become a severely disillusioned recluse, or 
maybe even insane. More sinister plots are also possible – if these 
plots are true, then someone very powerful has a vested interest 
in Baeder never being found.

secret: Obviously, his current condition and whereabouts are a 
huge secret that would impact the setting on a large scale. His 
return to society, or the release of detailed schematics for the 
Baeder Drive, would have similar impact.

relationship: Having a relationship with Baeder himself is 
impossible at this stage of the setting, but there are many 
who follow his altruistic philosophy. They even claim that he 
is secretly releasing new writings from some secluded location 
where he has gone to escape from the violence and selfishness 
of humanity. Their organization, named Halcyon after the 

project which produced the drive, focuses on using open-source 
scientific research to better humanity. Halcyon is suspicious of 
authority of all kinds, so they remain disorganized. A relationship 
with Halcyon, however, can help with certain kinds of Science 
or Analysis rolls, and you never know when techno-anarchistic 
altruists might come in handy.

INSALA MA’HARIM
-51 - +8
Ma’harim was the President who 
turned the WLN into Earth’s 
primary government body. He was 
adept at manipulation, able to play 
nations, corporations, and various 
factions against each other while 
remaining seemingly above the fray. 
His administration organized the 
WLN into a political, military, and 

economic force able to compete against the most powerful 
corporations. He died of a massive heart attack during a state 
dinner in New Tokyo. Rumors suggested assassination, but the 
WLN investigative panel concluded otherwise.

“There are few men capable of leadership on a grand scale. For 
better or worse, Ma’harim was one of those men. His mastery 
of realpolitik had not been seen since Bismarck and the rise 
of the German Empire in the 1870s (old calendar). There are 
continuing rumors that Ma’harim was assassinated, though a 
thorough investigation by a WLN special committee for internal 
security released a detailed statement denying this possibility. 
If it was an assassination, the results were not what was hoped 
for, as successive competent presidents ensured the long-term 
survival of Ma’harim’s policies.”

Insala Ma’harim is the opposite of a rags-toriches story. He was 
born to profound luxury, heir of a dynastic family which had 
purchased vast swathes of territory from the then-defunct 
Pakistani government. He lived a life of ease among his family’s 
dozen or so mansion complexes scattered throughout their 
territory. He never for a moment doubted that he was destined 
for great things.

Ma’harim had a talent for organization and a dislike for chaos 
bordering on pathological. As he grew, he came to the realization 
that the political disorganization on Earth allowed powerful 
corporations to exploit defenseless people. It would be a stretch 
to call him altruistic, but his intent, as left in surviving recorded 
material, was to create a new balance of power on Earth, a balance 
between corporations, governments, and individuals.

Ma’harim was the driving force behind the organization of the 
New Republic of Pakistan, larger than its historical predecessor, 
and he served as its first elected Prime Minister. The re-
organization which he spear-headed, using his name and fortune, 
served as an example for other collapsed states, and Ma’harim 
lent his assistance to their reorganization efforts – all the while 
building a massive list of powerful people who owed him favors.

At the time, the World League of Nations was languishing in 
irrelevance, a paper tiger, a sop to the last vestiges of governmental 
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powers. Ma’harim took on this organization as his next personal 
project, and under his Presidency, bolstered by the support 
of newly-reorganized states all over the world; he relentlessly 
consolidated the body’s power into its voting Assembly, 
specifically in the powers of the Assembly’s President.

Allies found him to be fastidiously fair while opponents 
described him as ruthless and unflinching, though all respected 
his intelligence, drive, and vision. He was an unapologetic elitist, 
highly educated, and moved exclusively in the highest circles 
of power. Though he cared about equality of opportunity, he 
also believed that government was best handled by those with 
proven success records in life.

It was Ma’harim who pushed for the change in calendars to the 
current system based on the year the WLN was formed. Years 
before this point are now represented by a negative number, so 50 
years before the ratification of the WLN charter is now written as 
‘Year -50’.

Using Insala Ma’harim in Your Game
Goal: President Ma’harim’s life and work can serve as a template 
for someone else climbing the rungs of political power. There 
are plenty of organizations and even national governments 
still languishing in neglect, nearly forgotten, which could be 
resuscitated and returned to a role as a world power, maybe even 
a system-wide force.

obstacle: The player-characters could be associated with an 
organization committed to reducing the power of the WLN 
Assembly over its own member nations for a variety of reasons. 
This goes against Ma’harim’s legacy and goals, something that his 
many old allies in powerful places are likely to oppose.

secret: The big secret connected to Ma’harim is whether he really 
died of natural causes. If not, who killed the most powerful man 
in the world? Someone with the power to accomplish this kind 
of political assassination and get away with it is not someone to 
be trifled with, but information like this should be brought to 
light. Shouldn’t it?

relationship: Ma’harim liked technology and was more than 
aware of the power of history and personal legacies. With 
that combination, maybe Ma’harim attempted to code his 
personality into a piece of i-ware. If he did, where is it and who 
knows about it?

TUCKER “MACK” ELROY
-64 - ??
Where Ma’harim’s rise to power 
surprised no one, Tucker Elroy was the 
complete opposite. He was a North 
American conservative voted to the 
Presidency of the Assembly in the 
hopes that he would help reduce the 
power and influence of the Presidency, 
returning power to the Voting 

Assembly. An outspoken proponent of smaller government and 
efficiency, it was hoped that his combination of personal charm 
and conservative ideals would weaken the Presidency.

In his memoirs, published recently, he described his experiences 
as President of the Assembly and what changed his mind so 
radically about the role of government. Contrary to expectations, 
Elroy further consolidated power in the Presidency and expanded 
the WLN’s influence in international and offworld affairs. 

Elroy’s preference was to appear less intelligent than he was, 
playing up the role by wearing gaudy clothing and old-style 
North American cowboy hats, but, in retrospect, he was an astute 
politician and a long-term thinker. He saw Ma’harim’s vision for 
the WLN at work when he took up his post, and became a 
fanatic convert.

“It’s ok. You can call me Mack. Listen, I’m just thankful for the 
chance to serve the League in whatever way I could. You know, 
I’m just one man, just one part of this great organization that 
has done so much to spread freedom and democratic ideals 
throughout the Earth, and even beyond. Ma’harim’s ideas and 
policies made all this possible. There’s still so much work to do, 
but you know, I have faith that in the end freedom and security 
can go hand-in-hand. Regular folks need someone to look out 
for them – I was happy to be that guy, even for a little while.”

Tucker Elroy grew up near the northern border of the Mexican 
Confederacy, part of an old farming family that had lived on that 
land for generations, benefiting from the oil underneath its land. 
With the collapse of world oil supplies generations before, the 
family reorganized its business. They didn’t have a market for 
crude oil anymore, but they did have a lot of sun. Grudgingly, 
Elroy’s greatgrandfather took what was left of the family’s vast 
fortune and invested in acres of solar cells. They then sold the 
energy to nearby communities and ranches, expanding their 
personal infrastructure farther and farther as more and more of 
the United States’ infrastructure failed from neglect.

Elroy inherited his family’s fortune, their hard-driving work ethic, 
and their deep suspicion of government. Ironically, he found 
that the best way to protect his community from government 
incursion was by entering politics himself. He was elected to the 
Mexican Confederate Assembly representing his own home State 
and later to the United States Congress representing the Mexican 
Confederacy. While serving there, he earned a reputation as an 
isolationist who always voted against expansion of governmental 
restrictions of personal freedoms.

When Ma’harim died suddenly, Elroy was the representative of 
the United States at the World League, and his name was put 
forward as a replacement by those who weren’t pleased with 
the expansion of Presidential powers under the previous regime. 
When he took the position, however, he was relatively quick to 
adopt most of Ma’harim’s policies and practices. Some say the 
increased power got to him and turned him from his ideals. 
Others say that his reputation was all hype, and point to previous 
policies which subtly expanded governmental power behind the 
façade of isolationist conservatism.

If you ask Elroy, he’ll say he was just doing his job.

Using Tucker Elroy in Your Game
Goal: As the man who replaced Ma’harim, Elroy still has a 
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great deal of influence behind the scenes. In addition, he has 
connections to the corporate world because of his investment 
and dominant position in solar energy in the western third of 
North America. Persuading Elroy to help with a switch in policies 
or to push something to the attention of the WLN could help a 
character’s benefactors immensely.

obstacle: Although he adopted Ma’harim’s policies, Elroy did 
gain considerably from the convenient timing of Ma’harim’s 
death. Characters interested in investigating the assassination 
could find a stone wall in front of them because of Elroy’s behind-
the-scenes influence.

secret: Elroy has expanded the family’s energy holdings 
considerably and has also invested family funds in spaceship 
construction. With his position at the top of the WLN, its possible 
Elroy copied the Baeder Drive plans and intends to use them for 
his own benefit. Does Elroy have the plans?

relationship: Elroy has a reputation for standing up to bullies of 
the downtrodden. Perhaps characters have come to his attention 
through sticking up for people in the Barrens against gangs or 
poverty. If successful or persistent in their efforts, they’d have a solid 
friend in Elroy if they get in a bind trying to help the destitute.

SERGE ZIvANOv
-31 - ??
Serve Zivanov was a highly decorated 
cosmonaut in the Noviy-Soviet 
Coalition Space Agency – until he 
perpetrated the largest (literally 
and figuratively) theft in human 
history. Zivanov was commander of 
the mission that reached an Earth-
like planet with breathable air, the 

first man to set foot without a spacesuit on another world. 
After that exploit on behalf of a large WLN scientific coalition, 
Zivanov became obsessed with colonizing a distant world that 
already sustained significant carbon-based life. Of the many 
potential worlds, he chose one, and he and his crew mutinied 
aboard a WLN driveship, taking it to pick up colonists biding 
their time on Ganymede Colony, and departed the solar system 
on a trajectory toward the center of the Milky Way. The ship 
was never heard from again and the crew and colonists are 
presumed lost.

“Earth—we will not miss you. We will not miss the pollution, the 
greed, the corruption. We are Noah and the Ark, and you are 
the godless who will be washed away in the Great Flood. May 
God have mercy on your souls.”

Serge Zivanov  was born in what was once the Ukraine, now a 
part of the Noviy-Soviet, a collection of neo-communist states 
in Europe and Asia. He was the son of an aeronautical engineer 
who worked for the ruling Red Party designing more efficient 
scram-jets – his father was killed in a bombing during one of 
the civil wars that frequently wracks the N-S. Serge was a gifted 
student, excelling in all of his classes. It is a little-known fact that 
he is an accomplished pianist who also won freestyle wrestling 
championships in his youth. 

His true passion was piloting, however, and this drive coupled 
with a talent for engineering and mathematics landed him in the 
N-S Space Agency as a test-pilot. He was eventually moved to the 
exploration branch of the NSSA when he became enraptured 
with the idea of distant worlds able to support human life, 
now available because of the Baeder Drive and faster-than-light 
travel.

Serge ultimately earned the honor of being the first human being 
to set foot on an alien world without an environmental suit. The 
world in question was populated by a simple but profuse form 
of blue-green algae which had altered the atmosphere enough to 
make it breathable for humans, though the high oxygen content 
made fires a significant hazard and led to oxygen intoxication if 
they weren’t wearing a breathing device of some kind.

From that point on, Serge never looked at Earth as home again. He 
constantly pushed for more exploration farther out in the galaxy. 
With thousands of Earth-like worlds identified by powerful orbital 
telescopes, a lifetime of exploration would not even scratch the 
surface of the possibilities that existed. His efforts were frustrated, 
however. The NSSA and its financial subsidizer, the WLN, were far 
more interested in finding easily-exploitable worlds rich in raw 
materials and valuable rare elements. Zivanov’s discovery offered 
them prestige, but not profit. Extra-system colonization was too 
expensive and dangerous.

Frustrated and at a dead end, Zivanov did the unthinkable. He 
stole a Baeder Drive, and with a final transmission to his superiors 
and to humanity at large, he was gone, accompanied by a few 
thousand colonists bent on finding a new life among the stars.

Using Serge Zivanov in Your Game
Goal: One goal for the PCs could be to travel to an Earthlike 
planet themselves. They can work up through the ranks of 
scientific explorers, hoping to make a name for themselves. 
Another possible goal emerges if the secret of Zivanov’s current 
planetary whereabouts comes to light. The WLN would pay 
handsomely for the return of their Baeder Drive and the chance 
to put Zivanov on trial in a very public way.

obstacle: If the PCs are explorers, the main interaction they will 
have with Serge Zivanov in this case is with his legacy. Any access 
to a Baeder Drive will be limited to prevent another theft like the 
one Zivanov perpetrated.

secret: The obvious secret here is – where did Zivanov go? 
And how would someone know? The WLN, at the very least, is 
doubtless willing to pay a great deal for the information.

relationship: Serge Zivanov was connected to an underground 
organization of people who fervently believe humanity’s 
destiny is out among the stars, beyond the micro-managing 
of Earth governments or corporations. The local groups of the 
organization use many names, but almost always with some 
form of Old Testament reference. Characters could be members 
of this group.
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HARPER CONN
-58 - +26
Conn was the first WLN law 
enforcement official on Mars – long 
a collection of neo-feudal colonies. 
In a land with no rules and plenty 
of “mining accidents”, no one dared 
mess with Conn. Conn acted as 
judge, jury, and even executioner. 
The men he recruited, the Mars 

Rangers, drastically reduced crime on Mars, which in turn led to 
increased corporate investment and Mars’ economic prosperity. 
Conn retired from the Rangers in +18, but remained on Mars as 
WLN advisor to the planetary governor. 

“This is Marshal Conn and you are under arrest, but you’ve got 
a choice. Come out peacefully or come out dead. Either way, I’m 
all right with it.”

Harper Conn was an odd man with an odd name. He was one 
of the first Colonyborn human beings. His parents served on the 
Mars Colony, working for the WLN as scientists at a research 
station near Mars’ southern pole.

Harper was named for the protagonist in a serial Western set 
in pre-Confederation Texas following the economic collapse 
a hundred years before. This image of the tough, independent 
and self-reliant cowboy stayed with Harper even in the totally 
dissimilar environment of a Martian science colony. He grew up 
into a large, athletic young man and trained in the new martial 
art of zero-gravity grappling which was being adapted as a highly 
specialized sport; ‘Ziggy’ (as zero-G grappling was called) proved 
useful later as a means of keeping order without resorting to 
lasers or firearms. Through Ziggy, he met a lot of soldiers and 
security officers, gravitating more towards pro-WLN men, 
generally because of his parents’ position.

Fortunately, Harper had three younger sisters willing to take 
up their parents’ scientific work because he left school early to 
enlist in the WLN’s armed forces. He was transported to one 
of the Lagrange-stations in orbit around the Earth for colonial 
law-enforcement training. While in basic training and later at 
the academy, he made a name for himself—relentless, able to 
improvise, quick-thinking.

Harper requested assignment to Mars, and the request was 
granted, partially because of Conn’s reputation, but primarily 
because no one else wanted the job. This was in the early days of 
the resurgence of the world government, meaning that he had 
to earn the respect he got the hard way. As it turns out, it was 
mostly hard on the people Harper went after.

His success was such that he was made one of the charter 
members of the Mars Rangers, a police organization on Mars 
organized to enforce WLN laws in what was, at the time, a lawless 
place. They were in direct and often violent competition with 
corporate security forces, private firms, and mercenaries.

In the end, Harper became something like the cowboy he was 
named after – the lone lawman on the wild frontier, traveling 

from settlement to settlement, doing what he could to bring 
justice and order. If a few skulls were cracked on the way, he was 
all right with that.

Using Harper Conn and the Mars Rangers in Your Game
Goal: The PCs might want to become Mars Rangers. To do 
this, they need to be skilled (at least basic) in Grappling, 
Striking, Firearms, Detection, Zero-G, Evasion and Intimidation. 
They also need to have at least intermediate advancement in 
Courage and Tolerance. Finally, they need a major relationship 
with the WLN as a patron and a minor relationship with the 
Mars Rangers, and minimum Status of 4 in order to be able to 
live legitimately on Mars and have enough social mobility to 
do the job.

obstacle: As a criminal of any kind on Mars, you will cross paths 
with the Mars Rangers. They are tough, individualistic, well-
equipped and hard to scare off your trail. If you injure or kill one, 
you tend to meet the rest of them shortly after. Their methods 
are diverse, and they are more than happy to deal out their idea 
of justice apart from the technicalities of law.

secret: One of the Mars Rangers may overstep his legal bounds, 
execute an innocent, and cover it up. If this is discovered and 
brought to light, it would be a scandal for the WLN to deal with, 
and would destroy the Rangers’ reputation on Mars.

relationship: The Mars Rangers can be a lot of help to people 
in their good graces. On Mars, the Rangers are influential, well-
connected, and feared by the criminal underground. Sadly, like 
any other organization with rank and power, there are some 
who are corrupt, using their positions for personal advantage. 
If you get in trouble on Mars, any level of relationship with the 
Rangers can be called on to help you get out of it – not everyone 
is comfortable with the Rangers, but everyone on Mars knows 
they have to deal with them one way or another.

CHEN DO-CHEN
-18 - ??
No matter how far humanity spreads, 
it will never outgrow its craving 
for illicit items and services. Chen 
realized this well before adulthood, 
and he set about becoming the one 
people turned to for fulfilling their 
needs. He started off as a small-
time narcotics smuggler and slowly 

expanded, investing time and effort in trustworthy people and 
in his own reputation.

Chen is a hands-on criminal overlord. If he needs to find you, 
he does so himself, and walks into your room or your office or 
your ship, and doesn’t take no for an answer. He does not send 
people to get rid of major competitors – he loves to do it himself. 
He sees it as a matter of honor to do so. When he kills you in 
person, you can have the small comfort of knowing how much 
he respects you as a rival and a peer.

His reputation helps him because most people want more than 
anything else to deal with his representatives rather than him. Even 
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the nastiest ones lack his well-earned notoriety, and everyone 
agrees that it is best if Master Chen does not take too much 
interest in you or your affairs.

Now that the WLN may be developing colonies on distant 
worlds circling distant stars, Chen knows that he needs to be 
at the center of this latest expansion of humankind. Here at 
the beginning, things with the new colonies are simple - simple 
pleasures and simple vices. Chen is a man who appreciates 
simplicity. Many worlds, one criminal organization.

“Master Chen is two distinct people in one body. The first Chen 
is friendly, kind, polite and gracious. He’s a wonderful host. He 
is hospitable, even charitable. The second Chen you only meet 
when you cross him, and he is the last person you ever meet.”

Using Master Chen in Your Game
Goal: Master Chen’s organization is the pinnacle of the criminal 
world outside of Earth. He is connected to almost everything 
that goes on among the space stations, colonies and ships that 
serve them. If you are a criminal, Master Chen is the man you 
want to be connected to.

obstacle: Master Chen is a frightening obstacle for anyone. If you 
cross him, there is a good chance you will have to deal with him 
personally, and there are usually two ways that this turns out – 
either you work something out with him that is to his benefit, or 
you die. Hulking, brutal bodyguards, hired assassins, and cutting-
edge ablative body armor protect him from all real danger. If 
Master Chen shows up in a story, he is a force of nature.

secret: A man like Chen Do Chen is made of secrets. He delivers 
illicit goods and services to some of the most powerful people in the 
solar system. He enables a wide variety of illegal and immoral vices 
to be satisfied. He is in a position to blackmail law enforcement on 
multiple worlds because of what he knows, what that information 
is worth. Because he knows that worth, he is also always willing to 
pay for useful secrets he does not already possess.

relationship: Even with a Major Relationship with Master Chen, 
it isn’t as if he answers every time you call. What it means is that 
you have legitimate, though limited, access to his name. People 
know you are connected. If you throw around his name too often, 
you might meet him one quiet night to have an uncomfortable 
conversation, but in the meantime, a lot of people will listen 
when his name gets mentioned.

ADMIRAL AMBER SALEM
-26 - ??
Amber Salem was the right woman 
at the right time, the genius Space 
Corps Commander that the World 
League needed when it revealed the 
first of its Baeder Drive-ships decades 
ago. She combined fearlessness with 
tactical brilliance and an innate 
understanding of movement in 

zero-gravity. She was the first to master the Immersive HUD, a 
holographic projection that surrounds a commander and which 
responds to her eye-movement while projecting combat in real-

time. The IHUD is now standard on all major combat vessels, and 
smaller less-capable versions are available for ship captains who 
lack the WLN’s finances.

Since her retirement she has become a military analyst for various 
news organizations and has also begun a prolific writing career.

“It hasn’t been a man’s world for a long time. As humanity has 
settled firmly in space, it is becoming a woman’s world at last. 
And not a moment too soon. That we survived thousands of 
years of male authority is nothing short of a miracle.”

SIR JONATHON KENNEDY
-105 - +23
Kennedy made his money through 
the production and design of illegal 
designer drugs, producing several 
notable fads: Crave, Blink, and “The 
Glow Pill”. Nothing was proven and 
Kennedy purchased his knighthood 
from the King of Norway who 
was selling titles to prop up his 

collapsing economy. Upon his death – from a drug overdose - 
his considerable fortune passed to his only child. 

“These are legal, legitimate investments. The world was built on 
the foundation of traders, speculators, and venture capitalists. 
The insinuations about my family, my money, and what I am 
doing with them is nothing more than pathetic, scurrilous gossip.” 
–Kennedy testimony before a WLN committee investigating 
sexual health and disease.

DAME MARIA KENNEDY
-68 - ??
Lady Maria is the only child of 
Sir Jonathon Kennedy. She has 
dedicated her life to improving the 
human condition, most notably 
through her financing of research 
into prosthetics. Her most successful 
venture to date is Adjuntic, which 
has become the cutting-edge firm 

for the development of integrated prosthetics which respond 
smoothly to commands from the patient’s nervous system. 
Using her father’s wealth, she has funded programs providing 
these prosthetics in war-torn parts of Earth where they would 
normally be unavailable.

Unlike her father, Maria Kennedy has earned her knighthood, 
again from the King of Norway, one of the few people left on 
Earth who might bestow such an antiquated prize on anyone. 
There is speculation that this was done to make amends for the 
last time he knighted a Kennedy.

“How much money in the world ISN’T dirty money or blood 
money? We can do nothing to change the past, only the 
present and hopefully the future. What may or may not have 
happened with my father is irrelevant.”
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BEATRIx STERN 
-36 to ??
Beatrix Stern inherited a high-security 
courier service with a small fleet of 
ships working the lanes between 
Earth, Luna, Mars and the Belt. The 
high expense kept her clientele low 
and her prospects dim - until the first 
Baeder Drive was successfully tested. 
Soon thereafter, Beatrix negotiated 

an exclusive WLN contract, and suddenly Stern-Gezeiten Inc. 
was the premier FTL courier service in the solar system.

Using Beatrix Stern in Your Game 

Goal: Becoming a licensed S-G Inc. courier ship requires an 
impeccable reputation for being fast, tough and perhaps 
most of all, discrete. Beatrix prefers to personally interview all 
potential courier crews, and she is a shrewd judge of character. 
As a government contractor, she has more leeway in hiring than 
she would if she were a WLN officer or bureaucrat, but she still 
accepts only the best.

obstacle: It would be easy to run afoul of Stern-Gezeiten if a PC 
crew were to capture or rob a courier ship. They are unmarked 
when working in the Belt and beyond because that far out, a 
WLN identification would attract pirates rather than deter 
them. It may also be that the cargo itself was more than the PCs 
bargained for.

secret: High-security transport isn’t just used for antimatter 
and experimental technologies destined for the outer colonies. 
There are some pieces of information that are only entrusted to 
individual couriers carrying highly-encrypted nodes - or even 
implants.

relationship: PCs seeking a professional contract with Stern-
Gezeiten Inc. first need to earn the company’s trust, represented 
by a major relationship. Short of that, a minor relationship might 
allow the PCs to serve as guards on a courier-ship. They might 
also be contacted if there needs to be an investigation into a lost 
package that the WLN doesn’t need to know about.

CREATING YOUR OWN MAJOR NPCS
These major NPCs are only a few examples of the movers and 
shakers in the Parsec universe. No doubt, as part of planning the 
setting and situation for your own game, you will come up with 
more.

The Parsec universe is open wide to input from players and 
Directors. Future versions of Parsec will include material produced 
by players everywhere - including you.

In order to create a major NPC for inclusion in the Parsec universe, 
keep a few things in mind.

SET DATES
Keep in mind the overall timeline of the Parsec setting. Year 0 
divides the time before the rise of the World League of Nations 
and the time after. Before year 0, neo-feudal corporations ran 
everything for all intents and purposes. The early years after year 
0 were filled with violent conflict on Earth and in space as the 
WLN fought a multi-front war against a dozen huge corporate 
entities as well as their thousands of subsidiaries.

By the end of the first decade of the WLN era, most large-scale 
violent conflicts had calmed down. By the second decade, the 
era of exploring and colonizing the solar system and the worlds
beyond had begun in earnest. The ‘present’ for the Parsec 
universe is sometime around year 50.

MAKE CONNECTIONS
Major NPCs become big influences in the setting because they are 
connected to powerful organizations on Earth and in space. No 
one rises to prominence in a vacuum. Because of this principle, it 
is important for major NPCs to be connected to other elements 
in the setting very firmly.

CONFLICT
Every NPC worth mentioning in the Parsec universe is involved in 
some kind of conflict - preferably, they are potentially embroiled 
in more than one conflict. Conflict is the most likely way that PCs 
will become aware of and connected to an NPC - either as allies 
or as opponents.

SUBMITTING MATERIAL FOR THE SETTING 
The Parsec setting is intended to be open to contributions 
from players and Directors out there. What you send in will be 
incorporated into the official setting as long as it fits with the 
game as presented here.

Submit your creations to:
jollyrogergames@hotmail.com

Additional resources and supplements are available at:
parsecrpg.com
parsecrpg.wikia.com/
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SETUP
Stealing the Drake is a scenario that focuses on one of the first 
Baeder Drive-ships ever built, namely the Drake.  The story centers 
on the player-characters, each of whom have a reason to be trying 
to steal the Drake.  Stealing a Baeder Drive would be an almost 
unprecedented feat, and with good reason.  The WLN focuses a 
huge amount of it’s resources on keeping FTL technology secret 
and defending the Baeder Drives from theft and attack.

THE PLAYERS
There are 6 pre-generated characters provided for this scenario.  
The players are welcome to create their own characters, though 
they will need to be more accomplished than starting characters 
to have a chance of success.  If players create their own characters, 
they should also advance them 15 steps, making them relatively 
experienced characters, equivalent to 5-10 sessions of play.  For 
small groups, like 2 or 3 players, this should be increased to 20 
steps or more to balance out the fact that the PCs will each have 
to be very good at more than one thing to succeed.

If the players create their own characters, this is who they 
will likely need: a captain for the ship in which they arrive; at 
least one person who is good at fighting; someone who is good 
at breaking into security systems and tampering with them; 
someone who is good at talking to people and has high Status; 
someone who is a technical trouble-shooter who knows about 
science and engineering.

To help the players decide, but to maintain their characters’ 
secrets, the Director should give a brief description of how each 
character appears to others, and let them decide from there.  
Some of the characters will have hidden agendas that are quite 
different from what they appear to be, but this will simply be a 
surprise when and if it comes out in play.  The players are free 
to change details like their characters’ name, appearance, gender 
and back-story however they like, as long as it makes sense to the 
group.  The characters’ abilities, however, can only be changed 
with the Director’s permission.

There are some blanks for each pre-generated character - Scars 
are left undefined, as are some relationships and other Traits.  
Passions are not listed because they only function over long-
term play.  These can be filled in by the players before-hand, or 
during the game with the Director’s permission.

As a bonus, each character is provided with a suit of ablative 
body armor with 4 dice of protection by their employers or a 
wealthy PC who is bankrolling the operation (if using the pre-
generated characters, it is Natalie Costa).  This is already added to 
the pre-generated characters’ sheets.

THE CHARACTERS
Thiago Reis
Thiago grew up in the fringe of the city of Parnamirim in Silva 
Energy Solutions territory, and he was educated from an early 
age in one of Silva’s Space Academies.  He lacked the company 
loyalty that allows one to rise in the ranks of Silva pilots and fled 
to become a WLN pilot.  He crossed paths with the pilot of the 
Drake, Sadia Zaheer, who sabotaged his career and ended their 
romantic relationship, and Thiago is now a mercenary pilot on 
the edge of bankruptcy and out for revenge.

Zero “Zee”
Zero was the child of a powerful family of Japanese industrialists 
- powerful until their factories were seized by WLN regulators for 
unlawful ownership of human beings.  Zero’s father and mother 
committed suicide, leaving her an orphan, and she joined a pro-
capitalist insurgency movement, ultimately becoming a contract 
killer.  She spent her considerable savings to relocate to space, 
and fell in with this group hoping for the opportunity to take 
revenge on the WLN and make a huge amount of money at the 
same time.

Darwin Howe
Larceny does not come naturally to Darwin Howe, who grew up 
with his family in the shipyards orbiting Earth.  He learned the 
business of designing and building experimental spacecraft and 
was set to inherit his mother’s very lucrative business - until a new 
contract came in.  A group is planning on stealing a Baeder Drive-
ship, and Darwin was hired and sent with them - ostensibly to help, 
but his mission is to steal the ship’s schematics, not the ship itself.

Jia Hong “Lucky”
Jia Hong, or “Lucky”, grew up in an itinerant extended family 
composed of career criminals and con-artists.  They plied their 
trade between space stations and colonies, playing any angle 
they could and violating any number of laws along the way.  
Eventually, Lucky was caught by the WLN and recruited to be a 
spy.  She later turned herself in to Silva Energy Solutions, seeing 
that they paid far more, and offered to become a double agent.  
Now she is stealing the Drake, and has to choose whether she will 
betray her companions for the WLN payoff, or steal the Drake 
and betray the WLN for an even bigger, but riskier, payoff. 

Natalie Costa
Natalie Costa was born into affluence in a family famous in the 
entertainment industry.  Smarter than she was pretty, Natalie 
stayed on the edge of media attention, learning the ins and outs 
of the industry.  A bit of a wild child, she was intelligent enough to 
keep her debauchery private.  Now she is bankrolling the job, and 
for her large investment she expects an extraordinary return.

2-6 players

stealing the Drake
6.4 aN iNtroDuctorY sceNario 
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Jaran Borjigan
Jaran is from an old Mongolian family that was relocated to the 
Belt by a Chinese conglomerate a generation ago.  He grew up 
in zero-g, moving from one asteroid to another to mine them 
and occasionally returning to Mars to receive treatment for the 
ill effects of life without gravity.  Skilled in demolitions, Jaran was 
approached by a rival company and paid a large sum to sabotage 
operations of the Chinese conglomerate - enough to liberate and 
relocate his entire family to Mars.  An underworld consortium 
has now hired him and sent him along to steal the Drake - but his 
orders are to jump the ship to a destination of the consortium’s 
choosing and turn it over to them.  In exchange, his family will 
never need to worry about money again.

THE DIRECTOR
In each upcoming section, there will be information that the 
Director should know and the players probably shouldn’t unless 
they have a good reason (a major relationship, high Status, a great 
Skill roll, etc.).

THE SCENARIO
Before they begin, the characters need to have a ship.  They need 
some reason to dock with the drive in the first place – hitching 
a ride is a good reason, but they might also choose to pose as a 
supply-ship or repair-ship carrying technicians, fake a medical 
emergency, etc.  Whatever sounds plausible to the Director is fine.

If the ship itself won’t play a large part in the story – if the players 
don’t want it to have special capabilities, then they don’t need to 
create it in any detail.  It can just be a device to get them to the 
drive-ship.  If they prefer to create the ship themselves, then it is 
a light civilian ship with two upgrades and two retrofits of the 
players’ choice.  To save time, don’t worry about spending Traits 
to have particular positions on the ship – presumably the ship 
the PCs are using is disposable, given to them by their respective 
employers, stolen, etc., and they are not expected to spend a long 
time in it.

INTRODUCTION AND PLANNING
Remember, as you begin, that the goal is defined for you: steal the 
Drake.  Talk about likely obstacles – you can use the progression 
below for reference in coming up with them, and there will be 
plenty of suggestions.  For a more traditional style of play that 
most gamers are familiar with, the Director can  just choose 
obstacles from the lists and only tell the players what they are 
if their characters figure it out in-game.  Obviously, the Director 
and players are free to come up with their own obstacles, and are 
not limited to the suggestions listed below.  Each PC should also 
have one secret that might reasonably come out at some point 
in the scenario, though it doesn’t have to.

APPROACH
The group should have some cover which will let them approach 
the Drake in the first place.  Ships don’t just cruise up to a priceless 
piece of military technology and expect to survive. Once within 
scanner range, the crew will be hailed by security on the Drake 
and asked to open a channel to exchange information directly.  
They’ll be told  to send their unique identification as well as the 
ship’s  manifest listing crew and cargo.  In exchange, they are 
given a docking pattern which they can just load into the ship’s 
controls.

sample obstacles:
Depending on the PC’s cover story and plan, there may need 
to be a social or information conflict here to allow them to 
approach the Drive without suspicion.

Drake security scans the player-character’s ship and detects 
either smuggling compartments or contraband.  They have to 
talk their way out of being boarded and having the contraband 
seized when they dock with the Drake.

The ship’s technician notices a familiar ship ID on their scanner 
as they approach – a rival group bent on stealing or sabotaging 
the Drake has already docked with the Drive-ship, and the PCs 
need to find out why.

One of the PCs find out that s/he has an old paramour or 
estranged family member who is on another ship, and who is 
suddenly very interested in what that PC is doing, and could they 
meet to talk...

DOCKING
Docking with the Drake, once the approach has been worked 
out, is straightforward.  Remember that once the ship docks with 
the Drake, which is still spinning on it’s axis, they will be under 
some artificial gravity and that the Drake will be “up” for them.

sample obstacles:
A connector blows during the docking procedure, and the PCs 
have to investigate and repair the damage before they can be 
linked to the Drake.  When they go out to see for themselves, 
they find signs of sabotage.

The security officer the PCs are dealing with is pushy and 
overly-curious, and may board the PC’s ship to do an inspection 
personally if they can’t answer every question promptly.

ENTRY
Under normal circumstances, crews of ships that have docked 
with a drive-ship are not supposed to enter the drive-ship itself.  
It is off-limits for obvious reasons.  This means that the PCs will 
have to find a way to get in.  This can range from impersonating 
WLN personnel to cutting their way into a maintenance-access 
tunnel or faking a life-threatening injury or illness and begging for 
access to the Drake’s state-of-the-art infirmary.

sample obstacles:
The access-point that the PCs chose has unexpected security 
safeguards, and they have to think and act fast to avoid alerting 
security to their entry attempt.

The PCs come to their chosen access-point, and their rivals are 
already there, leading to a brief skirmish which is cut short of 
becoming lethal by the approach of security personnel, drawn to 
the odd sounds and movement. 

SECURITY
The WLN doesn’t automate as much as it could – government 
jobs are one of the main recruiting points in some places, and 
the WLN has never had a shortage of people.  When efficiency 
isn’t the primary concern, you end up with many more personnel 
than a corporate ship would have.  Where killer robots would 

6.4 aN iNtroDuctorY sceNario 
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normally be first-responders to trouble, on the Drake those 
responders will be human personnel.

The Drake is protected by multiple security systems and 
protocols which will have to be bypassed or disabled at each 
stage.  There are movement detectors, cameras recording the 
visible and non-visible spectrum, and pass-cards are required at 
any hatch or bulkhead.  One thing that the lack of automation 
means, however, is that if the PCs can neutralize any personnel 
they come across quickly, they may be able to move without 
raising an alarm.

Once the intrusion alarm is activated, things become much 
harder.  Bulkheads and hatches are locked down and can only be 
bypassed with a pass-card and a biometric scan which is matched 
with the database of on-board personnel.  Obviously any security 
personnel are now also much more vigilant.

sample obstacles:
The PCs come across a civilian technician and have to silence her 
quickly and quietly, without a lot of time to debate the method.

Two security personnel stumble upon the PCs during a routine 
inspection of bulkheads in this sector of the ship.

The PCs nearly cross paths with elite security personnel, and have 
to hide, evade or disguise themselves to avoid a confrontation 
that is likely to turn serious very quickly.

STEALING THE DRAKE
In order to steal the Drake, the PCs have to find a way to 
neutralize the captain and the security personnel who are near 
the bridge.  They will have to contend with the Chief of Security 
and elite security personnel.  They will also have to hack directly 
into the ship’s navigation system if they can’t make use of the 
captain’s biometrics and voice commands as well as those of the 
chief operations officer – the two must both be used to allow 
the ship to go anywhere.

It is reasonable that some of the PCs may be seriously wounded 
in this attempt, and it is possible that they will fail – there are 
reasons that no one has stolen a Baeder Drive before.

sample obstacles:
The PCs’ rivals got to the ship ahead of the PCs, and the ensuing 
melee and firefight becomes three-sided as a result.

Security personnel begin working to bypass safeguards and vent 
the air out of a compartment or section where the PCs are.  
They must seal themselves in vacc-suits quickly or find a way to 
prevent the venting before it’s too late.

A spy who has infiltrated the ship’s security forces contacts one 
of the PCs and suddenly tells them that the plan has changed.

FALLOUT AND AFTERMATH
The aftermath of this scenario depends a great deal on what the 
PCs attempt and how successful they are.  If they successfully 
steal the Drake and deliver it to their respective employer(s), they 
are rewarded handsomely, and can spend Steps to increase their 

Status as high as 8, to improve a relationship or gain a new one, buy 
a new Trait representing new equipment or a new augmentation, 
and so on.  This is, of course, a bigger payoff if this scenario is 
the first in an ongoing story.  If so, these player-characters will be 
much more accomplished than starting characters normally are, 
and have a chance of having a huge impact on the setting through 
their choices.  If this is a one-shot, then you can just describe how 
the PCs become fabulously wealthy and simultaneously become 
the most wanted criminals in the solar system.
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NOTES ON NPCS
Here are sample NPCs with relevant stats.  Feel free to change 
or replace all of them – these are just examples you can use if 
you don’t have a lot of time to prepare. (Security personel are 
armed with non-lethal weapons, but these can be switched out 
for lethal ones.)

CAPTAIN SADIA ZAHEER 
STATUS 6
POWER: 4 MOBILITY: 7
PRECISION: 6 CONNECTION: 5 
APPEAL: 6 RESILIENCE: 4

SKILLS
EVASION 7@4 PILOTING 7@3
ZERO-G 7@4 GUNNERY 6@5
NAVIGATION 6@4 ETIQUETTE 6@4
INTIMIDATION 6@5 FIREARMS 8@6

COURAGE 4@5 DISCIPLINE 4@4
TOLERANCE 4@5  (4 SCARS)

TRAITS
ABLATIVE ARMOR (2 dice)
MAJOR RELATIONSHIP: WLN Military
MINOR RELATIONSHIP: WLN Intelligence Office
SECURITY ACCESS (all points)
NEEDLER PISTOL (2 dice, recoilless, vacum)

SECURITY CHIEF OSKARI KARSIKUS 
STATUS 6
POWER: 6 MOBILITY: 6
PRECISION: 6 CONNECTION: 4 
APPEAL: 4 RESILIENCE: 6

SKILLS
ATHLETICS 6@5 GRAPPLING 6@4
EVASION 6@5 ZERO -G 6@4
FIREARMS 8@4 INVESTIGATION 4@4
DETECTION 4@5 ETIQUETTE 4@5
INTIMIDATION 4@5

COURAGE 6@4 DISCIPLINE 6@4
TOLERANCE 6@4  (6 SCARS)

TRAITS
ABLATIVE ARMOR (4 dice)
MAJOR RELATIONSHIP: WLN Military
SECURITY ACCESS (all points)
STUN RIFLE (2 dice, long range, stun)

ELITE SECURITY PERSONNEL 
STATUS: 5
POWER: 5 MOBILITY: 5
PRECISION: 5 CONNECTION: 4 
APPEAL: 3 RESILIENCE: 6

SKILLS
ATHLETICS 5@5 GRAPPLING 5@4
STRIKING 5@5 EVASION 5@5
ZERO-G 5@4 FIRARMS 7@4
INVESTIGATION 5@5 DETECTION 6@5
ETIQUETTE 3@5

COURAGE 6@5 DISCIPLINE 6@5
TOLERANCE 6@5  (3 SCARS)

TRAITS
ADHESIVE GRENADE (4 dice)
COMPOSITE ARMOR (2 dice, electromagnetic and impact)
SUBTLE SENSOR ARRAY (2 dice added to Detection when 
on the Drake)
STUN RIFLE (2 dice, long range, stun)

SECURITY PERSONNEL 
STATUS 4
POWER: 5 MOBILITY: 5
PRECISION: 4 CONNECTION: 3 
APPEAL: 3 RESILIENCE: 5

SKILLS
ATHLETICS 5@5 GRAPPLING 5@5
STRIKING 7@4 EVASION 5@5
ZERO-G 5@5 FIREARMS 5@5
DETECTION 3@5

COURAGE 5@5 DISCIPLINE 5@5
TOLERANCE 5@6  (2 Scars)

TRAITS
IMPACT ARMOR (2 dice)
STUN BATON (2 dice, stun)

TECHNICIANS 
STATUS 5
POWER 3 MOBILITY 5
PRECISION 7 CONNECTION 6
APPEAL 3 RESILIENCE 4

SKILLS
ZERO-G 5@5 PROGRAMMING 7@5
REPAIR 9@4 ANALYSIS 6@5
ENGINEERING 6@4 SCIENCE 6@4
ETIQUETTE 3@5

COURAGE 4@6 DISCIPLINE 4@5
TOLERANCE 4@6  (1 Scar)

TRAITS
MAINTENANCE KIT (2 dice to Repair rolls while on the Drake)
MAJOR RELATIONSHIP: WLN Office of Science and Exploration
SPECIALIZATION: Science (Physics)
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PC CHARACTER SHEETS

THIAGO REIS 
STATUS 5
POWER: 4 MOBILITY: 7
PRECISION: 5 CONNECTION: 3 
APPEAL: 6 RESILIENCE: 5

SKILLS
GRAPPLING 4@4 EVASION 7@4
PILOTING 7@3 STEALTH 7@5
ZERO-G 7@4 GUNNERY 5@5
ENTICEMENT 6@6

COURAGE 5@4  DISCIPLINE 5@5
TOLERANCE 5@6 (3 SCARS)

TRAITS
ROGUISH GOOD LOOKS (+1 Enticement when flirting)
SPECIALIZATION: Grappling (Chokes)
WIRED REFLEXES (+2 to Evasion in close combat)
MAJOR RELATIONSHIP: (antagonistic) Captain Sadia Zaheer
MINOR RELATIONSHIP: [player-determined]
ABLATIVE ARMOR (4 dice)
2 MORE PLAYER-DETERMINED TRAITS - can be spent on ship 
Upgrades or Retrofits

ZERO “ZEE” 
STATUS 3
POWER: 5 MOBILITY: 6
PRECISION: 5 CONNECTION: 4 
APPEAL: 3 RESILIENCE: 6

SKILLS
GRAPPLING 5@4 STRIKING 5@4 OR 7@4 
EVASION 5@4 ZERO-G 5@5
FIREARMS 5@5 LARCENY 6@5
DETECTION 4@4 ETIQUETTE 3@5

COURAGE 6@4 DISCIPLINE 6@4
TOLERANCE 6@3 (4 SCARS)

TRAITS
MAJOR RELATIONSHIP: (antagonistic) The WLN
MINOR RELATIONSHIP: [player-determined]
ABLATIVE ARMOR (4 dice)
COMPOSITE COMBAT-BLADE (+2 dice to Striking)
MINI-NEEDLER (burst, vacuum)
(2 Traits spent raising Status to 3)

DARWIN HOWE 
STATUS: 5 
POWER: 3 MOBILITY: 4
PRECISION: 7 CONNECTION: 7 
APPEAL: 4 RESILIENCE: 4

SKILLS 
ZERO-G 4@5 INVESTIGATION 7@4
PROGRAMMING 3@4  ANALYSIS 7@4 
DETECTION 8@6 ENGINEERING 7@3  
MEDICINE 9@6  SCIENCE 7@4 

COURAGE 4@6 DISCIPLINE 4@5 
TOLERANCE 4@6 (1 SCAR)

TRAITS
SPECIALIZATION: Engineering (Shipbuilding) +2
MAJOR RELATIONSHIP: Secret employer
MINOR RELATIONSHIP: Family name (influential in shipbuilding 
and spacefaring)
ABLATIVE ARMOR (4 dice)
MEDICAL KIT
PERSONALIZED NODE (+1 to Programming and +1 to Detection)
SCRAMBLER (+2 damage dice to electronics, uses Engineering Skill)
(1 player-determined Trait)

JIAN HONG “LUCKY” 
STATUS: 5 
POWER: 4 MOBILITY: 4
PRECISION: 5 CONNECTION: 5 
APPEAL: 7 RESILIENCE: 5

SKILLS 
EVASION 4@5 ZERO-G 4@5
FIREARMS 5@5 OR 7@5 LARCENY 5@4
CULTURE 5@5 ENTICEMENT 7@4
ETIQUETTE 7@5 SUBTLETY 7@3

COURAGE 5@5 DISCIPLINE 5@6
TOLERANCE 5@5 (2 SCARS) 

TRAITS
SPECIALIZATION: Culture (Linguistics)
SPECIALIZATION: Larceny (Electronic Forgery)
MAJOR RELATIONSHIP: Silva Energy Solutions
MAJOR RELATIONSHIP: (secret) the WLN
ABLATIVE ARMOR (4 dice)
STUN GUN (+2 dice, stun)
(1 player-determined Trait)
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NATALIE COSTA 
STATUS: 7 
POWER: 3 MOBILITY: 4
PRECISION: 6 CONNECTION: 7 
APPEAL: 6 RESILIENCE: 4

SKILLS 
CULTURE 7@4 DETECTION 7@5 
SOCIAL NETWORKING 7@3 ETIQUETTE 6@4 
EXPRESSION 6@4 INTIMIDATION 6@4 OR 7@4

COURAGE 4@6 DISCIPLINE 4@5
TOLERANCE 4@6 (1 SCAR)

TRAITS
“BOARDROOM” PHEROMONE GENE MOD (+1 to Intimidation 
when negotiating)
“LITTLE BLACK NODE” with Celebrity Contacts
SPECIALIZATION: Detection (Observation)
MAJOR RELATIONSHIP: The Costa family
MINOR RELATIONSHIP: [player-determined]
(2 Traits spend raising Status to 7)
(2 player-determined Traits)

JARAN BORJIGAN 
STATUS: 2 
POWER: 5 MOBILITY: 6
PRECISION: 5 CONNECTION: 3 
APPEAL: 3 RESILIENCE: 7

SKILLS 
ATHLETICS 5@4 GRAPPLING 5@4
ACROBATICS 6@5 PILOTING 6@5
ZERO-G 6@4 REPAIR 5@4
SURVIVAL 5@4

COURAGE 7@4 DISCIPLINE 7@4
TOLERANCE 7@4 (3 SCARS)

TRAITS
SPECIALIZATION: Repair (Jury-Rigging)
SPECIALIZATION: Survival (Vacuum)
MAJOR RELATIONSHIP: Belter Community
MINOR RELATIONSHIP: Underworld Consortium
SHAPED CHARGE (High-Explosive Moldable Clay; 1 use)
(1 Trait spent raising Status to 2)
(2 player-determined Traits)
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Welcome to Mars, humanity’s hope. With the Earth nearly 
destroyed humanity needs somewhere to thrive and grow,  Mars 
will be that place in the very near future. You hold in your hands 
the knowledge necessary to bring Mars to life in your Parsec 
campaign. Whether you use Mars simply as a stop-over,  a one-
off adventure site,  or a location for an entire campaign this book 
will provide the details necessary to enjoy Mars.

Encounter the high, the low, and the ugly of Mars’ power brokers 
such as Esperanza Silva-Sabutini, the former CEO of Silva Energy; 
to Martin Coldoni, Generalissimo of the Rebellion; or Gergor 
owner of the Pleasure Caves. Learn the motivations,  abilities and 
weaknesses of the Mars elite.

Visit New Canaveral, the capital of Mars and the jewel of human 
space colonization. View the mighty algae fields that one day will 
allow man to walk unaided on the surface of the red planet.  Don’t 
get too close though–the many types of flora in the algae fields 
are corporate secrets of the highest order and trespassers are shot 
on sight. 

Should you find yourself in trouble you can always flee into the 
Brinth,  a set of underground tunnels and caverns inhabited by 
every kind of villain and hermit. Learn that Mars is more than 
cramped mining colonies and science stations. Live the good life in 
the only Arcology off earth (if you can get in); otherwise enjoy the 
hotels, casinos and bars of New Canveral’s tourist district.

Directors can enjoy several flowchart style mini-adventures to 
get their game rolling and introduce their players to the various 
adventures that await them on Mars. Save a crippled ship,  hunt 
down thieves in the Birnth,  be corporate spies,  help or hinder 
the rebellion, or even join the Mars Rangers. Encounter tables for 
the surface of Mars, New Canaveral, and the Brinth are included 
to spice up any gaming session.
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