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QUICK REFERENCE SHEETS

ASK THE DG6: There are times when the solo player needs

YES/NO QUESTIONS

information that Yes/No Questions or Inspiration tables can't 1 No, and

really provide, and to fill this gap we Ask The D6 — a single die w HM but

roll <<_§. many uses. . . 4 <mw\ Bk
Quality — When the player needs more information, about 5 Yes

a situation, a person or some random element - roll a single 6 Yes, and

D6, with 1 indicating ‘less’ and 6 indicating ‘more’. This is a ‘on
a scale of 1-to-6’ roll.

1D6 Person

1D6 Situation

1 Bad, bad, bad 1 The worst possible thing happens

2 Untrustworthy; if he can double- 2  Bad stuff happens. But it's not yet
cross he might catastrophic.

3 OK but Quirky 3  OK for now

4  OK, or so he seems 4  OK for now

5  Decent, don't worry 5 We're good.

6 Honest, good, dependable 6  The best result possible!

WHEN DO YOU CREATE AN INTERACTION?

Two Characters Work Together —\When you assign two characters to work together on
some task or problem, roll on the Relationship table for one of the pair.

Two Characters Are In Opposition —Two characters are in opposition. They could have
an antagonistic Relationship and are forced to work together or spend time together, or
one of the characters really messes up or really makes good. Roll for a Reaction.

A Stressful Crew Situation — \When the crew is facing a stressful situation, roll a
Reaction. You can randomise the character who is the source of the reaction.

Period of Boredom or Calm —\When characters are in a slack period, side-lined by some
other subplot or haven't done much for a while, roll for a Spotlight.

SKILL ROLLS
Target Number: Routine 6+, Average 8+, Difficult 10+, V/Difficult 12+
Remember: Boons & Banes, Opposed Checks, Multiple Tasks, Task Chains.

SKILL Success or Failure
+6 or higher Yes, and Amazingly ... You succeed spectacularly, with an exceptional
bonus that might transform the plot in your favour

+4to+5 Yes, and... You succeed, but with an extra positive twist.
+1to +3 Yes. The simple default ‘yes’ without any added twists or factors.
0 Yes, but... The answer is ‘yes’, but there is a negative twist to the
answer.
-1 No, but... The answer is 'no’, but there is a positive twist.
-2to -3 No. A simple default *no” answer.
-4 to -5 No, and... The answer is 'no’, but with an added negative twist.

CONFRONTATION
In a confrontation between two characters, where one character is trying to convince the
other, make an 8+ roll. Use the following DMs:

e If convincer has higher Soc +1
e If convincer’s Soc is double or higher than opponent +2
o If convincer has lower Soc -1
e If convincer’s Soc is half or lower than opponent -2

Add Diplomat or Persuade skill if in a one-to-one situation
Add Leader if trying to convince two or more characters

SCENE RESOLUTION

1 - Decide on the difficulty of the Plan:

Difficulty Rating Description Required Roll
Shaky Quite a few things could go wrong. 10+
Solid Most eventualities catered for. 8+
Fool proof Almost nothing can go wrong. 6+

2 — Decide on the Plan’s danger level:

Description

Little if any physical danger exists.

Dangerous There is chance of physical injury, even death, if things go wrong.

3 — Roll to resolve the Scene:

Roll 2D6 to equal or exceed the Required Roll. Apply +1 for each character that brings a
significant skill (or a successful roll of that skill) to the scene (max +3); +1 for the use of a
crucial piece of kit or a great asset; and -1 for a participating character that is unsuited to
the mission. Use the Interpreting Success or Failure rule if you think it fits the situation.

Danger Level
Safe

CONSEQUENCE: Roll 2D6, +2 if the Plan was a success. If the Plan was ‘Safe’ no-one got
hurt, roll 1D6+6 instead of 2D6.

2D6 Consequence
2-4 Death
5 Serious Injury
6 Minor injury
7 Trapped, lost or delayed
8 Part of the mission was failed or incriminating evidence left behind
9 Damage to a useful or valuable piece of kit
10 Seriously upset or antagonize an NPC
11 The task takes four times longer than planned

12+ There is a sudden twist in the story!
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RELATIONSHIP TABLE (D66)

11 Bickers 41 Bickers COMBAT SCENE RESOLUTION Combat Resolution Consequence
12 Secretly in love 42 Sexual partner Difficulty is 8+ to succeed MM » wm wﬁ nwm W,_M_M_M__«\ wounded
13 Secretly hates 43 Married couple - Modify Difficulty: 6  Two PCs or NPCs in the unit wounded
14 Competitive rival 44 Divorced due to past incident Plan is Shaky 0 7 APCor NPC in the unit is wounded
15 Blames for a past event 45 Divorced over differences Plan is Solid +1 8-12  No consequence
16 Blames for a past event 46 Related (and on good terms) Plan is Fool Proof £ DIM-2 if the roll was failed.
21 Knows a dark secret 51 Related (but feuding or cold) Outnumber enemy +1 50% Casualties — When PCs' entire force
22 Ignores or ridicules 52 Life-long friend Outnumbered by enemy +1 suffers 50% injured/killed, PC leader makes a
23 Good friends 53 Secretly related (only one knows) Enemy green =il Leadership 8+ roll to prevent PC surrender or
24 Good friends 54 Loner Enemy elite +1 retreat. If successful, every new injury/death
25 Life-long friend 55 Competitive rival triggers another Leadership 8+ roll.
WM MMM.MMM Ll MM Hmﬂmnmﬂmmwmw__mowm&_mm GIVING ORDERS TO THE NPC 'SECOND’ TEAM
32 Secretly jealous 62 Friendship through guilt NPC team is not proactive, only acting with orders. Basic task roll of 6+ to carry
33 Openly jealous 63 Hatred and constant arguing out orders; -2 if more difficult or dangerous task. Use Interpreting Success &
34 Dependent on another PC's support 64 Knows a dark secret Failure table. If failing a combat task and Effect of roll is -3 or worse, one NPC
35 Old (and these days, ex-) friends 65 Enemy — waiting for chance to strike lightly wounded. If hit again, NPC is out-of-action or dead. For every NPC
36 Share a secret past incident 66 _Roll again, but it’s all an act. Why? dead/out-of-action apply a DM-1 penalty to subsequent task rolls.
REACTION TABLE 7o Avoid a Bad Reaction: 8+ NPC Reactions
1D6 Character Reaction C -3 Hostile
1 Seeks Solace. The character is overcome by guilt, fear loneliness, remorse or IN-PLAY CHECKLIST el
simply retreats to a regular addiction. Drugs or alcohol may be used (but not 1. Decide what the PCs will do. 6-8  Neutral
necessarily) and the character will withdraw, both physically and socially, perhaps 2. Roll for a local Encounter (World or 9-10  Friendly
threatening the mission at hand. A character with Persuade, Carouse or a decent Starport); to add context consider 11-12  Allied
Soc score might be able to make a skill roll to help the character, or else the Wﬂwwm\wﬂ:ﬁwmhmwmﬂw%o: tables.
player can roleplay this out. . . :
2 Panic/Anxiety. Something is eating at the character, and rather than withdraw M _,I\_m_Am g xmmﬂ_ﬁ% Am+w 8__. dno.ﬁﬁ. the PCs. P ST
or seek solace, the character displays their anxiety and panic. They cant get : Smw,ﬁmwoimam s lasptaten Roll Size, Type and then improvise ...
3:9 done m:a. may even pose a am:@.mﬂ to others if not handled well. What is 5. Look for work (Patron tables).
causing the anxiety? It .n_mcw:am on the situation. . 6. If two PCs work together for first ANIMAL SIZE
3 Loses Temper. The situation has gotten to the character who vents their anger time, consider rolling a Relationship w_.vw : m___NmHMm AT
at everyone around %mB.. This is n__.mmﬂmsﬁ to an argument — everyone gets it this 7. Nothing much happening? o zqu_:a Ew_a 406/206 | 206
:.Bm_ .mxma_< what has triggered this bout of bad temper depends on the current Spotlight a PC. 10-11 | Large 1200kg | 6D6/3D6 | 4D6
situation. 8. Travel. 12+_| Mega 25000kg | 10D6/6D6 | 206x 3
4 Stubborn. A choice has been made and the character does not like it. They 9. Roll an Encounter for travelling (Wilds, | || +2if Garden World with Dense atmosphere
refuse to co-operate unless things are changed. This may not be the result of a Space, etc.); to add context consider -2 if terrain type jungle, forest, desert or dune
large ego, but a passionate belief, a sense of safety or moral duty. It all depends rolling on the Inspiration tables. -
on the current situation. Resolve the encounter. ANIMALTYPE
5-6 Argument with another character. There is a blazing row. Perhaps it is the 10.Make a Reaction (8+) roll = - = .
culmination of a period of rivalry or jealousy, or based on a grudge. Other 11.Record friends, enemies, rivals, 1_ | Scavenger 8+ 8+
character may get involved and choose a side, if they have ties with one of those memorable starships, organisations. 2| Omnivore 9+ 8+
arguing. 3 93_.58 6+ 6+
4-6 | Herbivore 10+ 5+




SHEET 3

INSPIRATIONS [1

INSPIRATIONS [2
PERSONNEL

D66 SHIP
11 Message
12 Propulsion
13 Integrity
14 Fear
15 Cargo
16 Cutting
21 Broken
22 Fire
23 Life Support
24 Engineering
25 Lounge
26 Jumpspace
31 Sensor Warning
32 Decompression
33 Corporation
34 Countdown
35 Airlock
36 Catastrophe
41 Corridor
42 Klaxon
43 Activation
44 Bypass
45 Electrical
46 Alone
51 Bay
52 Warning
53 Access
54 Communications
55 Hidden
56 Mainframe
61 Contingency
62 Acknowledge
63 Locked Out
64 Destroyed
65 Cockpit
66 Anomaly

Traitor
Medical
Community
Powerplant
Tools
Company
Canisters
Automated
Hangers
Drone
Expedition
Crime
Industrial
Blackout
Death
Commodity
Apart
Economics
Decadence
Law
Faction

Administration

Monstrous
Family
Headquarters
Food

Fuel Tanks
Leadership
Corruption
Crisis
Parasite

Secret Message

Profit
Hardwork
Illegal
Authorise

Chaotic
Ahead
Beautiful
Vegetation
Confusion
Crawling
Secret
Crashed
Wind
Horizon
Creature
Cold
Debris
Covering
Landmark
Dormant
Alive
Colourful
Deep
Darkness
Dying
Footprints
Sounds
Contamination
Dust
Beast
Foreboding
Creatures
Facility
Lonely
Buried
Impassable
Explorer
Pursuit
Traitor
Cache

Calm
Discovery
Escape
Alliance
Furious
Greedy
Asshole
Abnormal
Calling
Struggling
Forgotten
Executive
Crisis
Dominate
Susceptible
Honest
Expendable
Worship
Resentful
Adyvice
Friendship
Armed
Collecting
Hiding
Brinkmanship
Fight
Predator
Empathy
Debt
Freedom
Naive
Attacked
Protocol
Victory
Sex
Threaten

D66 ACTION PERSONALITY
11 Manipulate Tool Intolerant
12 Seize Labour Vengeful
13 Destroy Love Fervent
14 Steal Secret Talented
15 Reduce Balance Successful
16 Control Creation Doomed
21 Assault Hope Relaxed
22 Clash Land Greedy
23 Falter Truth Strong
24 Deflect Quest Unstable
25 Scheme Destiny Cunning
26 Betray Corruption Weary
31 Demand Path Jealous
32 Remove Warning Proud
33 Change Duty Angry
34 Locate Leadership Selfish
35 Protect Fellowship Tough
36 Breach Religious Cool
41 Investigate Dream Uptight
42 Evade Community Quiet
43 Uphold Fatherhood Ambitious
44 Waiting Pride Charming
45 Preserve Decoy Worried
46 Hold Home Stern
51 Overwhelm Brotherhood Careless
52 Strengthen Survival Kind
53 Find Stranger Stubborn
54 Explore Family Bold
55 Overwhelm Loyalty Smug
56 Learn Enemy Fatalistic
61 Challenge Debt Impulsive
62 Resist Lawful Resourceful
63 Journey Hatred Religious
64 Co-ordinate Motherhood Hardened
65 Move Persecution Bitter
66 Refuse Loss Wary




