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Dimensional Militia 

[Draft 12.4.12]  
By Andrew Shields 

Based on work by Brendan 

 and Jack Shear 

 

Making a Character 

Spend 4 points between the 4 basic abilities. An ability can have 0, but no more than 3. 

 Agility. Hand-eye coordination, manual dexterity, balance. Aim and reflexes. 

 Might. Strength, endurance, health, athletic prowess. Physical power. 

 Persona. Charm, seduction, diplomacy, intimidation, charisma. Leadership. 

 Wits. Memory, intelligence, willpower, reaction time. Training and education. 

You begin with 1 Expertise die in a career. 

 

Careers 

These careers are available for Dimensional Militia characters. (Roll 1d3 or choose.) Those who may be 

assigned to the Dimensional Militia include scientists, survivors, and bureaucrats. 

 

 Officer. Your training includes motivating those under your command, organizational agility in 

navigating a vast bureaucracy and in getting promoted on schedule, techniques for diplomacy and 

intimidation, a broad base in history and current affairs politically and scientifically, rules and 

regulations of the United Core and the Dimensional Militia, and resolve to face the unknown. 

 

 Soldier. Your training includes using all issued equipment, withstanding hardship, codes and 

standard procedures, mental and physical toughening, and combat. Expected to be outnumbered in 

unfamiliar territory most of the time, you are trained in tactics, interrogation, computer systems, 

stealth, intelligence, counter-intelligence, leadership, and survival in a wide variety of environments. 

 

 Specialist. The United Core has invested in you, teaching you to a specialized skill. (1d3 or choose.) 

o Doctor. Beyond basic medic skills, you are trained in xenobiology, surgery, and how best to 

use the most advanced United Core technology and equipment.  

o Pilot. You know how to operate and repair Dimensional Militia vehicles and their systems. 

o Scientist. You have a specialty. (1d3 or choose.) 

 Xenobiology. You are widely read and experienced in what little humanity knows 

about alien physiology, culture, and language. You are prepared to learn more. 

 Terrology. You are an expert in geology, geography, cartography, meteorology, 

ecosystemic studies, and everything needed to terraform or evaluate a dimension’s 

viability. You also are familiar with colony kits and atmosphere processors etc. 

 Cyberneticist. You are skilled with cybernetic prosthesis, repairing complex 

robotics, working with positronic nets for artificial intelligence and processors, and 

handling the fine-tuning of the most complex equipment of the United Core. 

Advisor 

Artificial people, made to bring skill sets and superhuman capacities along for dangerous work without 

compromising the human element in military operations. Usually 1 per platoon. 

 Mechanical. Any time you would roll 2d6, roll 1d6+6. 

 No Such Thing. Only get Expertise dice, no Luck dice. 
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Previous Service 

If you do not want your character to start out fresh out of training, then you can choose to add a service 

record. For each notable assignment, roll 1d6 on each of the 3 tables below, or once and read across. You 

can have up to 3 previous assignments. 

 

Years Nature of Assignment Advantage Significant Loss 

1 Special education. Take 2
nd

 career. Your family died. 

2 Deployed in war zone. Sergeant. You have a cyber replacement.(see below) 

3 Bureaucratic duties. +1 Wits. Your faith in humanity is badly damaged. 

4 Patrol troubled sector. +1 Agility. Nightmares. -1 on stress resistance. 

5 Occupation peacekeeping. +1 Persona. You were punished for a hard choice. 

6 Lonely outpost, boredom. +1 Might. Disgraced with powers-that-be. 

1: on your head, 2: in your torso, 3: right arm, 4: left arm, 5: right leg, 6: left leg. Normal functionality. 

 

Leveling Up 

You must gain 4 experience points to level up. Completing an adventure, or accomplishing something 

significant for your character’s personal goals, grants 1 experience point. The DM will tell you. 

 Instead of leveling, you may raise an ability by 1. 

 Career. When you level, you may add a point of Expertise to a different career than your starting 

career if the DM agrees and the circumstances are appropriate. 

 

Each level you gain gives you 1 Expertise die and 1 Luck die. 

 Spending Expertise. You may spend 1 Expertise die to add another d6 to your roll to resolve actions 

if the action is relevant to your career. You may decide whether or not to spend the die after you roll. 

 Spending Luck. You may spend 1 Luck die to subtract 1d6 from a Wound you just took, possibly 

negating the hit. You may decide whether or not to spend the die after you see the damage result, but 

before rolling Damage Resistance. 

 Renewal. Your Expertise and Luck dice refresh each time you gain 1 experience point. 

 

Resolving Actions 

Roll 2d6 and add an applicable ability to resolve actions.  

 

Roll Skill Combat Damage Resistance Stress Resistance 

2 Fumble Fumble Eviscerated Psychotic Break 

3-5 Failure Miss Slain Overwhelmed 

6-8 Minor Success Glancing Blow Dying Shaken 

9-11 Full Success Hit Unconscious Unmoved 

12+ Absolute Success Critical Hit Stunned Inspired 

 

SKILL 

 Avoiding Danger. 2d6 + ability – potency of threat. 

 Awareness, Searching. 2d6 – concealment.  

 Deceive, Persuade. 2d6 + Persona – Difficulty. 

 Science, Training. 2d6 + Wits – Difficulty. 

 Stealth, Thieving. 2d6 + Agility – Difficulty. 

COMBAT 

 Melee, Unarmed Attack. 2d6 + Might + Weapon. 

 Ranged Attack. 2d6 + Agility + Weapon. 

 

STRESS RESISTANCE 

 Stress. 2d6 + Wits – potency of threat. 
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Attempting non-stressful tasks in a character’s career does not require a roll. When stress is added, or if 

the task is beyond normal preparation of the career, penalties come into play, usually in increments of 3. 

 

Combat 

Melee combat adds Might to 2d6 for effectiveness, ranged combat adds Agility. Unarmed combat can use 

either. A weapon adds further bonus.  

 

Combat Roll Results 

 2: Fumble. The attacker loses one of the 2 dice to roll next round or loses a held item. Gun jams. 

 3-5 Miss. The attack misses. 

 6-8 Glancing Blow. The target is hit but unhurt and loses 1 of the 2 dice to roll next round. 

 9-11 Hit. Roll for damage normally. 

 12+ Critical Hit. The weapon does full damage instead of rolling for damage. 

 

Weapon Type Weapon Type Damage 

Unarmed Thrown improvised weapon 1 

Light (dagger, hand axe) Light (thrown knife) 1d3 

Medium (sword, axe, mace) Medium (bow, crossbow, spear) 1d6 

Heavy (2 handed) Heavy (Gun) Usually with a bonus. 2d6 keep higher 

 

Armor Type Defense + Description When a target is hit, the target 

must roll Damage Resistance. 

Target adds Might and armor, 

and subtracts damage inflicted. 

Light 2 Leather clothes, reinforced jacket 

Medium 4 Combat body armor 

Heavy 6 Riot gear 

 

Damage Resistance Roll Results 

 2: Eviscerated. A gory death beyond hope of resurrection. 

 3-5: Slain. Dead, but not beyond advanced medicine to revive if quickly treated. Will need cybers. 

 6-8: Dying. You can take no actions, and must re-roll each turn until stabilized or dead. 

 9-11: Unconscious. You can take no actions until you receive medical attention, or 2d6 minutes pass. 

 12+: Stunned. You only get 1d6 instead of 2d6 until you take a full round to shake it off. 

 

Avoiding Damage 

 Luck. Spend 1 Luck to roll a d6 and reduce the damage inflicted by that amount. If you reduce the 

damage to 0, then do not roll Damage Resistance. You can decide to spend Luck after seeing the 

damage result, but not after rolling Damage Resistance. 

 

Other Damage 

Falling. Every 5 feet adds 1 to the weapon type of falling damage. 

 5 feet: 1 damage. 10 feet: 1d3 damage. 15 feet: 1d6 damage. 20 feet: 2d6 keep higher. After that, start 

over, with all the damage stacking.  

 

Fire. 1d6 per intensity, keep the highest 2. (1: Torch, 2: campfire, 3: bonfire, 4: inferno, 5: chemical) 
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Stress 

Characters face great stress, isolated and fatigued and in situations with prolonged danger and very 

limited resources. Here are some modifiers. This is a storytelling tool rather than a simulationist 

requirement. Stress can make threats scarier, and reward good leadership in the field. 

 

Penalties Bonuses 

 Lack of sleep. -1 per day. 

 Prolonged danger. -1 per day. 

 Lack of food or water. -1 per day. 

 Guilt or shame. -1 per incident. 

 With trusted allies. +1. 

 Following competent leader. +1. 

 Trust competent leader. +2. 

 Hope. +1 to +3. 

 

Stress Resistance Roll Results 

 2: Psychotic Break. You either shut down and go catatonic, go berserk, or get paranoid. DM choice. 

 3-5: Overwhelmed. You freeze for 1d6 rounds, unable to process or react. 

 6-8: Shaken. You are -2 to all rolls until you have a chance to get ahold of yourself and pass the test. 

 9-11: Unmoved. You withstand the stress and function normally. 

 12+: Inspired. The stress brings out the best in you. Regain 1 Expertise or Luck. 

 

Standard Equipment 

 

Jackhammer 48 (500 rounds, 12 grenades), Sledge 18 (50 rounds), Talon (knife), Carapace 16B (Monitor 

Station, Breathing Kit), Specialty = Heavy weapon & 1 reload or a toolkit. 

 

Standard Issue 

Jackhammer 48. Assault rifle. Heavy (roll 2d6 and keep higher for damage.) Holds 100 rounds. Reload in 

1 round, or 2 grenades a round. Counts as a medium weapon in hand to hand (1d6). 

 Burst. Fires 5 rounds. Declare burst when firing. Adds +1 to hit or to damage, choose after to-hit roll. 

 Long Burst. Fires 25 rounds. Declare when firing. Adds +3, distributed between hitting and damage. 

 Grenade. Holds 6. Grenade does 1d6 on a glancing blow, 2d6 on a hit, and 12 on a direct hit. Loses 3 

damage every meter out from the blast point. 

 

Sledge 18. Sidearm. Heavy (roll 2d6 and keep higher for damage.) Holds 17 rounds. Reload in 1 round. 

Counts as a light weapon in hand to hand (1d3). 

 Burst. Fires 5 rounds. Declare burst when firing. Adds +1 to hit or to damage, choose after to-hit roll. 

 

Talon. Knife. Counts as a light weapon in hand to hand, armor is -2 defense—it is sharp. 

 

Carapace 16B. Medium armor. +4 defense. Chest and back plastrons, shoulder and knee plates, helmet. 

 Monitor station. Audio, video, and vitals feed into a transmitter that connects back to the troop carrier 

or to the surveillance kit. 

 Breathing kit. Keep you alive in soft vacuum, filters most airborne threats, provides oxygen. 

 

Heavy Weapons 
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Sweeper 66. Gyroharness mounted smart-gun. Heavy (roll 2d6 and keep higher for damage.) Holds 1,000 

rounds. Reload in 5 rounds. Counts as a medium weapon in hand to hand (1d6). 

 Burst. Fires 15 rounds. Default mode. Adds +3 to hit or to damage, choose after to-hit roll. 

 Long Burst. Fires 100 rounds. Adds +5, distributed between hitting and damaging. 

 

Poprocks 12. Missile launcher. Rack of 6 missiles. Reload rack in 10 rounds, reload rack into missile 

launcher in 2 rounds. Counts as a medium weapon in hand to hand (1d6). 

 Piercing. Ignores up to 10 armor. 2d6 added together for damage. 

 Explosive. Does 1d6 on a glancing blow, 2d6 on a hit, 12 on a direct hit. Loses 3 damage every meter 

out from the blast point. 

 Scatter. Roll once to hit everyone in an area up to 5 meters across and deep, 2d6 and keep the higher. 

 

Dragon 42. Incinerator. Holds 20 doses of fuel. Reload in 2 rounds. Counts as a medium weapon in hand 

to hand (1d6). 

 Spray. Each dose gives the flame a 4 meter gust for range, and in that spray everything takes 2d6 keep 

the higher damage. Every extra dose adds 4 damage in that space or increases the range by 4 meters. 

Every 6 after the first adds +1 additional damage. Maximum damage from the fire is 8, maximum 

range is 16 meters. 

 

Toolkits 

 Bypass Kit. Allows a Wits test to bypass an electronic lock. Takes about 6 rounds per test—rushing it 

adds 3 difficulty per skipped round, and locks may be more difficult than that. 

 Communications Kit. A backpack sized sending/receiving unit that can access the communications 

link in a vehicle up to 200 kilometers away, and remotely use the vehicle system to communicate 

inter-dimensionally and/or through colony equipment that is compatible. 

 Hacking Kit. Allows a Wits test to enter a computer system and access its data and functions. Default 

model contains an uplink kit to servers on vehicles, or in a backpack, to send and receive masses of 

data if necessary. Elite models grant +1 to the roll; some are even more sophisticated. 

 Medic Kit. Allows any soldier to automatically make a wounded target 1 level more stable in 1 round. 

Also contains sleep substitute in a 6 hour dose—but then the target is -2 to stress resistance. 

 Scanner. Range of 20 meters, grants +4 to attempts to detect what is in that arc, or +6 if it is moving. 

 Sentry Kit. Contains a sentry gun and a command node that can be attached to the forearm or used 

like a smart pad to give it orders. Multiple sentry guns can be slave linked through a surveillance or 

communications kit. Also, a rivet gun, welder, and bolt saw for installation. 

o Sentry Gun. On a tripod, has 1,000 rounds (with room for an extra feed to double that 

amount.) It fires bursts as the smartgun. Anything that comes in its range is fired upon unless 

it has a transmitter (12 come with the kit). Gun has a 90 degree angle and 100 meter range. 

 Surveillance Kit. Contains an intelligence hub and up to 24 cameras that can see and hear wirelessly 

up to 2 kilometers away (without interference.) Also includes a 3 station intercom kit. 

 

 Specialist Kit. Gives scientists and technicians a miniature computer, and other relevant equipment in 

a space the size of a backpack. (This is the only kit that soldiers are not proficient with.) 
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Troop Carrier 

Cannon: ignores 5 armor and inflicts 1d6 x4 damage. Seats up to 12 as crew, with one in the gunner seat 

and a driver. Armor of 10. If it takes a hit, one system is downed. 

 

1: steering. 2: cannon. 3: drive. 4: flipped, 1d3 damage to all not strapped in. 5: communications. 6: life 

support. 7: fuel cells. 8: pilot killed. 9: 1d10 damage spread out between all those inside. 10: loses a wall. 

 

Its weapon locker has 10 rifles, 100 grenades of various types, 10 sidearms, and 5 incinerators. Also, 

10,000 rounds of ammo for the rifles and sidearms, and 10,000 rounds of ammo for smart guns. It has 

room for 10 toolkits, loadout varies. It has an inter-dimensional uplink array. 

 

The Dimensional Array 

In the year 2286, the Kybor Syndicate unleashed a massive invasion with power armor that nearly united 

Asia before the rest of the world managed to hammer them back into their irradiated territories. How had 

they managed to find the technology and resources to launch the assault? The Directorate found an 

underground base where the Syndicate had a dimensional gate—they were working with other-

dimensional spaces for factories and resources. 

 

By 2320, there were eight gates across the world, and the colonial arms race was on. This ended in 2328, 

when a spy opened a gate inside a gate and destroyed half the western coast of North America. 

 

After ferocious diplomatic wrangling, a single watchdog government (United Core) would manage the 

connections between corporations and nations, and the colonies in other dimensions that answered to 

them. One facility was built, in orbit, called the Gate Array. All other gates were dismantled. 

 

The United Core has its hands full managing its relationship with nations, corporations, and colonies in 

various dimensions. Their rapid response trouble-shooters are the Dimensional Militia, who can react 

quickly and with sufficient skill and force to deal with most brush-fires in the Dimensions. 

 

All gates in other dimensions have been elevated as close to orbit as possible. Dimensional ships go 

through the gates, then send down troops to deal with whatever problems may have arisen. 

 

So far humanity has encountered numerous animal type aliens, but no truly sentient species (excepting the 

myth of the Hunter, which is likely a hoax or fevered imaginings. No decisive evidence has survived.) 

Some would argue the darkshells are sentient, but critics suggest dogs fit the same criteria. 

 

When rebels destroy the gates to their colonies, the United Core deploys “gate boxes” to tear a new, 

temporary gate. Several of these boxes have fallen into the hands if dimensional pirates, a new threat in 

the last twenty years or so. The current year is 2412. 

 

Dimensional Militia Organizational Structure 
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The Dimensional Militia is organized around platoons. A platoon has 1 lieutenant as commander, 2 

sergeants, and 16 troops. It is supported by 1 advisor, and 4 pilots. Total staff: 24.  

 Platoon Commander and Advisor. 

o Scout Element. 

 Scout ship with 2 pilots and a troop carrier. 

 Sergeant over 2 squads. 

o Red: Rifle team of 2 soldiers, scanning team of 2 soldiers.  

o Blue: Rifle team of 2 soldiers, heavy weapon team of 2 soldiers. 

o Support Element. 

 Scout ship with 2 pilots and a troop carrier. 

 Sergeant over 2 squads. 

o Black: Rifle team of 2 soldiers, scanning team of 2 soldiers.  

o White: Rifle team of 2 soldiers, heavy weapon team of 2 soldiers. 

 

Each colony is owned and administered by a corporation or geopolitical nation. Colonizers are 

responsible for security concerns in their colonies. The Dimensional Militia is supported by colony taxes, 

and it is deployed when a situation has escalated beyond a colony’s ability to cope. They are also sent to 

investigate colonies that go silent, if the colonizer requests assistance. 

 

If dealing with the United Core military, an enlisted soldier in the United Core ranks as a lieutenant in the 

Dimensional Militia. (Plus UC has better weapons, power armor, war machines, and so on.) The colony 

administrators provide the infantry, the Dimensional Militia provides special forces, and the United Core 

provides the tip of the spear elites that normally serve as advisors, or field army-crushing forces in actual 

war that could threaten United Core interests. 

 

Dimensional Militia troops are used to having superior firepower, technology, tactics, surveillance, 

morale, training, and equipment than their opposition. When they are deployed for combat, they are 

expected to hold their own against 5-10 times their number as standard procedure. They are expected to 

operate behind enemy lines with a focus on expecting adaptation instead of reinforcements. 

 

While the structure is rigid, in practice the numbers are looser. More troops may be assigned to an 

overworked platoon, or a close-knit group may suffer from attrition and not be rebuilt quickly. Higher 

ranking officers may attach themselves to certain platoons. Others may focus more on armored assault. 

Often a specialized scout element will be all that remains in a platoon during difficult times. 

 

Soldiers serve 4 year tours in the Dimensional Militia. If they serve 1 tour, then they get citizenship for 

themselves and up to 3 others. (That is why most serve.) A second tour can get 3 more citizenships, or 

upgrade existing citizenships to Earth itself (instead of a colony dimension.) Soldiers must get special 

permission to serve more than three tours, and they usually must accept a promotion beyond sergeant. 
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Instead of having Luck and Expertise dice, foes have Foe dice that serve as the number for both. The Foe 

number is also the default for abilities it wants to use that are in keeping with its strengths, unless 

otherwise noted. 

 

The Darkshell Infestation 

These parasitic vermin have infected multiple dimensions. They are psychic pollution, leaving horrific 

imagery in the psyches of those who face them and survive. They have their own peculiar biological 

terraforming techniques. All attempts to study them have ended poorly, but the lure of their biochemistry 

and applications for warfare and scientific advancement is too strong. Wherever they emerge, they tend to 

get out of hand quickly, and lots of people die. Study up. 

 

Commonalities.  

 Acidic blood. When these things are injured, they spurt a greenish-yellow molecular acid that hits all 

those in that direction in melee range 

o A glancing blow destroys 1 point of armor or gear, or inflicts 3 damage. 

o A hit destroys 2 points or inflicts 6 damage. 

o A critical hit destroys 1 point of armor or gear, or inflicts 1 damage. 

 They can move three dimensionally by climbing and leaping, and run twice as fast as humans. 

 They do not show up on infrared. They do not need to breathe. Meat fuels their growth. 

 They excrete a gel resin that hardens into their nesting material. 

 They are connected to each other in a low-grade abrasive psychic field. Their sensory apparatus is not 

understood by science at this time. They apparently do not need light. 

 Their cunning is capable of circumventing elaborate human containment plans and escape strategies. 

 

Scuttler. Foe 1. If it successfully hits with Might +3, the target is incapacitated; if the target is armored, 

the armor is melted through in 1d3 rounds. Any attempt to remove it incurs 1d6 damage automatically. 

 

Larvae. Foe 1. After gestating in the chest, it chews its way out inflicting an unsoakable 1d6 damage a 

round. Then it scurries about, hiding and eating small things so it can grow. 

 

Drone. Foe 2. Half again the size of a human, this hissing black thing attacks as a medium weapon in 

hand to hand. It has the equivalent of light armor in its chitin shell. Anyone facing a drone must test 

Stress Resistance at -2, -4 if facing a group. 

 

Praetorian. Foe 3. Three times the size of a human, it attacks as a heavy weapon in hand to hand. It has 

the equivalent of medium armor in its chitin shell. Anyone facing a drone must test Stress Resistance at -

4, -6 if facing a group of darkshells including a Praetorian. 

 

Queen. Foe 4. This hulking spidery nightmare has a frilled hood and can excrete a brood-squirting sac 

that releases eggs. She attacks as a heavy weapon +2 damage, and her shell has 8 armor. 
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Star Hunters 

These inter-stellar safari hunters have started hunting humans. They come when the heat is at 110 degrees 

or hotter, and aim to get between one and six trophies before departing. They attack warriors and 

dangerous creatures, leaving pregnant women and noncombatants alone. Companies pay out huge 

bonuses for corpses and gear from these research and development motherlodes. 

 

Each time a star hunter kills a worthy trophy, the star hunter gets 1 experience and refills the Foe rating. 

 

Known Gear 

 Blades. Whether they are darts, wrist blades, spear tips, or whatnot, they ignore armor protection. 

 Energy disk. The disk is like a heavy weapon with +5 to split between hitting and damage. It returns 

if the hunter summons it as an action. 

 Healing kit. It can heal itself 2 levels if given 10 minutes alone with its kit. 

 Light cloak. Awareness tests are -4 to spot the hunter. Water disrupts it. 

 Shoulder cannon. It fires an energy burst that does heavy weapon damage, with +3 to split between 

hitting and increasing damage (because of its targeting system.) 

 Spectrum mask. It can see in a variety of spectrums, including infra-red. It cannot make out colors. It 

also breathes some alien atmosphere, so it is -2 to all rolls without the mask. 

 

Novice Predator. Foe 4. 

 

Experienced Predator. Foe 8. 
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To come up with an assignment from the Dimensional Militia headquarters, roll on each chart below (or 

choose results that amuse you, or make up your own.) If the results don’t inspire you, roll more than once 

on some of the charts! 

 

Location What is at risk? Delicacy 

1. Terraformed colony. 

2. Orbital gate station. 

3. Frontier outpost. 

4. Mining outpost. 

5. Hive city, UC dimension. 

6. War front, local rebellion. 

1. Colonist/civilians. 

2. Critical research. 

3. Strategic position. 

4. Key human resources. 

5. Espionage/secrecy. 

6. Sovereignty.  

1. Public relations stunt. 

2. Routine mission. 

3. Fast and quiet, it is sensitive. 

4. You were hand-picked. 

5. You know too much already. 

6. Need-to-know—you don’t. 

 

Difficult Conditions Anticipated Danger Level 

1. Poisonous atmosphere. 

2. Equal chance of fatal heat or cold. 

3. Deadly parasites. 

4. Virus bombed in the past, mostly dormant. 

5. Radiation messes up communications/scanners. 

6. Must protect and obey a civilian consultant. 

1. Waste of your time. 

2. Routine. 

3. Interesting challenge. 

4. Evenly matched, casualties expected. 

5. Unfortunately, no backup; do your best. 

6. We don’t expect many (if any of you) to return. 

 

How did this threat emerge? How much do we know? 

1. Powerful person called in favors for help. 

2. Desperate SOS emergency call. 

3. Speculation by scientists/intelligence agency. 

4. Scouting report escalated to your C.O. 

5. Terrorist threat. 

6. Intercepted communication means opportunity. 

1. Not enough to speculate, no communication. 

2. Something else is going on, not sure what. 

3. It’s a trap. Go spring it and win anyway. 

4. A recurring problem, routine. 

5. Take an expert on the problem with you. 

6. An intelligence officer joins you, secret orders. 

 

True Nature of the Threat (2d6) Complication (2d6) 

2. Illegal darkshell research went wrong (again.) 

3. Part of an internal mole hunt, false alarm. 

4. Environmental danger, emergency evacuation. 

5. An unidentified ship is adrift in a corridor. 

6. Hostage/hijack situation. 

7. Possible encounter with a new alien species. 

8. Scavenger/pirate raiding vessel. 

9. Apocalyptic cult inspired rebellion. 

10. Plague warfare experiment gone wrong. 

11. Surprise encounter with local wildlife. 

12. Star Hunter safari with deadly non-human prey. 

2. Malfunction on the ship, wrong dimension. 

3. Suicide agent in the group will assure failure. 

4. United Core troops show up, hide something. 

5. Corporation forces are hiding something. 

6. Plague! 

7. Incredibly valuable resource found. 

8. SOS from civilian vessel while en route. 

9. Scavenger/pirate raid! 

10. Malfunction kills the commanding officer. 

11. Your help is not welcomed locally. 

12. Ship cannot return to Prime when you arrive. 

 


