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[1.0] Introduction

Voyage of the Pandora is a solitaire game of
interstellar exploration. The player controls the
Biological Survey Mission Pandora as it travels the
starways in search of extraterrestrial life forms.
The player uses the crew, robots, and equipment
of the Pandora to collect exotic specimens while
attempting to minimize the loss of human life and
return home with the Pandora intact.

Voyage of the Pandora is played in two time
scales. The length of the game (or tour of duty) is
measured in tour months. When a single planet is
being explored by an expedition to its surface, time
is measured in expedition hours. The passage of
hours has no effect on the passage of months.

Voyage of the Pandora does not use a repeat-
ing sequence of play, as many SPI games do.
Rather, the player refers to a series of events,
represented by the 232 paragraphs following these
rules, to determine the occurrences and outcomes
of the journey. The player goes from event to event
asa result of his decisions and as a result of chance
(i.e., the roll of a die or the instructions of a chart).
In this way, a chain of events is formed that gives
play a narrative quality not found in other games.

[2.0] Game Equipment

GENERAL RULE:

The game equipment consists of the rules, in-
cluding 232 paragraphs, charts, tables, and logs;
the game-map; and 100 playing pieces. Two six-
sided dice (included in the boxed version only) and
a pencil with a good eraser are also required in
order to play the game.

CASES:

[2.1] The game-map portrays eight
different environs that may be explored
and other displays used during play.

Each environ is a distinct playing area, only
one of which is used at any one time. A hexagonal
grid is placed over the terrain features of each en-
viron (o facilitate the placement and movement of
the playing pieces. Each hexagon (or hex) has its
own identity number and represents an area one
kilometer across.

The Interstellar Display is used to record the
movement of the Pandora from planet to planet.
1t 100 is overlaid with a hex grid. Every planet the
Pandora may explore is shown. Each planet oc-
cupies a different star system (not shown)
separated from others by many light years. Also
included on the map are the Time and Supply
Track, Planet Attribute Track, Expedition
Display, and Environ Terrain Key.

[2.2] The charts and tables are used to
summarize and resolve certain game

Read This First:

The rules to Voyage of the Pandora are
organized by major topics arranged in the
order in which they occur in the play of the
game. Each such major topic is given a number
and a name below which is given (usually) a
General Rule or Description which summarizes
the rules in that section. This is usually fol-

lowed by numbered paragraphs called Cases,
which give the specifics of the rules. Note that
the numbering of the Cases is a decimal form
of the Major Section number. Players should
examine the map and counters and then quick-
ly read the rules (without trying to memorize
them). Then the game should be set up to play
and a “trial run’’ made. Voyage of the
Pandorais designed 10 be played solitaire.

REMOVING THE RULES FROM THIS ISSUE:

These charts and tables include the In-
terstellar Event Table, Planet Table, Port Capacity
Chart, Terrain Effects Chart, Exploration Matrix,
Encounter Strategy Table, Creature Rating Table,
Combat Results Table, Pandora Crew Log, and
Creature Attribute Log. Photocopies of the two
logs must be made for repeated play.

[2.3] The paragraphs represent all the
events that may possibly occur during
the game.

The paragraphs are numbered from 001 to
232. These numbers merely identify each

Open the magazine to the center; bend the staples with a penknife or screwdriver; lift out the rules and close staples.
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paragraph and do not affect the sequence in which
they are use

[2.4] The playing pieces include seven
characters, four bots, 21 tools, 39
creatures, five artifacts, and 24 game
markers.

[2.5] The characters, bots, and tools
are aboard the Pandora at the start of
play and are controlled by the player.
These three types of counters are
collectively called units.

SAMPLE CHARACTER COUNTER

Front

Character——>Med0

Capture Combat 4++3 2 6 5 6 +4-Speed
L3

Kill Comba.” Weight  Port

Med0
Enviorig——Enviorig

321055

Each character is named for the position he
holds aboard the Pandora. A character’s position
has no direct effect on his use. However, a
character filling a certain position may be more
useful in a situation described in a given
paragraph. In addition to the five numerical
ratings listed on their counter, each character has
an Intelligence Rating (see 3.3) and an En-
durance Rating of 5. These are listed on the Pan-
dora Crew Log. The back of each character
counter is used when the character is in an environ
that requires the use of an enviorig (sce 5.2), and
the ratings thereon are modified to show the ef-
fects of wearing an enviorig.

SAMPLE BOT COUNTER
Front Back

Capture [ spugpaat” B0 TPE

CombarNy, ‘9o~ Weight L Spechot
7 % 3e-port Damaged-4®» Damgd

kil —p B 79
Combar Speed

Each bot (robot) has five ratings identical in
type to those of the characters. Bots do not have an
Intelligence or Endurance Rating. The back of
each bot counter is used when the bot is damag-
ed. When this side is face-up, none of the bot’s
ratings (except weight) are used until the bot is
repaired.

SAMPLE TOOL COUNTER
Fron Back
] Tool Type
Capture. Weight Torbolaser
Combar™ 4 é Oafport  Damaged—{+Damod
Kil—p8 % 0o g0y
Combat

Each tool has five ratings identical in type to
those of each bot. The back of some tool counters
are used when damaged. Other tools (those with
blank backs) may not be damaged, only destroyed.
Each tool with a Supply symbol is considered a
supply user (see 7.1). All tools are listed in the
following paragraphs, with any special attributes.
Armorig. Must be worn by a character when in a
corrosive atmosphere. Iis weight is not ported
(carried) by the character that wears it, but is add-
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ed to the character’s weight when in the rover or
shuttle. When wearing an Armorig, all other
ratings are used instead of the character’s cor-
responding ratings.

Stunbomb. May be used in combat against
creatures. Its Combat Ratings replace those of the
character using it. Once used, the Stunbomb is
considered destroyed.

Netgun. May be used in combat against creatures.
Its Combat Ratings replace those of the character
using it. The Netgun may not be used underwater.
Climbkit. Reduces the time expended to enter
mountain and cliff hexes in an environ when an ex-
pedition is on foot (see Terrain Effects Chart).
Neuroscan. May aid an expedition when en-
countering irtelligent life forms, as described in
certain paragraphs.

Turbol May be used in combat against
creatures. Its combat ratings replace those of the
character using it.

Botkit. May be used to repair damaged bots dur-
ing an expedition (see 6.9).

Toolkit. May be used to repair damaged tools (ex-
cept itself) during an expedition (see 6.9).
Medkit. May be used to heal wounded characters
during an expedition (see 6.9).

Scanner. Reduces chance of surprise attacks by
creatures when exploring a hex (see 8.1).
Holographer. May be used to create a three-
dimensional analytical image of a life form when
capture is prohibited, as described in certain
paragraphs.

Rover. May be used to transport the expedition in
an environ. Its Weight Rating is used only when in
the shuttle. Its Port Rating is listed on the Port
Capacity Chart.

E-cage. May be used (o contain and port a cap-
tured living creature. Its weight is always one,
regardless of the type of creature (if any) contain-
ed in it. One creature (only) may be contained in a
given E-cage at a time.

[2.6] The creatures and artifacts are
encountered in the environs during the
course of play. The player may attempt
to capture or acquire them for
purposes of victory.

SAMPLE CREATURE COUNTER

Front
Name
ik

g
Drada

3 1 1 3+ Speed Modifier
t

Intelligence Modifier | Aggression Modifier
Combat Modifier

Back

Paragraph+— 007
Victory Point
+ 5 VPH V;Iue

The name of each creature is recorded on the
Creature Attribute Log when the creature is en-
countered. Each modifier is used when determin-
ing a specific rating for a creature (see 8.4). Once
determined, each rating is recorded on the log. 1fa
bullet (@) appears instead of a modifier, the rating
is automatically zero. The paragraph number cor-
responds to the paragraph describing the initial en-
counter with the creature. The Victory Point Value

appears on certain creatures that give the player
extra VP’s when they are captured and returned to
the Pandora.

SAMPLE ARTIFACT COUNTER

Front Back

Paragraph4—+036
Victory Point Value46 VP

Sautre @ Narme

Each artifact is brought into play when found
(in accordance with the paragraph listed on the
back of the counter). If the player succeeds in
returning the artifact to the Pandora, he keeps the
counter and receives the listed VP’s. Note: The
Alien Weapon possesses five ratings like those of
atool, and may be used as such once acquired.
[2.7] The game markers are used on
the game-map to show variable
attributes of planets and environs, and
to record the status of the Pandora and
her expeditions.
Pandora. Used to show the current position of the
Pandora on the Insterstellar Display.

Shuttle. Placed in the environ currently being ex-
plored to show the location of the expedition’s
landing hex.

Tour Time/Tour Time Exceeded. Used on the
Time and Supply Track to record how many
months have passed in the Pandora’s tour of duty.
When the tour of duty is exceeded, the counter is
flipped over (see 4.6).

Expedition Time. Used on the Time and Supply
Track t0 record the passage of hours when an ex-
pedition is in an environ.

Expedition Supply. Used on the Time and Sup-
ply Track to record how many Supply Points an
expedition has.

Shuttle Supply. Used on the Time and Supply
Track 10 record how many Supply Points are
aboard the shuttle in an environ.
Underground/Submerged. Placed atop the On
Foot marker when the expedition is in a cave hex,
or atop the rover or On Foot marker when the ex-
pedition is underwater (see 6.7).

p 9
ed. Placed in cach hex in an environ and on each
planet on the Interstellar Display that has been ex-
plored. The back is used to denote exploration of a
cave or underwater hex.

Gravity, Atmosphere, Hydro Quiet/Hydro
Active, Life Support, Climate/Climate Fog.
Used on the Planet Attribute Track to record the
specific attributes of the planet and environ cur-
rently being explored.

[3.0] How to Start Play

GENERAL RULE:
After reading these rules and examining all

the playing pieces, the game-map is spread out on

a flat surface. The instructions of the following

Cases are then conducted in order.

CASES:

[3.1] The player chooses how long the
Pandora’s Tour of Duty will be.

He may choose a 10-month Tour of Duty
(which takes about 45 minutes for an experienced
player to complete), a 20-month Tour of Duty
(which takes about two hours to play), or a
30-month Tour of Duty (which takes about three
hours (o0 play).

[3.2] The playing pieces are set up on
and next to the game-map.



The pieces are punched out and sorted accord-
ing to type. All creature and artifact markers
should be placed to the side, in view, so that they
may be brought into play as called for. The Gravi-
ty, Atmosphere, Hydrograph, Life Support, and
Climate markers are placed in the leftmost space
of the Planet Attribute Track. The Tour Time
marker is placed on the space of the Time and Sup-
ply Track corresponding to the chosen Tour of Du-
ty length (see 3.1). The Expedition Time, Shuttle
Supply, and Expedition Supply markers are plac-
ed in the leftmost space of the Time and Supply
Track. The Explored, Shuttle, On Foot, and
Underground/Submerged markers are placed
aside for use during each expedition. The Pandora
marker is placed in the Pandora Entry Box on the
Interstellar Display. All other picces are placed
directly in front of the player; these represent the
characters, bots, and tools aboard the Pandora
that the player uses during the game.

[3.3] The Intalllgence Rating of every
character is determined.

The player rolls one die for each of the seven
characters separately. If the die result is 1, the
character has an Intelligence Rating of 6; if the
result is 2 or 3, he has and Intelligence Rating of 7;
if the result is 4 or 5, the Rating is 8; and if the
result is 6, he has a rating of . As each Intelligence
Rating is determined, it should be recorded in the
appropriate space of the Pandora Crew Log. Once
a character’s Intelligence Rating is determined, it
is not changed for the remainder of the game.

[3.4] Refer to paragraph 201 to begin
the voyage.

This paragraph requires the player to move
the Pandora to any planet on the Interstellar
Display by interstellar movement and possibly
resolve an Interstellar Event, as explained in 4.0.
After the movement is completed, the Planet Table
is consulted to determine the next paragraph. Each
paragraph that follows will describe a situation
and lead the player to another paragraph as a
result of a statement or procedure in the
paragraph, a result obtained from a chart o table
that the paragraph instructs the player to refer to,
ora procedure in these rules that the paragraph in-
structs the player to conduct.

The entire voyage is carried out in this way
until a paragraph is reached that declares the game
over (for better or worse). Often the player will
find that he is directed to the same paragraph
many times (paragraph 050, for example).

[3.5] Often a paragraph will instruct the
player to choose a character, bot, or
other item at random.

When instructed to do so, he may blindly
draw one counter from among those eligible, or he
may assign each counter a die result and roll to see
which counter is chosen. For example, if one of
three bots in an expedition must be chosen at ran-
dom, the player could mix their three counters
together and draw one without looking; or assign
onea dieresult of 1 or 2, another a die result of 3 or
4, and the third a die result of 5 or 6, and roll one
die to see which one is chosen

[4.0] The Pandora and

GENERAL RULE:

The Pandora may be moved from one planet
hex to another on the Interstellar Display by using
Interstellar Movement whenever the player is at
paragraph 201 or 060. The player chooses any
planet on the display that has not yet been moved
1o o explored and conducts Interstellar Move-
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ment to put the Pandora in orbit around the
chosen planet. Interstellar Movement s also used
to move the Pandora from or to the Pandora En-
try Box. In addition, when eligible to conduct In-
terstellar Movement, the player may perform On-
board Actions before moving.

PROCEDURE:

After choosing a planet to travel to, the player
moves the Pandora hex by hex from its current
position to its destination, making note of how
many hexes were entered during the move. The
Pandora may be moved through any number and
type of hexes on the Display (including hexes con-
taining other planets). After completing the move,
the player moves the Tour Time marker a number
of spaces to the left (toward zero) on the Time and
Supply Track equal to the number of hexes entered
in the move (including the destination hex but ot
the hex of origin). He then rolls two dice. If the
number rolled is less than or equal to the number
of hexes entered during the move (including the
destination hex and the hex of origin), an In-
terstellar Event occurs. If the number rolled is
greater than the number of hexes entered during
the move, the Planet Table is referred to.

CASES:

[4.1] The Interstellar Display shows the
e of each planet, and the relative
distance of each planet from its star.

A planet may be one of four sizes: tiny, small,
large, or giant. Size affects the type of gravity that
aplanet may be assigned. A planet’s distance from
its star may fall in one of four categories: close,
biosphere, far, or remote. Distance affects the type
of climate that an environ on a planet may be
assigned. The player may use this general informa-
tion when choosing which planet(s) the Pandora
will be moved to.

[4.2] The Interstellar Event Table is
used if an event occura durlng

the

next paragraph rafenad to.

[4.3] The Planet Table is used after
interstellar movement to a planet hex
on the Interstellar Display has been
completed, to determine the next
paragraph referred to.

[4.4] The game begins by moving the
Pandora from the Pandora Entry Box,
and ends by moving the Pandora to the
Pandora Entry Box.

At no other times during play may the Pan-
dora be moved to or from the Entry Box. An In-
terstellar Event may occur when moving to or
from the Entry Box, and the Box counts as a hex
when calculating the distance travelled. When the
player completes interstellar movement of the
Pandora from a hex on the Interstellar Display to
the Pandora Entry Box (thus ending the game),
paragraph 232is referred to.

[4.5] Whenever the player is at
paragraph 050, he may conduct any or
all of the following Onboard Actions
before conducting interstellar
movement.

Repair Tools and/or Bots. Four damaged tools
and bots aboard the Pandora may be repaired
(flipped over from their damaged side to their
operative side) by expending one month of Tour
Time. If the maintenance officer is aboard, all
damaged tools and bots may be repaired in one
month. A slash is erased from the Pandora Crew
Log for each tool or bot repaired (see 8.8).

Heal Characters. A total of four Endurance
Points may be regained by characters by expen-
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ding one month of Tour Time. However, no more
than two Endurance Points may be regained by a
single character in a month. If the medical officer
is aboard (and is not being healed), a total of six
Endurance Points may be regained by characters
in one month (no more than three Endurance
Points may be regained by a single character in a
month in this case). The medkit has no effect on
healing characters aboard the Pandora. The gain
of Endurance Points by healing is indicated by
erasing the appropriate marks from the Pandora
Crew Log.

Creatures. The player may determine the
ratings of any unknown attributes belonging to all
creatures he has captured and placed aboard the
Pandora (see 8.4). If the science officer is aboard,
no Tour Time is expended to do this. If he is not
aboard, one month of Tour Time is expended
(regardless of how many ratings are determined).

All the preceding actions may be performed
simultaneously. Thus, the number of months re-
quired to complete the longest action determines
how many months total are spent on all the ac-
tions. For example, if one month were spent
repairing, two months were spent healing, and no
months were spent studying, two months total
would be spent on all these actions. Time spent on
these actions is in addition to time spent conduct-
ing Interstellar Travel; none of these actions may
be performed while moving the Pandora. Time
spent conducting these actions is recorded by mov-
ing the Tour Time marker the appropriate number
of spaces to the left on the Time and Supply Track.
[4.6] If the Tour Time marker is moved
to zero (off the Time and Supply
Track) before the end of the game, it
is flipped over.

The marker is then moved along the Track to
the right, to show how many extra months the
Pandora remains in space.

[5.0] Preparing
an Expedition

GENERAL RULE:

Each time the Pandora is moved to a planet,
the Planet Table will direct the player to a
paragraph that states the planet’s atiributes and
the types of environs that might possibly be ex-
plored. After perusing this information, the player
must decide whether or not he will explore the
planet. If the player chooses nof 1o explore the
planet, he refers to paragraph 050. If he does wish
to explore the planet, he prepares an expedition by
carrying out in order the instructions of the
following cases.

CASES:

[5.1] The player places markers on the
Planet and Environ Attribute Track
according to the attributes listed in the
planet paragraph.

The Gravity, Atmosphere, Hydrograph, and
Life Support Value markers are each placed on the
space of the track corresponding to the nature of
that attribute on this planet. The planet’s geology
(quiet or active) is shown by placing the ap-
propriate side of the Hydrograph marker face-up.
The Climate marker is not place at this time.

[5.2] The player chooses the
characters, bots, and tools that will
explore the planet.

He may select any units from among those
aboard the Pandora, as long as at least one
character is included. As the player chooses units,
he adds together their Weight Ratings.
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If the planet to be explored has no at-
mosphere or a poisonous atmosphere, any
character that the player plans to send outside the
shuttle must be equipped with an enviorig (the
character counter is flipped over). If the planet has
acorrosive atmosphere, any character that will be
sent outside the shuttle must be equipped with an
armorig (an armorig counter is placed atop each
such character).

The total Weight Rating of the units chosen
may not exceed the port capacity of the shuttle
(see 5.8). All the counters chosen are considered
aboard the shuttle and ready to descend to the
planet’s surface.

[5.3] The player chooses how many
Supply Points will be placed aboard the
shuttle

Each Supply Point has weight of 1. Anywhere
from one to 30 (maximum) Supply Points may be
placed in the shuttle, as long as its port capacity is
not exceeded (including all the units already
aboard). The number of Supply Points chosen is
shown by placing the Shuttle Supply marker on the
appropriate space of the Time and Supply Track.

[5.4] The player determines which
environ hex the Shuttle marker is
placed in and which paragraph is next
referred to, in accordance with the
planet paragraph.

He rolls one die and places the Shuttle marker
in the hex listed for the die result. This hex is called
the landing hex. If the player is not pleased with
the environ the shuttle has landed in, he may roll
the die and refer to the planet paragraph again.
However, he must expend one Tour Month to do
5o (move the Tour Time marker one space to the
left) and must abide by the result of the second die
roll. He may inspect the next paragraph before
making this decision.

[5.5] The paragraph referred to when
the shuttle is placed in a landing hex
describes the environ.

The paragraph states which space of the
Planet and Environ Attribute Track the Climate
marker is placed in. An environ that may only be
explored underwater has no climate. If fog is in the
environ, the Climate marker is flipped over (see
the Terrain Effects Chart). In addition, the
paragraph may state special changes that must be
applied to the terrain in the environ or an altera-
tion to the Life Support Value (however, the Value
may never exceed 5).

[5.6] The player chooses which
characters, bots, and tools will remain
aboard the shuttle, and which will be
sent forth as an expedition.

The Expedition Display is used to show the
deployment of all the units brought down to the
planet in the shuttle. Any units that will stay
aboard the shuttle are placed in the Shuttle Box.

If the rover has been brought to the planet,
and will be used to transport the expedition about
the environ, units of the player’s choice are placed
in the Rover Box and the rover counter is placed
in the landing hex. Any number of Supply Points
(up 10 the amount shown by the Shuttle Supply
marker) may be placed in the rover; place the Ex-
pedition Supply marker on the space of the Time
and Supply Track matching the number chosen,
and move the Shuttle Supply marker an equal
number of spaces toward zero. The total Weight
Rating of the units and Supply Points in the rover
may not exceed the Port Capacity of the rover (see
5.8).

If the expedition will move about the environ
on foot, units of the player’s choice are placed in
the On Foot Box and the On Foot marker is placed
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in the landing hex. Any number of Supply Points
may be taken with the expedition, in the manner
described above. The total Weight Rating of the
tools and Supply Points in the expedition may not
exceed the total port capacity of all the characters
and bots in the On Foot Box (see 5.8).

[5.7] The expedition comprises all the
units placed in the Rover Box or the On
Foot Box of the Expedition Display.

Units may not be placed in both boxes; the ex-
pedition may be on foot or in the rover, not both.
At least one character or bot must be in an expedi-
tion at all times. If this requirement is not met, all
tools and Supply Points in the expedition are con-
sidered destroyed.

The player uses an expedition to conduct all
movement and exploration in an environ. The
Rover or the On Foot marker (whichever is in the
environ) represents the expedition. An
expedition’s first action (as stated in the landing
hex paragraph) must be to explore the landing hex
(see 6.1). Note: Bots may port but may not use any
tools except on E-cage.

[5.8] The Port Capacity Chart lists the
port capacity of the shuttle and rover

in each gravity type, and how the Port
Rating of a character, bot or tool may
be altered by the gravity type.

See charts and tables.

[6.0] Expedition
Movement and
Exploration

GENERAL RULE:
The player moves the expedition about the en-

viron, exploring hexes and encountering local

phenomena by conducting expedition actions.

Whenever a paragraph requires that the player

choose an expedition action, he may have the ex-

pedition explore a hex, conduct hasty move-

ment, or conduct one of the actions listed in 6.9.

An expedition action may also be chosen after

checking an expedition encounter paragraph or

after conducting combat. An expedition action

usually requires the expenditure of expedition

ours.

CASES:

[6.1] The expedition may explore

the hex it occupies or may move

into and explore any adjacent hex

in a single move.

Every type of terrain in the hex “‘costs’ a cer-
tain number of hours to explore. If the hex is also
being entered, additional costs for each terrain
type must be paid. These costs are detailed on the
Terrain Effects Chart. For example, eight hours
are expended to explore a hill hex with heavy
vegetation. If the same hex were being moved into
and explored, a total of twelve hours would be ex-
pended. When a hex is explored, an Explored
‘marker is placed there and the player uses the Ex-
ploration Matrix to determine the next paragraph
referred to (see 6.4).

Explored

A hex containing an explored marker may not
be explored again. E; Aliquid hex or a
hex containing a cave may be explored above the
surface and below the surface. If an alien city hex
is explored, and no intelligent life o artifact is
found, it may be explored a second time (only);
two Explored markers are used in the hex to
denote this occurrence.

The player is not limited by the number of Ex-
plored markers provided with the game. If they are
exhausted, any markers of the player’s devising
may be used.

[6.3] The expedition may be moved
from any hex in the environ

to any other hex in the environ

by hasty movement.

The player places the expedition in the
destination hex and totals the number of hours ex-
pended (as shown on the Terrain Effects Chart) to
traverse a route of hexes connecting the hex of
origin to the destination. For example, an expedi-
tion on foot that moved from hex 0310 to 0611 us-
ing hasty movement would expend six hours. Ex-
ploration may not be conducted during hasty
movement. However, the Exploration Matrix is
used to determine the next paragraph referred to
after the move is completed (see 6.4).

[6.4] The Exploration Matrix is
after exploring a hex or conducting
hasty movement to determine which
expedition encounter paragraph is
referred to.

Instructions for use and important die roll
modifiers that may be applied are listed on the
matrix. See charts and tables.

[6.5] Each expedition encounter
paragraph lists three or four
statements that might possibly match
the expedition’s position or some other
situation in the environ.

If one of the statements is true, the player
refers to the listed paragraph. If none of the
statements are true, the player must choose
another expedition action. The statements are
checked in order; if one is true, those that follow
are ignored.

If a hex that the expedition moved through
during hasty movement applies to a statement, the
expedition is moved back to that hex and only
enough expedition hours to reach the hex where
the interruption occurred are expended. If more
than one hex entered during hasty movement ap-
plies o a single statement, the applicable hex
closest to the destination hex is used. A hex con-
taining an Explored marker that is entered during
hasty movement is not considered when checking
the expedition encounter paragraph.

[6.6] The Terrain Effects Chart
the number of

hours that must be expended to enter
each hex on foot or by rover,
and to explore each hex.

The chart also lists the Supply Modifier for
each terrain type. See charts and tables
[6.7] Many hexes contain more than
one terrain type or special terrain.

For example, hex 1620 contains flat terrain,
light vegetation, and a pond. All terrain in a hex is

[6.2] An Explored marker is placed
in a hex after expending
expedition hours to explore it.

If a cave hex is being explored underground,
or a liquid hex is being explored underwater, the
Exploration marker is placed face-down.

when the number of hours
expended to enter and/or explore a hex. Terrain in
a hex i addition to terrain that satisfies a state-
ment in an expedition encounter paragraph does
not negate that statement. Thus, if a statement
mentions a flat hex, 1620 fulfills the requirement.

A cave hex may be entered or exited only
through a hexside crossed by the cave. The



Underground marker is placed on the expedition
when in a cave hex.

A liquid hex may be entered and/or explored
on the surface or submerged. The Submerged
marker is placed on the expedition when under-
water. Vegetation in a liquid hex is considered
submerged unless specifically stated otheruise in
alanding hex an
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total port capacity of the expedition is reduced by
lost character Endurance Points or damaged bots.
If the rover is abandoned, the Rover marker is
replaced with the On Foot marker in the environ.
If a tool or bot is abandoned, it is recorded on the
Pandora Crew Log, as if destroyed (see 8.8). These
actions do not require the expenditure of hours.

expedition encounter smcmem only if that state-
ment also mentions an underwater hex.

[6.8] The expenditure of expedition
hours is recorded by moving the
Expedition Time Marker to the right,
along the Time and Supply Track.

The marker is never moved beyond the Sup-
ply Check space on the track for the gravity on the
planet being explored. When the marker reaches
this space, it is returned to the beginning of the
track and its movement is continued. For example,
if the gravity is heavy, the marker is on the 10 space
and an expenditure of five hours is required, the
marker is moved to the 3 space and a supply check
is conducted before performing any other func-
tions (see 7.0). If the gravity were earth-like in this
case, the marker would be moved to the 15 space
instead (and no supply check would be
conducted). It is possible (especially in an op-
pressive gravity) that the Expedition Time marker
would be moved into the supply check space twice
in a single expenditure. In this case, two supply
checks are conducted, one after the other.

[6.9] When a paragraph states that
the player may choose

an expedition action, he may conduct
any of the following.

Repair a Tool or Bot. The player chooses a
damaged tool or bot in the expedition that he
wishes to repair and expends from one to six ex-
pedition hours (his choice) in the attempt. He then
rolls one die; if the die result is less than the
number of hours expended, the tool or bot is
repaired (it i flipped over from its damaged side (0
its operative side and a slash is erased from the ap-
propriate box on the Pandora Crew Log). If the

officer is in the expedition,
subtracted from the die result. If the toolkit is pre-
sent, and a tool (other than the toolkit) is bemg Te-
paired, two is subtracted from the die result. If a
bot is being repaired, and the botkit is present, fwo
is subtracted from the die result. Each bot or tool
is repaired one at a time. Regardless of whether a
repair attempt is successful or not, the number of
hours committed (o the attempt may not be
reduced.

Heal a Character. The player chooses a character
in the expedition that has lost at least one En-
durance Point and expends from one to twelve ex-
pedition hours (his choice) in an attempt to regain
one of the character’s lost Endurance Points. He
then rolls two dice. I the dice result is less than the
number of hours expended, the character gains an
Endurance Point (erase one mark on the Pandora
Crew Log). If the medical officer is in the expedi-
tion (and is not being healed) or the medki
sent, three s sublracted from the dice result. If the
medical officer and and the medkit are present,
one die s rolled (instead of two, with no subtrac-
tion). Each heal attempt is used 1o regain one En-
durance Point for one character only. A heal at-
tempt may be made only if at least one character
(other than the one being healed) is in the expedi-
tion. Regardless of whether a heal attempt is suc-
cessful or not, the number of hours committed to
the attempt may not be reduced.

Abandon Equipment. Tools, bots, Expedition
Supply Points, and creatures (but not characters)
may be abandoned; simply remove the counter
from the expedition. This may be necessary if the

the If the expedition is
in the same hex as the shuttle, the player may re-
position any and all units in the Expedition
Display. Units, artifacts, and creatures may be
moved from the expedition to the shuttle and vice-
versa. A creature placed aboard the shuttle must
remain in an E-cage. Supply Points may be ex-
changed between the expedition and the shuttle by
adjusting the two Supply markers. The port
restrictions must be met when the reorganization is
completed. These actions do not require the expen-
diture of hours.

Return to the Pandora. If the expedition s in the
same hex as the shuttle, exploration of this environ
may be terminated. All units, creatures and ar-
tifacts that survived the expedition and are in the
hex are removed from the Expedition Display. All
counters in the environ are removed. All counters
on the Time and Supply Track (except the Tour
Time marker) are removed. An Explored marker is
placed on the planet on the Interstellar Display
that the expedition is leaving. The shuttle and all
aboard are considered to have returned 10 the
Pandora; go to paragraph 060.

[7.0] Expedition Supply
GENERAL RULE:

Each time the Expedition Time marker is
moved into the Supply Check space of the Time
and Supply Track corresponding to the gravity of
the planet being explored, the player must conduct
a supply check. Anywhere from zero to eight Sup-
ply Points are expended in a single supply check,
depending on the supply users in the environ, the
Life Support Value of the planet, and the terrain in
the hex occupied by the expedition. If the Expedi-
tion Time marker is moved through the Supply
Check space and back to the beginning of the track
(see 6.8), the supply check occurs in the hex the ex-
pedition occupies at the end of its current expedi-
tion action (before proceeding to the next
paragraph).

CASES:
[7.1] Characters, bots and certain tools
are considered supply users.

Each character is a double supply user. Each
bot is a single supply user. Each tool with a supply
symbol is a single supply user. The rover is a dou-
ble supply user. When a supply check is required
(see 6.8), the player determines the Supply User
Total by counting each character in the environ
twice, and each bot and tool not in the shuttle once
or twice (as appropriate). Tools and bots in the
shuttle are not counted (but characters are). For
example, if two characters, a bot, and the tur-
bolaser are in the rover, and one character is in the
shuttle, the Supply User Total is ten. A damaged
tool or bot, or a capiared creature is not con-
sidered a supply user.

[7.2] When a supply check is required,
the result of a single die roll is

applied to both of the following
calculations to determine the total
number of Supply Points expended.

« The Supply User Total (see 7.1) is divided by the
die number to arrive at a result (rounded down). A
number of Supply Points equal to this result is ex-
pended. Exception: No more than four Supply
Points are expended in this manner.
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o The Life Support Value of the planet is added to
all the terrain Supply Modifiers in the hex that the
expedition occupies (see the Terrain Effects
Chart). If this sum is positive, it is divided by the
die number and the result is rounded down to
determine the number of additional Supply Points
expended. Ex No more than four Supply
Points are expended in this manner. If the sum is
not positive, no additional Supply Points are ex-
pended.

Example: A 3 is rolled for a supply check. The
Supply User Total is ten. Three Supply Points are
expended. The expedition occupies hex 1705 on a
planet with a Life Support Level of two. Adding
the Level to all the Supply Modifiers in the hex
results ina sum of two. Two divided by three is less
than one, so no Supply Points (in addition to
three) are expended.

[7.3] The expenditure of Supply Points
recorded by moving the Expedition
and/or Shuttle Supply markers the
appropriate number of spaces to the
left on the Time and Supply Track.
The Shuttle Supply marker may be moved a
number of spaces per Supply Check less than or
equal to the number of characters in the shuttle on-
Iy. All other supply expenditure must be satisfied
by moving the Expedition Supply marker. When
Supply Points for the expedition are exhausted,
the required expenditure of Supply Points must be
satisfied by expending Endurance Points belong-
ing to characters, bots, and tools that use supply in
the expedition (see 8.8). The first such Endurance
Point must be taken from a character (if any), the
second from a bot or tool (if any), the third from a
character, the fourth from a bot or tool, and so on.

[8.0] Creatures, Combat
and Damage

GENERAL RULE:

Most paragraphs that the player s directed to
by an expedition encounter statement describe a
creature, artifact, o intelligent alien that the ex-
pedition has encountered. Unless specifically ex-
cepted in the paragraph, each creature and artifact
that is found has a corresponding counter; in-
telligent aliens have none. When encountered, the
player finds the counter with a number on its back
side matching the paragraph number and places it
in the hex where the encounter occurs. The
creature’s name is recorded on the Creature At-
tribute Log. The instructions in the paragraph are
then carried out.
CASES:

[8.1] If a paragraph states that the
expedition may be surprised, conduct
the following check.

Roll one die. If the expedition is exploring
and has the scanner, they are surprised on a result
of 6. If they are exploring and do not have the
scanner, they are surprised on a result of 4 to 6. If
the expedition is conducting hasty movement
and has the scanner, they are surprised on a result
of 310 6. If they are conducting hasty movement
and do not have the scanner, they are automatical-
ly surprised. After finding whether the expedition
is surprised or not, follow the appropriate instruc-
tions in the paragraph.

[8.2] When the player is directed to
choose an encounter strategy, he
declares that he will attempt to
communicate, capture, kill, or flee and
refers to the Encounter Strategy Table.
The table will direct the player to the next
paragraph. The die result used may be adjusted by



18

the creature’s attribute modifiers (see charts and
tables).

[8.3] An asterisk (*) result on the
Encounter Strategy Table denotes that
a special instruction may be applied.

If the creature paragraph has an asterisk
followed by the chosen encounter strategy, carry
out the special instructions listed. For example, in
paragraph 145 a special instruction is carried out if
the communicate or combat strategy was chosen
and a ““*** was achieved on the Encounter Strategy
Table. If a ““*”" is achieved on the Table, and the
creature paragraph lists no special instruction for
that strategy, the paragraph number in the result is
used instead; ““*”* instructions in a creature
paragraph are ignored unless the player is directed
to them in this method.

[8.4] When a paragraph instructs the
player to determine a creature rating,
he uses the Creature Rating Table to
calculate the rating and records it on
the Creature Attribute Log.

A creature rating is determined only if a
paragraph requires it, or if the creature is being
studied (see 4.5). Each rating is determined
according to the instructions on the table (see
charts and tables).

[8.5] When a paragraph requires the
player to conduct combat, he
undertakes the following steps:

1. If not already declared, choose whether the ex-
pedition will attempt to capture or kill the
creatures.

2. Calculate the total Combat Rating of the ex-
pedition, using the Capture or Kill Combat Rating
of each eligible unit in the expedition, as ap-
propriate. Each bot contributes its Rating. Each
character contributes his Rating or the Rating of
any one tool in the expedition.

3. Determine the Combat Rating of the creature
(see 8.4).

4. Subtract the creature Combat Rating from the
expedition’s total Combat Rating to determine the
combat differential.

6. Use the combat differential to locate the col-
umn referred to on the Combat Results Table. If
any column shifts must be applied (according to
the instructions in a paragraph) move to the right
or left the appropriate number of columns.

6. Roll one die and cross-reference the die result
with the proper column to yield a letter result.

[8.6] The Combat Results Table is
used when the player is required to
conduct combat.

The lettered combat results are explained on
the table. See charts and tables.

[8.7] A creature will be killed or
captured or will escape, and the
expedition will suffer Damage Points
as a result of comba:
Each letter result has two corresponding out-
comes; one is used if the player declared “kill”
and the other is used if the player declared “‘cap-
ture.”” In some cases, a paragraph may alter the
meanings of the letter combat results. A paragraph

always takes precedence.
oo
1
0 @ .
1347

A killed creature is removed from the en-
viron. A captured creature may be placed in an
E-cage. If the expedition does not have an empty
E-cage, the creature must be immediately released.
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E-cage. Once aboard the Pandora, the creature
need not be kept in an E-cage. A captured creature
may not be encountered again (if directed to its
paragraph, choose an expedition action instead).

If a creature escapes kill or capture, the player
must choose an encounter strategy again (see
8.2), after applying any Damage Points to the
expedition.

After resolving combat and applying any
Damage Points incurred to the expedition, choose
another expedition action.

[8.8] When the expedition receives
Damage Points as a result of combat,
the player must remove Endurance
Points from units involved in the
combat and/or Expe: n

Supply Points.

The player may use any combination of En-
durance Point loss and Expedition Supply Point
loss to fulfill the incurred Damage Point result.
Shuttle Supply Points and Endurance Points
belonging to units not involved in the combat may
not be removed.

One Damage Point equals one Endurance
Point or two Supply Points.

An Endurance Point is removed from a
character by placing an X in one of the character’s
endurance boxes on the Pandora Crew Log. An
Endurance Point is removed from a tool or bot by
flipping its counter over (to the damaged side) and
placing a slash through one box for that unit type
on the Log. Exception: Damage to a character’s
enviorig is shown by flipping his counter over.
‘Two Endurance Points are removed from a tool or
bot by removing its counter from the expedition
and placing an X in one box for that unit on the
Log (it is considered destroyed). Expedition Sup-
ply Points are removed in accordance with 7.3,

Occasionally, the expedition will incur
Damage Points as a result of an occurrence in a
paragraph (not as a result of combat). Any units in
the expedition may lose Endurance Points to
satisfy such an event.

[9.0] Victory Conditions

GENERAL RULE:
Victory in Voyage of the Pandorais determin-
ed by the number of Victory Points (VP's) the
player accumulates. During the course of the
game, the player records VP's he has gained and
lost on the Creature Attribute Log. At the end of
play, these VP’s are totaled to determine how well
the Pandora fulfilled its mission.
CASES:

[9.1] The player gains VP’s for the
following:

® One VP is earned for each creature artribute
that is recorded on the Creature Attribute Log
(regardless of whether the creature was captured
or not). Note: Although the player always knows
that a " attribute modifier denotes a zero at-
tribute rating, he does not earn a VP unless he
would have had an opportunity o determine the
attribute normally.

® One VP is earned for each creature that is cap-
tured and returned to the Pandora. Certain
creatures are worth additional VP’s if captured
and returned 10 the Pandora (as noted on the back
of their counter). These VP's are recorded on the
VP line for each creature.

® Artifacts that are acquired and returned to the
Pandora are worth a number of VP's listed on the
back of their counter. This is recorded on the Ad-
ditional VP’s line.

@ One VP is earned for each planet that is ex-
plored, regardless of what is found there. This is
recorded on the Additional VP’s line.

® Certain paragraphs describe other methods by
which the player may gain VP's. If earned, these
are recorded on the Additional VP’s line.

[9.2] The player loses VP’s for the
following items. All lost VP’s are

8.91 A with lost
Points has a reduced Port Rating. A
damaged tool or bot may not be used.

A character’s Port Rating is reduced by the
number of Endurance Points he has lost (even if
‘wearing an armorig or enviorig). When all six En-
durance Boxes for a character on the Pandora
Crew Log are marked, that character is dead;
remove him from play.

A damaged tool or bot may not be used at all
(but may be ported) until repaired (see 4.5 and
6.9). Exception: A damaged enviorig or armorig
may be worn by a character. A character wearinga
damaged enviorig in an environ with no at-
mosphere or a poisonous atmosphere loses two
Endurance Points each Supply Check. A character
wearing a damaged armorig in a corrosive at-
mosphere dies during the next Supply Check. A
character in an environ that requires an armorig or
enviorig (see 5.2) immediately dies if that rig is de-
stroyed. A destroyed tool or bot may not be
repaired.

The Pandora Crew Log shows how many of
each tool and bot is aboard the Pandora at the
start of play, depending on the length of the Tour
of Duty. For example, the number of specibots
available in a 10, 20, or 30 month tour are three,
Jive, and six, respectively. Note that the counter-
mix does not include all the tools and bots aboard.
The countermix limits what the player may include
in a single expedition. If a tool or bot is destroyed
in one expedition, its counter may still be used in
the next expedition. However, if all the tools or
bots of a particular type are damaged or de-
stroyed, none of that type may be included in an
expedition.

on the VP’s Lost line.

@ Ten Victory Points are lost for each character
who is killed.

® One VP is lost for each Endurance Point that a
surviving character has lost at the end of the game.
Endurance Points lost during play that are subse-
quently regained by healing are not counted for
this purpose.

msor e
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® One VP is lost for each bot or rover that is
damaged or destroyed at the end of the game.

@ One VP is lost for each type of tool listed on the
Pandora Crew Log that is totally expended (all
available of that type are damaged or destroyed) at
the end of the game.

@ Five VP’s are lost for each month beyond the
chosen Tour of Duty that the Pandora remains on
the Interstellar Display.

[9.3] The number of VP's lost is
subtracted from the number of VP’'s
gained determine the VP total.

If the VP total is more than twice the number
of months in the chosen Tour of Duty, the player
wins. The voyage has been a financial and scien-
tific success.

If the VP total is twice the number of months
in the Tour of Duty or less, the player loses. The
results of the voyage have not pleased the Galactic
Survey Commission.
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expedition immediately suffers 10 Damage Points. After
applying the result, choose an Expedition Action.

009. The expedition discovers a tortoise-like creature.
Choose an encounter strategy.

rermine the creature’s Intelligence

The arranged om
001 to 232, are the heart of the game. It is recom-
mended that the player not read through the entire
Paragraphs section, to preserve the element of
surprise that the game entails. Note that the sym-
bol (1) means paragraph.
Goto 1201

001. If the distance travelled in the current interstellar
jump is three hexes or gvener (including the hex of
orginl.

ourse; ono extra tour month s expended. I the distance
el o TGO Tove, nO ntersimisr vt GToUTS.
Proceed to use of the Planet Table.

002. As the shuttle sets down, mechanical problems
and unexpected terrain variation threaten to cause an ac-
cident. If the navigator is aboard the shuttle, go to § 070,
If the navigator is not aboard, goto { 1

. The expedition discovers a herd of small, her-
bivorous amphibian creatures. As the startied animals
scurry off, the expedition cuu one off from the group.
Choose an encounter strat
+ Any Strategy: An unseen predator lurking n the brush
had been stalking one of the herd creatures, but now fan-
cies a member of the expedition. The amphibian escapes

it i Goto1054.

004. The structure is actually a gargantuan living being.
Whether it is ally created o a product of bizarre
natural evolution is not known. But the construction’s

dd sions and issi ke it

clear that it resents being dvs!uvb!d Cammunimmn with
the metallic monstrosi le. The expedition
oy attemp {0 flee (9061 167) ot fight (uoto‘ 193).
006. The expedition discovers a small flying insect with
viike skin — a literal dragonflyl Choose an en-
counter strategy.
* Combat: The small creature is easily captured, no com-
batis conducted.
It any combat is actuslly conducted with this
crsamre. and any result olh urred, _one
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geature’s Agaression modifier is 3, the creature lees.
‘expedition actior
I the Inteligence Rating i six o less and the creature’s
ression modifier S 0or +1, the creature s
sucosmuly captured in the energy cage (see8
*If the creature’s Aggression modifier is + T or 43

Rating. If the Rating is six or more and the
is in the expedition, an intelligent, peaceful message is
received from tt ure. Capture is not permitted.
Tives Victory Points ora sored. H the holographer s iso
in the expedition, two extra VP's are earned. If the In-

(mgamlass o' its Intelligen
020. Conduct combat. Add lopmhev the creature’s in-
telligence, aggression, and Speed modifiers. If this sumis
positive, SNR two columns to the left. If this sum is
negat ift two columns to the right.

is five or less, o the s not

in the expedition, go t0 4 016.

010. Creature infuriated by communication attempts.

Determine its Aggression Rating.

* If the Aggression Rating is four or less, determine the

croature's Speed Rating I tris Rating s higher than the

ingle Rating among the members of the

m(psdmon, The reature flos: choose another sxpoditon

action. If the creature’s Speed Rating is equal to or less

than the highest Speed Rating in the expedition, conduct

combat or choose an exvedmon action.

* If the

tacks the expedition. Twelve Endurance Points are lost
fore the creature flees. No actual combat is conducted

and no time is experi

011. The creature is easily captured. A number of hours.

equal to the sum of all the creature’s positive attribute

modi i No combat

012. The creature shows no interest in following the ex-
pedition as they leave the encounter. Choose another ex-
pedition action.

021. 1m creature chases the expedition. Determine its
Speed Rating.

* If the Speed Rating is equal to or greater than the speed
of the slowest bot or character in the expedition (or the
rover, if present), combat is conducted. Shift two col-
umns to the left; no capture is allowed.

* If the Speed Rating is less than the slowest Speed in the
party, the creature cannot keep up and the expedition
escapes. Three hours are expended. Choose another ex-
pedition action

022. The creature is open to primitive communication.
Determine the creature’s Intelligence Rating.

* if the Intelligence Rating is eight or more, immediately
determing il of the crasure's other Ratings. Laws of the
Galactic Survey Commi rohibit the expedition from
sapturing or kling Sentient ife the creaturs wanders off
Two VP’s are eamed. Choose an expedition action. One
hour sexpended.

* If the Intelligence Rating is seven or less, conduct com-
bat, treating kil results as capture results (ignore printed
capture results).

013. Creature angered by
Determine ts Aggression Rating,
1 the Aggression Rating s fie ot less, detarmine the
e's Speed Rating. It this Rating s higher than the
ighes the members of the

attempts.

action. If the creature's Speed Rating is equal to or less
than the highest Speed Rating in the expedition, conduct
combat or choose an expedition action.

* I the Aggression Rating is six or more, conduct combat
with a shift of two columns to the left on the Combat
Results Table. This shift is only one column to the left if

* If the Aggression Rating is four or less, determine the
creature’s Speed Rating. If this Rating is equal to or
greater than the single highest Spoed Rating amang the
members of the expedition, the creature escapes; choose
another expedition action. If the cvaaluve s Speed Rating
i the Aggression Rating s fie or Higher, conduct com-
bat. Shift a number of columns to the left equal to the
creature's Intaligence or Speed modifier (whichever is
greater).

024. The creature hunts for the expedition tirelessly.

014. Determine the creature’s Aggression Rating.

* If the Aggression Rating is five or less, determine the
creature’s Speed Rating. If this Rating is more than one
Higher than th single Pighest Speed Rating amang the

org)
at random) has boon bitten by the venomous nsect
before may notbe captured nd the bat
result is mplemented). Roll one die 1o determin how
many Endurance Polnts the character must imimedietaly
fome. Sulbtract two from the i result f the medical of-

expedition, and su itis
e ‘axpecition. Endurance Pointsiost by o character a5

8

another expediti

i the creatorofails to & esc&pe, orits Aggression Ratingis
greater than combat. If the creature’s In-
foligonce Modifor s nagative, shft o the right a number
of columns equal to the modifier.

015. The creature follows the exp

ion warily. Deter-

aresult of the insect
the Pandora the Pandora Crew Log should be specially
marked to note this)

006. A three foot-| Icnn dowel-shaped metallic ebJuc( is
found. It appears to be a weapon of some sort. If the
aapons afteer e ot the evpodtion: a0t 175 he
is present, roll two dice and compare the result to his In-
telligence Raung After Amplumenung lhE appmpnale

* If the dice result is less than the Rating by more than
one, ha correcty deterines that the weapan s 8 hgh-
powered snergy rod. The weagion mey be caried and

edby any character for

* If the Speed Rating is more than one greater than the
slowest speed of a bot or character in the party (or of the
rover, i present), combat s conducted.

* If the Speed Rating is one greater, equal to, or less than
the slowest speed in the party, the expedition eludes the
creature. One hour is expended. Choose another expedi-
tion action.

5/ the Spsed Hating ia e leasthan, equal to or grester
than the slowest Speed of a character in the
and the expedition is on foot, that character ia gl
duct combat with the creature on his own. Shift one col-
umn 10 the left. No capture is allowed and all combat
results must be taken as Endurance Point loss by the
character. If the character dies as a result of this combat,
the creature is unharmed; combat is then conducted be-
tween the creature and the rest of the expedition (with no
column shifts, capture is not allowed

* If the Speed Rating is one less than, equal to, or greater
than the Speed of the rover (if present), combat is con-
ducted. Shift two columns to the left, no capture is allow-
ed. All combat results must be taken as Endurance Point
loss.

*1f the Speed Rating is more than one less than the
slowest character Speed in the expedition (or the speed of
the rover if present), the expedition finally succeeds in
evading the creature. Four hours are expended. Choose

016. Al attempts fail. If

and/or the siencs offcer i nthe expediton, one hour s
expended. If n
in either case, use the Encounter
Stategy Tabloogain. choosing only Combator Fise.

025. The creature is enthusiastic about primitive com-
munication. Determine the creature's Intelligence Rating.

* If the Intelligence Rating is eight or more, immediately
det!vmme all of lhe cresluve s mhev r-!lmgx L-lws of the

* If the dice result is one !ess man, one greater than, or
g, th the weapon are
ve expedition hours are expﬁnosd The

-

* If the dice result is more than one glsutev than the
Rating, the mysteries of the weapon remain unknown. it
may be ported back to the Pandora (weight of 1).

017. Determine the creature’ :Aggrssmn Rating.

* If the Aggression Rating is fetermine the
creature’s Speed Rating. If e Ranng is higher than the
single highest Speed Rating among the members of the
expedition, the creature escapes; choose another expedi-
tion action. If the creature’: toorless

capturmg or kvlllng Sontent ife. Thioo VP s oo eamed g

0 be recorded; earn two additional VP's. If the science
officer is i the expedition eam two additional VP's. The
creature wanders off after two hours are expended,

than Rating,

. A 30 foot-long winged lizard-like creature swoops
down on the expedition. If surprised (see 8.1), conduct
combat, shift of two columns to the left on the
Combat Ruulu. Table. If not surprised, choose an en-

. If by the
expedition as a result of combat (whether surprised or
not), the expenditure of four Supply Points (instead of
two) equals one Damage Point lexceplion t08.

the expedition is on foot, one character or bot

character is wearing an armorig, or the expedition has a
climbkit, the character or bot is not destroyed. Instead, if
a character, he loses a number of Endurance Points equal
to the roll of one die; if a bot, it is damaged. If the expsd\»
tion is in the rover, the vehicle plunges down a steep er

bankment and is destroyed (it may not be repaired). The

* If the Aggression Rating is six or higher, conduct cor
bat shifting one columin 1o the 1t § the creature's In-
ligence Modifior s + 20r +3

* If the Intelligence Rating is seven or less, conduct com-
at, treating kill results as capture results (ignore printed
capture resutts)

018. Tne creamve trails the expedition. Determine its
Speed Ratin

e Spesd Rating s guamr than the slowest speed of
a bot or character in the party (or the rover, if present),
oo e condiacod St ans oo 10 e left, no
capture allowed.
* If the Speed Rating is equal to o less than the slowest
Speed in the party, the creature grows weary and the par-
ty escapes. Two hours are expended. Choose an expedi-
tion action.

019. An energy cage is set up into which

*If the Aggression Rating is three or fess, the creature

escapes. hours are expended. Choose another ex-
pedition acton
* If the Aggression Rating is four or higher, conduct com-
bat. Shift a number of columns to the left equal to the
creature’s Aggression, Intelligence, or Speed modifier
(whichever is greater). All combat results incurred by the
expedition must be taken as Endurance loss.

027. A predatory, arboreal reptile pounces on the ex-
pedition from the dense foliage above. If surprised (see
) d

attempts to lure the creature; one hour is expended.
Determine the creature's Intelligence Rating.
“If the Intelligence Rating is seven or more or the

8.1), random) has heenlem-

P
be used in combat during this encounter. Choose an on-
counter strategy (except flee). If not surprised, choose an



20

encounter strategy.

* Combat: The creature has friends lurking sbove. Con-
duct combat, rolling one die to determine how many col-
umn shifts £ the Joft wil bo. applied o the Combat
Results Table.
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again. Roll two dice. If the dice result is less than the

2 to or greater than the
Rating or the scanner is not in the expedition, the

B2B. A clan of cautious, invisible and intelligent beings
are wnching the expedition’s every move with great in-
terest. The bots and equipment in the expedition excite
the aliens’ sense of greed.
* If the neuroscanner is in the expedition, the psychic
waves of these unscrupulous residents are ﬂmacmd and
‘the expedition wisely moves on, realizing that capture is
impossible. Earn 4 VP's. Cqu an expedition action.
ﬂmw
. A Ilm'-he'-n.lndmg vine-like growth suddenly
xpsd n. It is a semi-mobile carniverous
n is surprised (see 8.1), conduct
combat, with a shift M three columns to the left on the
Combat Results Table. If the expedition is not surprised,
choose an encounter strategy.

038. A sudden increase in volcanic activity sends
magma spurting toward the party. Th heat and
b th

(assigned as the player sees fit). If all characters are wear-
ing armorigs, the expedition loses six Endurance Points
only, which must be taken hom bets end tooka only. In
either case, if the rover is presen ed. After ap-
plying the incurred results, Chonss amexpaditon action:
. The expedition encounters an amphibi
creature. The strong- legged boast binks hsmqnly ot e

* Communication or Combat: With a snap of its
wings, the creature zips away. Choose an expedition ac-
tion.

049. As the Pandora comes out of FTL, it encounters an
asteroid storm. Subtract the Intelligence Rating of the
commander, the navigator or the maintenance officer
(whichever is higher) from nine. This represents the
number of extra Tour Months expended repairing damage
ccaused by the hurling planetoids. Proceed to use of lhe
Planet Table.

050. All surviving characters, bots, tools, captured

rocedure). Once com-

it refer to the Plant Table.

* Any Strategy: Roll one die. On a result o 1 through 4,
g the 1 indicated on the Encounter Strategy Table.

ter resolving the encounter, goto { 197. Ona
TosuitorBor6, goto 205.

030. A clear globe of a maleable substance is found
embedded in a pillar. A thick liquid glows inside the
here. The expedition may pass it by (choose an expedi
tion action) or may investigate. Choose any one character
the expedition and compare his Inteligence Rating to
the roll of two dic

i the dice rosut i loss than the rating by more than
one, the beautiful orb is successfully removed from the
obelisk and placed in an energy cage. It may be taken
back to the Pandora. If the expedition does not have a
cage, implement the next resultinstead.

* If the dice result is one less than, one greater Imn o

040 The expedition is greeted by a group of friendly rep-
ian sentients who i i The

051. An ameboid creature, about a foot in diameter,
mysteriously floats by the expedition. Choose an en-
eoumerslralegv

Strategy: Using its unknown form of propulsion,
the roature d.ps. darts and drifts away. Choose an ex-
pedition a

liens gadly rovide he characters i & o onion
their physiology and socia history in exchange for an

ent that no_hostilties will be commenced.
hours are expenci number of VP's equal o the
Commander's Inteligence Rating it in the expediton) is
earned. If she is not present, t, 6 VP's are eamed. Fou

062. One creature aboard the Pandora (determined at
randam) hll life support needs not detected by Pandora
ical analysis equipment. Despite the crew’s ef-
forts to discover the missing (or unhealthy) element in its
artifical environment, the creature dies. Proceed to use of
the Planet Table.

VP's are ea o
further exploration o a en city or structure hexes in this

structure hexes in tms environ s allowed. Choose another
dition acti

equal to the rating, the i

tured globe. If wearing an envirorig, it is damuged
wearing armorig, the break has no effect

* If the dice result is more than one greater than the
reting. the wphere explodes. kiling the

063. Expedition encounter.

* A cliff or abyss hex is being explored, or was entered

during hasty movement: { 008.

* An alien structure hex is being explored, or was entered
: 004,

041. The silence is shattered by the wild leap of a white
fur-covered creature. Its large, long limbs propel it with
great speed. If surprised (see 8.1), conduct combat with

two column shift to the left on the Combat Results Table.

g
character. Exception: If wearing armorig, it is damaged

, trategy.
* Flee: Goto 216.

After implementing the required result, choose an
expedition action.
031. A large scorpion-like creature is disturbed in its
underground lair by the expedition and leaps out to do
something about i, If surprised (see 8.1), one character in
hosen at random) i

042. A colorfully decorated !gg like object the size of a
cantelope s found. Whethar i1 naturalor artificial can-
ot be sscertained. Th expeciion may pass by (choose
an ex; n action) or may port it back to the Pandora
(weightof 1). If the later s chosen, roll one die

* Ona result of 1 or 2, the object i easily carted. Choose

o
the deadly, flashing tail of

Combat Ratings of the netgun and the
stunbomb may not be used against the razor sharp talons.
and shock i of the creat:
032. A seismic tremor jolts the party. Roll 2 dice to
determine how many Damage Points the expedition
receives. Ex ) all characters pedition are
wearing armorigs one die is rolled. After applying the in-
curred result, choose an expedition action.

A squat, large fur-covered creature pounces on the
expedition. It the flower,

* Onaresultof3ord, go to 178.

* Onaresultof50r6, goto 185.

043. The expedition encounters an immense, silicon-
based monstrosity. Choose an encounter strategy. If

during hasty
* Afiat hex is being explored or was entered during hasty
movement, and the climate is saharan: § 031

* The gravity is oppressive, and the climate is tropical:

1153

064. A feline-like predator leaps at the expedition from
behind an gutcrop af stone, f surprised (sge 8.1), con-
duct combat, wit two columns to the left on the
Combat Resulls Table. If not surprised, choose an en:
‘counter stratey

W6 A mal'unmmn in the jump-sleep revival mechanism
ises permanent hral ‘damage to one crew member
1detelmlned at random). All his Ratings are reduced by
one, except for his \me\hgence Rating, which is reduced
y a number equal to the roll of one die. If his Intelligence
Rating is now two or less, 4 VP's are lost and the
character is no longer conmdemd capable of fulfilling his

any armorigs, specibots, and turbolasers in the expedition
may be used. If the creature is captured, two E-cages are
required to port it

* Any Strategy: One bot (determined at random) i
pulverized by the massive creature. After the bot is
destroyed (if any are in the expedition) the encounter is
resolved using the result achieved on the Encounter
Strategy Table.

‘which served as its food intake orifice until uprooled The
desperate creature attacks ferociously. Choose an en-
counter 9y tbe chosen).

034. A delegation of 15-foot high quadrapeds
materialize in front of the expedition. Each is armored
with a possibly natural exo-skeleton of a translucent
plasticlike substance. Through parts of the coverings not
embossed with symbols and colors, the complicated,
bubbling internal systems of each ominous figure is sug-
jested. Although there is no visible means of support,
each alien is floating a few inches above the ground. One.
member of the group raises an appendage holding a

rd
attempt to communicate (go to 1 196), o fight (go to

The interstellar jump puts an unexpected strain on
offi

duties. The be used on any expedition, out
the officer function he performed no longer exists.
ceed to use of the Planet Table.

056. Expedition encounter.
*ifa hex adjacent to a flowing lava hex is being explored,
or was entered during hasty movement: §
* An alien slmclure hex is being explored, or was entered
duung hasty m¢ J
A eawy vegetation hox is being explred or was
1027

044,

the Pandora’s FTL systems. If the iceris
aboard, roll two dice. If the rosult s lessthan or equl to
his Inteitigence Rating, one Tour Month is expended
ropaiing the damage. If the result is greater than his
Rating, a number of Tour Months equal to the difference
is expended (up to a maximum of four). If the
maintenance officer is not aboard, four Tour Months are
expended repairing the damage. Proceed to use of the
Planet Table.

* A flat hex is being explored or was entered during hasty
movement and the hydrograph is 50%: { 151

The expedmun discovers a creature composed en-
tirely of energy, its presence made apparent by bright
electric activity emanalmg hom a nozmg, organic

045. The expedition discovers a large tunneling insect
Its heavy carapace makes the stunbomb, reconbot and
specibot ineffectve in combat (each has capture and kil
Combi tegy.

“nucleus.”
* Communicate or Combat: The creature zaps al bots
in the expedition. Each bot is considered damaged by
electical overload. Then, resove the sncounter using the
Encounter Strategy Table.

1199), or tofiee (go to § 204)
035. The expedition discovers a herd of mammoth,
mammalian creatures. One creature that has wandered
off from the rest of the group is approached. Choose an
encountarstrategy.
* Co ate or Combat: If all characters in the ex-
pedition are wearing emvrorigs or armorigs, resoive the
noounter sccoring 1o the paragraph indicated on the
Encounter Strategy Table; otherwise, go to
T E-cagen ro roqied t port s resture

036. An exquisitely detailed sculpture made of a
diamond-rlated mineral is found. I s 18 inches hioh,

resembles an elegant gill-breathing life form and is ob-
viousy beyond price, It may be ported hack 1o the Pan-
dora (weight of 3). C!

037. The expedmon discovers a sloth-like creature lazily

tree bark. trateg)
* Combat: The creature suddenly vanishes. If the scan-
ner is in the expedition, the creature may be located

or Combs
intoits Iabvnmh of tunnets. I ‘escapes and two hours are
expended.

046. Star flares cause disturbances in faster-than-light
travel routes; one extra Tour Month is expended for the
current interstellar jump. Proceed to use of the Planet
Table.

047. The Fuji 5500 Central Processor is on the blink
Before the planet that the Pandora is orbiting can be
surveyed, the system must be put right. Subtract the In-
telligence Rating of the science officer, i

xposure to undetected extraterrestrial virus
strains drives the s officer space crazy. If the

number of Endurance Points equal to this number must
be lost by the other crew members (distributed as the
Player sees fit). Roll the die again: On a result of 1, 20r 3,
goto {1 067; onaresultof 4 or 5, go to § 073; on a result of
6,90t09

e
officer or the ground survey officer (whichever is higher)
from nine. This represents the number of extra Tou

ths expended getting the computer up again. Proceed to
use of the Planet Table.

. The expedition discovers a butterfiy-like creature.
nibbling on foliage. Its wings have a span of over 10 in
ches and are strengthened bv a bird-like bone structure.
Choose an encounter strateg)

053. Expedition encounter.
* An alien structure hex is being explored, or was entered
during hasty movement: § 028.

* A hex with a pond or marsh is hemg explored or was
entered during hasty movement: § 039.

* A cave hex s being explored or was entered during has-
ty movement, and the hydrograph is 50% or 75%: § 147.



060 The expedition discovers a sleeping saurian
reature. The ten foot long stirs as the party in.

smu iz Chooss anancountar sted
. The stared creetur il s iuld sscreting
clawsm wlldlv asit res 1o defend fsef. Go 0§ 18
061. out of FTL, the Pandora is inter-
cama hya small it of renegad fron raders who ingist
on inspecting her cargo. If the weapons officer is on
board, roll wo dice.
* If the dice result s less than his Intelligence Rating, he
skillfully uses the Pandora’s screen systems to repel the
inrudor's grapping bears and the Pandors succaeds in
jumping away from the scavengers’ ships.
Tonth of Tour Time is expended. Procesd o use of the
Planet Tal

* If the weapons officer is not on board, or the dice result
is oqual 1 & greater thom i Intligonce Rating, g6 10
1169,

062. Expedition encounter.

* Analien structure hexis being explored: § 030.

* A light vegetation hex is being explored or was entered

dunng hasty movement, and the gravity is heavy or op-
179.

ZA Rl hox with no veg!tmon is bing explmsd or was
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Rating; the shuttle crash-lands. The expedition im-
mediately suffers five Damage Points (see
After applying the results of the accident (if any),
choose:
on. Expedilion encounter.

A ing explored: § 042.
Thu environ hasa naarwulqhﬂassqmvlrv 1 051.

in front of
ly explodes upward as in indescribable blue life form
erupts from beneath the rock, its tendrils streaming in all
irections.

If the expedition is surprised (see 8.1), conduct com-

bat, with a shift of one column to the left on the Combat
Results Table. If the expedition is not surprised, choose
an encounter strategy. If a combat must be resoived dur-
ing this encounter (either as a result of surprise or en-
counter strategy), st ee  206.
The character with the lowest Speed Rating is
seized by the creature, The character and the croature
disappear underground, never to be seen again. The re-
mainder of the expedition escapes. Choose an expedition
action.

083. The creature destroys the pod in which he is
restrained. He, and one third of the creatures aboard the
Pandora (determined at random) are destroyed. Proceed
to use of the Planet Table.

. The creative wanders out of its restraint pod look-
ing for human flesh. Roll two dice and compare the result
to the specimen’s combat or Intelligence Rating,
whichever is higher. If the dice result is equal to or greater
than the rating, the specimen is destroyed without doing
harm. If the dice result is less than the Rating, the dif-
ference ruprssunu the number of characters (determined
at random) that fore the creature is destroyed.
Procesdto use o the Pane Toble

085. Orbi Kolkrln Gravlrv Light. Atmosphere:
Paisar, Hvdrwr Q

clogy: Quist. Lite St
port V. ! Pine p\anel w.u oo explored, sce 5.0. Aol
e o Dio rosult 1-3. h 1125 result 4, 5 hex
1721, 1 131; result6, nuxm 1

086. Orbiting PIcoI- Gravllv Near weightless. At-
mosphere: Poisol ph: eology: Quiet.
Life Support Value 2. Ii lhe planet will be explored, see

073. Roll two dice and compare the result to the medical

entered during
1066

0B3. The expedition encounters a gargantuan sea-going
reptile similar to the long extinct plesiosaur. If this
creature is captured, three E-cages are required to port it
Choose an encounter strategy.

officer's
* I the die result is equal to or less than the Intelligence
Rating, the science officer’s madness s cured. Proceed to
use of the Planet Table.

+-Jthe i resulta grtor than the Intoligencs Reting of
the medical officer or he s not shoard, a cure for the

064. If the route of the current interstellar jump enters
hm( 14 (Opoplo) or any hex adjacent to 14 at any point, the

Pandora’s sensors pick up a series of indecipherable
transmissions from the planet. Galactic Survey Commis-
sion regulations require that the Pandora investigate. The
course of the Pandora must be altered (if necessary) from
the hex in which the transmission is received to Opoplo,
and Tour Tlme expended is altered to fit the new destina-
tion. Consul to determine the attributes of the
planet, then orgamxe an expedition to the planet’s surface
(see 5.0). Do not roll the die to determine which hex the
expedition is placed in; instead place the party in hex 0817
and proceed to § 076. If the interstellar jump route does
not pass within one hex of Opoplo, no interstellar event
ooccurs, proceed on the planned course and use the Planet
Table.

085. Expedition encounter.
+ A allen clty hax s being exgiorsd, or wes entared dur-
ing hasty movement: { 030.
: Aditfhexis beng ‘explored or was entered during hasty
movement:

A underwater hex with vegetation is being explored
or was entered during hasty movment: § 07

s afflict
Suspended animation and may not be ueed for the re
mainder of the game. He is not considered killed but all his.
Endurance Points are lost. Proceed to use of the Planet
ble

jeresult 1-3, hex 0412, 113; resuit4 5
hex 0806, § 115; result 6, hex 1404, { 1

. Orbiting Suwathe. Gravity: Earth like. At-
mosphere: ro! Hydrograph: 76%. Geology:
Quiet. Life Support Value: 2. If the planet will be ex-
plored, see 5.0. Roll one die: Die result 1-3, hex 1803,
4134; result 4,5 hex 1! 122; result 6, hex 0306, § 132.
088. Orbiting Opoplo. Gravity: Heavy. Atmosphere:
. Geology: Quiet. Life Sup-
W the planet wi\l be explored, see 5.0. Roll
Die result 1-3, hex 1721, § 131; result 4,5 hex
08,1 117: result, hex 1117, 1 138,

074. Ex; counter.

* Analien structure hex s being explored, or was entered
during hasty movement:

* Afathex’s being explore, ' the gravity is heavy o op-
pressive:

¥ R cave s being explored: 1 067,

089. Orbiting Mezo. Gravity. Elr\h like. Atmosphere:
None. Hydrograph: 0%. Geology: Quiet. Life Support
Valug: 4. I the planet will be exgiored, 564 5.0, Roli one
dle: Die resut 1-3, bex 1109, 1|17 vzsull45hexm
1

; result, hex 0806, 1 1
090 Orbiting Paleo. szvm/ Eunh like. Atmosphere:

075. An aquatic creature of humanoid form darts

toward the expedition. If surprised (see 8.1), conduct

combat with a shift of two columns to the left on the
mbat Results Table. If not surprised, choose an en-

counlev strategy.

alar-

val life form and zips away. Go m1 208.

0%. Geology: Active. Life Support
Val ! 4. If the planzl le be exploved see 5.0. Roll one
die: Die result 1-3, 1002, 1 133; result 4,5 hex 0816,
1520 conen, ok 4h, 4 16,
091. Orbiting Birss. Gravity: Light. Atmosphere:
None. Hydrograph: 0%. Geology: Active. Life Support
Value: 4. If the planet will be explored, see 5.0. Roll one
die: Die result 1-3, hex 1109, § 117; result 4,5 hex 0806,
1 115; result6, hex 1712, 1 127.

076. The shuttle grass-
like patches. Beneath the plain lies the source of the
transmissions. An alien structure is considered to exist
in hexes 0715 and 1016. The climate is

colorful mist suddenly makes ominous gestures.
Itis organic and camivorous. There is no counter to repre-
sent thiscresture; tsatrbute modifrs are: nteligence,
+2, Coml ression, +3, and Speed, +3. If
the oxpecitin s surpised (ase B.1). conduct combat,
with a shift of two columns to the left on the Combat
Results Table. If the expedition is not surprised, choose
an encounter strategy. This creature may not be captured
(whether it surprises the expedition or not). If the holo-
grapher is in the expedition, four Victory Points are earn-
ed (unless the expedition chooses to flee).

temperate. Deploy the characters, bots, and tools in the

expedition display (see 5.6). Exploration of the fanding
hex is not required; any expedition action may be per-

formed, The party may not leave the envion until hex
715 or 1016

077. The expedition discovers a large starfish-like
creature splayed across a rock. Choose an encounter
stratey

* Communicate: If the neuroscanner is in the expeci-
fion, goto 211 ftnat, goto1 0T6.

* Combat: Go to

092. Orbitin isto. Gravity: Light. Atmosphere:
Normal. Hydrograph 0%. Geology: Active. Lite Sup.
port Value: 2. If the planet will be explored, see 5.0. Roll
G die: Die result 1.3, nex 1613, 4 18; result 45 hex
1002, 1 133; result6, hex 0413, 1 128.

083. Orbiting New Alto. Gravity: Light. Atmosphere:
Thin. Hydrograph: 0%. Geology: Quiet. Life Support
Value: 3. If the planet will be explored, see 5.0. Roll one
die: Die result 1-3, hex 0412, § 119; result 4,5 hex 0806,
1124 result6, hex 0909, § 126.

094. Orbiting Korkran. Gravity: Earth like.
mosphere: Normal. Hydrogragh: 5% Geology: Qulet.
Lfe Support Value: 0. fthe planat wil be exlored. 5

067. The science officer’s madness is temporary. After
the expenditure of one month additional Tour Time, the
Virus runs its course and all is normal. Proceed to use of
the Planet Table.

068. Expedition encounter.

* An alien structure hex is being explored, or was entered
during hasty movement: § 004.

* A heavy vegetation nex is being explored: § 173.

* A marsh is being explored: § 181.

069. The expedition discovers a long spindly humanoid
creature. Its gurgling innards can be seen through trans-
lucent skin. Choose an encounter strateg

* Communicate: Roll one die. On a result of 1t03, go to
1213; onaresult of 4106, goto§ 2
* Combat: Roll one die. On a result of 1104, go to § 220;

or6,gotoy
070 Roll two dice. If the dice result
han the Navigator's Intelligence

Rating: skiltl handing of the shurte reschts in 3 safe
landing with no structural damage.
* one less than, equal to or one greater than the
Navigator's Intelligence Rating; the shuttle is guided to a
bumpy but safe landing. One bot (if any, determined at
random) is damaged
* two or more greater than the Navigator's Intelligence

. Expedition encounter.

* Analien structure hex is being explored: § 006

* A flat hex is being explored, and the climate is tropical
1 00.

A marsh, pond, or river hex is being explored and the
cimatols topial

079. The expedition encounters a large bear-like
creature with patches of a natural exo-skeleton. Choose
an encounter strategy.

080. Immediately after coming out of FTL, one creature
aboard the Pandora (determined at random) suddenly
evolves into a highly aggressive, powerful, intelligent be-
ing. If the creature’s Intelligence and Combat Ratings are

reater than 6, go to § 81. If its Combat Rating is above 7
and its Intelligence Rating is less than six, go to § 82. If its
Combat Rating is 6 or 7 and its Intelligence Rating is less
than 6, go to 1 83. If its Ratings fit none of the above
categories, go to  84. If no creatures are aboard the Pan-
dora, proceed to use of the Planet Table.

081. The creature easily escapes from its restraint pod,
neutralizes all bots, kills all characters, and takes over the
Pandora to fulfill a destiny unknown to us. The game is
over.

082. The creature goes on a rampage of destruction,
reducing the Pandora to a hunk of twisted metal, as the

Dl result 1.3, hex 1903, § 134:resu 4.5
hexlw .122; result6, hex ||17 1 138

095. Orbiting Picole. Gravity: Near weight
mosphere: None. Hydrograph: 25%. Geology: oum
Life Support Value: 3. If the planet will be explored, ser

5.0. Rollane ie: Die resul 1-3, hex 0806, § 124; Tesuitas
hex 0213, 4 137; result, hex 1502. { 125.

-

3 ing Suwathe. Gravity: Heavy. Atmosphere:
Poison. Hydrograph: 100%. Geology: Active. Life Sup-
port Value: 1. If the planet will be explored, see 5.0. Roll
one die: Die result 1-3, hex 4123; result 4,5 hex
0306, 9 132; result6, hex 0504, § 114.

097. Orbiting Opoplo. Gravity: Oppressive. At-
mosphere: Poison. Hydrograph: 50%. Geology: Quiet.
Life Support Value: 4. If the planet will be explored, see
5.0. Roll one die: Die result 1-3, hex 1404, § 116; result4,5
hex 1320, § 139; result 6, hex 1117, § 138.

098. Orbiting Mezo. Gravity: Heavy. Atmosphere:
Thin. Hydrograph: 25%. Geology: Quiet. Life Support
Value: 2. If the planet will be explored, see 5.0. Roll one
die: Die result 1-3, hex 1109, § 117; result 4,5 hex 0806,
.124; result 6, hex 0412, 9 119.

099. Orbiting Paleo. Gravity: Heavy. Atmosphere:
Normal. Hydrograph: 25%. Geology: Active. Life Sup
port Value: 1. If the planet will be explored, see 5.0. Roll
one die: Die result 1-3, hex 1513, 1 118; result 4,5 hex
1120, 9 129; result6, hex 0413, 128,

21
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100. Expedition encounter.

< Thelanding hexis being sxplord: 4 02,

+ An lien structure hex i being explored:

* A vegetation hex is being explored lnd me gravity is

haavy or oppressive: { 207.

* A heavy vogmn&»shux is being explored and the at-
1005,

101. Orbiting Birss. Gravity: Earth like.
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(s005.
117. The shuttle has set down on hard, cold umund

oded from  glacier orgiating for to the east by &
small hill. Al dwﬂ mv hexes are considered
hexes. The clenats s arct. | 'Add one 10 the o support
value. Deploy the characters, bots, and tools in the Ex-
podition Dispiay (808 5.6) and explore theaning hex:

mn. Hydrograph: 0%. Geology: Active. Life Support

- 1 the lanst il be axplore, see 5. 0. Roll one
o i omu , hex 1117 result 4,5 hex 1712,
1 127; result6, hex 0909, 1

102 om mg Mlphlno Gva
yd

Earth like. At
rograph: 0%, Geology: Active.
Uifa Suppore Vume 4 Hth planﬂ will be explored, see
1002, { 133; result4,5
136.

see 5.0. Roll o esul
mulmsnnuos,‘m Tesult, hox 1620, 1 122
104. Orbiting Korkr- Atmosphere:

Nomul. Hydrograph: 3 " Quiot. Lt Sup.
port Value: 0. If the Dlanel will be explnrld see 5.0. Roll
one die: Die result 1-3, hex 0306, result 4,5 hex

0302, § 123; result 6, hex 0604, § 11

ght. Atmosphere:
Thin. Hydrograph: 50%. Geology: Quist. Life Support
If me planm uxpmm, . Roll one
hex 1620, { 122 et 4.5 ho 1008
‘116 msultﬁ hexm! 1137.
106. Orbiting Suwathe. Gravi
orrosive. Nvdrcgu

g9
g

y: Hoavy. Atmosphere:
Geology: Active. Lie

Dlmsum 3, hax‘ 1125; resulushux
sult 128

107. Orbiting Opopln. Gravity: Oppressive. At-

mosphere: Corrosive. Hydrograph: 0%. Geology:

Quiet. Life Support Value: 4. If the pl-rm Wil bo ox-

plored, see 5.0. Roll one die: 1- .

1.115; result 4,5 hex 1106, § 141; mune hexosos 1126.

108. Orbiting M-xo Gravity: Heavy. Atmosphere:
Poison. Hydrograph: 50%. Geology: Ac(lvo Life Sup-
port Value: 3. I e plant wil bs explored, soe 5.0. Roll

e result 1-3, hex 0412, § 119; result 4,5 hex
“11 ‘ 136; result 6, hex 1320, § 139.

18.
lava flow. To the west, an active volcano spills across the
landscape. The climate is saharan. Add one to the life
support value. Deploy the characters, bots, and tools in

Expedition Display (see 5.6) and explore the landing
hex.
119. The shuttie has landed at the foot of a massive
mountain with a flat top. The alien structure in hex 0310
dst, Patches of

the mountain. The climate is temperate. Deploy th
characters, bots, and tools in the Expedition Display (00
5.6) an«
120. Expedition encounter.
* An alien structure hex is bei

a niu sea. The climate is temperate. Deploy the

characters, bots, and tools in the Expedition Display (see

£.6) andoxplorothg landing hex.

132. The shuttle is floating on the surface of an ocean

rrounded by tall growths of vegetation shooting out of

Ihe wmun All heavy vegetation hexes !'B conm

n above the surface, as well as below the sur-

vm No s city or Stucture hewes exist. The cimats s
Deploy the characters, bots, and \ool the Ex-

pottton Disley (85058

133. The shuttle has landed on a barren slope
o by mountains. An engled valoy leads cast trough the
pooke 1 8 leak pain. The caves i hexes 1101, 1102 and

1103 do not exist. The climate is saharan. Add one to the
LSv. DGDInY the characters, bots, and tools in the Ex-
pedi lay (see 5.6) and explore the landing hex.
134. The shuttle has set down atop an ivy covered
slope.
information. The climate is tropical. Deploy the
characters, bots, and tools in the Expedition Display (see
5.6)and i

* A cave hex is bei

hex is being explored, the gravity is earth-

e amt i climere o arone § 000
121 The shuttle has set down on a perfectly flat, end-
g  only by o canyon to the sest. No

136.

d by hills and ice patches. Conglomerations of colorful

metal and stone-like structures run south and west to the

horizon. They appear to converge far to the east. The

cimato is arctc. Add one to the LSV. Deploy the
rs bots, and tools i the Expediton Dispay (see

5.6)and oxplorethelanding hox.

in the ar one
el st D-plw e charoctors, bots, and tool n the
Expedi 5.6) and explore the landing hex.
122. The shuttle has set down on a dry clearing sur-
rounded by sluggish rivers and swamps. To the west,

138. The shuttle has set down on hardened lava. A
steamy fog covers the area. The glow of molten rock is
seen to the west. The climate is tropical. Deploy the
characters, bots, and tools in the Expedition Display (see
5.6) and explore the landing hex.

Deploy the characters, bots, and tools in the Expedition
Display (see5.6) and explore the landing hex.

123. The shuttle is floating on the surface of an ocean
stretching beyond sight in all directions. Lush vegetation
and some artificial structures are detected below the sur-
face by the shuttle’s instruments. All alien structures
the environ do not exist. The alien city hexes (0204 and
0304) i i i

must be conducted while submerged (see 6.7). Deploy
the characters, bots, and tools in the Expedition Display
(see5.6), and explore the landing hex.

. The shuttle has set down on a hard plain with bar-
ren hills and mountains rising to the west. The climate is
temperate. Deploy the characters, bots, and tools in the

hex.

109. Dvhmng Fl . Gravity: N- vy. Atmosphere:
Corrosive. Hydrograph: 0%. v: Active. Life Sup-
port Value A lf the planet wil b m expluled see 5.0. Roll
one die: Die result 1-3, 6, 1121; result 4,5 hex
1002, 9 133; mune hex 14|| 1 k)

Expedition

125. The shuttle has set down on a fern covered hill.
Thick foliage surrounds the hill and a river is seen down a
steep slope. The climate is tropical. Deploy the
characters, bots, and tools in the Expedition Display (see
5.6)

110. Expedition encounter.

+ An alien ity hex i being explored, or was entered dur-
ing hasty movement:

* Afiat or hll hex is belng explored and the gravity is near
‘weightless: 1 159

*A 1176.

111. Orbiting Birss. Gravity: Heavy. Atmosphere:
Poison. Hydrograph: 0%. Geology: Active. Life Sup-
port Value: 4. If the planet will be explored, see 5.0. Roll
one die: Die result 1-3, hex 1712, 1 127; result 4,5 hex
1109, 1 17; result6, hex 0808, 1 135.

112. Orbiting an sto. Gravity: Heavy. Almmph!rs
Poison. Hydrograph: 26%. Geology: up-
port Valuo: 3. 1 the planet wil 5o sxplored, 566 5.0. Rl
one die: Die result 1-3, hex 1120, § 129; result 4,5 hex
1513, 9 118; result6, hex 1411, 1 136.

126. landed

of a seemingly endless ice field. Far to the east, the glint

of bright metal juts from the whiteness. All alien city

hexes except hex 1012 are considered glaca co hexes:

The cimats s artc; Add one to the LSV. Deploy the
rs, bots, and tools in the Expedition Display (see

5 5) maxnlmlhel \g hex.

127. The shuttle has landed on a gnarled patch of

solidified lava, with molten rock on either side originating

from a small hole to the east and a mammoth cone to the

137. The shuttle has m uown on a nh dotted with
crawling vines. The the west
s toppad with an araficl dome. The clmate & tropical
Deploy the characters, bots, and tools in the Expedi
Display (see 5.6) and explore the landing hex.

138. The shuttle has set down on a plain, west of a can-
yon. Areas of grass-like vegetation break up the area's
flatness. The climate is temperate. Deploy the characters,
ind tools in the Expedition Display (see 5.6) and ex-

plore
139. The shuttle has landed on ice-covered ground next
to a frozen river. Thick fog blankets the area. Far to the

west an ocean is heard. All rivers are considered frozen
and all marsh hexes are considered glacial ice. The climate
is arctic. Add one to the LSV. Deploy the characters,
bots, and tools in the Expedition Display (see 5.6) and ex-
plore the landing hex.

140. Expedition encoumev

* Analien city hex explored: 1 006.

» A mersh hex bemg explored and the atmosphere is
normal or 003.

: A' o

gravity is earth-like: § 170.

141 The shuttle has set down on a flat, lifeless ground.
dense fog covers the area. The climate is temperate.

Deploy the characters, bots, and tools in the Expedition
Display (see 5.6) and explore the landing hex.
142. The expedition is startled by an orange, multi-
tentacled predator. If the creature achieves surprise (see
8.1), conduct combat, with a shift of two columns to the

west. The climate is lamporm Davlov the characters,
bots, and tools in .6) a
plore

left on the Combat Results Table. If the creature does not
i ition, egy.

128. The shuttle has set down on a barren plai
mountain fills the view from the west. Its top is flat and
hosts thr

113. Orbiting New Alto. Gravity: Heavy. Atmosphere:
Poison. Hydrograph: 50%. Geology: Active. Life Sup-
port Value: 3. If the planet will be explored, see 5.0. Roll
one die: Die result 1-3, hex 1404, § 116; result 4,5 hex
1120, 1 129; result 6, hex 1320, § 139.

114. The shuttle has set down on the surface of water.

tures. All exploration must be conducted while sub-
merged (see 6.7). Deploy the characters, bots, and tools
in the expedition display (see 5.6) and explore the landing
hex.

115. The shuttle has set down on a flat barren expanse
with bleak hill and mountains rising t0 the west. The
eploy
e charactes, bots, and tools in the Expodition Display
(see5.6) and explore the landing hex

116. The shuttle has set down on a s grassy c«eam.g sur-

ree towers of unknown origin. No
jtation exists in the area. saharan. Add
one 10100 LSV Daploy the characters, bots, and o0l n
the Expedition Display {see 5.6) and explore the landing
hex.

143. i
2 Analien city hex s being explored: § 006.

hydrognlph i850% or 75%: § 003.

A cave hex is humg explored or was entered during has-
ty movement, and the atmosphere is poisonous or cor-
TOSive 162.

hi fous affli

129. The shuttle has set down on a plain dotted with

patches of shrubs. A canyon with a river atits bottom lies
. The caves do not exist. The climate i tropical.

Doplav th charactas, bots, and tooks n the Expecition

13! Expedmonencoum

* The gravity of the planet is near weightless or op-

presssive: { 166.

* An alien city hex is being explored, or was entered dur-

ing hasty movement: § 042.

- An underwater hex is being explored or was entored

during hasty movement: { 142

* A heavy vegetation hex is being explored, or was
i 14029

rounded by a dense forest.

heard to the southeast. The cimate s temperate. Deploy
the characters, bots, and tools in the Expedition Display

131. The shuttle has set down next to a stream running
i Further west, ly into

44. i

despite extensive treatment. Roll one die to determine
how many editona Tour Months are expended in the
futile attempt to save his life (treat a roll of 5 or 6 as no
months expended). Furthermore, if the medical officer’s
Intelligence Rating is six or less or he is not aboard, the
virus has infected another crew member (determined at
random). Go to paragraph 058, substituting the newly in-
fected character for the science officer. If the medical of-
ficer's Intelligence Rating is seven or greater, proceed to
use of the Planet Table.

146. The expedition discovers a bipedal winged irisect.
The three foot high creature is grazing. Choose an en-
counterstratogy.
* Com

to or Combat: The crseture sttempts to
oo, Determine X

and bots with 5peea Ranng; greater thar

may initiate combat (even if the communication strategy
‘was chosen).
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148. Expedition encounter.
 Analen sructurs hexisbeing xplored: § 00.
* A cave hex is being explor

* A hill hex with light vegetation is being explored or was.
i , and the gravity i

1179,

147. The expedition suddenly discovers that they are
surrounded by a colony of tiny, meat-eating tunnel-
worms. If the expedition is surprised (see 8.1), each
character ing an armorig immediately loses a
number of Endurance Points equal to the roll of one die
(roll once for each such character). If the character

v:

Endur-mx Points). If the science officer is present, sulr

subtract two from each die result. Al these
Subractions. are-cumlative, After implementing the

1212

148. Roll two dice and compare the result to the single
highes i .

Its, or if the expedition is not surprised, go to

o
* If less than the Intelligence Rating, the shuttle crash-
lanm The expedition immediately suffers five Damage

o equal to or greater than the inteligence Rating, the

suffers. lwelvu Dlmlge Po ints.
After applying the Damage Points, choose an Ex-

pedition Action.

156. The expedition spots a large wmaoﬂ mammalian
creature "vmg Yoz in ecular patterns. 1 stavs neat the
Ground. Choosoan encounter statogy.

* Communication or Combat: If the ambot or the
turbolaser is present, the frightened creature soars away;
choose an expedition action. If neither of thes items are
present, 3.

167. Expedition encounter.

* An alien city hex is being explored, or was entered dur-

ing hasty movement: § 030.
* A glacial ice hex is tmnq explored, or was entered dur-
ing hp«v ‘movement: { 07

dur(ng Rasty movement, and the atmosshere 1 normal:

! e ‘geology of the planet s active: § 032.

23

must bo applied 10 it st fany Damage Point romain,
they are assigned as foll
* If the characters uu weanng Enwmrlgl. all Dlmlql
FPoints must be taken a8 character Endura

virorg of sach charactr that loses Encuranca 1 the
mnnnav is considered damaged.
* If the characters are not wearing Envirorigs, all Damage
Points must be taken as supply loss or bot and tool En-
durance Point Loss.

‘After applying the incurred result, choose an expedi-

tion action.

167. The expedition discovers what appears to be a
metalic sculture of an antelope-fke creatue. Aftr ox
per r to inspect the seemingly lifeless statue,
¢ Wakes up, Choose an ancounter stratogy. The notgun
and the stunbomb have no Combat Strength (capture or

168. The creature n vnlsﬂvgenl and Inemly |x tele

Kill against

pathically

mastered this planet. 00 o survver Fva VP e e

samed. Two sdditional VP’; are eamed for each of the

following in the e : mander, the neuro-

scanner and the hologmpnu Tre alion & left 1o his

memories. Choose an expedition action. Any other in-
telligent ali i i

169. The expedition discovers a large insect-like
‘with a hard,

Choose an encounter strategy. If combat is conducted,
the creature’s exterior repels the beam of the turbolaser;
its Combat Ratings may not be used.

1&1. Expedition encounter.

149. The expedition is suddenly confronted by a ten-
foot tall fur-covered multi-limbed humanoid. If the ex-
pedition is surprised (see 8.1), conduct combat with a
shift of one column o the left on the Combat Results
Table. If the expedition is not surprised, choose an en-
counter strategy

1036
. A flat hex is being explored, there is vegetation in the
environ and the gravity is heavy: § 080.

1 |sa

161 The expedition is. :onhnmm by a group of five-
ere is no counter for these sen-

160. Expedition encounter.

* Analien structure hexis being explored:  030.

* A caveis being explored and the graviy isigh or earth-
like:

tionts and they are not recomed on the Creature Attribute
Log. Roll one die to determine how many creatues are in
the group (treat a die result of 1 or 2 as 3). Each individual
creature has a modifier of +3 for each of its four at-

* A solid lava hex is b'mg explored or
hasty movement: { 162.

161. The expedition encounters a large eight-legged

bearlke creature. Long shaggy fur beis ts ferociy. If

surprised (see 8.1), conduct combat with a shift of two

eolumns to |he o covine Combat Results Table. If not
. choose an encounter strategy.

l

dom suffers 8 wiral sezure 2 a result of organisms in the
pond. He dies and must be ported for the duration of the
exp

ributes, The expedition may attempt to communicate (go
109222) i 1 225). Escape i il

162. The expedition encounters a two-foot tall
humanoid creature. Its unhingeable jaw allows its mouth
to open to a size twice as large as itself. The orifice is lined
with row upon row of teeth and other sharp protrusions.

, 9o to’

168.

* The Supplv Modifier of a pomf has been used at any
point during the current expeditior

* Analien city hex s being elplolod. 1 ms.

Py ¢ is bei

hasty movement: § 041.

A flat bex with no vegetation s being explored or was
\g hasty movement, and the atmosphere is

169. Ships from the unregistered fleet attach them-
saivos 1o tha Fandora. Tha.commander atempts 10
barga with the pirates in the hopes that they will be

e with  mal patof the cargo.  the commander

roll tw
o the ice rosurt u Im than her Intelligence Rannﬂ by

surplus and computer printouts, and go therr merry way.
Proceed to use of the Planet Table.
*If the less than, equal to, or one greater
than her teligence Rmnq goto 203,

e commander is not on board, of the dice result is
more han one areater than her inteligence Rating, goto
1183

170. A large smooth rock tums out to be a shell for a
huge multi-eyed reptilian terror. If surprised (see 8.1), the
bot or character with the slowest Speed Rating is im-
mediately consumed. Choose an encounter strategy (ex-
ceptflee). If not surprised, choose an encounter strategy.
* Flee: Goto'

m. Exmmonencnunm

Ground Survey Officer is present, choose an encounter

strategy. If the ground survey officer is not in the expedi-
n roll two dice. If the result is less than the single

ighest Intelligence Rating of a character in the expedi-

ition.
* If the medkit and the medical officer (unless the victim)
are both in the expedition, the organisms are successfully
moved from the victim, who must lose two Endurance
Peml& Two hours are expend
* If the medkit or the medical officer is in the expedition,
the organism is controlled and the victim is sedated. The
victim’s Endurance Level is now 1and may only be raised
aboard the Pandora. The victim must be ported for the
duration of the expedition. Four hours are expends

183. A hideous glob of glowing jelly, propelled by
powerful tenwacln rears uj front of the expedition. If

tion, :hnnu an encounter strategy. If the result is equal
109 226

183 The shuttle s about m be devoured by a culoﬂv of

1 036.
* Alight vegmuon hex is being explored and the gravity
islight 1 146
* A mountain hex is  being explored or was entered during
hasty movement: { 14:

172. In a large hallway of the abandoned city. the ex-
small, e alien,

hardy g insects.

Alarm
Systarns n the shutta send an sl 10 the expedition. If
they are able to return to the shuttle before the next sup-
ply check, the creatures are repelled before serious
damage is done; choose an ex; action. If this
move cannot be made in time, the shuttle is eaten. The
cnamuam (only) in the exnedllvon are returned to the

ra by rescuecraft. Go to § 050. No further planet
expluvallon is possible at all.

i
a shm of one column to the left on the Combat Results
Tabl A

Result is obtained, every character in the expedition is kill
edand consumed

154. Expedition encounter.
 Analiencity hex is being exlored:

1040,

1B4. One of the peaks in the mountains being explored is
-sided. Slight but steady expansions and contrac-
tions in its size are detected; it is alive. As the expedition
inspects . tentacles suddenly sprout from s sides
There is no counter : In

dressed in rags that were once bright and runomme
oss ot flos ot the sight of the expiorers, but wait for
the expedition’s approach. Roll one die. On a result of 1

throughd, goto 1 168. Onaresult of 5 or6, goto§ 228.
173. The expedition discovers a small mushroom like
growth with 3 complex organic struture. There is no
counter for this creature. If the

to investigate, choose an expsdmo
vestigated, and the science officer i ion, go
101 219. If the science officer is not in the expedition, roll
two dice. If the result s less than the Intelligence Rating of
a character in the expedition (of the player’s choice), go to
1 2|9. If the result is equal to or greater than the rating, go
101224,

teligence, +2; Combat, +1; Agglemon, i Speed, *.
ture may not be captured. Choose one of lhu
lollowvngslraleqln

almnsphevels normal: § 156.
* A flat hex is being explored and there is no atmosphere:

Rll ane die. O a result o 1-4, go to
1214; onaresultof50r6, goto§ 221.

* Combat: Roll one die. On a resultof 10r2, goto § 218;
on aresult of 3 or 4, 9o to f 221; on aresultof § or 6, the

155. Destructive elements in the atmosphere cause the
botsin the expedition to deteriorate.
* If the

b

: Goto 221,

ficer is in the expedition, one Endurance Point must be
removed from any one bot during each supply check for
theremainder of the expeion.

m:er is not in the expedition, or the atmosphere is cor-
rosive and the MntO /s in the expedition, three Endurance
Points must be removed from any bots during each sup-
ply check for the remainder of the expedition.

* If the atmosphere is corrosive and the MntO is notin the
expedition, six Endurance Points must be removed from
any bots during each supply check for the remainder of
the expedition. Choose an expedition action.

* Analien structure hex s being explored: § 036.

* Alight vegetation hex is being explored and the gravity
is earth-like: § 145.

* A hill hex is being explored or was entered during hasty
movement and the hydrograph is 25%: § 1

166. If the gravity is near weightless, carelessness sends
members of the party tumbling near and far. If the gravity

is opressive a decepiively gentl slop fels members of
the party. In either case, roll two dice to determine how
‘many Damage Points the expedition incurs. If the Ground
urvey Officer or the Reconbot is in the expedition, only
one die is rolled. If the rover is present, Damage Points

174. Expedition encounter.
 Analin ity hexis being explored 4 161
x is being explored and the climate is

tropical: § 048.
“ R fiat hex s being explored and there s no vegetation in
the environ: 1 167.

75. Roll wo dice and compare the result to the single
Highest Intligence Rating amang the characters in the
expedition. After implementing the appropriate result
chooss an'en action.
* If the dice result is less than the Rating by more than
one, the wespon is studed carstuly, hut nothing is
revealed. R e how many hours are
expended ai Iyxvng e oh|ea \(may be ported bock to
the Pandora (weight of 1).

* If the dice result is one less than, one greater than, or

’ leftalone.

* If the dice result is more than one greater than the
Rating, careless tampering causes the object to backfire,
destroying itself and injuring the expedition. Roll two dice
1o determine how many Bamage Points are immediately
incurred.




24

178. The expedition discovers a massive network of ten-
dril and web-like strands stretching from rock face to rock
ized cords form a
single living entity awaiting unsuspecting prey. There is
o counter to represent this creature. The Creature may
ot bo capture, nor ma) it harm the axpeiton (as long

as they don’t wa into the strands). If the holographer
i axpeciion. three VF's are eared. Chooss an ox.
pedition action.
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dice roll for a character that is wearing an armorig. After
completing all dice rolls and implementing the required
results, choose an

198. Expedition encounter.
M Anlhoncnyhaxlwmexvlm 1040

188. Expedition encounter.

iiron: § 034.
« A marsh hox i being explored or was entered during
hasty movement, and the atmosphere is poisonous or
039,

177. Expedition encounter.
+ An alien city ho s being explred, o was entered dur-

ing hasty movement:
M A mounllln hex is an axp‘orod or was. entered dur-
|.gn 1007 ’

*"A vegetation hex is being explored, or was entored dur-
ing nvmvemm and the climate s tropical:

corrosi
* An underwater hex is being explored or was entered
during hasty : 4142,
189. After putting the characters in the expedition in
amnesiac hypnosis, the pesky unseen hosts use trap
doors, trick walls, grappling buml and other methods of
stealth to relieve the expedition of their equipment. Roll
one die to determine the numbev of bots or tools that are
fered. Bots must be lost first, then tools (except the

vsgmlon hex is being explored and the atmosphere
i rmrmll‘
199. The light from the pmm increases as the m(psdmon
brings its weapons to bear on the enemy. Roll or
* If the die result is 1, the weapons do not '\mcﬂon Go to

11%.

* If the die result is 2 or 3, the prism flares and all turbo-
lasers, netguns, stunbombs and all Supply
Points in the environ cease to exist. Five VP's are eai
Choose an expedition action.

“ If the die result s 4 or 5, the prism emits a blinding flash.
Al bots, all equipment except armorigs and envirori
and all Supply Points in the environ cease to exist.

178. The egg that breaks open soon after it
is picked up, huichmq a vicious little creature. Roll one
die: on a result of 1 or 2, go to § 142; on a result of 3or 4,
goto1159;ona resolt 615016, goto 162

rover, armorigs and envirorigs) determined at random.
by after

VP‘; are eamed. Choose an expedition action.
. i i Gotod 210.

leaving the hex. C

190. Expedition encounter.
T nhan city hex is being explored: § 172

179. A huge, feathered four-legged beast charges the
pedition. A forebocing calletion of sherp horns pro-

trude from its front end. If surprised (see 8.1),

character (detormined at random s ripped apart by the

wearing
counter malagy If not surprised, choose an encounter

* A mountain hex is being explored and there is no at-

mosphere: § 164

191. After a hard-fought battle, the pirates retreat. One

diois olled o determine how many cheracters (chosen at

random) are killed. One of every type of tool and bot that
ossesses a kill Combat Rating is lost (cross off one box

for each on the Pandora Crew Log). Roll one die to deter-

180.
poison dew claw. Roll two dice to determine the number
of Endurance Points the character immediately I0ses. If
the medical officer is in the expedition, subtract three
xped pit

the Pandora. If the maintenance officer is still alive, two is
subtracted from the die result. Proceed to use of the
Planet Table.

I

192.

tract three from . 1f wuanng
an envirorig, subtract two Imm the dice rssu\l (the en-
virorig then damaged). All these modifiers are
cumulative. If the character is wearing an armorig, he
loses no Endurance Points. After applying the required
result, goto
181. The expedition discovers a small creature that ap-
0 be a mixture of a rodent and a wingless bird.
Choose an encounter strategy.
* Communicate: If the neuroscanner is in the expedi-
tion, go to § 230. Otherwise, goto

182. Expedi er
* The shuttle is in a hex not occupied by a functioning
character:
+ Analien city hex is being explored: § 036.
* A mountain or cif hex s being explored or was entered
9 041,

+ An alien city hex is being explored: 16
; A heavy vegetation hex's being expnomd and the gravi-
tyislight: § 037

‘mountain o cliff hex s being explored and there is no
atmosphere: { 158,

zno

* An alien city hex s being explored: § 028.

* An underwater hex with cliffs or an abyss is being ex-
plored:  077.

“'A light vegetation hex is being explored and the at-
mosphere s thin or normal: § 035.

201. Outfitted, checked and rechecked, the Pandora
departs from the Watkins Memorial Exploration Depot in
the Creighton System. The FTL drive is activated and the
mission heads for the first planet in its assigned explora-
tion sector (the area shown in the Interstellar Display).
Choose a planet on the display and conduct Interstellar
Movement, checking to see if an Interstellar Event occurs
(see 4.0). Once completed, refer to the appropriate row of
the Planet Table to determine the

202. Expedition encounter.

* An alien city hex is being explored: { 034.

* Aflat hax wnh light vegetation is being explored and the
gravityis 035,

* Molten Vlvl isin lhe environ and the climate is saharan:
1057.

193. The dense living structure can only be neutralized
by cutting into its circuit-Iike brain system.

* If the turbolaser is in the expedition, use the Intelligence
Rating (only) of any one character in the expediton to
determine the column that s referred to on the Com!
Sosue Table (metead of a differontal). Fosolve cnmhnl,
with only kill results possible. After applying any required
results to the expedition a small piece of the structure may
be ported beck to the Fandora (weloht of 3). Choose

ris ot oresent,

, and

.

and must then at-

tempt to flee; gom 187.

183. All-out combat with the pirates is the only choice
left. Roll one die.

* On a result of 1-3 the pirates are driven off. Roll two
dice to determine how many Endurance Points the
characters must lose (assigned to the characters as the
playev sees fit). One extra Tour Month is expended repair-
ight damage to the Pandora. Proceed to use of the
Plunet Table.

* Onaresultof4or5, gotoy 191

* On a result of 6, the pirates lrash the Pandora and cap-
ture or kill all characters. The game is over.

B4. Expedition encounter.
* The atmosphere is poisonous or corrosive, and at least
one botis in the expedition:

+ Analien structure hex s being explored: § 042.
* A hill hex is being explored or was entered during hasty
movement, and the climate is saharan: 031
< A heavy vegtation hex is being explored or was
entered during hasty movement: § 029.
185. The object is an alien communication device that is
activated and self-destructs when disturbed by the ex-
pedition. Roll one die: on a result of 1103, go to { 161; on
aresultof 4106, goto 1 034.

186. Expedition encounter.
 Anslen stuctue hexs being explored: 1042.

A heavy vegetation hex is being explored or was
entered during hasty movement and the atmosphere s
norm:

* The exped
the gravity is
187. Roll two dice once for each character and bot in the
expedition. If the dice result is greater than the character

or bot's Speed Rating, that character or bot is destroyed
by searing lasar-like beams emitted from the structure. If
the rover is in the expedition, all characters and bots are
considered to have a minimum Speed Rating of 8. Two is
subtracted from every dice roll if the turbolaser is in the
expedition. Two is subtracted from every dice roll if the
scanner is in the expedition. Two m each

n is not submerged or underground and
ht: 4 061.

194. Expedition encounter.

+ Analen ciy hex s being explored: 1 172.

* Aliquid hex is being explor

« A river hex s being explored and the climate is tropical:
1.069.

195. The aliens are obviously of a far superior mla“ecl
and quickly the nature of the expedition.
communicate together in high-pitched tones for i
‘ment. Roll one die. Subtract one from the result for each
of the following in the expedition: The commander, the
science officer and the neurascanner
- 1Fthe dio rosut s 1 o less, the llens grant the exped
long

203. The pirates will depart f they are given one of every
type of bot and tool aboard the Pandora. If this sounds
reasonable, cross off one box for each bot and tool on the
Pandora Crew Log and proceed to use of lhE Planet
Table. If this does not sound reasonable, go to

204. The aliens show no sign of movement as the ex-
pedition begins its retreat. Roll one die.

“ If the die result is 1, the aliens do not pursue. The ex-
pedition may continue its explorations. However, if any
alien structure or city hex in the environ is subsequently
tely go to § 210. Five

X edi

* If the die resultis 2 or 3, the e casly alter their posi-
tions, blocking all routes of escape. If the rover is in the
expedition, it ceases to exist. Go to { 195.

* 1f the die result is 4 or 5, the expedition is imprisoned
and studied by the aliens for one Tour Month. Aft
pending this time, the aliens transport the entire expedi-
tion (and any creatures captured) to the shuttle, but all
Supply Points are confiscated. Five VP's are earned.

205. The creature’s Aggression Rating is actually +2.
Using the chosen strategy, oll the die and refer to the
proper column of the Encounter Strategy Table again, to

tion
om0 alom stracars or city hex in the environ is fdia]
(amr leaving the currently occupied one). If this edict is
n while in the environ, the player must immediately
qom1 210. Seven VP's are earned. Choose an expedition
actior
25 the die result is 2, 3 or 4 the glowing prism flares and
all turbolasers, specibots, netguns and stunbombs in the
expedition cease to exist. The edict listed above is then
declared. Six VP's are earned. Choose another expedition

action.
* If the die result is 5 or 6, the prism explodes. Go to
1210,

{ referred to. Ignore all (*).

206. Combat with the umlhalu is resolved in two
rounds. In the first round, the results are read as
follows linstead of asisted on the Table)

+ A no effect, proceed to the second round of combat
character (determined at random) loses three
Eniurames Porms. 1 this causes the character o i, the
creature’s Combat Rating is increased by three for the
second round of combat
* C: one character (determined at random) is consumed
The creature’s Combat Rating is increased by three for
thesecond round of combat

indom) are con-

196. Expedition encounter.
* Aaliencityhex s being explored: { 161

o earth-like: § 079.
*A vequanon hex is being explored and the climate is
temperate: § 048,
197. One character in the expedition (determined at ran-
‘dom) is covered by a parasitic fungus that formerly resid-
ed on the Allidon. The character will lose one Endurance
Point during each Supply Check until the expedition
returns to the Pandora (where sophisticated equipment
‘will cure him). If the character is wearing an armorig, the

aumed. The cves(ur! 's Combat Rating is increased by five
Tor the second ro
fror complating the first round, recalculate the
combat differental. Then conduct the second combat
round using result

207. The expedition discovers an unusually beautiful
flower resembling an orchid. Its petals are slowly opening
and closing. There is no counter representing this
specimen. The plant may be easily uprooted and taken by
the expedition for three Victory Points. If this is done
however. one die must be rolled. On a die result of 1-3 (or
if the not taken), choose an expedition action. On
adietesultof 4.6, go 01 0




mn |ummnmmﬁw-mmm|ﬂm the larval
be taken back to 1o risk; two
Vlnnerovmur-umod o sctonee offent b ot
, roll one die. If the die result is 1-3, the lar-
iicapoqlictakictibi) 1f the die resuit is 4-8,
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the holographer is in the expedition two VP's are earn-

- Roll one die to determine how many expedition hours
are expended then choose an expedition action.

220. TMGI-m.nlmpvumm determine its

than the

the larval form suddenty
ferocious manta-like creature. Choose an encounter

strategy.
209. One character (determined at random) suddenly

expedition attempts to aid the stricken character, who

The character immediately loses two Endurance Points.
and each moa ‘Supply Check occurs during this expedi-

Point (Exception: If the medical officer i in the exped-
tion,

iition may gain Enduuncl Poﬁm (by being
heeled, see 6.9) until aboard the E-nm It
the medkit is in the | characters except the

infected character may gain Endurance Points). Choose

210. ANl characters in the environ are instantaneously
transported to the shuttle, which is ready for lit-off. All
bots, tools, captured creatu

already earned for encountering these aliens). Choose an
expedition action (return to Pandora is strongly recom-
mended).

m.
mmm that the explorers move nn Four Vll:mvy

single Ngh'n Spnd leng ‘among the Tnembors of the

ition, ; choose another expedi-
tion action. Inhuvmun s Speed Rating s less than the
high Speed Rating, conduct combat.

221. The creature emits a powerful psionic force field

25

two dice. |fmam«lt-bu|mnmlnuwmn
any one charac

loses
durance Points and is rendered unconscious. Roll two

the character is revived. If the scienc officer is chosen to
study the radrod, two is subtracted from the initial dice

letermine how many expedition hours
pass before the characters come to. The Intelligence
Rating of every character in the expedition s permanently
Toduced 1 ok (adiust the Pandora Crow Log). The
creature has vanished. Choose an expedition acti

222. Determine the Aggression Rating of one of the

croatures.
' the rating s four or less, all the creatures leave in a
hury.FourVP's aresame. Goto 21,

-1 the rating s -8, the creatures aro open to com-
mber of VPs aqual to the commanders
Inteligence Rating is samee. If ahe s not n he anped
tion, four VP's are eamed instead. One VP is earned if th
neuroscanner is present. One VP is eamed if the holo-
grapher is present. No further exploration of alien city o
structure hexes in this environ is allowed. Choose an ex-

ition action.

* If the rating is nine or higher, two more creatures join
the hostile-looking group. Go to{ 225.

m. The seron swoops down, grabs  bot (datermined

Points are earned.
an lﬂdmonul ‘Wo VP's ars amed. Choose an expedition

m The expedition may attempt to capture one of
these pests. Ilthamumﬂwnlm a worm is

nodlmm, m- creature decks one character as it soars by
(one character, determined at random, loses two En-
durance Points). The creature disappears in the distance;

if
the dice rosult is less than the single highest Inteligence

Unless ectally caprurad. no VP's may ba earhe f fo'

learning the creature’s attributes. After i

ure (ot f capture was not attemptod), cho0so on expetr

tion action.

213. The Glassman's attempts at communication make

it obvious that it greater mn primitive in-
Code pro-

—
by a corrosive, deadly poison. If he is wearing
an envirorig, itis damaged. Until returned to the Pandora,

Supply Check. If the medical officer or the medkit s in the
expedition, the character loses only two Endurance
Points each Supply Check. If the medical officer and the
medkit are in the e ion, the character loses only one
Endurance Point aech Supply Check. If the character is
poison has no effect. Choose an

it possesses a
telligence. The Galactic Survay

expex

ition, four Victory Pmnu are earned. If the Holo-
pher is in the expedition, two VP's are eaned. If the
is in the expedition, two VP's are eamed.
re cumulative. The creature wanders off.

These yP

225. Determine the Combat Rating of each creature in
the group and add all these ratings together. Conduct kill
combat (only) using this combined total as the creature
Combat Rating. All Damage Points incurred as a result of

Ch
214 The creature slowly fades away, from the bottom
lly, all that remains is its apex, which glitters
More it too disappears. If the holographer is in the ex-
pedition, three VP's are earned. If the neuroscanner is in
the expedition, two VP's are eamed. Choose an expedi-
tion action.
216. The Garbrist emits a mental force field that
damages all bots and tools in the expedition. If already
damaged, a tool or bot is not affected. After implemen-

fing the required results, conductcombat.
218. The Abomnid bounds quickly after the expedition.
If the rover is being used, or all
armorigs, conduct co
the character with the lowest Speed Rating that is not
yeearing an Armorig s eapt upon and tor apart by the
beast. The scrambles speec

ion.

217. The Glassman is much more hostile and intelligent
then assumed. It suddenly produces a high-snergy

pedition (determined at random). If there are no bots in
the expedition, one character (only) is killed. After apply-
ing these losses, kill combat with the creature must be
conducted. The Glassman’s combat modifier is con-
sidered to be +3 (instead of +1 as printed on the
counter).

Point Loss. If an "E”
Killed

of twelve Damage Points. If the expmmon survives the
combat, five VP's are earned. Go to { 231

228. The Oraloid has a taste for metal and quickly rips
the rover to pieces (it is destroyed). i the rover is not pre-
sent, the creature consumes one bot (determined at ran-
dom). Choose an encounter strategy. The netgun has no
Combat Rating (capture or kill against this creature.

227. cmn combat, with the following changes to

the combat res

* A,B: No allwi. AAll Damage Points incurred must be

taken as character Endurance Point loss.

*C.D or E: The glosper tears one character to pieces

(determined at random). The listed resuit is then applied.
be haracter

228. The creature, the imbittered survivor of a lost
civization, e convinced that the expediton s somehow

pedition action.

231. The race to which the encountered creatures
long are now aware of the expedition and are not feel-
ing friendly. Each time the expedition enters an aiien
structure or urban hex, or is required to undergo a Supply
Check in this environ, one die must be rolled. If the  do
result is a 1 or 2, the entire expedition is
destroyed by local securty forces, Chocss an expedion
action.
232. The Pandora docks at Watkins Memorial; its
voyage is completed. Calculate the Victory Point total
(s€9.0) to see how well the crew completed the require-
ments of their mission.

Inventory of Game Parts

Each game of Voyage of the Pandora should

contain the following parts:

One 11" X 17" mapsheet

One sheet of die-cut counters (100) pieces)
One rules folder (bound into Ares version)
Two dice (not in Ares version)

One game box (ot in Ares version)

If any of these parts are missing or damaged,
notify SPI's Customer Service Department. Not
The process used in the manufacturing of the
cut counters used in SPI games sometimes results
in colors from one counter overlapping the color
of a neighboring counter, or in the slightly off-
center printing of the letters and/or numbers on a
counter. SPI cannot replace counters displaying
these minor manufacturing inaccuracies. Only
counters that are illegible can be replaced by SPI.

Rules Questions

Should you have any difficulty interpreting
the rules, please write to SPI, phrasing your ques-
tions so that they can be answered by a simple
sentence, word, or number. You must enclose a
stamped, self-addressed evelope. We cannot
guarantee a proper answer should you choose to
phone in your question (the right person is not
always available — and since SPI has published
hundreds of games, no one individual is capable of
answering all questions). Write to:
SPI
Rules Questions Editor for
Voyage of the Pandora
257 Park Avenue South
New York, N.Y. 10010

to blame for the demise of its wor
trap. An unseen lever is pulled and e walks and the ceir
mq of the hallway oollupu inward. Roll two dice for each
bot and xpedition. If the dice result is
less than or equal tothe botor chnrm:uv 's Speed Rating,

greater than a bot's Speed Rating, it u du\rvvsd If the

dice result is greater than a character's Speed Rating, he

immediately loses a number of Endurance Points equal to
it

218. Conduct kill combet u the turbolase
peition, all 8" "G o

asan A" result with |he 'ollowlna onlnli
laser is considered destr . Al

results are treated normally. If the vaohul is not in the
‘expedition, shift two columns to the left on the Combat

. If the rover is present, it may not be used
to aid escape, and is automatically destroyed. If any
characters survive the disaster, five VP's are eamed.
Choose an expedition action. Any other intelligent alien
life encountered in this environ is ignored.

229. As the expedition retreats, the monoke follows. It
ity.

Results Table. All Damag be taken
as character Endurance Point loss.

219. Careful study of the mushroom reveals that itis in-
telligent and sec corrosive, deadly poison when
tampered with. The growth may not be captured. If the
neuroscanner is in the expedition, three VP's are eamed.

“The friendly crtter allows tself to be casily uptured i
ma player wishes. One_ expedmnn hour is exper

zao The expedition finds that the radrod has some sort
of mental powers. If further study is not desired, leave ti
creature and choose an expedition action. Otherwise, roll

yage of the F
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[4.2] Interstellar Event Table

DIE {NR  Each time interstellar movement

2 (80 s conducted, the player
determines if an interstellar

3 061  event occurs (see 4.0,

4 055 Procedure). If one does occur,
two dice are rolled and the result

5 049 s applied to this table to

6 046 determine the next paragraph (1)

7 oop referredto.

8 044

9 047

70 052

71 058

12 064

[6.4] Exploration Matrix
FIRST DIE

DE 1 2 3 4 5 6
7 053 056 059 062 065 068
2 071 074 078 120 100 110
3 130 140 143 146 150 154
4 157 160 165 168 171 174
5 177 182 184 186 188 190
6 192 194 196 198 200 202

Roll one die to determine the column used.
Roll one die again to determine the row used.
The column and row are cross-referenced to
yield the number of the next paragraph
referred to.

Die Modi 1) If hasty movement has
just been conducted, one is subtracted from
cach die result. A modified result of less than
1is treated as 1. (2) If an alien city hex is
being explored for the second time (see 6.2),
one is added to each die result. A modified
result of greater than 6 is treated as 6.

[4.3] Planet Table

DIE
PLANET 1,2 34 56
Korkran 085 094 104
Picole 086 095 105

Suwathe 087 096 106
Opoplo 088 097 107

Mezo 089 098 108
Paleo 090 099 109
Birss 091 101 111

Mephisto 092 102 112
New Alto 093 103 113

After the Pandora is moved to a planet by
interstellar movement, the player rolls one
die and cross-references the die result with
the planet the Pandora is now orbiting to
determine the paragraph next referred to.

[5.8] Port Capacity Chart

¢ G5
GRAVITY 5\*“& @"‘ecﬁ:ﬁo‘
Near Weightless 120 50 Px2
Light 100 40 P+2
Earth-like 80 30 P
Heavy 60 20 P-2
Oppressive 30/ - WP

When preparing an expedition, use this chart
to determine how the gravity of the planet
affects the port capacity of the shuttle, the
rover, and each unit with a Port Rating.
Notes: (1) P: The printed Port Rating of the
unit. A tool with a zero Port Rating always
has a zero Port Rating. (2) The rover may
not be used on a planet with oppressive
gravity. (3) When the expedition is
submerged (see 6.7), or the rover is being
used on the surface of a liquid hex, the
gravity is considered to be one category
lighter than listed for the planet for purposes
of determining port capacity (e.g., heavy
gravity would be considered earth-like). (4)
When a character is wearing an enviorig or
armorig, his Port Rating is considered to be
that of the rig. (6) The Port Rating of a
character in a thin atmosphere is reduced by
one (the character is wearing a respirator).

[6.6] Terrain Effects Chart

supPLY
MODIFIER  TERRAIN TYPE

+1 Flat

+1 Hill

+2 Mountain

+3 Cliffs

-1 Light Vegetation

-2 Heavy Vegetation

[ Abyss

+3 Cave

i River

sl Pond

-1 Liquid Surface
+1 Liquid Submerged
= Marsh
+3 Glacial Ice

- Flowing Lava
+4 Solid Lava

= Alien Structure
+2  Alien City

Hours Expended to:

ENTER ENTER
ONFOOT  BYROVER EXPLORE

1 2] 2
2 1 3
3 i 5
S P 8
= - 2
2 2 5
- - 2
2 P 3
- 2
- - 1

4 1 5
4 1 6
2 B 5
2 1 3
B P B
2 2 4
= - 2
1 1 10

When a hex is entered, the on foot or rover column is used to
calculate the number of hours expended. When a hex is explored,
the explore column is used. When a hex is entered and explored, the
on foot or rover column and the explore column are used. The
supply modifier column is used whenever a supply check is

conducted. P: Entry prohibited. (-):
If the expedition has the climbkit, a mountain hex costs 2 and a cli

No effect or not applicable. A:

hex costs 3 (no effect on rover movement and exploration). If fog is
in the environ, each hex costs 1 extra to enter and 2 extra to explore.

[8.2] Encounter Strategy Table

I
i3

XND O A WN NS

When directed to use this table, choose one
of the listed strategies and roll one die.
Cross-referencing the die result with the
chosen strategy will yield the next paragraph
that is referred to. *See 8.3

Modit

communication is chosen, add the creature’s
Intelligence modifier and subtract the
absolute value of its Aggression modifier.
(2) If capture o kill is chosen, add the
creature’s Intelligence and Aggression
modifiers to the die result. (3) If flec is
chosen, add the creature’s Aggression
modifier to the die result.

fiers to Die Result: (1) If
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[8.6] Combat Results Table
Combat Differential

-4 -2 + +4 +7 +M
[8.4] Creature Rating Table or or ofr or or or
D AT o less -3 0 +1 +3 +6 +10more
23 1 ;(oll]:wodiuan:a:ﬂ lhemo;iﬁ:r 1 DR G B B TR TR TR
g or the rating to be determin
4 2 (found on the creature’s counter) 2 b b c € B B A A A
5 3 to the dice res:li. 1f zhg mod:ger 3B D DY CECA SR [ BRodAGSTA
is underscored, it is subtracty
6 4 from the dice result instead. The LI NN R R .
7 5 number listed under the modified 5 B BB DD Cr C B T
dice result is the rating for that 6§ E E E D D C C C B
8 6 attribute. *Roll one die again
9 7 (the modifier is not applied). On Determine the combat differential (see 8.5). Roll one die,
10 3 aresult of 1 or2, the rating is 9; cross-referencing the die result with the proper differential
on3or4,itis 10;onas, itis 11; column to yield a result. Any column shifts to the right
11 9 onaé,itis12. beyond the +11 column, or to the left beyond the —4
12 . column are ignored.

Combat Results (see 8.7 for further explanation):
A: Creature is killed or captured (as declared), 1 Damage
Crusher Point is incurred.

B: Creature is killed, 2 Damage Points; or creature is
captured, 4 Damage Points.

(N
w
-

(N

ot st C: Creature is killed, 4 Damage Points; or creature is
t % | modifiersaresubtracted. captured, 8 Damage Points.

“reature is killed, 8 Damage Points; or creature escapes
capture, 8 Damage Points.

E: Creature escapes kill, 8 Damage Points; o creature
escapes capture, 12 Damage Points

The Voyage of the Pandora counters are reproduced here to aid players
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CREATURE ATTRIBUTE PANDORA CREWLOG
AND VICTORY POINTLOG chanacren evounance wrewGence
creaTuRENAME | 19 ot pgares®*" speed \/P'S"'a"w Commander (CO) oooooo
Medical Officer (MedO) gooooo
Navigator (Nav) oooooo
oicersvmio) 1 OO0 0O O
Ground Survey officer iaso) 0 0 0O 0 O O
Science Officer (SO) oooooo
Weapons Officer (WO) goooooo
AND NUMBER AVAILABLE
TooLs For10month Tour S monts monns
Specibot 0o0oo 04 m]
0ogoo 04d [m]
Ambot 0ooo oad 0
Imrebot ooag oo [m]
Botkit 0o a O
Toolkit Oag O O
Medkit ood d ]
Scanner [mm] a m]
Enviorig 0Joo0o0o0 00oo ogo
Armorig goooo0o 0ooo oo
oo m] m]
Netgun ogd a [m]
Holographer (] O O
Vs Climbkit 0d [m] [m]
Neuroscanner [] [m] [m]
LostVP's Rover = s o
There are an unlimited number of respirators, stunbombs, and energy
ilable to the player.

SPI grants permission to copy the Creature Attribute and Victory
Point Log and Pandora Crew Log for personal use (only).
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