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OPEN GAME LICENSE AND INFORMATION
OPEN GAME CONTENT
Except as specified as Product Identity (see below and section 1e of the OGL) or Trademarks (see below and section 1f of the OGL), the following material is
considered Open Game Content under section 1d of the OGL:

• All of Chapter 1 (Characters).
• All of Chapter 2 (Skills and Feats).
• All of Chapter 3 (Combat Rules).
• From Chapter 4 (Technology and Equipment): All weapons, armor, equipment stats and descriptions.
• All of Chapter 5 (Travel and Daily Life).

It is the express intent of QLI that all classes, feats, skills, and other rules that are derivative of the d20 SRD and other Open Game Content be released and
added to the existing body of Open Game Content for free use under the principals and requirements of the Open Game License. Those sections that are solely
derived from the original Traveller canon works, such as the vehicle and starship design, or the world building rules remain closed content and are not consid-
ered Open Game Content.

PRODUCT IDENTITY
In addition to the items specified under section 1e of the Open Game License, the following terms and titles are also reserved as Product Identity. A copy of the
Open Game License can be found below.

Traveller, MegaTraveller, The New Era, Milieu 0, Traveller20, T20, The Traveller’s Handbook, Traveller’s Aide, Science Fiction Adventure in the Far Future,
Striker, Mayday, Journal of the Travellers’ Aid Society, JTAS, Third (3rd) Imperium, Second Imperium, Ziru Sirka, Rule of Man, Ramshackle Empire, Hive
Federation, Two Thousand Worlds, Zhodani Consulate, Aslan Hierate, Vargr Extents, Solomani Sphere, Solomani Rim, Spinward Marches, Sydymic Empire,
Khuur League, Julian Protectorate, The Long Night, Sylean Federation, Matarishan Federation, League of Antares, Darrian Confederation, Grand Survey,
Rachele Society, Ine Givar, Sword Worlds Confederation, Regency, Reformation Coalition, AI Virus, Virus, Aslan, Vargr, Hiver, K’kree, Solomani, Zhodani, Vilani,
Droyne, Luriani, Virushi, Sydite, Drakarans, Clotho, Sheol, Devi Intelligence, Inyx, Inheritors, Lithkind, Ael Yael, Ahetaowa, Bwap, Evantha, Girug’kagh,
Githiaskio, Hhkar, Hlanssai, J’aadje, Jgd-ll-jagd, J’sia, Schalli, Tezcat, Addaxur, Answerin, Brinn. Chirpers, Eboken, Humaniti, Solomani, Ursa, Wanderer,
Delgado Trading LIC, GSbAG, General Products, Instellarms LIC, Ling-Standard Products, Makhidkarun, Hortalez et Cie LIC, Naasirka, SuSAG LIC, Sharurshid,
Sternmetal Horizons LIC, Tukera Lines LIC, Zirunkariish, Zhodane, Zhdant, Lair, Kuzu, Glea, Guaran, Kirur, Sylea, Annapabar, Dukh, Sopater, Khuur, Daramm,
Darrian, Regina, Glisten, Travellers’ Aid Society (TAS), Lords of Thunder, Deadspace, Iridium Throne, Amber Zone, Patron Encounter, Casual Encounter,
Argushiigi Admegulasha Bilanidin (AAB) or the Vilani Repository of All Knowledge, Behind the Claw, Astroburgers, Church of the Chosen Ones, Coyns, Signal
GK, Children of the March, Azhanti High Lightning, Hava-Cola, GDW, Infoscreen, MAE Lines, Yaskoydray, Empress Wave, Black Curtain, Official Traveller
Universe, OUT, Charted Space, Gateway Domain, Jonkeereen, Jagd-il-Jagd, Travellers, Galanglic, air/raft, Gcarrier, Scout/Courier, Far Trader, Misjump, High
Passage, Middle Passage, Low Passage, Low Berth, Universal Personality Profile, UPP, Universal World Profile, UWP.

OPEN GAME LICENSE
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or other-
wise distribute; (d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the
Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depic-
tions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms
of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with
the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work con-
taining Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distrib-
ute any Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to
do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All subli-
censes shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document, Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave
Arneson.
Traveller20 Lite Copyright 2002, QuikLink Interactive, Inc. Traveller is a trademark of Far Future Enterprises and is used under license. 
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This book contains everything you need to run a science-fic-
tion adventure using the d20 system. It contains rules for charac-
ters, combat and starships plus worlds and environments,
weapons and equipment, and more.  

T20 Lite is a minimal version of Traveller 20 (T20), and is
intended to serve as an introduction both to the T20 game and the
Traveller game universe. However, this little book can’t contain the
entire T20 game. All rules herein are (obviously!) “Lite” and simpli-
fied versions of the full rules. They are superseded by the full
rules in the event of any contradiction. The full Traveller20 rule-
book covers everything in detail - which is why it runs to over 400
pages! For details of what you get in the full game, see the back
of this book.

But for now... Welcome to Traveller 20 !

INTRODUCTION
TO TRAVELLER

Traveller is actually two things: It’s a set of hard-SF game
rules that let you play in any setting you like, and it’s a broad and
deep game setting that you can play in using any rules you like.
That’s not a contradiction. Most players use both the rules and the
“official” setting (though usually with their own special twists on the
game concepts). However, there is no absolute necessity to use
the official setting - Traveller was originally designed (in the late
1970s) as a set of generic rules that would allow SF gaming in
any setting. The Official Traveller Universe (OTU) came later.

Since the game was published, there have been several ver-
sions. Each used slightly or considerably different rules mechan-
ics, and explored a different aspect of the game universe. The
basic game concepts remained the same from version to version
(more about those in a moment), so rules and settings became
interchangeable. 

This all means that whatever rules set you want to use (let’s
say for the sake of argument that you’re planning to use this set,
since you’re reading them!), you have access to a wealth of back-
ground information. Or you can ignore everything but the rules
and use your own setting, homebuilt or lifted from your favorite
novel or movie. Do as you will... just have fun, okay?

For the sake of these rules, we’re going to assume you’re
using the mainstream Traveller universe, or something that  looks
very much like it. There are some important things you need to
know about this universe...

PHYSICS, STARSHIPS
AND INTERSTELLAR TRAVEL

The Traveller universe is mostly grounded in “hard science”.
The laws of physics are pretty much immutable, and they work as
they do today. However, interstellar travel is possible using the
Jump drive. While physicists are still trying to determine the struc-
ture and properties of Jumpspace, merchants, the military, and
travellers of all types know that it will get them there. Starships are
rated with a Jump number (1 to 6; and usually less than 4). This is
the number of parsecs they can travel in a single Jump. Jumping
more than 6 parsecs at once is not possible except by accident,
and is often fatal when it does happen.

Jumping from close to a large body like a planet is suicidal,
usually causing a catastrophic Misjump. Ships can and do occa-
sionally Misjump for other reasons too. Assuming the ship can
reach a safe Jump point (100 diameters or more out from the
nearest world), it can then initiate Jump. A Jumping ship enters a

“pocket universe” and remains there for a week, emerging at a set
of coordinates preset by the Astrogator. A ship in Jump is com-
pletely out of touch with the rest of the universe, and cannot
change course, communicate etc.

Jumping uses up a lot of fuel; very few ships carry sufficient
fuel for a second Jump, so a vessel will normally refuel at a world
before moving on.

In normal space, vessels can use their maneuver drives to go
places. It is theoretically possible to travel between star systems
using maneuver drive, but only if you are prepared to take years
to get there. Thus Jump drive is the one and only useful means of
faster-than-light (FTL) travel.

COMMUNICATION
There is no faster-than-light radio or other FTL communica-

tions method in the Traveller universe. This means that the only way
to get a message somewhere is to send a starship there carrying it.
Communications lag between star systems is measured in weeks or
even months. The main consequence of this is that interstellar gov-
ernments tend to be loose, with local leaders having considerable
latitude to deal with problems as they see fit. Naval vessels and mil-
itary units may be far from superiors or backup; corporate and gov-
ernment officials will not have time to wait weeks for instructions.
They have to do their best with what’s to hand.

MAINWORLDS
Each star system is named for its Mainworld; the main (and

usually most heavily populated) planet in the system. There is no
reason why there should not be outposts and even major cities on
the other worlds of a system, but generally one planet (the most
habitable one, or the one with the best resources) is the system
capital, or Mainworld. In some systems, the Mainworld is an aster-
oid belt or the moon of a gas giant planet. It may be an airless
rockball, a tropical jungle, a waterworld or an arctic waste. Some
“Mainworlds” are uninhabited, though most have at least a few
people living there. 

TECHNOLOGY
The worlds of the Traveller universe are very diverse, and so

are the societies living on them. Technology is described by a
“tech level” scale, rated from 0-15. TL 0 represents stone-age sav-
agery, TL 8 is modern-day Earth, and true starfaring civilizations
appear at TL 9-10. Tech levels higher than 15 are also possible,
but in the Official Traveller Universe such technology is possessed
only by rare alien races or exists in the form of relics of the myste-
rious Ancients.

PEOPLE, ANIMALS AND MONSTERS
The Traveller universe is mainly populated by humans.

Several offshoot human races exist. Some of these are obviously
genetically engineered, some have been shaped by a harsh envi-
ronment, and many are simply the result of millennia of genetic
drift. Many species of sentient aliens also exist. Some control
powerful empires, others are stone-age savages. However, they
are all “people”, and have their own complex motivations.

Just as some groups of humans live in mud huts while others
pilot starships, many alien species are similarly diverse. The bird-
like Droyne, for example, live in little enclaves scattered across
Charted Space. Some are contented farmers, while other Droyne
communities operate powerful star navies. The same is true for
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