
Deep Space
Operations Handbook
In deep space survival is a matter of choice, every action you 
make will dictate whether your life will continue or it will cease. 
Air, warmth, food and shelter are factors that need careful 
consideration and constant dedicated attention. Nothing should 
be taken for granted.

Two crucial issues to remember with deep space operations are 
the immense distances and the considerable time taken to travel 
them that are involved once you leave Earth orbit.

With these points in mind you should be aware of the need of 
every individual to be able to ‘help themselves’ whatever the 
situation they find themselves in.

Nobody will come to your aid.

Without air, shelter and food you will die.

You are truly,

Alone...



Introduction
Welcome to Alone. This document contains all the information you require in order to 
be able to play Alone. There will be some general IC and OOC information as well as 
character specific information. All of this will be given to you prior to the event. The 
Golden Rule for Alone is “keep the game going”. Strict application of the rules is not 
important; they are guidelines to help you play the game better. If you are in doubt, take 
the hit – or don’t. We trust you. Don’t err on the side of getting hit by everything, we 
don’t want you to die in the first 5 minutes of the game, keep it as realistic as possible, 
in a Hollywood style.

In running Alone we have a few aims:
We will develop and deliver high quality props suitable for the science  

 fiction setting.
We will make use of interactive technology wherever possible
We intend that this will increase your immersion by making as  

 many tasks as possible wysiwyg and minimising the need for referring  
 to referees.

Challenge and entertain you in turn and make the whole experience  
 as immersive as possible.

In line with other Mandala games the costs of running the game are not a secret and 
we will make the accounts available after the game for those who are interested. For 
Alone we have a similar budget to a standard Mandala event, despite having fewer 
players, this is due to the increased ticket cost.

Time in for the game will be at 8pm on Friday. We request that you make every 
effort not to be late, as the game will start promptly. There is a contingency to bring 
characters into the game later but barring unforeseen circumstances please let us 
know if you will not be able to make the start time. It will be difficult for us and for you 

if you are late. Time out will be 3.00 am Sunday morning and the game will run 
continuously until then.

There will be no out of character area, if you really need to get out of the game at a 
point in time say “Oklahoma” (or enter it into the ref communication screen) and we 
will extract you as soon as is sensible. This will not be immediate if it would ruin a 
set piece for other players. Once you are ready we will bring you back into the game 
although again we will wait for an appropriate time to do this so as not to ruin other 
players immersion and enjoyment.

Note that smoking will be restricted . Smoking will be in character but for everybody’s 
comfort it will only be allowed in specific areas. Eating and Drinking of any sort will also 
be in character and only be available from the galley.

•

•
•

•

 Character Generation
Overview
Alone is a freeform system. We will try and keep player interaction with the refs to a 
minimum and keep the refs out of the way to ensure the maximum immersion for you. 
Referees will not stop you attempting to complete any task in games, but based on 
your character you may be unable to complete the task. Therefore you should continue 
to endeavour to complete the task until it becomes obvious it is futile and you should 
endeavour to role-play that you have no knowledge. 

Step 1:  Choose a Character Type (such as Military,  
  Engineer, Scientist or Individual)

Step 2:  Choose an allegiance (Her Majesties  
  Government, A big corporation or a wealthy individual)

Step 3:  Apply for the job (See the job advertisements, and write a CV  
  for your character)

Step 4:  Review your equipment list (The stuff you are allowed
  to bring to the game)

The plot team will give everyone a good reason to be on the mission (after all you 
applied for the job). For example: if you wish to play a body-guard we will happily find 
you someone to bodyguard. If you’d like to form a group of characters all from the 
same background such as the same military organisation, or a set of engineers and 
technical engineers and bodyguards sent by one corporation, this is fine. Please keep 
groups to around 5 people so as not to unbalance the game. 

Character Spread
The approximate spread of characters we are looking for at the event is given 
below. Obviously as people send in their CV’s we can be flexible with the group 
make up.

Two Military groups with approximately 5 Military personnel 
(1 officer, 2 specialists, 2 regulars)
3 Scientists
2 Medic
5 Engineers
4 Technicians
2 Individual
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Step 1: Choose a Character Type
At this stage you must choose a character type, this will define what tasks you can 
perform in game, and you general area of expertise. There are no specific skills as this 
is a freeform system. Your CV will define you specific area of expertise, but those are 
more for the purposes of role-play than game mechanics. It is unlikely that you will be 
able to complete tasks that are not designed for your character type, although you may 
be able to help. 

Military 
(Either Government or Mercenary Unit)

Regular – A regular soldier, good in a fight, good as an extra pair of 
hands. 

Officer – Responsible for the well being of all crew, directly served by 
those in the same military and nominally in charge of all military types, 
there can only be one on this mission, first come first served. 

Specialist – This is a military person who also has some skill in one 
of the fields of engineering, medicine, or technical/communications. This 
ability will not be as proficient as a specialist in those fields. 

Research Scientist
Government or Corporation funded. These are the kind of people that are on a mission 
to take measurements, set up experiments and then process the results back home in 
the hopes of improving life for everyone.  

Medic
Similar to scientists, again government or corporation funded. As well as their obvious 
medical skill they are skilled in studying all types of life forms. 

Engineers
These people are sent by the corporations to oversee the mining operations, the 

building of colony bases, maintenance of bases and space craft. Whereas the 
scientists collect data and try and make a process more efficient, engineers work 
to deploy practical applications.

Technicians
This covers computers programmers, systems administrators, and embedded systems 
experts. You are the people that install the networks and computers in new bases and 
maintain the computer systems that are everywhere. 

Individual
This is for other people on the mission. It can include anything like: corporate 
management staff, corporation representatives, insurance lawyers assessing risk, or 
rich space tourist. These people have no specific area of expertise but you will be given 
other bonuses to make up for it. 

•

•

•

 Step 2: Choose your allegiance 

You must choose who you work for. The UK government has implemented the mission, 
but large chunks of the money have come from corporations. Some corporations are 
sub contracted out to perform certain services; other corporations help finance the 
mission in exchange for their scientists, their equipment and/or their experiments to 
be on the mission. It is not unheard of for a number of smaller corporations to bond 
together to fund one scientist to go on the mission and perform experiments for each 
of the corporations. 

Her Majesty’s Government – Government funded science projects, colony inspectors 
(engineers that make sure government standards are enforced).
Ministry of Space – Scientist, Engineers and Techs working on MOS funded 
projects, usually of a classified nature.
Royal Aerospace Navy – A new division added to the armed forces. Originally a 
sub division of the RAF responsible for low orbit defence platforms. The Royal Navy 
took it over when it started performing missions into space and a few years later it was 
created as a separate wing of the armed forces responsible for everything not on Earth 
or in Earth’s atmosphere. 
Eden Industries – A Corporation that specialise in colony construction and final stage 
terraforming. 
NWG (New Worlds Genesis) – A major player in the terraforming business. 
Harland Wolfe  – Maintenance contractors
Hortalez et Cie - Private Security and Body Guards 
Oberlindes – The Colony Protection Company, provides equipment and trained 
mercenaries for off world use 
Yahweh’s Hand – A more hard line mercenary unit than CPC. Rumoured to specialise 
in extraction.
Intermec – A company that specialise in military grade electronics, and embedded 
systems.
Innov Farms – produces smart software used in various parts of space ship navigation 
systems and adaptive planning systems.
Future Space Route Incorporated (FSR Inc.) – A major think tank responsible for 
bring to market many of the technologies used in present space travel, colonisation 
and exploration. 

You may develop certain departments of these companies in collaboration with the 
referees. We will attempt to accommodate the concepts you have without placing your 
character ‘outside’ of the game.
 

43



Step 3: Write you Job Application 

See the job advertisement for the mission (appendix A). You need to write a CV and 
covering letter, as your character, which is their application for one of the posts available 
on the mission. Although you will be able to perform any task with your domain, the CV 
should detail you specific area of expertise. If you need more role-play we’ll even ring 
you one evening before the game and do a phone interview. 

We’d like you to make the CV as detailed as possible, normal CVs we know only tend 
to cover academics and experience but feel free to add quick answers to standard 
interview questions, like: “Tell me about a time when you felt challenged by life and 
how you over came that challenge”. The CVs will be used by referees and yourselves 

to ‘build your character’. We will use various bits of information from them, and will 
certainly base the starting information around them.

Out of Character Information

Real Name
Real Postal Address
Real Email Address
Real Telephone Number(s)

In Character Information
Name
Gender
Nationality 
Age (the event takes place in the year 2164)
Educational Experience
Previous Experience

Particular Skill area

Voight-Kampf Empathy test questions:
A Positive life defining moment
A Negative life defining moment
Personal strengths
Personal weaknesses

(You may of course add to this but see the above as the minimum. By all means write 
as much as you like but try and style the information in a form we can use. Also try not 
to make any grand claims. For example, do not state that you “Blew up the planet Mars 
in 2130”. Rather state “I Was involved in some illicit counter terraforming activity on a 
major system planet”.

A (very brief) sample character might be:
John McClean
Age: 42
Male American
Education – High School
Ex-police man
Now bodyguard with crackshot pistol skill
Positive life defining moment – getting promoted in the Force
Negative life defining moment – getting sacked from the Force due to 
alcoholism after the death of his wife
Personal strengths – high stamina, ability to keep going when injured
Personal weaknesses – penchant for clichés, booze

Step 4: Equipment List 
This final step is about equipment, this will be partly affected by your background. 
Unlike most LRP games that encourage you to bring as much as possible character 
kit we are not. Everything you are allowed to bring into the game appears on the list 
below. If you have particularly cool gadgets you wish to bring along please get in 
contact and we’ll decide whether to let you bring them*. 

One or Two pairs of black combats (optionally camouflage if you are  
 military provided your entire unit dresses the same) 

One or Two t-shirts, Logos for corporations, government organisations  
 and the event Alone will be available from the web site for downloading.  
 You are encouraged to incorporate them into your costume.

Combat boots or other sturdy boots 
A jumper 
Gloves 
Woolly hat 
Underwear for the weekend 
Wash Kit (please keep this kit to a minimum and have it in a subtle IC  

 wash bag)
Sleeping bag, pillow and additional blanket if necessary 
Fire-arms, max pistol and clip for non military, pistol, rifle(or shotgun)  

 and one clip (or 8 shotgun shells) for each for the military 
2 Chocolate/snack bars.
Small water bottle 
Tools for your trade e.g. surgery kit, body armour, 
Any necessary medication in a bag/container similar to wash bag.
One luxury item e.g. a torch, taking no more than 2 AA batteries to power  

 it (including batteries). To be agreed with organisers prior to game.

*it’s worth noting here lending us cool toys (that you can use as your character) to 
make your game better is greatly appreciated. 

•

•

•
•
•
•
•
•

•
•

•
•
•
•
•
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 Skills
All personnel on the mission will be given an ID number.  In character this is referred 
to as your Individual Identification Number or IID. This code will be used to identify 
you to the computer systems on the ship and in a number of skill uses. You should 
memorise your IID number. Many items will also have an identification code on them 
these can be referred to by the players in order to identify relevant skills.

For example, they may indicate what an item does, and in the case of engineers what 
needs to be done to fix/improve it or how long it will take to fix. In some cases you will 
have special skills (these will be based of info you give us in your CV) at which point 

they may improve how good you are at specific tasks. These special skills with 
have specific identification numbers the computer system or ref will prompt you for 
them at the appropriate time.

During the game if you have question for the refs there will be a computer set up that 
you can type your questions into. The computer will then display the reply.

The sections below give you a brief overview of how the skills will be used in game. 
More detailed versions of the skills will be provided in the player packs. This information 
can either be taken in game as a manual, which will allow other players to learn about 
you areas of expertise or they can be memorised.

Military Skills
All military personnel can use pistols and rifles. 
All military personnel can demonstrate the use of pistols to those that  

 have no training.
With the exception of the officer and specialists they can also use heavy  

 weaponry and crack-shot (see combat rules) with a rifle.
The officer can use crack-shot with a pistol.
Specialists get one of the other skill sets but to a lesser extent. This  

 may mean they can only do certain tasks or that they are just generally  
 less skilled, make it obvious in your CV what you are a specialist in.

Military personnel will have a variety of specific goals depending on their briefing. They 
may include,

Defend the crew from threats
Defend company equipment from destruction
Report the situation back to the relevant authorities at any cost

 

•
•

•

•
•

Engineering Skills
This covers the skills of those that maintain and build bases. Any engineer will be able 
to complete any engineering task, although if you specify a specific area of expertise 
in your CV you may find you are better/worse at some tasks. They will also know 
information on what bases are built out of, and what systems are found where.

You will be able to fix things, improve how well things work and replace/rewire systems. 
You will also have the knowledge to be able to know which bits need replacing. So 
although others may be able to help you in some tasks only you will be informed what 
tasks need to be done.

Use of the engineering skills will take one of two forms. The first is that will involve you 
completing some physical task. For example you may need to fix a broken pipe 
by unbolting it and bolting in a new one. You may need to fix a leak by welding 
in a piece of metal over the leak. The second form will exist because we doubt 
we can make every task physical. It will involve you being given a time frame and you 
pretending to fix a given system for that time frame (spanners, duck tape and manual 
puzzles will be provided to help you do this).

In order that you know what to do without referee interaction you will be issued with a 
hand held computer. When you wish to complete a task you will need to type the ID 
of item and your IID, in some case you can also add in the ID of a special skill. The 
computer will then give you a count down timer or details of the physical task you need 
to complete. If the hand held computer breaks, or a task you wish to attempt has no ID 
then one of the main base computers can be used instead. Once a task is completed 
you will need to plug the hand held computer in so that you can update the main 
computer. The hand held computer should be updated regularly so that is knows the 
state of the systems you will be working on.

Engineer’s goals will include 
Repair and maintenance of the physical fabric of company equipment.
Maintaining systems others rely on

Technical Skills
These will allow you to control the computer system and to gain access to any restricted 
parts you may find. It will also give you the knowledge of how to fix computer and 
communication systems (such as plugging them incorrectly). This will work off you 
personal IID. Special skills you have may well represent pre prepared programs you 
have created to get a job done.

When performing a task on a computer some tasks (like searches) you may set going 
and will just take time to complete and require no further interaction from you. Hacking 
and programming tasks will require you to solve logic puzzles to represent you doing 
the hacking. We request that you only accept help from other people with technical skills 
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in solving these puzzles. Special skills will be used to help you with these puzzles. 

Communication tasks that involve plugging stuff in will be described to you by the 
computer; anyone can help you complete them under your direction.

Technician’s goals will include
Development and implementation of the base systems
The speed, reliability and continued operation of the base systems

Science Skills
Research scientists will have three major skills, the ability to understand scientific 
papers, the ability to conduct research and the ability to use the Medibed in a limited 

manner. If your specialised area matches a specific paper then other scientists 
should defer to your knowledge.

Scientific papers can be understood by reading them, then reading the summary that 
only the scientists are allowed to read. If the papers on are the computer you will need 
to input your IID in order to revel the summary. Printed papers will have a covered 
section that only scientists should uncover.

Research will need to be conducted in order to improve life for everyone. It will involve 
three steps. The first is collecting the data, the second is reaching an understanding of 
the data and the third is using the data.

Data will be collected in a number of different ways in the game, these could be 
downloading it from a piece of measuring equipment, using the Medibed on a subject 
or finding it on the computer systems. To understand it you will be given a spread sheet 
tool, this will allow you to find the trends in the data. Special skill IDs can be used to 
make the computer provide you with hints in finding the trends (if there are any). Use 
of the data will depend heavily on what the data way, it may allow a base system to 

be optimised by an engineer, it may improve communication signals to distant 
planets, and it may help cure virus. This should be obvious in game, if it is not 
ask the computer for help. Scientific data should be recorded in the Data Store for 
retrieval and dissemination.

Scientists goals will include
Collection and recording of data in Data Stores
A clear explanation of what it happening

Medical Skills
Medical Doctors will be able to use the Medibed and will have the ability to perform 
medical procedures and first aid on people.

Medical Doctors will be able to use the Medibed and will have the ability to perform 

medical procedures and first aid on people. They may have the other two skills to a 
lesser extent depending on background.

The information on how to use the Medibed will be provided in your player hand 
outs. Medical skills and Medibed abilities are detailed in the combat and injury rules 
section.

Medics goals will include
Maintaining the health and well being of all of the crew
Contribution to the scientist’s goals

Individual
This skill area covers other potential members of the team. Corporate field officers, 
undercover journalists, super rich tourist/adventurers etc. Skill sets and benefits 
will rely heavily on the quality of the CV.

Individuals will have their own goals as dictated by the referees. 

Combat and Injury Rules
The Alone combat system was inspired by many movies and approaches the matter 
from a heroic standpoint rather than absolute realism. 

Shooting
Not all of the shots you fire will hit their target, so it is up to the target to decide whether 
they’ve been hit or not. This depends on various factors such as range, cover, movement 
of target and shooter. Running targets and those in partial cover are more difficult to 
hit and obviously you can’t hit what you can’t see. Shooting while running is also a bad 
plan unless you’re running straight at your target, preferably using two guns!

Normally all Firearms are assumed to have an effective range of about 30 to 40 
feet. However, Assault Rifles can fire longer range shots provided that the shooter 
has the skill Crackshot. 

When shouting the vocals it often makes sense to indicate your target for example

“Gunshot Bang! Andy”
“Sniper Bang! Tim left arm”
“Laser Shot Zap – Bad guy behind the tree”

You should always shout your firearm vocals, you may feel a little self conscious at 
first, but they are gun shots and they will be loud. After about 5 minutes you will cease 
to care.

9 10



Firearm Attack Types

Single Shot
Ammo used 1 round
Attack vocal Gunshot Bang!

  
Burst Fire

Ammo used 3 rounds
Attack vocal Gunshot Bang Bang Bang!
Note: If it hits, this attack usually causes more damage than a single 
shot 

Magnum or Shotgun Fire
Ammo used 1 round
Attack vocal Gunshot Boom!
Note: If it hit then the target is knocked off of their feet. 

Suppressive Fire
Ammo used 20 rounds
Attack vocal drawn out “Suh-ppres-sive fi-re” ! 
Note: This is used to cover a roughly ninety degree arc in front of the 
shooter.  Targets within that area should take cover or take a wound of 
some variety. It can also be used to make sure that a single target at very 
close range is dead dead dead. 

Ranged/Called Shot
Ammo used 1 round
Attack vocal Sniper Bang!
Note: This is only useable by those with the Crackshot skill. This requires 
the user to spend a few seconds aiming at the target prior to use. 

Beam Weapon
Ammo Used: 1 Charge
Attack Vocal: Laser Shot Zap!
Note: Does similar damage as a pistol/rifle but is not stopped by most 
objects unless they are specifically protected against beam weapons.

Energy Weapon
Ammo Used: 10 Charges
Attack Vocal: Plasma Blast Phwum!!
Note: Does damage as per a grenade 

Melee
When Melee fighting in Alone you should bear in mind the cinematic and heroic view of 
the system. Combat moves should take full swings and cause dramatic effect when they 
land on the target. The combatants may be using skilled fighting styles or desperate 
brawling techniques, either way the fight action will be dramatic and messy. Feel free to 
simulate fist fighting or grappling but be certain if doing so that the other person doesn’t 
mind. If you are in any doubt that your opponents willingness to ‘engage’ then 
you should stop short of physical contact with your combatant.

Explosives
For being wounded by an explosion, assume a radius of about 10 feet for grenades and 
other similar small antipersonnel explosives. Demolition charges such as dynamite, C4 
or LAW will have a radius of 20 feet. On the edge of these blasts people will still 
be knocked over.

Heavy Weapons and Special weapons
These weapons will have information attached to them to tell you how to operate them 
and what the damage call is. If you get hit by them it is probably best to act like you just 
got hit by a tank cannon, get on the floor and start bleeding.

Subduing and Non-Lethal Damage
Hitting people on the head with blunt objects and general punch-ups are allowed, but 
keep them safe. The damage caused usually isn’t permanent; it can usually be shaken 
off after a while. Non lethal damage doesn’t really relate to the Health Levels, although 
a really serious going over may put you on Bust Up.

Injury and Death
During play there are many things that can hurt and damage a character. Some of them 
are lethal and some of them are not. The main concepts of the damage system are

Honesty of the player to apply the effect of any damage their  
 character has received to themselves

The judgement of the player to decide the immediate severity of the  
 wound until a skilled medic inspects the wound(s)

This gives players a lot of latitude to react to the situation as they see it. Do not be too 
harsh on yourself and always think you are dying. If you miss a call and do not take 
damage, keep the flow of the game going, maybe this time you were just lucky. Next 
time fate might catch up with you.

•

•
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Health Levels
There are seven levels of damage. You should familiarise yourself with them and 
memorise the terms which describe them. These should be used IC when describing 
the wound. For example 

 “I’m ok – that bullet just grazed me”
“Motherfucker hurt me but I’m still going”
“They caught me in a cross fire doc! I’m fucked, bust-up real bad.”
“He’s critical – get me a surgery kit stat!”
“He’s dying from a headshot – unless I get him to the Medibed in the next 
2 minutes he’s dead”

Perfect Health
In perfect condition, complete control of your faculties, able to push yourself that 

extra bit in a demanding situation.

Grazed
You have suffered some beating and or stressful treatment. There is no visible or 
permanent damage. You will ache and hurt but can otherwise perform normally. This 
does not require medical attention.

Hurt
You are suffering from a serious wound. You may be shot or stabbed; there will be blood 
and severe bruising. You will still be on your feet and be able to use skills normally. 
Exerting yourself beyond a slow walk or light lift will cause you to wince and cry out 
loud. This state does not need stabilising. 

Bust Up
You are suffering from a very serious wound. You will be loosing blood and your 

outward appearance will show that something is very wrong with you. Skill use 
and hand to hand combat become difficult and tricky, taking things slower helps. 
You can still shoot as normal but movement and reloading are difficult if rushed. 
This state needs stabilising. If the wound is not stabilised in 30 minutes it 

will deteriorate to Critical.

Critical
Your wounds are extremely serious. All movement is difficult and walking is near 
impossible. Outward signs of injury will be traumatic. Skills may be used but extremely 
slowly and probably with several mistakes. Using a gun may be possible if it and you 
are braced, for a one off shot. Talking is difficult. This state needs stabilising. If the 
wound is not stabilised in 10 minutes it will deteriorate to Dying.

Dying
You are close to death and your injuries have got the better of you. The only action 
possible is a few words choked out amid the pain. If the wound is not stabilised in 2 
minutes you will die.

It is possible for a player to stay at the dying stage if they are receiving constant 
medical attention from a medic or suitable life support machine.

Dead
Your life is over. True to the tradition of heroics expected from players in this game you 
should utter a dying epitaph or if suitable expire with a graceful and poetic fall.

So How Fucked Up Am I?
You can decide how badly you’re injured based things like the weapon used and the 
location of wound. A gunshot to the head is pretty traumatic but a knife wound to the 
arm might be bearable. Also consider the situation the wound was received in, in a 
general fire fight you might get shot, but within the realms of survivability until the medic 
arrives. If you suddenly find yourself the sole target of a well aimed gun then the wound 
would indeed be more critical. Finally consider the stage the game is at (a bit like a 
movie). Fights and wounds in the early stages generally will not be as lethal as you are 
fresh to the challenge. As the game proceeds beyond 24 hours wounds may become 
more dangerous as you are not as fresh as you were.

Bullet Wounds
We are assuming that all types of guns usually do the same damage on the grounds 
that it never seems to matter in movies. It’s only the attack type that should affect your 
choice of wound. For example Burst Fire or getting caught by Suppressive Fire at close 
range.

Explosions
The effect of explosions can vary. Being caught by a hand grenade in an outside 
space may not be any worse than a single gunshot, especially if you were on the 
edge of it. You might just be concussed for a short while. In enclosed spaces explosions 
can become more lethal and even being on the edge will wound you. If the explosion is 
bigger, say a demolition charge, then the blast radius is wider and those closer to the 
centre are likely to suffer more serious wounds.

Melee
Fighting with non lethal weapons such as fists, truncheons and poles tends to be 
non lethal with a short term of unconsciousness being the worst effect. If the victim is 
severely beaten then they will suffer fatal wounds. Edged weapons will cause lethal 
damage and certainly cause blood loss.

13 14



Suffocation
This can happen for a variety of reasons. If you are told you are out of air then unless 
there is a specific reason why your character can hold their breath for an extended 
period of time, the maximum time you have to function normally is how long you as a 
player can hold your breath for. After this you pass out. At this point you are considered 
Dying and should start your death count. Should you receive oxygen at any point 
during your death count you will return to the state of health you were at before passing 
out, and will revive to consciousness after 1 minute.

Fire, poison, multiple car pile ups and other exotic forms of Injury
This is where the players role-playing ability will be tested. If there is no specific 

information from a referee then play it as you see fit. Again think of the location of 
the danger and how you are exposed to it.

Multiple Wounds
Getting wounded a second, third or fourth time does not necessarily mean that you’re 
overall Health Level will drop. Although the previous wound should be taken into 
consideration when you decide how wounded you are. However, if you were wounded 
and stabilised then you are wounded again, regardless of what Health Level you now 
decide to be on you will require stabilisation again.

Wound Examples
In a melee a player takes a blow to the arm from a truncheon. The player decides that 
this will incapacitate the arm for the rest of this melee and will definitely need a medic to 
look at it after the melee to make sure there is no further damage. However, the player 
can carry on as normal with the rest of their abilities. Afterwards a medic inspects the 
wound and announces that nothing is broken but it may be a couple of hours before full 
use of the arm returns. The Player is Grazed.

A player pops round a corner but ducks back when a shot is fired at them. They 
decide they’ve been winged and take a single gunshot to the arm. They are Hurt 
and should role-play the injury. They are in no danger of deteriorating but might 
shy away from using the affected area e.g. for lifting or using 2 handed weapons. 

Another example might be a stab wound to a non vital location. The Player is Hurt.

In a confused gunfight the player dashes to some better cover, unfortunately half way 
there one of the opponents lets forth a burst of fire. The player is directly in the line of 
fire and goes down in a hail of bullets. They are wearing body armour so the player 
does not think that they are dead but they are certainly bleeding copiously. A medic 
gets to the player and immediately inspects and stabilises the wound. The player has 
been hurt badly but is in no immediate danger of dying. The player is Bust Up.

A grenade goes off very near a player in a bunker.
Or a player takes a close shot to the head. 
Or a player is repeatedly stabbed without any real defence.
The player is Critical.

A player should only go straight to dying in very exceptional circumstances e.g. diving 
over a grenade to protect the squad or taking multiple repeated damage in a short 
space of time (being stabbed half a dozen times might put you on Critical – being 
stabbed 20+ times would put you to Dying). Use your judgement and remember you’re 
playing a hero not a wimp.

Medical Skills
Stabilisation
In order to stop wounds from deteriorating they need to be stabilised, which can be 
done by anyone with the First Aid or Medical skills and requires the use of a bandage. 
Stabilisation can be carried out by a professional in approximately 30 seconds if they 
are rushing. If they have the time they may take a little longer. 

Improving Health Levels
After being stabilised a wounded character’s Health Level can be improved by one step. 
This requires treatment by someone with the Medical skill equipped with a Medical Kit 
or similar. This can only be done to the wounded character if they are not Dying. For 
saving Dying people see keeping the beat. Improving a health level will take several 
minutes of close attention by the medic.

Health Levels cannot be improved if the character did not loose one when wounded.

Keeping the beat
With constant attention and the appropriate materials such as med kits, trained medical 
personnel can keep someone from dying for up to 2 hours. This can be used on 
anyone who is Dying. With help from others the patient can be carefully moved 
whilst the doctor keeps them alive. In order to improve the health of the patient 
they will need significant surgery or to be placed in a Medibed.

CPR
You can try to revive someone for up to 5 minutes or so after Death. A referee is 
required to determine if the CPR attempt was successful. There are several factors 
involved which include how badly the patient was wounded, the role-play on the part of 
the Medic and equipment at hand.
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Medibed
This is a piece of technology common throughout the solar system. With the right 
input (DNA samples) it can analyse a patient and give them very effective treatment. A 
perfectly functioning and well supplied Medibed can restore Health Levels as follows.

Dying restored to Critical 10 minutes
Critical restored to Bust Up 40 minutes
Bust Up restored to Hurt 20 minutes
Hurt restored to Grazed 5 minutes

With the right person operating the Medibed it is possible that limbs and organs can 
be re-grown. Medibed technology is nothing short of miraculous in the right situation. 

However, in unknown situations or in certain cases Medibeds cannot always 
perform as expected.

The Medibed is also a valuable research tool as it is able to analyse biological matter 
placed in it. All scientists can use a Medibed for both analysis and medical treatment.

•
•
•
•
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Appendix A
Job Adverts
Security Contract
Small team to provide basic security and some logistic support for scientific mission. 
Workload crowd control, perimeter security, EMS invasion security, data systems 
integrity support.
Apply Oberlindes.

Maintenance Contract
Provide maintenance support and systems implementation for deep space habitat. 
Must be familiar with B.S. 120076 (sealed environments). Prior experience of long 
term maintenance of remote or self sufficient bases beneficial.
Apply Future Space Route Incorporated.

Technical Contract
Systems implementation and development. Experienced technicians sought to 
implement and develop as required, new system for scientific research.
Apply Intermec.

Ministry Of Space
The Ministry of Space is seeking volunteers for remote colony psychology testing. Are 
you an independent soul? Happy with your own company? Dislike crowds? You might 
be interested in being a volunteer for M.O.S. colony profile and testing programme. No 
prior experience necessary.

See the outer rim! Virgin Galactic has secured several spaces on Ministry of Space 
current long term deep space missions. This is the chance of a life time to go beyond 
the well travelled routes of the system and travel to the furthest reaches of humanity 
at the edge of the Solar System. No prior experience necessary, you will receive on 
the job training to contribute to the scientific mission. You might get the chance to 
make a major scientific discovery.

POLISH PLUMBERS! are a myth…. But we are looking for similarly inclined
maintenance contractors to work on deep space transportation ships and
bases. Bonus incentives and full security back up guaranteed.
Apply Innov Farms.

Discrete precautionary force required. Experience of long term independent work 
essential. Job requires ability to provide mission flexibility and demonstrate prior 
mission success record.
Apply Hortalez et Cie.



Science Contract
3 year fixed term post.
Long term study of outer system Cubwanos and other bodies. Potential for Lithoform 
study. Will be expected to record and publish under New Worlds Genesis company 
auspice. UK government sponsored mission.

Science Contract
12 month renewable post.
Scatter Disk and Centaur analysis. Geological and industrial chemical applications. 
Partnerships scheme with negotiated rights over significant discoveries (Brown, 
Prescott indicators). Must provide own insurance.
Apply Eden Industries.

Harland Wolfe
Seeking tenure? Experienced maintenance personnel sought. Must have 

postgraduate degree in related engineering disciplines. Openings in intersystem 
ship maintenance, deep space base fabrication, life support reclamation. Previous 
experience of crisis management a benifit. Full medical cover.

Tired of gravity wells? Sysadmin without a cause? If your network systems experience 
is up to date then we can find you placements on a range of exciting government and 
independent missions to Outer system. Looking for people with experience of running 
systems in adverse conditions with limited resource.
Apply Innov Farms.

Your system needs you. The Royal Aerospace Navy is looking for short to medium 
term contract recruits in all areas. With a state of the art system fleet this could be the 
chance to create the career for you! The RAN is an equal opportunities employer.
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Appendix B
Life and Technology 2164 A.D.
It is the late 22nd Century (year 2164). The latter half of the 21st Century saw the 
boom-bust cycle of space exploration and exploitation, which ultimately fragmented 
into governmental and private operations scattered throughout the Solar System. 
Governments have remained fairly similar since the 20th Century. Though global 
conflict reached a height in 2036 the exploitation of the Solar System took the pressure 
off of Earth bound politics. The abundance of potential, resources and simple space to 
expand appears to be a calming factor on Earth based tensions.

Einsteinian physics still hold true to some extent in that the speed of light is the 
upper speed limit and that fully commercial zero point energy devices have never 
materialised Speculation about their existence in covert government laboratories 
persist, but to date there is no hard evidence.

Cold fusion is the main source of power and the ubiquitous fuel cell powers most 
technological items.

Planetary ships travel the Solar system using a variety of thrust propulsion methods as 
well as some more esoteric ones such as solar sails.

Hand held weaponry is mainly of the kinetic type. More damage can still be done by 
firing a solid object at high speed into someone or thing. Methods of propulsion can 
range from high tech firearms, magnetic acceleration and rocket powered rounds for 
vacuum.

Beam weapons do exist but these are usually either crew served weapons or elite 
(rich) organisations. The trouble with beam weapons is their energy requirement and 
maintenance.

At this time governmental bodies are still the major power brokers within the system 
but there are some very powerful corporations that wield similar power.

Earth remains the seat of Government and is still the most lucrative place to live in the 
system. After the 21st Century expansion it became apparent that the easiest place 
to live remained the Earth. This final realisation by mankind finally saw the dramatic 
implementation of ecosphere protection activities on the planet. Earth still bears many 
scars from the ‘wasted years’ but on the whole it is maintained with a lot more care than 
was seen in the 20th Century.

Once the realisation that living on other planets and system bodies was in fact quite 
difficult, biomass became a very valuable commodity. Overnight this made the Earth 



one of the richest places in the system. Though there are now other small enclaves 
maintaining viable but enclosed ecospheres Earths abundance of air, water and living 
things makes it an important trader and broker for many settlements.

Governments still submit to the United Nations and to some extent this is the closest 
there is to a world and system wide governmental body.

Away from the Earth the ability to control and enforce laws and national boundaries 
becomes extremely difficult. This tends to fall to how many personnel and how much 
power you have to enforce your will. The effect of this is that the Solar System is 
much like a series of city states each enforcing their own view of society within their 
controlled borders.

The general population of the Solar system is estimated to be around 20 billion.

This has the further knock on effect that any ship, settlement or even individual becomes 
highly self-sufficient when away from Earth as simply staying alive can take some hard 
work. Everybody and everything is Alone.

The system is alive with radio chatter. Signals still have to work within the electromagnetic 
spectrum that we understand and move at the speed of light. Most important material 
is encoded with various arcane methods being used. There are relay satellites, which 
are self replicating, spread throughout the system. These routinely boost and forward 
signals to their destination.

The main transport through the system is on large ships, commonly known as ‘Wheels’ 
or ‘Drums’ due to their general cylindrical appearance as they are spun for artificial 
gravity. Most of the large ships are now privately owned and are settlements within 
themselves. They tend to travel along well established routes between planets on a 
regular basis. Individuals and corporations buy passage on these ships to move people 

around the system. Passage can be either High – Luxury class, Mid- General class 
or Low-Suspended animation. The main body of passengers are Low class.

Around densities of settlement there are smaller local ships which take over 
transportation. These are either privately owned or part of a corporation’s local fleet. 

Appendix C
The Solar System 2164 A.D.
The Sun
Circled by many science stations. The difficulty in maintaining bases here due to solar 
flares make bases rare and expensive.

Mercury, Venus
These planets are home to mainly scientific stations and some speculative industry. 
The extreme conditions of these planets and their proximity to the sun make them 
harsh and therefore costly places to live in terms of investment and materials.

The Moon
This has become a suburb of the Earth. Relatively easy to get to and low in 
resources. It mainly houses a tourist industry and the Headquarters of the system UN 
forces.

Mars
Mars took the brunt of early terra-forming projects. If now appears as a patchwork of 
red and green, between its natural areas and enclaves of ‘Martian Gardens’. Though 
there is a Martian Government the planet hosts many powerful companies that make 
their bases here away from the watchful eye of Earth authorities.

The Asteroid Belt and Ceres
The asteroid belt is as confused as the number of bodies there. Some whole swathes of 
asteroids are controlled by governments or by corporations. In other places individuals 
lay claim to single bodies.

Ceres is a dwarf planet within the Asteroid Belt and is the home to a collection of 
interests (governmental and private). With a stretch of the imagination it can be said 
that Ceres hosts the local government of the Asteroid Belt.

Jupiter
Jupiter and its moons provide rich material for commercial interest. The number of 
organisations, settlements, bases and factories here is massive. Colonisation of 
moons, creation of orbital habitats and even some cloud top stations make the Jupiter 
system a busy microcosm within the Solar System.

Saturn
Is similar to Jupiter in many senses but being more distant there is definitely a frontier 
mentality around Saturn. Independence from authority provides many Saturn based 
operations with a great degree of autonomy.
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Uranus and Neptune
These are at the forefront of commercial interest. The density of activity at Jupiter and 
Saturn giants is not present here.

Kuiper Belt, Pluto, Charon, Oort Cloud, Sedna
These are the absolute furthest reaches of the Solar System. Very little traffic around 
here and they are mainly speculative commercial or science stations.

The United Nations maintains (at great cost) a base at Pluto and discourages visitors 
of any type. Whilst the outer planets are not under interdiction even the most powerful 
organisation will find it difficult to visit Pluto, Charon, or Sedna. Ships and organisations 
can find themselves under close scrutiny if noticed. 
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Appendix D
Company Insignia

Intermec

Yahwehs Hand

Hortalez et Cie



All material in this booklet © Mandala LRP. 

The event is

Alone
16-18th February 

Ullesthorpe Scout Camp, Frolesworth Road ,
Ullesthorpe , Leicestershire  LE17 5BY

Contact: http://www.mandalalrp.co.uk

Note on assembling this booklet

This rules book has been designed so that you can fold the 
pages in half, printed side out. You can then use a standard hole 
punch (centred) and punch holes without obliterating the text. 
The folded sheets will then fit into an A5 ring binder.

Harland Wolfe

New Worlds Genesis

Royal Aerospace Navy

Oberlindes

Eden Industries

Ministry Of Space

Virgin Galactic

Future Space Route Inc.
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