
Void Vultures
powered by the Rülsleit System

Ten years ago, the powers of Earth and 
their many solar colonies erupted into 
violence in a system-wide war.  With 
the terrible weapons at their disposal, 
it wasn’t long before every habitable 
planet and moon was reduced to an ir-
radiated dustball.  Years of mass starva-
tion and deprivation later, we survivors 
strain out a living by scavenging what 
remains on derelict ships, stations, and 
bases.  We, the heirs of Earth, have 
become little more than vultures, pick-
ing over the carrion of a golden age of 
plenty.

Lucky for us, the township that we re-
turn to never asks questions.  They need 
our salvage to keep flying, feeding, and 
breathing — and perhaps someday, if 
we pile up enough provisions, we’ll be 
able to boost our way to the colonies in 
Alpha Centauri.  Between you, me, and 
this bottle, though, that’s pie-in-the-sky 
bullshit, a bedtime story to let the kid-
dies sleep at night.  I’ll be happy enough 
if we can knock over a planetoid and set 
ourselves up for the rest of our miser-
able lives.  Girl’s gotta dream, after all.

I’m a scrapper — a salvage expert, if you 
want to be polite, but I answer to void 
vulture, scavvy, kender, station-stripper, 
magpie, even shitpicker.  I draw the line 
at “junk monkey,” though, so watch it.  
My mates and I board half-destroyed 
orbital stations and anything else that 
might have some glimmer on it, kick in 
the doors, take down whatever securi-
ty measures still operate, and plunder 
whatever’s left on the hulk.  Sometimes, 
somebody or something has taken up 
residence, and we deal with them, too.
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The CharaCTer rül: roll for maneuvers, choose equipment load-out, pick alignment.

equipmenT

Look at the maneuvers that everybody 
at the table has and figure out who’s 
playing what kind of salvager.  Every-
body gets a load-out for what they pick; 
there can be more than one of any of 
these.
Marine: Klaussman 5-90 “Zip” Gun 

2d8 with Plasma Grenade Launcher 
2d8 (area, 6 charges), Prokhas Mil-
spec Hardsuit 2d8, 

reaVer: Armscor Heavy Combat Hard-
suit 2d8 with Vibroblades 2d10, Niké 
Enhancement IV Drip 1d6

CoMMand: Colt Handcannon 2d6, 
Prokhas Milspec Hardsuit 2d8, Ko-
bayashi Command HUD 3d6

reCon: Klaussman 2-20 Rifle 2d10 with 
Telescopic Scope 2d4, Savoy-Chirac 
Light Hardsuit 2d6

engineer: Savoy-Chirac Repeater 3d6, 
Kobayashi CombatEng Hardsuit 2d6, 
Tech Kit 2d6

Customize: in the small boxes attached 
to equipment, you can add in modules.  
You can add a 2d6 module and a 2d10 
module wherever you like.

alignmenT

Pick one and write it and its trigger into 
the Alignment box:
PrinCiPled: You’re a white knight in dark 

times.  Earn a token when you protect 
another.

sCruPulous: You are a good person 
(that’s what you tell yourself).  Earn a 
token when you turn down an oppor-
tunity because it’s wrong.

unPrinCiPled: You’re out for yourself.  
Earn a token when you benefit and 
the rest of the team doesn’t.

anarChist: You’ll bring it all down.  
Earn a token when you undermine 
the status quo.

MisCreant: You know that for you to 
gain, others must lose.  Earn a token 
when you take valuables from anoth-
er person.

diaboliC: You have a plan, and it re-
quires unsavory tasks.  Earn a token 
when you complete one of these 
tasks.

aberrant: There’s something wrong with 
you.  Earn a token when you inflict 
needless pain.

maneuvers

Start a character by rolling 12d6.  Sort 
the dice according to their results.  The 
number of dice that came up 1 becomes 
your Shoot score; the number of dice that 
came up 2 becomes your Heave score; 
3s are Dash, 4s Rally, 5s Connect, and 
6s go to Fix.  Then go back and add one 
to Shoot, Heave, and Dash.  Write that 
number down and add “d6” after the 
number.
Customize: Pick two of the smaller box-
es to be your precise maneuvers: write 
“d4” into those.  Pick two boxes to be 
powerful maneuvers: write “d10” in 
those.

Don’t Forget a name

Come up with your own or pick:
Kauffman, Trix, Steiner, Austin, Majo-
set, Richter, Jeb, Geronimo, Melody, 
Ramkhan, 96, Mack, Sparks, Cam-Cam, 
Fish, Maggyva, Princess, Solomon, Bell, 
Carson, Emms
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The DiCe rül: roll lots of polyhedral dice; you want to roll low and high.

shoot: precision determines if you hit; 
power determines cover or damage.

sPot: precision determines if you spot a 
hidden thing; power determines ensu-
ing advantage.

throw: precision determines if you hit; 
power determines damage.

heaVe: precision determines if you move 
or jam the item; power determines the 
ensuing advantage.

sMaCk: precision determines if you hit; 
power determines damage.

soak: precision determines extent of 
damage; power determines how 
much damage is avoided. Soak and 
Rally are the only maneuvers that do 
not take up an action.

dash: precision determines how many 
attacks you’re exposed to as you 
dash to safety or some other advan-
tage; power determines the ensuing 
advantage.

CatCh: precision determines if you catch 
a thrown or flying item; power deter-
mines ensuing advantage.

dodge: precision determines if you 
avoid all damage; power determines 
further damage auto-soak this round.  
If you’ve already acted this round, 
you can sacrifice your action next 
round to dodge.

rally: precision determines if you can 
steel yourself to action; power deter-
mines psych damage avoided. Soak 
and Rally are the only maneuvers that 
do not take up an action.

Charge!: precision determines if you 
charge; power determines how much 
damage you auto-soak.

banish: precision determines if you ban-
ish and shut down psychic invasion; 
power determines how much psych 
damage you deal in doing so.

ConneCt: precision determines if you 
make a connection; power determines 
how much sway (advantage) you 
have.

CoMMand: precision determines if you 
assert your authority; power deter-
mines the ensuing advantage.

intiMidate: precision determines if you 
are intimidating; power for the psych 
damage you inflict.

Fix: precision determines if you make 
the device better; power determines 
how much progress you make.

haCk: precision determines if you gain 
control; power determines progress.

rig: precision determines if you rig it 
successfully; power determines dam-
age. You may roll triple equipment 
dice if you’re sacrificing the item.

Here’s how you roll dice: pick a maneu-
ver and a piece of equipment.  Grab the 
dice listed for each.  If you’re using a 
specialized maneuver and it’s precise 
or powerful for you, use d4s or d10s 
instead of d6s.  (If you don’t have any-
thing in the specialized action, just roll 
d6s.)  Equipment rolls with any add-ons 
that are in use (which is usually all of 
them).  Take all those dice and roll them 
together.
Pick out the lowest die rolled.  This is 
your precision.  If you rolled a 1, you’ve 
achieved a critical success.  If you rolled 
multiple 1s, you’ve achieved a dou-
ble-critical, triple-critical, or whatever.  
You’ll compare your precision against 
your opposition’s to see if you do what 
you intended. Ties go to defenders.
Pick out the highest die rolled.  This is 
the power of your action.  If you rolled 
any 1s, each one adds +1 to your pow-
er.  You’ll use this for damage, cover, 
and task progress.
Here’s a breakdown of precision and 
power for each maneuver.  Sometimes 
one or the other is irrelevant to the situ-
ation; that’s fine.



The Token rül: spend to reroll any number of dice.

You can earn more tokens when you live 
up to your alignment.
PrinCiPled: You’re a white knight in dark 

times.  Earn a token when you protect 
another.

sCruPulous: You are a good person 
(that’s what you tell yourself).  Earn a 
token when you turn down an oppor-
tunity because it’s wrong.

unPrinCiPled: You’re out for yourself.  
Earn a token when you benefit and 
the rest of the team doesn’t.

anarChist: You’ll bring it all down.  
Earn a token when you undermine 
the status quo.

MisCreant: You know that for you to 
gain, others must lose.  Earn a token 
when you take valuables from anoth-
er person.

diaboliC: You have a plan, and it re-
quires unsavory tasks.  Earn a token 
when you complete one of these 
tasks.

aberrant: There’s something wrong with 
you.  Earn a token when you inflict 
needless pain.

You start each mission with 3 tokens. You 
can never have more than five tokens.
You can spend one token to pick up any 
number of dice that you just rolled and 
reroll the lot of them.  You don’t have to 
reroll dice that you want to keep — just 
the ones you don’t.

Thinking aheaD

You can roll Dash as a sort of pre-emp-
tive defense on the way to a tactical ad-
vantage.  They get a number of attacks 
equal to your precision, hoping to beat 
your precision and hit you.  Don’t fuck 
up that roll!
You can roll Shoot as a sort of pre-
emptive attack.  You generate a certain 
amount of cover, and if somebody pops 
out to take a shot (against a Dashing 
PC, for instance), they’re going to take 
that cover as damage, assuming they 
don’t Soak.



The CriTiCal rül: add another die to power or roll for a special effect.

Battle CritiCal Strike eFFeCtS

1 knoCkdown: you knock your target 
prone, until ‘stand up’ manuever, roll 
two less dice

2 knoCkbaCk: you throw your target 
back into other enemies; for remain-
der of round, they may only Soak

3 gutted: you gut your target, spilling a 
pool of blood/ichor/oil (3pt advan-
tage)

4 disMeMberMent: target loses an arm or 
leg, possibly dropping equipment

5 headshot: an instant kill for mooks, 
double power damage otherwise

6 hazard: your target blunders into a 
nearby hazard and suffers its effect

7 sPasM: your target spasms, pulling a 
trigger finger (or equivalent); every-
body in range must dodge or soak 5 
damage.

8 gruesoMe: your target suffers a grue-
some wound, causing all compatriots 
to rally vs 3 or take psych damage.

9 elegant: your strike is so perfect it is 
beautiful; you and all witnesses earn 
a token

0 weak sPot: double your power; later 
criticals can be spent by you or others 
to hit the same weak spot on this or 
similar targets.

SeCurty SyStem HaCking CritiCal eFFeCtS

1 windFall: you identify and expose a 
cache of resources elsewhere on the 
derelict (a 3d8 Loot roll)

2 aCCess: you acquire broad privileges 
(a lasting 6pt advantage)

3 Coin sCan: internal scans show loca-
tions of nullspace bubbles (add a d10 
to every Loot roll)

4 eM interFerenCe: for the next few 
hours, all psi rolls inflict one damage 
to users

5 PoliCe uPlink: your allies’ HUDs gain a 
2d4 module “police uplink”

6 Powerdown: you may shut power off 
in any rooms (choose now) 

taCtiCal aDvantage CritiCal eFFeCtS

1 rooMy: pick another PC to add the 
same advantage on their sheet

2 sturdy: adds a d10 for its bulk
3 Volatile: adds a d10 if it explodes
4 MoVable: your Heaves auto-succeed
5 subtle: use the advantage in a sur-

prise and add 2d10 to a single roll
6 sCary: add 2d10 when rolling for 

cover or intimidation (single use)

Whenever you roll a 1, you add one to 
the roll’s power.  If you like, you can in-
stead spend a critical on a roll on one of 
the following tables.  You may only buy 
one critical effect per roll.

CommanD CritiCal eFFeCtS

1 CaMaraderie: your allies roll an extra 
d4 when defending each other

2 Phalanx: your side-by-side allies roll 
an extra d10 on Soak rolls

3 suPPression: your allies roll an extra 
d10 when rolling for cover

4 Flank: any two PCs working in tan-
dem give each other 2pt “flanking” 
advantages

5 Mass Charge: your allies roll an extra 
d4 on any Charge! maneuver

6 buy tiMe: your allies roll an extra d10 
when rolling for progress

Command crits last the duration of a 
battle.



The CalleD shoT rül: sacrifice 
your lowest die, add a 
second die to power

If you want to make a called shot (espe-
cially in combat, but sometimes not as in 
acrobatic stunts), you must do so before 
you roll your dice.  When you roll your 
dice, you must remove your lowest die 
(if there’s a tie, remove one of them).  
The next-lowest die is your precision; 
your power is your highest two dice.
Alternately, you can make a called shot 
to limit the damage you deal.  If your 
damage would have crossed a damage 
threshold on an NPC, you may elect to 
stop there without dealing further dam-
age.  In this case, you must sacrifice 
your lowest die; your precision is the 
next-lowest die and your power is your 
highest single die.

The Damage rül: get hit, 
maneuvers suffer.

When you take damage, roll Soak.  If 
your power beats the incoming dam-
age, you’re fine, no worries.
If you do not beat the incoming dam-
age, though, you get hurt.  If your preci-
sion beats theirs, reduce a maneuver by 
one die; otherwise reduce by two dice.
If Shoot, Heave, or Dash falls to zero 
dice, you fall in battle, unconscious and 
helpless.  You can come to at the end.
If you think you’ll survive to see the 
township again, jot down your original 
score in the maneuver’s circle.  You can 
heal up once you’re back home.
Instead of reducing a maneuver, you 
may let a piece of your equipment take 
the brunt of the assault.  This damages 
the equipment.  Write the incoming 
damage in the equipment’s damage 
circle.  The equipment is unusable until 
somebody beats its damage rating with 
a Fix roll.
Damage works differently for NPCs, be-
cause the GM doesn’t need to be keep-
ing track of all that.  Each NPC has a 
row of Os punctuated by thresholds.  
When an NPC takes damage, an O is-
filled in; when a threshold is reached, 
that event happens.  So an NPC dam-
age track might look like this:

O O O crippled O O surrender O dead 

The iniTiaTive rül: act in order 
of Dash roll precision.

When a battle breaks out, have all com-
batants roll Dash.  Everyone then gets 
to make a maneuver in the order of their 
precision.  Double-crits go before single 
crits just like you’d assume.  If you don’t 
want to go just yet (like if you’re waiting 
for cover), you can hold your action un-
til the right moment.

The aDvanTage rül: exploit 
advantages to modify 
your roll.

You can spend an advantage’s points to 
lower or raise the dice that you rolled.  
If you’re ducking behind 3-point cover 
and rolled a 4 5 8 to dodge, for in-
stance, you can knock that 4 down to 
a 1.  Spent advantage points are gone 
forever, so that crate you ducked behind 
is probably chewed up by machine gun 
fire, now, and is of no use any longer.
You can offer other team members the 
use of the advantages on your sheet so 
long as it makes some kind of sense.  
They spend the points just as quickly as 
you do, however.
Most advantages are only good for one 
battle and are removed when the room 
is cleared. 

tHe area eFFeCt rül: discard 
dice to use dice as 
additional power

Some equipment has an area effect.  
When you roll to use this equipment, 
you may sacrifice any die out of your 
roll to use another die as a second pow-
er rating against a second target.  You 
may do this as many times as you have 
dice to spend and use.



The DereliCT rül: map that bitch

Derelicts can be decrepit space stations, 
abandoned ships, even old moon bas-
es or planetoids riddled with caverns.  
They’re filled with danger and a sprin-
kling of loot.
A derelict is made up of a number of 
“rooms,” most of which are actual rooms 
(four walls, floor, ceiling) but may also 
be the dying garden under a hab dome, 
the interior of a dead engine, or a strip 
of the outer hull.
In each room there are enemy NPCs, 
dangerous hazards, or a combination 
of both.  There’s also always tons of 
detrius and crap strewn across the floor 
and up against the walls, often dragged 
into place to create crude fortifications 
(advantages).  These places are already 
stripped of what was easy to pick up 
and inhabited now by folks who don’t 
care much about little things like aesthet-
ics or safety.

A typical evening’s fun will take you 
through three to five rooms, depending 
on how fast and loose you’re running.
Brainstorm a number of rooms: what 
were they used for originally, and 
what are they used for now? Then net-
work them together with corridors and 
passages.  There should be one route 
through all the rooms that’s pretty 
straightforward, but always throw in 
some back doors, side trips, and secret 
passages.

Fill the rooms with NPCs and Hazards of 
the same level as the PCs.  If you’re just 
starting, that’s level one.
There are three kinds of NPCs: Mooks 
are cannon fodder designed to make the 
PCs feel like they’re awesome.  Some-
times they’ve got a Mini-boss with them 
to make things interesting.  At the end of 
the derelict, there’s always a boss: the 
guy pulling the strings or the thing that’s 
so dangerous and badass that nobody 
else bothers it (and it’s sitting on the best 
loot in the place).
Always drop into each room a handful 
of adVantages in the 3-5 point range for 
the NPCs to use.  If the PCs want to use 
them, too, they need to make a Dash or 
Heave roll…
More often than not, a room has a haz-
ard.  This can be something that’s ac-
tively hostile to the PCs or something 
dangerous they’ll need to overcome to 
progress further into the derelict.

Frozen
Waterfall

(Ice Mutants
& their Chief)

Wrecked
Forest

(Eco-Bots)

Landing Bay
(safe)

Hangar Bay
(Bandits)

Central
Septic Tank

(The Horror & Cultists)

Monitoring
Station

(Cultists)

Refuse Chute

(Waste Extractor)

in Case You Were WonDering…
Townships aren’t derelicts, but any 
township can be designed as a series 
of rooms filled with NPCs and hazards.  
For whatever reason you might need to 
do that.

Station mainFrame

You may need a derelict-wide hazard 
for the station computer (every room 
has a console).  Few such systems have 
any effect, just a big-ass resist.



The npC rül: just maneuvers and damage tracks

mini Bosses

Sometimes a pack of mooks is headed 
up by a leader-type, or sometimes just 
an especially powerful individual.  These 
are mini-bosses, and they make the fight 
a little more interesting, and often have 
useful information and/or stuff.
Mini Bosses have 18d6, 3d4, and 3d8 
to split between six maneuvers: Shoot, 
Smack, Heave, Dash, Rally, and one of 
Connect, Fix, or Psi.  The GM can elect 
mix die types, knowing that this will 
complicate things a little in play — not in-
surmountably, but it’s one less niggling 
thing.  Each additional level adds a d4 
and a d10.
Don’t forget descriptors!
Mini Bosses have damage tracks with 
three thresholds: crippled, surrender, 
and dead.  Mini Bosses start with three 
circles before crippled, plus one more 
per level; the same number of circles 
goes between crippled and surrender, 
and then one-fifth of those go between 
surrender and dead (minimum one).

Bosses

Bosses have 18d6, 8d4, and 8d8 to split 
between their six maneuvers: Shoot, 
Smack, Heave, Dash, Rally, and one of 
Connect, Fix, or Psi (yes, that’s the same 
list).  Same deal as with mini-bosses: mix 
die types if you like, no skin off my nose.  
Each additional level adds either 2d4 or 
2d10.
Bosses have the most elaborate dam-
age tracks with at least three thresh-
olds: two, plus one per level.  The last 
two thresholds are always surrender 
and dead, but thresholds before that 
can include crippled, enrage, flee, and 
some others I haven’t come up with yet.  
Before the first threshold and between 
every following threshold, the boss has 
four circles.
Very often, the boss has a little coterie 
of mooks to help squash intruders like 
the PCs.
NPCs use Heave to Soak, just like PCs 
without specialized Soak.  In the rare 
case that an NPC has to roll Catch or 
something, just use Dash.
Psi is a maneuver only available to mu-
tants and aliens.  It has two specialized 
maneuvers: Mind Spike and Telekinesis.  
Mind Spike is used as Shoot or Smack, 
but instead of being Dodged and Soaked 
it is countered with Banish.  Telekinesis 
can be used as Catch, Heave, or Throw.

NPCs only have a handful of Maneu-
vers and their Equipment does not have 
stats.  Their specialized maneuvers don’t 
use different dice.  This simplifies them 
a great deal, because the GM doesn’t 
need to be spending time figuring out 
what to roll.  
Each kind of NPC has a different set of 
maneuvers, a different load-out of dice, 
plus additional dice from levels.

mooks

Mooks have 12d6 to split between four 
maneuvers: Shoot or Smack, Heave, 
Dash, and Rally.  You can roll 12d4 to 
determine this randomly as with PCs, or 
the GM can just assign them.  Each ad-
ditional level adds a d10.
Mooks travel in packs equal to the num-
ber of PCs plus 1-6.
For each maneuver, add a descriptor 
like Bone Spikes or Booster Packs.  This 
is mostly just a splash of color that will 
make it easy to describe the action later.
Mook damage tracks are simple affairs: 
Os then surrender then Os then dead.  
Your basic mook has two circles before 
surrender, and one more per level.  All 
mooks have one circle between surren-
der and dead.



The hazarD rül: obstacles and progress tracks

Hazards do not move (if you’ve got 
a moving hazard, it’s probably better 
off as an NPC) and don’t have to be 
destroyed to “clear” the room they’re 
in: they just have to be avoided or cir-
cumvented.  Of course, that also means 
they’re still there if later action causes 
the PCs to backtrack.
To create a Hazard, split 8d6 between 
its Effect and its Resist.  Each level adds 
another 2d4 or 2d10.  A hazard has ten 
circles in its progress track per level and 
any number of thresholds.

example hazarD: WasTe exTraCTor (3rD level)
This portion of the station used to be a 
chute through which the community’s 
trash was dropped.  It processed tons 
of trash per second, slicing and grinding 
it up.  The nigh-atomized refuse would 
then be sorted by chemical and electro-
magnetic processes.  That last part isn’t 
working any more, but the blades still 
are.
Effect: Whirring Blades 4d6+4d10
Resist: Emergency Shutoff 2d4+4d6

O O stuck on “on” O O meltdown O O disabled

Hazards are immobile and dangerous 
features of a room.  Think of them as the 
room’s teeth.  They may be traps, secu-
rity features, or simply sucking holes in 
the hull.
Hazard have three elements: effects, re-
sists, and progress tracks.
eFFeCts are what make them dangerous: 
laser turrets, nanowire triplines, hard 
vaccum, and the like.  Most hazards 
only have one effect, though a special 
few have more than one.  The effect has 
a die rating like a maneuver.  Precision 
determines how hard the effect is to 
avoid and power determines how much 
damage, advantage loss, snaring, or 
equipment failure it causes.
Hazards act first every round of play.
resists are what keep them working, and 
what scrappers will need to confront in 
order to shut it down.  Most hazards 
only have one resist, though a special 
few have none: you can’t shut it down.
Progress traCks show if the hazard is 
dangerous or disabled and work like 
NPC damage tracks.  Filling in those 
bubbles requires Fix (if it’s malfunction-
ing) or Hack (if it’s supposed to kick 
your ass).  Power goes to their progress 
track.

Circumventing hazards does not yield 
loot, but a couple Fix or Hack rolls can 
turn a once-threatening hazard into a 
useful weapon or tool.  Once a hazard 
is disabled, rolls can work its progress 
track back upwards.  Each threshold 
reached unlocks one of its maneuvers 
for use by the PCs.  You can list it under 
Salvage or Rig it into equipment mod-
ules.
Of course, the GM should still be rolling 
opposition, here — use the hazard’s re-
sist.  If the GM’s precision is better than 
the PCs’… well.  Gruesome things can 
happen.  Best case scenario is that the 
GM’s power turns into unsoakable dam-
age.  Worst case scenario and the haz-
ard re-activates, and now it’s angry…

hazarDs geT lonelY.
When you design a derelict, it’s consid-
ered respectful to give hazards some 
NPCs to keep them company.  That, and 
mooks falling into hazards makes for a 
more entertaining action sequence.



The looT rül: clear a room, take their stuff

ranDom equipmenT

For each critical, roll 1d10 + 1d8 + 4d4 
+ 2d6 and check the following tables:

equipmenT TYpe (The D10)
1: Hardsuit
2: Hardsuit Module
3: Gun
4: Gun Module
5: Tech Kit
6: Tech Kit Module
7: Enhancement IV
8: IV Drug pack
9: Comms
0: Comms Module

manuFaCturer (tHe D8)
1: Klaussman
2: Savoy-Chirac
3: Kobayashi
4: Armscor
5: Prokhas
6: Colt
7: Poongsan
8: Harley-Davidson

Die size

Add together the 4d4 and round down 
to an even number to determine die size.

numBer oF DiCe

Compare the two d6s.  Whichever is 
lower is the number of dice that the 
equipment is rated at.
If the dice match, the equipment has an 
area effect and a number of charges 
equal to one of the d6 results.

anD tHereFore…
Based on the results, the table can fig-
ure out what kind of whatever it is.  A 
3d4 Colt Gun Module might be a night 
scope; a 4d8 Harley-Davidson Hardsuit 
might be a super heavy cruising hard-
suit.

Coins (roll 1D6 per Coin)
Sometimes it matters what’s inside:
1 potable water
2 soil
3 genestock (seed or cryo eggs)
4 minerals
5 compressed air
6 produce

Once a room is cleared, the GM rolls 
for Loot: 1d10 per mook, 2d8 per mini-
boss, and 3d4+3d6 per boss.  The roll’s 
power determines how many COINs are 
on the bodies or stashed in the room.  
The roll’s criticals determine how many 
pieces of equipment can be salvaged.
It was common practice throughout the 
war years to encapsulate small quanti-
ties of valuable resources (water, soil, 
minerals, even produce) in nullspace 
bubbles.  This reduced bulky cargo into 
easy-transported modules, each one a 
small, flat cylinder.  Today, they’re high-
ly sought after, both to crack them open 
and use the resources as well as a useful 
currency.  They’re called Commodities 
in Nullspace, or COINs for short.
If there’s a question of who sees what 
loot first, the PCs can make opposed 
Spot checks.  The player with the lowest 
precision gets first pick of what his char-
acter sees before the others.  If there is 
more loot, the next-lowest precision picks 
from what is left and so on.  A room’s 
COIN stash is usually in one group, but 
if there are six or more COINs, it can be 
split into two caches.



The ToWnship rül: stock up, heal up, and train up.

home

After the derelict is cleared and looted, 
scrappers return to their township and 
unload their salvage.  Different town-
ships have different arrangements with 
their scrappers, but a common theme is 
having little use for half-broken equip-
ment looted off of bodies and a pro-
found hunger for the resources encapsu-
lated in COINs.  A township’s situation 
and goals will greatly affect its relation-
ship with its scrappers.
Every time the PCs return to the town-
ship, the players describe one facet of 
the place.  At the end of your first run, 
you should probably name it.  Players 
can also describe its size, needs, gov-
ernance, culture, migratory route, and 
so on.
They then describe a short scene where 
their scrapper interacts with this new or 
elaborated detail.  If you’re into that 
roleplaying thing, you could stretch this 
part out and explore who the charac-
ters are as people, what keeps them in 
this terrible line of work, who they love, 
and what combat drug withdrawl looks 
like.  Chances are it’s late, though, and 
you’d rather plan out the next opportu-
nity to kick down doors, squash aliens, 
and take their stuff.

salvage

Somewhere in between those scenes, 
the GM should also describe a short 
scene in which they scrappers turn over 
their salvage.  It’s up to the players how 
much they turn over willingly; it’s up to 
the GM to decide if he needs to plan out 
this scene as a room with NPCs.
Keep a running tally of how much sal-
vage has been turned over to the town-
ship; the players may add details about 
what those resources are being applied 
to.  COINs can just be tallied.  Equip-
ment that is turned over to the township 
can be cannibalized for parts: roll its 
rating to get its value in COINs.

aDvanCemenT

At the end of any successful run (in 
which the scrappers return to the town-
ship with salvage), all survivors gain a 
level.  They may choose one of the fol-
lowing:
inCrease: one maneuver by one die
sPeCialize: one maneuver to d4 or d8
retire: this scrapper quits; make a new 

scrapper with the same number of 
levels as this one.

If you took hits to your maneuver dice, 
chances are your township has a hospi-
tal facility (if it didn’t before, use your 
inbound detail to make it so).  You might 
need to pay, glad-hand, or intimidate 
your way to treatment, though…
If the events of the last run called your 
motivations or ethics into question, you 
may swap your current alignment for 
any other alignment.
At the beginning of the next run, erase 
all your damage tallies.

Home FielD aDvantage

Players can make one maneuver in their 
Home scenes, which, if you think about 
it, can be used to create advantages to 
take to the next derelict…



The pvp rül: yes.

Nothing says the PCs can’t target each 
other.  Just sayin.



The gm rül: Kill Them All… in Style

Your parT in This

When you GM Void Vultures, you “con-
trol” the derelict and its denizens.  In 
each room, you try to kill the PCs.  Be 
merciless and don’t hold back, but most 
importantly, do it with style.
style: every single thing in Void Vul-

tures is grungy, tattered, and dan-
gerous.  Everything explodes.  Life 
is cheap, blood goes everywhere.  
Don’t play NPCs as reasonable, 
conservative, or safe.  Throw them at 
the PCs.

PaCing: this game is designed to play 
fast.  Most rooms take 10-15 minutes 
to play through.  Most maneuvers 
take less than a minute to resolve.  
Embrace this.  Point, shout, keep the 
energy and pacing up.  If a player 
hesitates, skip them (come back if 
you’re generous).  When you’re 
done, you’ll all look back amazed at 
all the crazy you just waded through.

Vibrant desCriPtion: it’s up to you to set 
the example, here.  Don’t ever just 
say, “They shoot you at 3 precision.”  
Boring.  Say, “The guy with the hip-
mounted autocannon opens up, and 
the crates behind you blow apart as 
the line of fire snakes toward you.  
Beat 3 precision.”  If you do it, they’ll 
do it, and then you’ll be rockin’.

roll opposiTion

Whenever the PCs pick up and roll dice, 
you should be doing so as well (un-
less you can get them to shoot at each 
other; then you sit back and watch the 
fireworks).  They’re going to need to 
compare their precision die with yours 
to see if they succeed.
Usually, it’s pretty plain what you should 
roll.  If they’re rolling Shoot maneuvers, 
you’re going to be rolling Dash (for 
Dodge) or Heave (for Soak).
Other times, it requires some creativity 
from you.  If a PC is Heaving a storage 
container into the line of fire of hostile 
bandits, what can you roll?  You can roll 
Dash as they scramble past the obstacle 
before it falls.  You can roll Heave if they 
try to push it back on top of the PC.  You 
can roll Fix if you’re in the cargo bay 
and there’s a Miniboss with a loading 
crane.
The trick is this: don’t think you “have 
to” think of something that works.  Think 
of it as a challenge to you to think of 
something awesome, threatening, and 
exciting.  Treat these rolls as opportu-
nities to ratchet up the excitement and 
danger.

“Can i?”
Players, especially at the beginning of 
the game, might ask stupid questions 
like, “Can I shoot the trunk of the frozen 
tree and bring it crashing down on the 
ice mutants?”  The weak answer to these 
questions is Yes.  The better answer is, 
“Hell yes, you do!”
Other players might say really stupid 
things like, “I Shoot him. 2 precision, 
7 power.”  Here’s what you say to this 
player: “I’m sorry, I couldn’t hear you 
over the sound of awesome happen-
ing over here.  What was the awesome 
thing that you were doing, again?”
The trick is this: because the scope of this 
game is so constrained (kill space mon-
sters, take their space stuff), everything 
falls into a handful of broad categories.  
90% of what happens in every game is 
either dealing damage or creating ad-
vantages.  Most of the time, they’re ei-
ther they’re hurting NPCs or setting up 
advantages to better hurt them later.  As 
far as the system is concerned, it doesn’t 
matter how crazy the action is: it’s still 
going to do X damage or set up an ad-
vantage of Y points.
So no matter what is happening with the 
numbers and dice, every action can and 
should be colorful and exciting.



ClouD 9: a level one derelict

BanDiTs

They’ve taken up residence in the han-
gar bay and use it to stage raids against 
townships migrating past.

Shoot 4d6 (zip guns)
Heave 3d6 (burly)
Dash 3d6 (familiar ground)
Rally 2d6 (outlaw pride)
Advantage: Crashed Taxi (4pt)
Advantage: Gun Racks (3pt)

O O O surrender O dead

eCo-BoTs

Still maintaining the wrecked ecodome.
Smack 2d6 (waldoes)
Heave 4d6 (servos)
Dash 4d6 (spider legs)
Rally 2d6 (cold rationality)
Advantage: Frozen Vines (5pts)
Advantage: Tunnels (3pts)

O O O surrender O dead

iCe muTanTs

They thrive in hard vacuum, eat ice for 
oxygen, & hate warm-blooded humans.

Smack 4d6 (icicle claws)
Heave 2d6 (wiry)
Dash 2d6 (slide across ice)
Rally 4d6 (fighting for survival)
Advantage: Frozen Lake (5pts)
Advantage: Lean-tos (3pts)

O O O surrender O dead

FroSt-CHieF everwinter

Leader of the Ice Mutants on Cloud 9, 
Everwinter brought them to this “prom-
ised land” of frozen vegetation.

Shoot 0d6
Smack 3d6+3d4 (ice club)
Heave 4d6+3d8 (mutant muscles)
Dash 4d6 (icy treads)
Rally 3d6 (my people!)
Connect 4d6 (proud leader)
Advantage: Frozen lake (5pts)

O O O O crippled O O O O surrender O dead

Frozen waterFall

A cascade of frozen water falls from a 
chute overhead, down to a frozen lake.  
The ice-mutants live in little hollows of 
the waterfall, and the only way up to 
the waste extractor is to climb it…

Treacherous Climb 8d6+2d10

WasTe exTraCTor

This used to grind up the stations’ waste.  
Now it grinds up invaders to the Hor-
ror’s sanctum.  It’s guarded and oper-
ated by cultists on the far end.

Whirring Blades 4d6+2d10
Emergency Shutoff Console 4d6

O stuck on “on” O disabled

CulTisTs

They answered the siren call of the Hor-
ror and live to serve, protect, and feed 
it until they ascend to Godhood through 
bloody sacrifice to its appetites.

Shoot 4d6 (repeaters)
Heave 2d6 (slight)
Dash 2d6 (nimble)
Rally 4d6 (devout)
Advantage: Alarm System (2pts)
Advantage: TK Deflection Bubbles (5pts)

O O O surrender O dead

The horror

An entity from beyond the Oort Cloud 
which finds human brains delightfully 
tasty.

Shoot 2d6+4d4 (poisoned darts)
Smack 4d6+6d8 (tentacles)
Heave 3d6+2d8 (monstrous)
Dash 1d6 (sessile)
Rally 4d6 (god complex)
Psi 4d6+4d4 (alien brain invasion)
Advantage: Corrosive Sludge (5pts)
Advantage: Surprising Anatomy (5pts)

O O O O surrender O O O O dead

sepTiC sluDge

Is this remnants from the functioning 
station, or is it, um, byproduct from the 
Horror’s diet of human brains?

Uneven Floor 3d6
Noxious Waste 3d6

O O disabled (flsuhed)


