QUICK RULES FOR TRAVELLER
(Mongoose Publishing 2nd edition)

TRAVELLER is a tabletop roleplaying game.  Each player has a character (also called a Traveller) to play in an exciting science-fiction universe.  The game uses regular six-sided dice, called D.

Most of the time, your goal is to roll 2 dice (2D) and get a target roll of  8 or more:        8+
That works about 42% of the time for your character.  Other times, it fails.  But dice rolls can be modified.

Characters in a game have six Characteristics, determined by rolling 2D each:

STRength:  physical strength, fitness, forcefulness.
DEXterity:  physical coordination and agility, reflexes, aim.
ENDurance:  stamina, determination, ability to sustain damage.
INTellect:  intelligence and quickness of mind.
EDUcation:  learning, experience, amount of information stored in the mind.
SOCial Standing:  A Traveller's place in society.  At high levels, may be a noble, hereditary leader or famous star.

If your characteristic is very high, you get a Dice Modifier (DM).  For example, if your strength is anywhere from 9 to 11, you get to add a DM of +1 to any rolls involving a check of strength or fitness.  If you are lower than average, you may have to apply a negative DM.  These DMs are noted on your sheet. 
SKILLS:
Characters also have a set of Skills.  A Skill must be learned, and starts at a level of 0.  You can start using a Skill if you have at least 0 in it.

Every level of a Skill adds a DM to the roll equal to the level of Skill.  So for a Skill of Streetwise 3 (dealing with urban environments and the criminal underground), roll 2D+3 (and add INT DM if any) to get 8+.

If you have no familiarity with the Skill at all, that is worse than 0.  You actually take 3 points off your die-roll if you try to use that Skill (DM-3)!   Exception:  If you have the Jack-of-all-Trades Skill (level 1-3), you reduce this penalty by the level of the JoT Skill.  There is no further benefit to having JoT 4 or more.

Some Skills are divided into different Specialties.  For example, the popular Gun Combat Skill is divided into Specialties called Archaic guns, Slug guns (all guns that fire bullets), and Energy weapons (lasers, plasma rifles).
If you have Skill 0 in Gun Combat, you have a basic understanding of all guns, but if you get Skill 1, you have to choose which Specialty the Skill increase goes under.  Skill increases go into each Specialty separately, although you always have a minimum level of 0 in each Gun Combat Specialty no matter what.

Sometimes the Effect of a Skill roll is important.  Subtract the target of the roll from the actual roll you got.  You will get a positive or negative number showing by how much you beat the roll or lost the roll.  That is the roll's Effect.

Once in a while you get a benefit to a situation, called a Boon.  In this case, instead of rolling 2D, roll 3D and keep the highest two (the average roll becomes 8.46 instead of 7).
If you get a disadvantage, this is a Bane.  Roll 3D and keep the LOWEST two (the average roll becomes 5.54 instead of 7).
You cannot get more than one Boon or Bane.  Having both a Boon and a Bane cancels them out.

Most Skills are stress-free and take whatever time they will take, except in...


COMBAT:
Combat in TRAVELLER is deadly.  DON'T DO IT!  (Unless you have to.  Unless you can get the drop on the enemy.  Unless you have wicked futuristic Armour and highly trained weapon skills.  If not, dodge and hide somewhere.)

A lot depends on who goes first.  Each combat round is about 6 seconds.  To see whether characters or opponents go first, each character (and opponent) rolls for Initiative.  Make a 2D roll, and add either your DEX DM or INT DM, whichever is better.  Subtract 8 from this total to get the Effect.

Characters (and opponents) act in order of highest to lowest Effect.  This order is repeated every round for the whole duration of combat until one side or the other is subdued.

If one side has managed to Ambush another, they get DM+6 to their Initiative for that round only.  The other side gets a bad DM-6 for that round only.

Each character can perform one Significant Action and one Minor Action in every round.  Or, if they prefer, they can take a total of three Minor Actions.  For example, a character could move 6 meters per Minor Action, or 18 meters in a whole round if doing nothing else.  Characters may also perform any number of Reactions (defenses) to opponents' Actions, or any number of Free Actions.

The most common Significant Action is to Attack.  Declare who and how you are attacking, and roll:

MELEE ATTACK:    2D + Melee (specialty) + either STR or DEX DM.
RANGED ATTACK:  2D + Gun Combat (specialty) + DEX DM only.

Range will modify the roll.  Your weapon has a given Range, a single number which is the maximum Medium Range.

MELEE RANGE:  (2 m)  Only one-handed ranged weapons work here.  Rifles will only work like clubs.  Generally you can only fight other people in Melee range, nobody further away.  Ranged weapons have Bonus DM of +1.
SHORT RANGE:  Anything up to 1/4 of Range.


Bonus DM of +1.
MEDIUM RANGE:  Anything from 1/4 of Range to Range.
No bonus DM.
LONG RANGE:  Anything from Range to 2 x Range.

Penalty DM of -2.
EXTREME RANGE:  Anything from 2 x Range to 4 x Range.
Penalty DM of -4.
Exception:  If a weapon has no Scope, any attack at greater than 100 m is considered Extreme Range!

If you spend a Minor Action Aiming, it will give DM +1 per Action  (up to 6 Minor Actions in a row.)
Laser sights add +1 if Aiming.  If a target moves there is a DM of -1 per 10 meters of relative movement.
If target is Prone, DM -1.  If target is in Cover, DM -2.  Dodging, Grappling (wrestling moves) and Parrying an attack are also possible.

On a successful hit, roll weapon Damage, but also add the Effect of the attack roll (except for Destructive weapons).  If it is a melee weapon, add character's STR DM!  Subtract any Armour value of the target.

Then apply these points to the target's END.  If this is reduced to 0, apply extra points to either STR or DEX (target's choice).
If either STR or DEX go to 0, target is unconscious.
If all 3 physical characteristics go to 0, target has been killed!

ENCUMBRANCE:  Travellers can carry a reasonable amount of equipment.  Generally, they can carry a number of kilos equal to (STR+END+all Athletics Specialties added up) with no penalty.  They can go over and carry up to twice this amount but may suffer a Bane on rolls while doing so, and get Fatigued.  Armour counts only for 1/4 of its listed mass in this calculation.

That's it, now go play!
