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INTRODUCTIONINTRODUCTION
Imagine the setting. A gleaming world turns on the fringes 
of known space. Down on its surface, a sprawling city rests 
where a rocky shore meets the sea. A massive dock on the 
city’s landward side plays host to hundreds of ships and smaller 
craft. High above the city in geosynchronous orbit, a newly built 
space station catches the rays of the system’s blazing sun. 
Approaching the station, its engines at low burn, a starship the 
size of an offi ce building prepares to resupply.

Teeming cities, planetside docks, space stations and capital 
ships all have one thing in common. They are fi lled with people. 
The people may not always be human in Traveller but they are 
always there. Interaction is one of the cornerstones of any game 
and non-player characters are the tools a Referee uses to do so 
with the players. 

No game would be complete without these characters, foils 
for the Referee to impart information, engage the players and 
sometimes even challenge them directly. Some will be allies, 
others enemies and the rest just neutral parties trying to survive 
in the same dangerous universe. No matter what the players 
might do or where they might go, the Referee is always going to 
need new Non-Player Characters to keep the game interesting.

That is where 1,001 Characters comes in; it provides exactly 
what the title implies. In these pages rest just over 1,000 
different people, many human and some alien. They come 
complete with names, game statistics and a synopsis to give 
Referees an instant idea of who they are and where they might 
fi t in the overall scheme of their universe. Some are young, 
others are old. Some are simple, others are quite complex. 
Some are peaceful, others are Aslan. It takes all kinds to build 
the Traveller galaxy and all kinds are exactly what await readers 
in this book.

HOW TO USE 1,001 CHARACTERS

There are no limits to what a Referee can do with this material. 
The basic premise is that whenever a new Non-Player Character 
is needed, the Referee can simply scan the entrees for a likely 
individual based on careers or other needs and pull them into 

the game. With 1,001 characters to choose from, no plot is likely 
to run out of options for new blood.

Every character includes a Subtitle(s) entry at the bottom of its 
description. The Subtitle(s) is a small summation, most often 
two words, that gives a snapshot of that person. By just looking 
at this entry, a Referee can quickly fi nd someone to match the 
needs of the game. 

1001 Characters is useful for more than just quick roles in a 
game. Each character has its own careers, skills, equipment 
and personality complete with motivations. Many even have 
something in their backgrounds that could lead to adventure 
ideas of their own. Just by reading and using a few of the 
characters in this book, a Referee could incorporate entirely 
new subplots, fl esh out existing ones or even create a campaign 
around the material provided in these descriptions.

The entries here could be used as a launching point for Player 
Characters to short-cut the creation process, jump right into a 
game or to give players something to build a character around. 
Each character is a legitimate one as per creation rules but 
for the sake of the subject matter only relevant skills and any 
skills above 0 have been listed. Likewise, equipment has been 
limited to what might have direct import when fi rst encountering 
the character. Referees wishing to have their players use these 
characters as their own may want to take some little time to 
fl esh them out completely.

On the subject of skills, several characters are given skills that 
normally cascade into specialties. With only a few exceptions 
where character concepts require it, these skills have been left 
without specialties. This allows Referees to assign whatever 
specialties would make the Non-Player Character fi t best in their 
campaigns. Normal rules for choosing specialties and increasing 
them with new skill ranks still apply.

WHAT YOU WILL FIND WITHIN

The fi rst 1,000 characters are divided into six chapters that offer 
a basic overview of where they might exist in the galaxy. Each 
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chapter is then divided by pages into groups of six characters 
all conforming to a simple subject but quite diverse individually. 
For example, the Accountants page in the Corporate chapter 
lists six characters that, while they may fi t in a corporation-style 
setting and are all capable of serving as accountants, are quite 
different from one another.

The six chapters are all very broad categories and offer a wide 
variety within each one. Several of the chapters also have ‘team’ 
pages, groups of six characters that all fi t together and are best 
used that way.

THE CORPORATE CHAPTER

Because businesses and megacorporations can play such a 
huge role in galactic events and often form entire settings in 
Traveller games, characters suitable for use against a business 
or corporate backdrop have been gathered here. This chapter 
has several teams, each one designed to show the sort of groups 
that might be formed to handle economic challenges and deal 
with competitors. In the business world of Traveller, ‘dealing with 
competitors’ can be every bit as unpleasant as it sounds.

THE GOVERNMENT CHAPTER

Every planet with sentient life has some sort of leadership 
model for its people. Even the most primitive planets have 
governments, whether it be based on might makes right or rule 
by elders. The policies of the Third Imperium encourage this 
diversity by imposing very few restrictions on the governments 
of worlds within its territory. This chapter provides characters 
from more than two dozen forms of government, each one has 
both a usable personality and a glimpse into the whys, hows 
and realities of their worlds’ leadership.

THE MILITARY CHAPTER

Almost without exception, wherever there is life there are 
soldiers. The military is a fact of life on virtually every world with 
a population larger than a few families. This chapter is broken 
down into kinds of soldiers and offers different imaginings of the 
same role. There are also teams of warriors with motivations and 
armaments listed. The characters in this chapter are especially 
well-suited to being pulled out of context and used to represent 
challenges the players might face during the game.

THE CRIMINAL CHAPTER

Perhaps even more certain than governments and the military, 
criminals are everywhere. From murder to minor crimes, the 
many forms of lawlessness in the galaxy can be found in this 
chapter. There are a couple of teams as well, a gang that 
would be especially at home in a space port town or large city 
and a band of pirates more daring than their numbers might 
support. The many faces of anti-social behaviour all have their 
place here.

THE INDEPENDENTS A TO Z CHAPTER

Those who are not rich, powerful, militant or miscreant have a 
place in the universe as well. That place is in this chapter. As 
suggested in the title, the chapter is divided into categories from 
A to Z with six characters in each one. From artisans to zealots 
and every sort of galactic citizen in-between, this chapter offers 
a cross reference of humanity in space. 

THE ALIENS, OUTCASTS AND THE FRINGE CHAPTER

Traveller makes room for lots of different forms of life and so 
does 1,001 Characters. This chapter includes several pages 
on each of the Major Races provided in the Core Rulebook. 
Aslan, Droyne, Hiver, K’kree, Vargr and the Zhodani are all 
represented with characters that either help defi ne the race 
or throw its conventions and culture into sharp relief. There is 
even a section on Humanitii and several unidentifi ed sentient 
creatures, fi ve pages of characters that do not fi t the usual 
mould. If a Referee is looking for the alien and unusual, this is 
the only chapter needed.

LAST BUT NOT LEAST

The fi nal character in the book is one that could easily be for 
the basis for a game all by himself. Filled with plot options 
and possibilities for Referees looking to mine the material, the 
1,001st character is a very special individual with a personality 
and history set fi rmly in the setting of the Third Imperium. That 
said, he could certainly be inserted into any other background 
or incorporated into any plotline with just a little alteration.

In fact, depending on when the game is set during the 1,001st 
character’s personal history, he might even be looking for some 
useful allies or a new apprentice...
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ACCOUNTANTS

Name Alyce Petrovya STR 5 DEX 7 END 7 INT 12 EDU 9 SOC 8
Age 42 Career(s) Merchant (broker, 3 terms), Citizen (corporate, 3 terms)
Skills Admin, Broker 2, Computers, Deception 2, Diplomat, Persuade, Leadership
Equipment Comm (TL 8), Body pistol, Stim drugs (2 doses), Criminal contact
Character Alyce grew up on the wrong side of the stars from an early age. Smart enough to get off
her homeworld as soon as she could, her skills with maths and money landed her a job handling the
books of a corporate embezzler. Alyce was smart again, keeping enough deniability to stay free when
he was arrested. Now she does what he did, but smarter. Subtitle(s) Corporate Embezzler

Name Angukam Shigas STR 7 DEX 9 END 8 INT 10 EDU 9 SOC 6
Age 30 Career(s) Marines (Star Marines), Citizen (corporate, 2 terms)
Skills Admin, Broker, Computers, Gambler, Gun Combat, Melee (blade)
Equipment Flak Jacket (TL 8), Commdot, Hand Computer, Cutlass, Stunner (TL 10)
Character Retired from marine service after a quarrel with his commanding offi cer turned violent,
Angukam turned to life in the private sector as a way of fuelling his one true passion – gambling. 
Unwilling to take risks with other peoples’ money, he developed the skill to manage his own fi nances 
and makes a good living doing so for others. Subtitle(s) Ex-Military, Gambler

Name Earl Spencer-Collins STR 5 DEX 6 END 7 INT 12 EDU 11 SOC 10
Age 42 Career(s) Citizen (Corporate, 4 terms), Nobility (Dilettante, 2 terms)
Skills Admin, Advocate, Broker, Diplomat, Jack of All Trades, Persuade
Equipment Commdot, Hand Computer, Servitor Robot
Character The youngest child of the Spencer-Collins noble family, Earl was expected to learn a 
respected trade and ply it until he proved himself to his jaded aristocratic family. Always one to do as
told, he picked the business of fi nance to his parent’s great delight. He was just as delighted when they
passed on, only working now for his equally rich friends. Subtitle(s) Elite, Private Accountant

Name Martha Anderson STR 4 DEX 7 END 8 INT 9 EDU 12 SOC 8
Age 26 Career(s) Citizen (Corporate, 2 terms)
Skills Admin, Advocate, Computers, Medic, Trade, Streetwise
Equipment Comm (TL 8), Medikit x 2 (TL 10), Panaceas
Character Instilled with a sense of community service by her activist parents, Martha earned her
accounting degree from the fi nest university on her homeworld but all her experience has come from 
doing tax and fi scal work for the poor. Her time with them has even included turning her fi nancial
offi ce into a shelter and free clinic. Subtitle(s) Accountant to the Poor

Name Tanner Giles STR 8 DEX 8 END 7 INT 10 EDU 9 SOC 9
Age 30 Career(s) Drifter (Scavenger), Citizen (Corporate, 2 terms)
Skills Admin, Advocate, Broker, Carouse, Gun Combat (slug pistol), Steward, Survival
Equipment Autopistol, Cloth Armour (5), Comm (TL 8)
Character The best and worst thing that ever happened to Tanner Giles was when the freighter he 
was hitching a lift with crash landed on a belter landing pad. With a basic education and enough charisma
to score paying work as the miners’ accountant, he has learned a lot in a short time. Tanner has no
pride and little conscience and is now happily working for criminals. Subtitle(s) Mob Accountant
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Name Terrance Athelton STR 6 DEX 3 END 8 INT 11 EDU 13 SOC 9 
Age 54 Career(s) Scholar (Scientist, 5 terms), Citizen (Corporate, 4 terms)
Skills Admin 3, Advocate 2, Broker 3, Computers 2, Science (history) 2
Equipment Comm (TL 10), Data Display/Recorder, Personal Drone
Character The name Terrance Athelton is well known in corporate circles as a ‘fi scal scientist’, a
man with a scholarly interest in economics and the history of fi nance. A perfectly capable accountant,
Terrance is far happier when he is teaching the trade to younger minds and makes a very comfortable
living contracting out his skills to large corporations. Subtitle(s) Financial Scholar

ADMINISTRATORS

Name Ikalor STR 5 DEX 6 END 5 INT 8 EDU 8 SOC 8
Age 42 Career(s) Citizen (Corporate, 6 terms)
Skills Admin 2, Advocate, Computers, Diplomacy, Drive (Wheeled) 
Equipment Commdot, Comm (TL 8)
Character True to his caste to a fault, Ikalor will be an administrator for his corporation until the
day he dies. Perfectly capable as a low-level executive, Ikalor lacks the initiative to move out of his
current role and the ambition to even wish to do so. He is exactly what his culture has made him, 
a cog in the mechanism of galactic commerce. Subtitle(s) Quiet Middle Management

Name Kristopher Allen Turner STR 6 DEX 6 END 8 INT 9 EDU 10 SOC 8
Age 26 Career(s) Citizen (Corporate, 2 terms)
Skills Admin, Advocate, Broker, Deception
Equipment Hand Computer, Commdot, Snub Pistol
Character Fresh from his academy and less than a year into his fi rst management training role, 
Kristopher Turner uncovered a fraud conspiracy in his new department. Showing uncommon wisdom
for such a young manager, Kristopher locked away the evidence and took what he knew straight to the
CEO of the company, accepting promotion for silence. Subtitle(s) Ambitious Administrator

Name Myron Cole STR 7 DEX 6 END 7 INT 10 EDU 9 SOC 9
Age 26 Career(s) Citizen (Corporate, 2 terms)
Skills Admin, Broker, Computers, Diplomat
Equipment Comm (TL 10), Hand Computer, Corporate ally
Character Myron Cole was never the most popular administrator in his company but when its
executives were caught up in a scandal that nearly wiped out the business, he was the only one to stay
loyal. That devotion earned him great gratitude when the company was exonerated and even the rare
freedom to work freelance as he wishes. Subtitle(s) Loyal Company Man

Name Sheree Elistin STR 4 DEX 5 END 4 INT 10 EDU 10 SOC 8
Age 46 Career(s) Citizen (Corporate, 7 terms)
Skills Admin 2, Broker 2, Computers, Diplomat, Leadership, Persuade
Equipment Commdot, Hand Computer, Corporate rival
Character Plagued by minor but chronic health issues since childhood, Sheree coped with her lack
of mastery over her body the only way she could – by controlling everything else. Matronly, pushy, closely 
managing anyone under her supervision, Sheree is brutally effective despite her frailty. While she may not 
be liked, her skills cannot be questioned. Subtitle(s) Control Freak
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