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Background

After leaving port at Jupiter, 
the Galactic Mineral Research ship 
White Dwarf set off beyond the solar 
system in search of asteroids and 
moons rich in minerals.

The White Dwarf... a 
massive, one-of-a-kind ship.  
Measuring 6.5 miles long, 5.5 miles 
tall, and 4.5 miles wide, with a crew 
compliment of 2,000.  The largest of 
the fleet.

After traveling through space 
for a few months, on a whim from the 
captain and as an advanced safety 
precaution, the crew added stasis field 
generators to the ship's primary club 
and bar, the Parrot's Nest.

They were just finishing 
adding extra shielding to the walls 
when the stasis field snapped on, 
holding all those in the room outside 
of time.

What seemed like just a 
moment later to those within, the 
field dropped.  They shook off the 
disorientation and stumbled out into 
the ship.  They were greeted by a 
voice.

“Welcome back everyone,” it 
drawled.  It was Harry, the ship's 
computer.

Harry went on to explain that 
improperly repaired reactor shielding 
had caused the shielding to go down, 
flooding the ship with radiation.  
Automatic security protocols sealed 
the Parrot's Nest, and Harry wasn't 
able to drop the stasis field until the 
radiation had reduced to safe levels.

The only survivors Harry 

knows about were those in the 
Parrot's Nest.  Now, 3.5 million years 
later, and 3.5 million light-years away 
from Earth, those in the Parrot's Nest 
appear to be the only ones left on the 
ship.

But the ship is huge.  Who 
knows what may have developed in 
more well-protected parts.

The White Dwarf hangs in 
deep space.  A gleaming beacon of... 
of... something, in the darkness.

Dice

Smeg! uses d100 for its dice.  
That means when asked to roll, roll 
two 10-sided dice, with one die acting 
as the 10s place, and one die acting as 
the 1s place.  A roll of 4 and 5 would 
give you 45.  A roll of 0 and 1 would 
give you 1, while a roll of 1 and 0 
would give you 10, and so on.

All numbers in the game, 
except for the dice themselves, are 
handled and counted in increments of 
five.

Character Creation

You play one of the surviving 
crew of the White Dwarf.

To create a character, first 
decide on a name for them.  Then, 
write a brief description.  This is 
where you can decide if your 
character is a human, a humanoid 
servobot, or something else, and how 
much they love curry and vindaloo.

Refer to the Entities section 
below to get an idea of the sorts of 
races found in the universe.

Then work out your 
character's stats, regular skills, and 
special skills.  All of this is kept track 
of on the character sheet.

To determine your stats, roll 
for Stamina, Charm, Intelligence, and 
Luck on this chart:

Roll Stat Wounds / 
Sanity

1 – 10 15 1
11 – 50 20 1
51 – 80 25 2
81 – 90 30 2
91 – 100 35 3

When you roll for Stamina, 
also write down the result from the 
Wounds column in the Wounds per 
Level section of the character sheet.  
When you roll for Intelligence, also 
write down the result from the Sanity 
column in the Sanity per Level section 
of the character sheet.

Figure your Move by looking 
at your Stamina and taking the 
number from its tens place and adding 
2 to it.  So if your Stamina was 15, the 
number in the tens place would be 1.  
Add 2 to that and your Move would 
be 3.  If your Stamina was 25, 2 + 2 = 
4, so your Move would be 4.  This is 
the number of units per round your 
character can move.

Next look at the skills listed 
in the boxes beneath the Stamina, 
Charm, and Intelligence stats.  These 
are your regular skills.  Pick any two 
of those skills and write down +10 for 
each of them.

Finally, think up two special 
skills on your own.  These could be 
anything that fit your character.  
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Write these skills in the Special Skills 
boxes on the character sheet and give 
each special skill a +10.

Entities

Holograms – A person's personality 
matrix can be loaded into a computer, 
which can then recreate that person 
in hologramtic form.  A large, sparkly 
capital H appears on the hologram's 
chin so there will be no confusion as 
to its nature.  Basic holograms come in 
soft light form, where they can't 
touch anything or interact with the 
physical world, and hard light form, 
where they gain substance and can 
touch, but still have almost no mass.

Holograms are powered and 
projected by a lightbug, which is a 
small electronic device that hovers in 
the very center of the projection and 
projects and maintains the hologram.

Humans – Refer to the entry titled 
Humans.

Hyrbids – Humanoid creatures 
evolved from other species.

Servobots – Humanoid robots with 
faceted heads and stiff movements, 
servobots have been programmed to 
serve and obey humans, while at the 
same time protect humans.  And do 
the laundry and the washing-up, 
which brings them much joy.

Simulacrums – Androids that 
originally looked just like humans, but 
have since grown to hate them.  
They're very strong and very resilient 
and crafty.  Many of them have 
deteriorated over time to where their 
silver underlying skin shows through 
their flesh-looking skin in patches.

Skitters – Small maintenance robots, 
about three feet tall by one foot wide 
and two feet long, with a rectangular 
wheel base with a flexible arm 
attached, and manipulator digits and a 
sensor array in an oblong housing 
attached to the end of the arm.  These 
are the main workforce of the White 
Dwarf, as directed by Harry.

Waxbots – Robotic skeletons covered 
in layers of wax.  Waxbots look just 
like humans and are often 
programmed to play particular parts 
or act in certain ways, such as being 
programmed to think and act just like 
a celebrity or historical figure which 
they resemble.  They have the same 
stats and general abilities of the 
characters they're modeled after, 
however they're vulnerable to heat, 
which can strip away their outer wax 
coatings.

Accomplishing Tasks

Sometimes you'll want your 
character to perform an action, like 
chase down a skitter holding a 
particularly important schematic or 
convince the computer to open a 
special cupboard, that your Game 
Master (GM) determines is more 
difficult, and will require a task roll to 
see if you succeed.  When you make a 
task roll, you roll against either one of 
your stats, or a combination of one of 
your skills and one of your stats.

When rolling for a task, first 
decide which stat fits the task at hand 
the best.  If you have any skills that 
apply to the task, add the skill to the 
stat.  Finally, the GM may modify 
your total up or down to represent the 
task being extra hard or extra easy.

When you arrive at your final 
total, roll d100.  If you roll equal to or 
under your final total, you succeed.  A 
roll of 1 to 3 is always an automatic 

success, no matter what.
For instance, Herman the 

hybrid cat is trying to get his hair 
coiffed just right.  The GM determines 
this will be a difficult task for Herman 
and asks Herman to make a task roll.

Herman decides his Charm of 
30 is the best fit for this task.  He also 
has a special skill called Look 
Spectacular at +10, giving him a total 
of 40.

He rolls 38 on the dice.  
Because this is less than or equal to 40, 
he succeeds at getting his hair just 
how he wants it.

Combat

Ranges
All ranges in Smeg! are in 

units.  A unit is either a yard or a 
meter, depending on what you're 
most comfortable with, or a quarsec 
when dealing with ships, which is an 
impressive amount of distance.

Weapons
Each weapon has a range in 

units, a damage rating, and an Attack 
Bonus (AB).  The AB is added to a 
character's Stamina when attacking.

Armor
Armor has a Defense Bonus 

(DB).  The DB is added to Stamina 
when a character is defending.

Turn Order
Combatants act in the order 

of highest to lowest Stamina.  If 
there's a tie, the GM decides.

Rounds
Each combat round 

represents about two seconds of game 
time, but can be stretched as the GM 
sees fit.
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Melee Weapons
All melee weapons have a 

range of 1 unit unless specified 
otherwise.

Ranged Weapons
The maximum range for a 

ranged weapon will be described with 
the weapon.

Ship Combat
Ship combat works on the 

same principle as regular combat.  
Ship weapons have a range, AB, and 
damage, and ships also have a DB.  

When fighting with ships, 
instead of rolling against Stamina + 
AB when you attack, you roll against 
Intelligence + AB, added to by 
Machines if you have the skill, and 
any special skill that's appropriate.

When defending with a ship, 
you also roll against Intelligence + AB 
+ any applicable regular and special 
skills.  The basics of attacking and 
defending are covered more fully in 
the appropriately-named Attacking 
and Defending section.

All damage done from ship 
combat is applied to the target ship or 
object.

Combat Actions
During your turn, your 

character can move and attack, or 
attack and move, or move part-way, 
attack, then move the rest of the way.  
Keep in mind that movement is 
generally stopped by things like solid 
rock walls, solid brick walls, and solid 
metal walls.

Ships and vehicles will 
continue to move during combat 
unless their pilot stops them.  If the 
pilot is also the one doing the fighting, 
the GM may apply a penalty to their 
rolls for the difficulty of piloting and 
fighting at the same time.

Attacking and Defending

If a target is in range, you 
may attack it.  It may be smarter to 
hide, or ask Harry to deal with it, or 
throw a skitter at it, but there you go.  
Sometimes people feel heroic.  They 
may not feel that way for very long, 
but they probably enjoy the feeling 
until the big splat comes.

To attack roll against your 
Stamina + applicible skill + any mods 
from the GM + weapon AB.

To defend, roll against your 
Stamina + applicable skill + any mods 
from the GM + armor DB.

If the attack roll succeeds, the 
defender rolls defense.  If the defense 
roll also succeeds, compare the two 
rolls.  Whoever rolled the lowest 
wins.

If both the attacker and 
defender roll an automatic success, 
they both scream Japanese phrases, or 
at least something that sounds like 
Japanese phrases, while their fists or 
weapons meet in mid-air and are 
wreathed by a glowing ball which 
shoots light rays in all directions.  
Both the attacker and defender take 1 
wound and the next turn begins.

If the attacker succeeds and 
the defender doesn't make their 
defense roll, or the attacker rolls 
lower than the defender if they did, 
the defender takes a number of 
wounds equal to the damage rating of 
the attacker's weapon.

Damage
The wound track on the 

bottom of the character sheet keeps 
track of how much damage a 
character has taken.

A character can take a 
number of wounds equal to their 
Wounds per Level before they move 
on to the next wound level.

If a character has 2 Wounds 

per Level, on their first wound they 
would put a check in the Scratched 
box and a hash mark on the line 
below it.  On their second wound, 
they would put another hash mark 
below Scratched.  On their third 
wound, they would move down one 
wound level, check off the Wounded 
box, and put a hash mark on the line 
below that box, and so on.

Characters are also effected 
by their current wound level.  The 
effects of those levels are listed below 
each wound level.  If the character 
reaches the Wounded level, they 
operate at -10 to their Stamina and -5 
to their Intelligence until they're 
healed.  If their wound level moves 
down to Smeg, their penalties grow.

The wound penalties are not 
cumulative.  At the Smeg wound 
level, a character has -20 to their 
Stamina, not a cumulative penalty 
from Wounded and Smeg added 
together.

When a character receives 
enough damage to move their wound 
level to Hologram Candidate, they are 
dead, unless the damage was non-
lethal, such as a fist or a stun beam or 
a fish used as a club.

Non-lethal Damage
If the final point of damage 

that moves a character from Smeg to 
Hologram Candidate is non-lethal 
damage, instead of being dead, they're 
knocked out.

Unconscious
If a character is knocked out 

or unconscious, make a Stamina roll 
every hour.  If the roll is successful, 
the character regains consciousness 
and returns to having a full Smeg 
wound level and being one point 
away from Hologram Candidate.

This also applies to servobots, 
holograms, and all other forms of bots, 
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just because.

Healing
Characters heal at the rate of 

the closest medibay.  Which is to say, 
if you have the smeg knocked out of 
you, it's very good to be near a 
medibay.

If a character is at the 
Scratched wound level, they'll heal 
completely as they sleep at night.  If a 
character is Wounded or below, they 
must go to a medibay to be healed.

Sanity

Occasionally, the GM may 
require a Sanity check, which 
involves rolling against Intelligence.

If the roll succeeds, the 
character carries on.  If not, they take 
an amount of damage to their Sanity 
as dictated by the GM.

Taking damage to Sanity 
works just like taking damage to 
Wounds, and is kept track of on the 
Sanity track at the bottom of the 
character sheet.

If Sanity is at A Bit Off, a 
good sleep will do you right up.  
Anything lower than that though and 
it's off to the medibay for you.

If a character ever gets to 
Sanity:  Erased, they put on checkered 
dresses and hats, may very well carry 
around a puppet, and basically go 
right smegging nuts.  Providing they 
can some how be subdued and 
brought to a medibay, even a 
character at this Sanity level can be 
cured.

Technology

Sometimes someone might 
ask how a particular piece of 
technology works.  If they do, roll 
d100 on this chart:

Roll Reason
1 – 50 It just does

51 – 100 Roll again

Equipment

Weapons
A small selection of weapons.

Blastcannon mk I – A long rectangular 
tube with various protrusions, bumps, 
and sensors, that shoots balls of 
plasma and takes two hands to hold.

Range 20
AB 0
Damage 3

Blastcannon mk II – Similar to the mk 
I but much shorter, taking only one 
hand to hold, and incorporates aiming 
advancements.

Range 20
AB +5
Damage 3

Laser pistol – A blocky pistol that 
shoots pineapple-flavored lasers.

Range 100
AB +5
Damage 2

Pocket knife – It's a small knife what 
fits in your pocket.  It's got a point on 
one end, and a fist on the other.  
Hopefully the fist is yours.

Range 1
AB 0
Damage 2

Punch – A fist, most often thrown in 
the direction of a target with enough 
velocity to express clear intent.

Non-lethal
Range 1
AB 0
Damage 1

Stunner – A very attractive woman.  
Also a small hand-held beam-shooting 
bit.  Both can be used as weapons.  In 
the case of the shooty bit, once the 
target returns from consciousness 
their wounds return to the level they 
were at before getting hit.  As far as 
the woman goes... who knows.

Non-lethal
Range 20
AB 0
Damage 10

Super vibro quantum axe – A giant 
two-handed, double-bladed axe whose 
blades both vibrate and operate in 
many different realities at once.  Very 
rare.  The super vibro quantum axe 
has a negative AB because it's more  
difficult to handle and control than a 
regular weapon.

Range 1
AB -5
Damage 5

Armor
In which we find listed a 

variety of armors that may or may not 
exist.

Ablative kevlar vest – A kevlar vest 
sewn with bits of ablative armor.  
They were originally manufactured by 
Du-Omni Corp, but were found to be 
very useful, effective, and good 
products, and therefore production 
ceased on them almost immediately.  
Hard to find.

DB +15
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A ship – Generally large technological 
constructions that fly through space, 
ships are very useful things to wear 
when someone outside the ship is 
shooting at you.

Bright yellow jumpsuit – A bright 
canary yellow full-body jumpsuit 
which not only doesn't offer any 
protection, it actually makes you 
easier to hit because it practically 
glows into the infrared.

DB -10

Space suit – A big, bulky space suit.  
Most often used when painting the 
hull.  It reduces your Stamina while 
wearing it because it's harder to 
maneuver in.

DB +5
Stamina -5

Gadgets
Useful bits and pieces of 

technology and gear.

Learning drugs – Increases the user's 
ability to retain information, giving 
them +30 to Intelligence for all 
memory-based rolls for 30 minutes.

Omniscan – A joystick attached to an 
oblong board that sports buttons, 
dials, and readout screens, the 
omniscan can tell you almost anything 
about the compositional makeup, 
motives, or preferences of just about 
anything.  Acquiring certain bits of 
harder-to-gather information though, 
like someone's favorite color, may 
take an Intelligence or Electronics 
roll.

Range 10

Speaking pipe – A cylindrical metal 
pipe that one can speak through, 
which makes one's voice echo and 
sound metallic.  This can also be used 
to direct the flow of liquid and, in a 

pinch, if the tube is small enough, stir 
a salad.

Ships

The Move of a ship is how 
many units, in quarsecs, it can move 
per turn.

A ship's Wounds is the 
maximum amount of damage it can 
take.  When its Wounds are reduced 
to 0, its hull is breached.  Going below 
0 means destruction is imminent.

When applying damage from 
a ship's weapon to a person-level 
target, like a character, multiply the 
damage by 50.  Person-level weapons 
often can't damage ships.  Divide and 
round appropriately the damage of 
any person-level weapons used against 
a ship-level structure by 50.

Blue Stunty – A boxy blue craft 
designed both for spaceflight and 
ground-level travel by way of massive 
treads.

Move 5
Range 20
AB 0
DB 5
Damage 2
Wounds 5

Reasonable Force – A small, fast craft 
made for quick hits and drawing 
away.  One of the work horses of the 
Space Fleet.  Or, at least it was.  You 
know.  3.5 million years ago.

Move 10
Range 50
AB 0
DB 5
Damage 5
Wounds 10

Starbee – A very sturdy and 
maneuverable ship in the shape of an 
insect.  If you want to crash into 
something, this is your ship.

Move 6
Range 35
AB 0
DB 15
Damage 2
Wounds 30

Character Advancement

Whenever the GM deems it 
appropriate, you can attempt to 
improve one of your character's stats 
or skills, learn a new skill, or increase 
their Wound or Sanity levels.

Stats
To increase a stat, take the 

stat and add 20, then roll d100 and try 
to roll over that amount.  If you 
succeed, the stat goes up by 5.

If you had a Stamina of 30 
and you wanted to increase it, you 
would add 20 to the stat, giving you 
50.  Then you would try to roll over 
that result of 50.  If you succeeded, 
your Stamina would increase from 30 
to 35.

Skills
To increase a skill, roll d100 

and try to roll over the current skill 
amount.  If you succeed, the skill 
increases by +5.

Learning New Skills
To learn a new skill, the stat 

the skill is based on must be at 60 or 
above.

You then reduce the stat by 
20 and get the new skill at +5.  From 
that point on skill advancement works 
as normal.  The side-effects of 
education.

If you want to replace one of 
your special skills, you must first 
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determine which stat fits the new 
special skill the most closely, then 
follow the same procedure as learning 
a new skill.  The special skill that's 
being replaced gets erased, and the 
new special skill starts out at +5.

Wound and Sanity Levels
To increase Wound or Sanity 

levels, Stamina must be 60 or higher 
to increase Wounds, and Intelligence 
must be 60 or higher to increase 
Sanity.

Then, reduce Stamina or 
Intelligence by 20 and increase your 
Wound level or Sanity level by 1.

If you had a Stamina of 75 
and a Wound Level of 2, you could 
reduce your Stamina to 55 and 
increase your Wound Level to 3.  That 
means you would then be able to take 
3 wounds for every Wound Level 
instead of 2.
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Name

Stamina:

Use Muscles:

Be Fast:

Charm:

Smile:

Convince:

Intelligence:

Machines:

Electronics:

Luck: Special Skills Description

Equipment Range Damage / AB / DB
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Wounds per Level:

Sanity per Level:

Wounds

Sanity

Scratched Wounded Smeg

A bit off Knackered Buggered

Slightly uncomfortable Not feeling so well
-10 Stamina

-5 Intelligence

What's this squishy bit?
-20 Stamina

-10 Intelligence

Slightly annoyed Is the floor tilted a bit?
-10 Intelligence

-5 Charm

King of the potato people
-20 Intelligence

-10 Charm

Hologram Candidate

Sanity:  Erased

(Non-lethal knockout)

Move:


