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Heroic Actions show two effects.  An acting Crew with 
Expert may select either the Trained or Expert.

10

Events always play as , unless otherwise specificed.
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Linked Icons Explained 
In Traveller, linked is a concept used when an effect 
is reliant on a card having multiple specific icons.  An 
effect that references a   requires both icons 
within the link for the effect to apply.

The first icon in a  will define the object, whether a 

card type or a card attribute, such as a .  The second 
icon will be an attribute.  Often this attribute will be a 

requirement, skill, type or subtype.

For instance, the  3PL states:
“Remove from play target ” 

This reads as:

“Remove from play target  with a  attribute.”

 may not link to icons within a .

Skill Levels
Skills come in two levels:  Trained and Expert.  The 
expert level of a skill may always be used in place of 
the trained.  An expert skill token may be spent to meet 
a trained skill requirement or cost.

 are jettisoned 
when they have 

taken a number of 

 equal to their 
structure capacity. 

Some effects may grant a crew a specific skill level, 
rather than increase or decrease by levels.
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