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I've been playing 2300AD — and using the rulesto run crosover gamesin other
universes — since 1987. During the 199Gs, | wrote avariety of articles for Challenge
magazine dout the game.

In additi on, there were anumber of items that never quite made it into print, but
circulated as player handoutsin my gaming goup. I’ ve included those too, so this
document is essentially an archive of my 2300AD writings, published or otherwise —
including the weird hits where the lines between my Travdler and 2300AD games grew
blurred.

Actually, as both game systems were produced by the same company, and in many cases
by the same designers, scenarios, rules and so forth from one @n be realily used in the
other. | know, I've done it agred ded.

You can aso find these aticles online, with articles by many other 2300AD gamers, at
Pentapod s World of 2300 AD - http://www.geociti es.com/TimesSquare/Arcade/2303.

Enjoy!

Origina material © Andy Sack 1990-2003

The Travdler gamein al itsformsis owned by Far Future Enterprises.
Copyright © 19771998 Far Future Enterprises. The 2300AD gamein al
itsformsis owned by Far Future Enterprises. Copyright © 19872003 Far
Future Enterprises. Travdler and 200 AD are registered trademarks of
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ARTICLES FROM CHALLENGE MAGAZINE

If you like, these aethe “officia” bits of the achive — close enough to GDW’ s vision of
the game that they were published in Challenge magazne. So far as| know, the apyright
on them reverted to me when GDW ceased trading.

Social Class in 2300 AD

I Originally pubdished in Challenge 44. © Andy Sack 1990, 1998.

Social status can profoundly affed a charader' slife.

The 2300 AD social statusinformation in this articleis based on sociologicd research but
has been distorted to make it more wnvenient for game use.

The Social Status and Monthly Upkeep Tableis based on Hope and Goldthorpe' s model
of the modern British classsystem, modified slightly to take some acount of Gil bert and
Kahl' sfindings of the American class system. It describes the open class ciety of a
modern industrial nation, where dassis not determined by birth. To find a charader' s
social class roll 4D6-4 (asfor other 2300AD attributes), then add ane-fourth of the
charader' seducation to the result. The reasons for educaion modifying the diceroll are
that people from higher-classfamili es tend to have more yeasin formal education, and
those with more education tend to get higher-status jobs.

Social Status and Monthly Upkeep
Result Social Class Income (Lv Upkeep (Lv Typical Occupations
per Month) per Month)

20+ 9 15,000 4,500 Investors, heirs, executives
17-19 8 4,000 3,000 Higher managers/professonals
16 7 1,500 1,000 Lower managers/professonals
15 6 1,250 900 Clericd, sales, service workers
14 5 800 700 Self-employed artisans

13 4 800 700 Technicians, foremen

1012 3 800 700  Skilled manual workers

7-9 2 200 200 Unskilled manual workers

6- 1 200 200 Agricultural labourers

Notes on the Social Status Table

Generally, unskill ed laborers will be SC 2; skill ed workers will be SC 3-7; officeworkers,
soldiers or ship crews, SC 3-6: military or ship' sofficers, SC 7-8; upper-echelon
corporate managers, SC 8.

Result: Thisisthe modified diceroll made by the charader (4D6-4+1/4 education). It
takesinto acaunt the effed the average education score of 10 will have (+2 modifier)
when asdgning a charader to a dass



Social Class: Thisisanumericd representation of the charader's social class much like
other game's cial standing attribute. Sociologists usualy cdl the highest status class 1,
but using ascending numbers is more cnvenient.

Income (Lv/Month): Thisismostly derived from the salaries listed in 2300 AD. In the
game, this quickly and easily gives you and your players an ideaof how much money a
patron can off er the group to doa particular job (how much he adually offers may be
different and will give the players extrainformation). For example: "The baron's only
offering s Lv 200to find the letter, but my banking contads tell me he pullsin Lv
20,000 amonth. | don't think he redly wants it badk.” Or perhaps: "Wait a minute. Where
did afellow like Andrew get Lv 5,000? There's smething fishy going on here."

Upkeep (Lv/Month): This sows what sort of expenditure is necessary to ke the
charader in the style to which he is acaistomed. If the group spends along period
between adventures, say while one of them isin training or recovering from wounds, the
listed figureis what they will pay for food, lodging, entertainment, etc. in a month. They
can always pay more or lessthan the listed figure; vast discrepancies can be rewarded
with renown pdnts ("Excdlent dinner party young Tombs has laid on, Martha; the lad
may have more patential than | thought.") or infamy points ("Goodgrief, Elizabeth, you
invited the TV people over here? What will the viewers think? At least put the pig in the
yard!").

Typical Occupations: This dows what sort of carea's are followed by members of that
social class

Class 9 consists of the investors, heirs and executives, who are dassed as capitali sts
becaise their main income is from their as<ets rather than their salaries. Land-owning
nobili ty will be in this class

Class 8 are the higher-grade professional s, administrators, managers, and proprietors of
businesses.

Class 7 is made up of lower-grade profesgonals, administrators, managers, supervisors,
high-grade technicians, and midd e-grade businessmen.

Class 6 iscomposed dof clericd, sales, and rank-and-fil e service workers.

Class 5 contains the proprietors of small businesses and self-employed artisans.
Class 4 iscomposed of lower-grade technicians and foremen.

Class 3 is made up of the skill ed manual workers found in industry.

Class 2 covers smiskill ed and unskill ed industrial workers.

Class 1 isoccupied by agricultural workers and smallholders.

If you dont agreewith this glit of occupations by class take heat; it changes ac@rding
to the nationality of the dharader and the time he wasborn in. A few hoursin your locd
library looking under "social stratificaion" will give you some ideas on how other
courntries view the matter. My tableis based on the Briti sh system partly becaise dmost
all my players are British and pertly because Briti sh society seems to have amore
convenient number of social classes- U.S. research seemsto distinguish either too few
(five) or too many (dozens).

No modifiers have been applied for Core or Frontier homeworlds. | have assumed that
agriculture and mining in 2300 AD are much more aitomated than today, and therefore
that the lower social classes on Frontier planets take up no higher a percentage of the
population than they do today. | have dso assumed that some members of higher social
clases will migrate to the Frontier to find new courtry estates, escgpe from the rat race
or what have you. The higher social classes occupy a niche in society which consumes



more resources than those of lower classes, so they fed the pinch of overcrowding and
resource depletion ealier (when the pod shrinks, the big fish feel crowded, and some
move to another pod). Also, the higher your social class the eaier it isfor you to find
the money to travel to a new world.

Social Mobility

It is quite posshle in an open society for, say, aman born into social class 3toriseto
social class7 and then perhaps marry someone from socia class8. In game terms, a
charader's renown or infamy will modify his ocia class over time. Charaders may
increase their social class in the same way as they improve skill | evels, but they do so by
using renown points rather than experience points. This represents the increased resped
people give to famous figures.

Renown used to improve social classis not expended but till counts toward the
charader's renown level, so keep a separate tally of points gent on class Each infamy
point reduces cial class by one level (the media and its viewers just love agood
scandal).

Attitudes

A charader's cia class refleds the status he derives from his parents occupations or his
own careg prior to adventuring. The main use of classin the gameisto determine a
charader's outlook on life. While PCs should be dlowed to deviate from the normal
beliefs of their class, the refereewill find it useful for stock NPCs to have stock attitudes
about life based on their classoutlook.

Bea in mind, however, that not all members of a dasshold every view ascribed to the
class and one viewpoint shades into another acrossthe spedrum of class.

Manual Workers: Members of these social classes areto a cetain extent fatali sts,
fedingthat luck and forces beyond their control shape their lives. They fed that good pay
and working conditi ons depend on union adion. They seework as away to get money to
spend during their leisure time and seethe unemployed as unlucky. They usually hold
liberal views on economic isaues and conservative views on other matters, being
intolerant of nonconformists.

Nonmanual Workers. Members of the higher social classes feel they have mastery over
their lives and fed hard work will be rewarded. They seethe unemployed as lazy, and see
work as aplaceto gain resped, demonstrate their skills, and further their careas. They
are usualy tolerant on civil li berty issues and of nonconformists.

Interpersonal Tasks

A charader's class largely determines the resped heis due from NPCs. Therefore, social
classmay be used asa aucid attribute in interpersonal tasks. PCs may wish to pass
themselves off as members of another class, say to infiltrate an important social event or a
worker's demonstration; thisis a Routine disguise task whose duration is determined by
thereferee

On The Street Where You Live

Certain areas of every city are associated with particular social classes. For game
purpaoses, it is useful to think of the average frontier city as being composed o five
concentric rings; the inner-most is zone 1, and the outermost, zone 5. These mnes
develop naturally as aresult of the successive waves of immigrants as the wlony grows.
When the dty isfirst founded, posshbly nea the site of the first landing, the higher social
claseslivein exclusive aeasin theinner city (zone 2), and the poar live further out.
Gradually, the richer people move further out, leaving the inner city properties empty.
These houses are too expensive for low-income groups to maintain, so they let out rooms
in the houses. When new immigrants arrive, they rent roomsin the inner city. The more



successful immigrants move into newer, better houses toward the elge of the dty, and are
replaced by the next wave of immigrants taking lodgings.

The daraderistics of these zones and the social classes living there ae & foll ows:

Zone 1 (Innermost): Thisistheinner businessdistrict with the shops, civic buil dings
and commercial enterprises. Cultural centers such as museums, universities, and art
galleriesare dso present. A few members of social classes 8 and 9 may have gartments
here to entertain business associates or to remain nea the businessand cultural centers.

Zone 2: Thisisthe older residential areaof large, once-imposing houses which were
owned by affluent people who have since moved away. The houses are in apoa state of
repair and are divided and rented out to people in social class1 or 2, espedally new
immigrants and indigents with no regular income (e.g., PCs down on their luck). The
constant changeover of population in zone 2 leadsto socia problems and a high crime
rate. The 2one dso has a number of students and Bohemian types who favor the aeafor
its low rents and neanessto the altural centersin zone 1. If you are using the
Earth/Cybertech Sourcebook, thisis where the cyberpunks and deck jockeys on the make
hang out. Asyou can seg thisisthe zone where your Streewise skill i s used.

Zone 3: This has a stable population of respedable working-classpeople (social classes 3
and 4) and some sense of community.

Zone 4: Thisisthetypical suburban areg inhabited by the middle dasses (social class5
to 7). Social lifein the suburbsis not based on family or locdity asit isin zones 2 and 3,
but is based on shared interests (e.g., membership at the same golf club).

Zone 5 (Outermost): Thisisthe wealthy district, where therich (social classes 8 and 9)
live in expensive houses with large gardens.

On core worlds, as gated in 2300 AD, people can commute long distances to work viathe
excdlent transport network. Thus, the higher social classes usually live outside the dty
proper. In Core dties, frequently only zones 1-3 are present, though they are bigger than
equivalent zonesin afrontier city. In effed, zones 4 and 5 have become housesin the
courtry.

The aove sweeping generali zations aren't true for al cities. Sometimes the middlie
classes move back into the inner city and redevelopit: sometimes over-spill estates for
workers are built on the elge of the dty proper. Furthermore, not all citiesare drcular;
ports, for example, may be aescent-shaped, bounded by the wast on one side.

Social Class in Play
Here ae some examples of how socia classcan flesh out charaders, drawn from the
troubleshooter party in my own campaign.

Our group has one charader of lowly origin who has striven for many game yeasto pass
himself off asamember of high society - he likes adventures that al ow him to gain the
money to doso.

Another charader in the group wants to help the lower social classesin the inner cities
and seeks out those who have problems with the underworld or the aithoritiesto help
them - this has generated severa scenarios where the players did good ceeds for no pay at
all and till felt sufficiently rewarded.

A third charader livesin arun-down apartment in zone 2 of afrontier city. Dueto his
upbringing in the lowest social classes, he fedsthisis quite alequate ("my family was
much worse off"). But several other charaders have refused to stay in his hovel, even
when desperately short of money.



Sincesocia classunder these rulesis determined by occupation, it can be used asa guide
to aPC'srank within hisfinal caree. For example, milit ary officers have social class7 or
8 asarule. A PC with social class 7 whose final caree was ground military would have
held a pasition in the lower ranks of the officer corps, probably as alieutenant or cgptain,
but possbly as a major. The number of turning pointsin his career (and the dieroll results
for the turning point tasks) should guide the refereein dedding the exad rank held.

Wired Society

I Originaly pubished in Challenge 53. © Andy Sack 1991, 1998.

Information Tednology in 2300AD

Which sounds more exciting: Y ou walk out into the parking lot, hop into your four-
whed-drive range truck, put it in gea and stee out onto the highway? Or: Y our sleek
hovercraft hears you whistle and huzzesto a stop at your side, asks your destination as
you climb aboard, then handles all the routine driving and navigation chores?

Tednology updated to AD 2300standards can lend your game amore futuristic flavor -
and is not as unbalancing as you might think. After all, an "intelligent" hovercraft redly
gives PCs no more of an edge than an NPC driver would.

The full impaa of developmentsin information technology is only felt on Core worlds
and is naturally most evident in larger cities. Frontier worlds, except for the most
developed urban areas, don't have the communicaions and powver networks to suppart
thiskind of technology, nor the skilled human resources needed to install and maintain it.
However, any military or reseach teams will be likely to have ahigher level of
technology, and items issued to them are designed to work in wildernessarezs.

Vehicle Computers

In AD 230Q onboard vehicle mmputers are mmmonplace ad are roughly asintelligent
asadog. They can respond to verbal commands, bre&k into the vehicle intercom or radio
circuitsto speak to the aew, and kring the vehicle to the dismounted crew if cdled by
radio or aloud shout.

Although an onboard vehicle system isreferred to as "the computer”, it isin fact a group
of ahalf-dozen or so microcomputers ead tied in to separate sensor/effedor clusters and
running diff erent programs. The various computers are tied together by a small onboard
communicdions network, usually using wires or opticd fibers, and one of the nodesis
tasked with running the network and oversedng the work of the other nodes. In military
vehicles, abadkup node, able to take over thisdiredorial function if the master nodeis
damaged, is also included. The typicd vehicle cmmputer is programmed with the
performance parameters for its vehicle and will override the operator if hetriesto do
anything dangerous.

Autopilots: Autopilots have asocket similar to a neural jadk where reference chips can
be inserted. Any autopil ot can take amap chip; civilian models normally take areference
chip containing data on locd traffic regulations, and military ones are fitted with a
chipped copy of the arrent tadicd manual (for the aew's reference). Autopil ot programs
can take the vehicle to a spedfied padnt, either by road or crosscourtry, then halt the
vehicle, orbit the point or start a search pattern. The autopil ot can also intercept, passoff
or take station on a spedfied pdnt or objed. Milit ary versions can drive evasively; this
function is often set to adivate if the driver releases the controls (referred to as a"dead-
man switch").

Milit ary autopil ot programs share navigation and movement data via short-range radio or
laser communicaions links. This enables vehicle platoons to coordinate their adivities.
Groups of vehicles can be programmed to move together in travel mode or "bounding'



overwatch mode. In travel mode, they simply move in column, following the lead vehicle
at a safe distance In bounding overwatch mode, the vehicles move individually from
cover to cover in short bounds, covered by fire from their stationary fell ows.

Communicators: All vehicles have long-range ommunicators. The paolice on Core
worlds can remotely adivate these to passon traffic information or safety warnings, and
can locae ay vehicle & any time by its transponder emissions. In Core world citi es,
police can take antrol of any vehicle & any time by aremote radio link, and routinely do
so intraffic jams or emergencies. As criminals routinely damage or disconned the
communicéaors on stolen vehicles, policeimagers are set up at key intersedions and
linked to computers which scan the highway for spedfied vehicles, identifying them by
their license plates. Random spot chedks are caried out from time to time to make sure
that vehicle license plates, communicator responses and pasitions al sync up.

Weapons Control: The main difference between civil and milit ary vehicle mmputersis
that milit ary ones have wegpors control software. These programs provide automatic
adjustments for range, target type and weaher conditions. The system automaticdly
identifies moving objeds, trains the wegpons, and alerts the gumer, who spedfies the
targets as friend or foe. Friends are ignored, and the gunner can spedfy the response to
foes: observe, observe and record, engage now, engage after current target engaged, or
engage when in range. The computer will provide adefault response based on the tacticd
doctrinesin its database, but can be overridden. The gunner can also seled autotarget
mode, in which the system will engage any target in range not previously spedfied as
friendly, with larger and closer targets having priority. One of the aew's necessry daily
tasksisto spedfy which vehicles, buildings, etc. are friendly for the day or the mission.

Vehiclesin a platoon share target and tadicd data over communications links to
minimize the chance of engaging friends by mistake or having several friendly vehicles
engage the same target. However, this capabili ty is not so commonly used o as useful as
might be imagined, as enemy antiradiation missiles will home on any radio transmissons
during combat.

Military HUDs

Heads-up displays are standard in vehicles and pil ot or combat helmets. They can be
linked to vehicle or badkpadk computers, satellit e downlink recevers, etc., which can
override aHUD'slocd processng power or simply download fresh datainto the HUD. A
HUD projeds 3D digital maps, gursight reticules and sensor readouts onto the hel met
visor or vehicle windscreen, overlaying these on the red scene. Normally the aming
graticule projeded on the visor givesa +2 baus to hit, but espedally complex and
expensive versions might give ahigher borus or even increase the weaer's I nitiative
level.

Occasionally troops will mount mini-imagers on their gun barrels with fiberoptic links to
their HUDs, where video picture-in-picture software dl ows them to seeand shoot around
corners without expasing their heads. A small areaof the HUD display shows the view
from the wegoris muzzle, with correded aiming graticules overlaid on the scene.

Recent experimental work with subdermacomps has introduced what some have cadled
the "eyes-up display". By inducing impulsesin the optic nerves of the user, military
subdermacomps can overlay their information diredly on the user'svision. This
technology is not yet available for general use. Although most subdermacomps can
display text or simple graphics in the user's eyes, complex color graphics and map
overlays cannot yet be reliably induced, so HUDs are used where these ae needed. Due
to its expense, the eyes-up display seems likely to remain limited to undercover
operativesin covert surgicd strike teams.

Industry
Robats and computers perform most physica and administrative work. Orders, invoices
and payments are dedt with by eledronic fund transfer and are rarely seen on paper.

10



Salespeople use remote cmputer terminals linked into the corporate computer net,
similar to those which have been in use by soldiers and scientists for many yeas. Many
orbital fadtories are remote-controlled over telecommunicaions links to save on life-
suppart costs.

The few employeesin atypicd corporation work three- or four-day weeks, and a second
set of staff uses the machines for other purposes on the first set's "weekends'. To cope
with the long weekends, most workers have seaond jobs or complex hobhies. The
madhines work around the dock, seven days a week.

Dedicaed credive staff are still in short supply and frequently work 60-hour weeks.
Some people work from home viathe coommunications net, using aremote work stationin
their study. Thisis not as common as might be expeded, for two reasons: Goingto work
fulfills an important psychologicd need for social contad with other people. Also, ina
conversation between people, much information is conveyed by body language, fadal
expresdons and gestures, which are harder to make out over a videophone or via a
computer bulletin board.

To minimizethe caital tied up in stock and warehousing, al fadories use "just-in-time"
production, keeping lessthan 12 hours' stock of component parts. Products are built just
in time to med orders; parts are ordered just in time to make products.

Often, a crporation will be spread out over the globe, with its manufaduring plants
wherever they are dhegpest to operate, its offices wherever staff and accommaodation are
chegoest, and so on. Most supervision is done dedronicdly over the videophone.
Troubleshooters - roving jadks-of-all-trades - solve unforeseen problems quickly.

Medicine

Patients are prediagnosed at home by medicd computers over the mommunications net to
minimizethe workload on human dcctors. If the cndition is rious enough to warrant a
doctor's attention, he will do his diagnosis over the net. Even then, the patient may be
treaed by an automed. Home or hospital computers monitor chronicaly or criticdly ill
patients, and automeds may be on standby to administer drugs.

This arrangement is surprisingly common on Frontier planets due to the limited numbers
of medicd staff avail able and the large aeas ead hasto cover. Indedd, like the old-time
Australian outback, many Frontier planets have flying doctors.

Home Technology

On Core worlds and in larger Frontier cities, wall-sized, two-way video screens linked to
the global communicaions net are found in amost every room in a house, and can be
used as "windows' on other rooms with screens, as videophones, or as televisions. Split
screens can be used for videophone mnference cdl's, with up to 30 people involved from
widely separated places.

Many shopping malls and publi ¢ buil dings have public terminals from which information
databases can be interrogated by passershy.

The home computer is programmed with the owner's tastes in video, and will
automaticdly record or suggest he watch anything of interest broadcast on any of the
hundreds of TV channels. A wall screen can zoom in on particular areas or pointsin a
program, freezethe adion, fast forward and rewind, or show windowed inserts of
programs on another channel. Aninteradive channel is used for teading. Some houses
have domed circular rooms whase entire inside surface @n be made into a screen. Some
viewers have their home computers programmed to enhance the emotional impad of
video by adjusting the home heding, making suitable sound eff ects, and so on. Others
rely on reaediona drugsto enhancetheir viewing.
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The communications net includes alibrary of films and dd programs which can be
viewed on request, as well as badk issues of journals, legal documents and scientific
papers. It can seach these fil es on request for any spedfic subjed, providingalist with
crossreferences and a printout of the results if required.

Computer animation and edited video are indistinguishable from film of acual events,
and many officials sen on the videophone ae just PR graphics. Thus, in most countries,
film of a aimeis not acceptable a evidencein court, unless taken with spedali zed,
tamperproof equipment.

The home computer has limited intelligence, about equal to adog's, and will respond to
verbal commands or keyboard input. It controls the lights, heating, outside doars, and TV
of ahome. The computer will let in the owner, or spedfied friends and relativesif the
owner isout, so keys, as aich, arerarely seen. The palice ca always gain entry to a home
upon presenting a warrant to the external cameras. Should any criminal bre& into the
house, the computer will use the wall videophone screens to reaord the intruder and his
adivities for the reference of the law enforcement officers, and will attempt to inform the
authoriti es of the bre&-in.

Finance

The widely used smart cards (see”In the Cards" in Challenge 29) are gradually being
replaced in the Core by devices in homes and shops which reacognise aperson by his hand
geometry and a keyed identity number. Most shoppng and personal financial transactions
are done from home via the communications net, with shops deli vering the goods
requested. Home computers do most routine shoppng automaticaly whenever they
deducethat stocks of everyday items are running low.

Personal Communicators

Most people cary asmall communicator linked to the global communications net and can
be reated by phone anywhere except in remote wil dernessareas. The cmmunicaions
net can locae people by name, so phone numbers are no longer used. It also provides
conference cdls and fadlities for recording messages. The user can instruct the net to
ignore, record or give priority to cdls from spedfic people & spedfic times of day.

Portable communicators continuously transmit their owner's national identity number,
even when switched doff; the police can lean the rough location of any phone & any time.
Intelligent listening systems monitor all conversations, and if spedfied people, places or
subjeds are mentioned, the systems will record the conversation and alert the police
Police can also adivate any phone remotely (to eavesdrop an rooms or conversations) or
bre& into any conversation at any time. As a precaition against criminals who dorit carry
communicaors, policeimagers are set up in key public places and linked to computers
which can scan those places for spedfic persons and aert paliceto their presence

Using Information Technology in Gaming Situations

The machines described above can provide modifiers on task rolls. They can assist the
PCs by performing simple tasks, and may provide information the PCs would not
otherwise have accesto (they will reved thisinformation only if asked, and then only in
a straightforward and nonanalytical way).

Computers are very goodat doing the right thingin a predictable routine situation. They
are not good at deding with the unknown and unpredictable. For instance, like aPC using
an Aircraft Pilot skill chip in his neural jadk, an aircraft computer would be éle to take
off, land and fly from A to B, but it would not last longin a dogfight without help from a
skilled human pil ot.

Most computers will not have very high skill levels - they are generally only skill level O

or 1. At the referee's option, they may be ale to lean from experience. If so, they will
only be aleto improve skill sdiredly relevant to the purpose they were built for. An
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onboard computer for a hover APC, for example, might be ale to improve Hover Vehicle
and Heavy Wegons skill s, but should not be aleto lean Tadics or Medicd.

Information Gathering skill will be vital to PCs working in the Core. The communications
and computer webs there provide Core PCs with instant accessto a grea ded of
information - so much so that they are likely to be swamped by it. Successful use of
Information Gathering skill - which in this context is used to phrase requests for
information predsely so that they get the data they need and no more - will keep PCs
from being swamped. Computer skill can also be used in thisfashion. Asan
oversimplified example, if the PCs need to find out about a Mr. Smith in the course of
their work, asking the computer at the public library for data on Mr. Smith could result in
apile of printout nine yardsthick. A charader with Information Gathering skill would ask
for Mr. A. G. Smith of a spedfic addressor birthdate, reducing the amount of datato be
sifted.

Tracking: Thistedcnology wasfirst introduced for laudable purpases. Continuous
transmission of identity numbers by personal and vehicle mmputers, for instance was
intended to asdst transport plannersto provide better service by finding out people's
habitual movements - this naturally told the planners where roads were needed, which
trains needed how many cars, and so on. But it wasn't long before the pali ce redi sed how
valuable the information could be.

The major impad of thistechnology on PCsisin the aility of Core paliceto tradk them
and prove their involvement in various capers. Thisis where the darker side of
information technology appeas, and it fits very well with the downbea, "cyberpurk”
view of Earth in AD 230Q Anywhere the PCs go, the pdlice ae monitoring them by
transmissions from their personal or vehicle ommunicaors. Thus, the paliceknow where
the PCs are, when they are there, probably who they are with, and what is being said (if
they have amind to know). Whenever the PCs bre&k into a building, its computer will
record their crimes on imager chips and alert the palice Whenever they make phone cdls
to eadh other during a scenario, intelligent monitoring systems can listen to the cdl, check
for key words or names, and alert the police @out what they're up to. In short, Big
Brother is watching.

Thiswon't make aime in the Core impassible for the PCs, but it will make them swea
for their ill-gotten gains. Streawise skill aslearned and pradiced in Core dtiesincludes
knowledge of how to make your movements and adivities ook like part of the normal
pattern to the watching computers, which are programmed to aert the pdiceif a dtizen's
movement patterns become ecentric or even tooregular. Eledronics, Disguise,
Computer and Seaurity Systems beaome skills equally as valuable & Sideam or Meleg
as PCs must perform difficult tasks using these skills and their ingentity to evade
detedion. For example, PCs might avoid the police monitoring their movements by
carefully removing their vehicle's communicator and conneding it to an eledronic rig
which feals it false information, making it seem that their car is at homein the garage.
Then all the PCs have to worry about is the policeimagers otting their license plate 50
mil es from that garage and raising the darm.
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Appendix: Data Storage
Item to be Stored Storage Required  StorageMedium  Storage Available

Letter, one page 5KB Portacomp chip 200 MB

Photograph 100 KB Imager cartridge 3GB

Book, 200 pages 1MB Homelvehicle 100 GB
computer

Hi-fi music, one hour 100 MB  Office computer 1,000 TB

Video, one hour 10 GB

KB: Kilobytes (thousands of bytes).

MB: Megabytes (millions of bytes).

GB: Gigabytes (billions of bytes).

TB: Terabytes (thousands of billions of bytes).

Actually, most of this suff was technically feasible in the 1990s, and should
be cheap enough for widespread wse by the 2030s. Watch the skies...

Cache and Carry

I Originaly pubished in Challenge 57. © Andy Sack 1992, 1998.

A 2300AD adventure on Beta Canum. Can the PCs retrieve a cache of military-grade
weapons and armour intended for local guerillas?

Introduction

Thisisan introductory-level adventure for a beginning group of 2300AD player
characters. The scenario takes place on the French continent of Beta Canum. Thetime
period has been left deliberately vague - the referee can set it before, during or after the
Kafer invasion. The referee should have a copy of 2300AD and the Equipment Guide. In
addition, Invasion, Colonial Atlas, Kafer Soucebook and Beanstalk might be useful but
are not required.

Background

The PCs are hired to retrieve a cache of military-grade weapons and armour intended for
local guerillas. Trained and armed by the regular military, these guerillas are to stay
behind enemy lines and act as saboteursin the event of aloca invasion. (Think of the
German Werewolf organisation of 1945, or the NATO-sponsored Gladio groupsin Italy
after World Wer 11.)

Depending on your campaign, the patron may claim to be a smuggler or a member of the
original stay-behind guerilla group, or he may want to sell the weapons on the black
market. See the NPCs section for more details.

Approach

The cacheishidden in ahilly area near a small town, about two kilometres from any
inhabited buildings. The patron says he knows roughly where the cache is located and
will guide the PCsto it under cover of darkness. He will claim not to remember exactly
where the cache is and to have lost the key he needsto get in - the PCs will have to help
him in both tasks.
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Map Description
The map is the underground command burker from Merc: 2000 (page 72), with some
minor changes.

Entrances. Two conceded trapdoaslead down into the cade. Beneah the trapdoa isa
flight of stairsleading down into the hill side - and the cache.

Bunk Room: Here ae primitive, communal living quarters for a squad (10 people),
including bunks and storage spacefor personal gea.

Storeroom: Thisroomisfull of assorted noncombat equipment, including a satellite
uplink communicator, maps, compasses or other locating gea, and camouflage dothing.

Restroom: Simple sanitary fadlities for the guerill a squad, including a chemicd toil et.

Kitchen: Stores of long-life, prepadkaged food (e.g. MRES) and basic fadlities for
cooking. Cooking fadlities are patterned on the 'Ho Chi Minh' ovens which disperse
smoke and smell over awide aeaso that the hideout is hard to locate. The kitchen area
and its contents may be treasure in themselves during the Kafer invasion.

Armoury: Here ae the goodesthe PCs came for. There ae wegorsto equip an infantry
squad, plus as much ammunition as the refereeis prepared to let them have. The wegpons
cade includes six FAM-90s, one FTE-10, one Quinn-Darlan M2-A2 plasmagun, one
Blindicide-9 launcher, one Martel launcher, and several pistols (M-57 a 9-23 Enforcer
equivalent). Asthe expeded users are guerill as rather than front-line troops, armour is
limited to nonrigid or inertial suits, or vests and helmets.

Communications Room: This area @ntains equipment for monitoring civili an and
enemy channels, plus encoding and decoding gea. The mde discs are fairly valuable to
certain people (e.g., terrorists) and can be sold on the black market. If the PCs think of
this oppatunity, seeChallenge 44 for rules on bladk market sales.

Office: Thisroom contains a desk and chair, maps of the region, and portacomp chips
with fil es of suitable targets, contadt names, etc.

Refereeing the Scenario
PCs siccealing at a Difficult Reaon task can discover one of the two conceded trapdoas
leadinginto the cache.

Task: To find the entranceto the underground cace: Difficult. Recon. One minute.

The fad that the patron cannot take them straight to the doar oncethey find the catie aea
may make the PCs gart to get suspicious, if they aren't already. The entranceis proteded
by a mechanicd lock (which requires no power to operate). Openingit is another task.

Task: To open the mechanicd lock proteding the entrance: Difficult. Seaurity Systems. 2
minutes.

A pressure sensor at the bottom of the stairs triggers atrap if anyone stepsonit. The trap
isaseaurity gas system, rigged to floodthe stairway with doze gas whil e simultaneously
setting off an alarm at the nearest milit ary base. (See Equipment Guide for more detail s of
these seaurity items). To bypassthe trap, the PCs must leg over the relevant areaof
floor. Deteding the trap is a task.

Task: To deted the seaurity gas system trap at the bottom of the stairs: Routine. Security
Systems. One minute.

Referee: If the scenario is %t during the Kafer war, the darm has been disabled but the
gas system has not.
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All encoding/decoding and officefil es are stored on portacomp chipsinfeded with aboa
sedor virus. The virus identifies the person using the portacomp by monitoring the speed
and pattern of their keystrokes during login. These patterns are quite distinctive to begin
with, and the intended users of the system are dso trained to use aspedfic pattern. If the
chips are accesd by anyone except the intended users, even just to list a diredory of
what is on them, the virus will erase everything on the dhip and the portacomp.

A PC with Computer-2 and a portacomp can be asumed to have the proper software to
deted and ded with viruses. Deteding and removing the virus are both tasks.

Task: To deted the presence of the virus: Simple. Computer. One minute.

Task: To render the virus harmless Routine. Computer. One minute.

NPCs

The key NPC in this adventure is the patron. He is armed and alert to the posshili ty of
betrayal by the PCs. He will do whatever is necessary to defend himself, but would rather
threden the PCsinto carrying on with the mission as planned. The patron is an
Experienced NPC with a onceadled Traylor M-57.

Asthe PCs may susped, the story the patron told them may not be entirely true. There ae
several possble reasons why heis gaging this mission.

Terrorist: By capturing and torturing a member of the stay-behind guerill a group, the
patron leaned of the cate's whereabouts. Depending on how they read to his offer and
perform the job, he may shoot them, double-crossthem and make off with the guns, or
ask them to join histerrorist group. Either way, remember that he can implicaethemina
serious crime (steding the cae) and so has ©mething to bladkmail them with. On the
other hand, if they play their cards right, the PCs can turn him in for asizeale reward and
arenown point, and still keep the guns for themselves. ("No, officer, we dorit know
where he put them.")

Criminal: By bladkmail and hribery, the patron has leaned of the cahe, and he intends
to sell the guns on the bladk market. He may offer the PCs money or allow them to keegp a
share of the wegpons.

Stay-Behind: The aeahas aready been invaded, and the Kafers managed to wipe out
most of the stay-behind guerill a group. Only the patron remains, and he plans to reauit
the PCsto replacethe group's casualties. In this case (only) the patron knows the cade's
exad locaion and the detail s of the trap and the portacomp virus, but he will not reved
this information unless the PCsfail to find them - he wants to test their skills.

Alternatives
If the group seems to be having too easy atime, introduce one of the following
compli cations, adjusting numbers to suit your PCs' capabiliti es.

» Another band of rogues has also leaned o the cache and through pure bad luck has
chosen the same night to make amove. They are Experienced NPCs in the thief or
smuggdler/pirate caeeas, and have similar skills and equipment to the PCS.

» A fully-armed squad of soldiers shows up, either to insped and replenish the hideout
under cover of darkness(before or after the Kafer invasion) or to seek shelter there
(during the invasion). These will be dite troops (e.g. SAS or spedal forces) who
have worked with the stay-behinds or might have to doso in future. They are Elite
NPCsin the ground military career, and probably have better combat skills and
equipment than the PCs do.

*  The stay-behind group choases the same night to stage an exercise or occupy the
hideout. The guerillas' combat skills are equal to or better than the PCs,, but their
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wegpors are inside the hideout, so they have only knives and (possbly) an odd pstol.
They are Experienced NPCsin the wlonist caree.

If the scenario takes placeduring or after the Kafer invasion, the PCs ssmehow manage to
arouse aKafer war party camped neaby.

| haveleft out the map as| amnot clear who avnsthe wpyright on the
maps from Merc: 200Q exaept that | am certain it isn't me! It's easy enough
to draw your own, or just describe your own hotse at the bottom of those
dtairs. Even if the players are sittingin it at the time, theyare vey unlikdy
toremgniseit.

Just How Good is Sidearm-5, Anyway?

I Originally pubished in Challenge 58. @Andy Sack 1991, 1998.

Skill Levelsin 2300AD

Gamers often plague referees with questions like, "How goodis expertise level 27" or
"What skill | evel should | take in Combat Rifle?"

And when PCs encounter a new NPC, they may neead to know his expertise in a particular
skill.

Some referees prefer to stick to the stats for charader descriptions, whil e othersintroduce
charaders through information-gathering tasks rather than through data done.

No manner what method is used, the refereemay want to offer players omething beyond
the raw numbers. He neals information that will tie aspedfic expertise level to the PC's
life or to something the player is famili ar with.

The information below provides a ommon ground for 2300AD referees and players,
defining the various levels of expertise. These descriptions are eay to use in other game
systemsif the skill | evel is changed to refled the gopropriate chance of success. The
percentage chances of successfor ead skill | evel are listed for that purpose.

Unskilled
The dharader has no expertise worth mentioning in the skill .

Level 0: Green

The dharader has a 50% chance of successat Routine tasks and a 10% chance of success
at Difficult tasks. An NPC with this skill level might be young and inexperienced. Or
(more dangerously) he might be aformer user of the skill who has been out of touch with
it for so long that his knowledge is obsolete but who till thinks he knows what to da

The charader might have acaemic knowledge of the skill (e.g., a @llege wurse), but
very limited pradicd experience, and he might never have used the skill in a position of
responsibility. For a nonacalemic skill, the charader might have had equivalent
instruction from someone with expertise level 2 or more in the skill concerned.

Alternatively, the charader could have gained a working knowledge of the skill by
supervising others with expertise level 2 or more.

Level 1: Experienced
The dharader has a 60% chance of successat Routine tasks and a 20% chance of success
at Difficult tasks. The average NPC encountered will have thislevel of expertisein those
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skills he uses to make hisliving; hisimmediate supervisor (team leader, sergeant/corporal
or whatever) islikely to have expertise level 2.

The character has had at least six to 12 months of practical experience in using the skill
within the last 10 years. This might have been as part of ateam working on some project
that required the skill or carrying out an in-depth study for a company. Alternatively, the
character might have used the skill in his hobbies (in this case, expertise level 1 usually
indicates some significant output like a published paper, practical model or patent).

Level 2: Veteran

The character has a 70% chance of success at Routine tasks and a 30% chance of success
at Difficult tasks. NPCsin positions of responsibility will usually have thislevel of
expertise and will be in charge of several NPCs with expertise level 1.

The character has alot of practical experience in using the skill and has held a position of
responsibility based on his expertise (e.g., leading a team of skilled people). He has
produced something tangible by which the quality of his work can be judged (reports,
software, machinery built from scratch, etc.), and those hiring him may be able to
examine this product to satisfy themselves of his skill.

He also has sufficient knowledge of skills related to his main speciality to use those skills,
but he still needs help or supervision in those areas even for tasks that one person could
undertake alone. In 2300 AD terms, he will have expertise level 1 in related skills.

Level 3: Elite

The character has an 80% chance of success at Routine tasks and a 40% chance of
success at Difficult tasks. Thisisthe highest level of skill arandomly encountered NPC
might possess.

The character has reached such alevel of expertise in his chosen field that others seek his
advice and willingly accept it. He fully understands the skill concerned and can explain it
to others, including the practical limits of what can be done.

Also, the character has a good knowledge of skills and subject areas related to his primary
skill. Depending on the task in hand, he might be able to operate entirely alone, with
neither assistance nor supervision in those related areas. In 2300 AD, this trandlates to
expertise level 2 in related skills.

At thislevel of expertise and above, the character will happily supervise others using the
skill concerned, but beginsto dislike being supervised himself because he knows
perfectly well what to do.

Levels 4-7: Expert

The character only fails Routine tasks when he fumbles. He has a 50% or better chance of
success at Difficult tasks and can succeed at Formidable tasks beyond the reach of others.
NPCs at thislevel of competence are not encountered randomly: They will be sought out
by the players or individually created by the referee for a particular purpose.

The character has successfully completed projects in which his skill was avital factor.
Whatever he built or wrote has been working satisfactorily for one or two years since it
was delivered, and the project may well be known by reputation to anyone who considers
hiring the character.

The character spends afair amount of time improving and strengthening his knowledge of
his chosen subject (practising, attending seminars, reading trade journals, etc.) Heisan
acknowledged expert in hisfield and has probably published papers on his speciality,
written books about it or appeared on television.
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Levels 8-10: Genius

The dharader only fails at Difficult tasks when he fumbles. He has a 50% or better chance
of successat Formidable tasks, and can sometimes sicceel at tasks most praditi oners of
his ill would cdl Impossible. NPCs with thislevel of skill are extremely rare and are
not usually for hire.

Charaders with thislevel of expertise ae normally famous names, known by reputation
to almost everyone who uses the skill concerned. They have met most of the other people
with equivalent levels of skill (at conferences or whatever) and probably know a number
of them personally.

Referees may eled to award arenown point to any player charader who reades this ort
of skill I evel, and might want to develop non-player charader contads of equivalent
expertise (friends or rivals).

The diff erences between these extremely high levels of expertise can only be deteded and

appredated by other experts; most people can only tell that these people ae very goodat
what they do.

One of us Always Stays Awake...

I Originally pubdished in Challenge 65. © Andy Sack 1992, 1998.

I'd been with Stanford and his crew a muple of months before | got the nerve to ask why
we dways gayed in adjacent rooms and took turns standing guard, even in the swankiest
hotels. They didn't answer. Just got akind of blank look that we used to cdl the thousand-
meter stare on Aurore - the kind you get from staring out of afoxhole over open sights for
toolong.

But these people were troubleshoaters, not mercs. | figured | ought to know what they
were running from, for their goodas well as mine. | said as much to Chan one night,
while we were done and she was cheding out the jaded 9-23 she slept with. | was ready
for most passbilities - the police, Americo, Provolution, maybe the Tongs, something
like that. Her answer was a surprise.

"One of us always days awake," she grinned tiredly, "in case of vampires."

Introduction

The followingisa2300AD scenario for asmall group of troubleshooters or similar
charaders, set on Kwantung in the Chinese Arm. The refereewill need the 2300AD
rules, plus the Colonial Atlas for detail s of Kwantung and the DNAMs used to prepare
colonists for life on King.

No maps are provided, so the refereemay design stred setups or building interiors as
necessary.

Whil e resting between jobs on Kwantung, the PCs are gpproadhed by an old friend, Jim
Harker, now an ewlogist, who is convinced that a predator is eding locd colonists. The
authoriti es have dismissed his gory as the ravings of anidiot - now he turnsto the PCs for
help.

Asthe PCsinvestigate, they discover that all the dues point toward Harker's predators
being vampires. The predators do, in fad, exist, but they are results of a Provolutionist
experiment that went wrong.

The "vampires' try to kill the PCs and Harker to conced their existence Depending on
the referee's wishes, the PCs can be dlowed to wipe out the aedures, removing a menace
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to humanity, or some of the vampires can escgpe and begin a prolonged vendetta against
the PCs.

Harker's Story

The PCsarein abar nea Changpel spaceport on Kwantung, looking for work and
sampling the locd rum, when someone enters the bar. He sits down by the PCs and orders
alarge rum, looking somewhat harassed. Suddenly, bath he and one of the PCs (of the
refereés choasing) recognise e@h other as old friends: Harker greds the PC by name

joyfully.

"Am | glad to seeyou,” he says. "l redly need help.” For the sake of their old friendship,
the PCs should agreeto at least listen to Harker's story.

The scientist is convinced a predator is eainglocd colonists.

Over the murse of several drinksin a crner boath, Harker tell sthe PCsthat heis
employed in Changpei's Statisticd Officeto analyse data @lleded at farms and towns
aaossthe planet, and to monitor developments in the world's emlogy. The hope is that
agronomists will be ale to centralise planning and improve farm productivity. Weéaher
and insect problems will be predicted and forestalled by the scheme; tail ored appli cations
of chemicdsand benigninseds will improve aop growth rates and yields; and crops can
be geneticdly engineered more predsely to take advantage of better knowledge of locd
conditions. The @misto creae asystem which feeds all the population of Kwantung at
minimum cost and effort.

Harker is espedally interested in the energy flow from layer to layer of the emlogy. He
explains that plants convert roughly 10% of the energy receved from the sun; herbivores
use about 10% of the energy stored in the plants; and carnivores use éout 10% of the
energy stored in the herbivores' mea. Harker intended to tracethe energy input from Tau
Ceti through the food chain up to human consumers. This would highlight any shortfall s,
wastage or overproduction for attention by the government.

However, the amount of energy reaching the human level of the food chain was larger
than other figures showed that level adually used or needed. Trying to reconcil e the
figures, Harker had an inspiration: What if there were some predator living off the human
population of Kwantung? The extrafood energy reading the human level would then be
siphoned off by whatever is preying on humanity. Harker was disturbed to find that this
theory fit the numbers predsely. His dataindicaes that there ae several dozen of these
predators on Kwantung.

Harker went to the authoriti es and the police with histheory, but no one believed him. He
is convinced that the authoriti es know about the predator and are covering p the story to
proted their own positions and prevent widespread panic. He is sure that he will soon be
silenced for uncovering this conspiracy, either by the padlice or the predators - hence, his
hunted look.

He gpedsto the PCsfor help. He neals protedion and he needsto prove histheories ©
that he can forcethe aithoritiesto ad.

Vampire Murders

The PCswill probably redizethat if thereis smething out there on Kwantung eing
people, there ought to be bodes being found or people missing. The first steps should be
to chedk for evidence of these. Several posshle gproaches are outlined.

The PCs may well susped a government cover-up. In fad, there is none - the authorities
are simply not aware of the problem. If given sufficient evidence, they will be glad to
investigate. All the authorities know so far isthat a number of citizens are being horribly
murdered for no apparent reason.
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The PCs may well flounder at this gage. If they seem lost or too far from the right track,
the refereeshould focus their attention by having a few vampires find out about their
inquiries and try to kill them - in which case, go to the sedion Night of the Vampires
below.

Old News: The PCs may ched for reports of bodes or missing personsin bad issues of
magazines, old newspapers and tapes of old news broadcastsin public libraries.

Task: To find evidencein old news reports (uncertain): Routine. Information Gathering.
2 hours.

Referee: Successin thistask givesthe PCsthe following information: First, there ae an
unusually high number of murders and disappearancesin Changpei and ather cities on
Kwantung. Second, the bulk of the victims are dtradive young men and women who
seem to have been murdered late & night in aritualistic way, the bodes being efficiently
drained of blood Third, the first such murder occurred threeyeas ago, and before that
the pattern of murders and disappeaances was normal for a wlony world.

The gruesome killings are referred to by the pressas the "vampire murders,” and the
unknown perpetrator is referred to as "the vampire,” due to the victims being drained of
blood Thereis no apparent motive for the kill ing in any of the ritual murders, but thereis
a pattern to the dhoice of victims - eadth is asingle person who disappeaed late & night,
often after leaving asingles' bar in the company of atall, dark and attradive stranger.

A fumble on this task indicaes that the vampires get word of the PCs' interest in this
subjed (perhaps by a monitoring program set up in Changpei's computer net, perhaps by
overheaing their conversations). If so, an attempt will be made on the PCs' lives that
night. Go to the Night of the Vampires sedion.

Talking to Police: If the PCs dedde to question palice, they will get the same padlite
brush-off as Harker unless they can convincethem that the caeis frious.

Task: To persuade the padliceto get involved (uncertain): Formidable. Eloquence. 1
minute.

Referee: Thistask will need to be succesSully repeaed threeor four times with different
officers before the PCs have worked their way far enough up the chain of command to
reat someone who can make adedsion. If the PCsfall at any stage, the palicewill
promise to look into the matter and promptly forget all about it. If they succeel, the palice
will interview the PCs and Harker, taking the case off their hands and eventuall y arresting
several vampires. Before that time, the PCs will probably get restless sncethey dont
know what the police ae doing and tadkle the case themselves.

However the discussions with the palice go, at some stage one of the officers should
berate the PCs for wasting his time when he could be out solving the "vampire murders’.
If the PCs now reped their search through old news reports, the relevant task becomes
Simple rather than Routine.

Interviewing Relatives: The PCs may dedde to interview relatives of some of the
murder victims. Thiswill prove ablind aley. Few of the victims were in close mntad
with their relatives (thisis one of the aiteriathe vampires use to pick avictim). Also, no
one will be keento talk to the PCs, and if they are persuaded to talk, they will not be ale
to provide any information of interest.

Down Those Mean Streets

Oncethey work out that the vampire atacks at night in cities, the PCs may dedde to go
around the badkstreds at night inviting attadk from the predator so as to capture or kill
one and thus gain hard evidence If they stroll around the seedy districts of Changpei at
night, armed, they are likely to runinto trouble one way or another. Some posshbili ties
are:
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Street Gang: A stred gang discovers the PCs on their turf and attadks them with
mayhem and robbery in mind. The gang may be mmposed of young toughs, criminals,
travell ers like the PCs down on their luck or Provolutionists looking for experimental
subjeds. They will be Experienced NPCs armed with knives and clubs. If the PCslose
this fight, they will be beaen and robbed, and possbly worse. If they win, but kill some
of the gang in doing so, they will be held by palicefor questioning - they should be
released unlesscarrying suspicious amounts of wegponry (say, more than aknife or
pistol).

Street People: The PCs may be acosted by stred people wishing to sell them various
ill egal drugs or show them a goodtime. If the refereeis feding mean, he may have the
stred people be undercover policewho arrest the PCs for any interest they show in the
ill egal wares or services. Stred people ae Experienced NPCs with knives and pcssbly
small pistols (e.g. Arno 5-15).

Police Patrol: The PCsare noted hy a pdlice patrol which stops and searches them. If
your PCs are anything like mine, thiswill be aately embarrassing for them as a variety of
hidden wegpons and semi-legal devices are expased. If not, and if they have areasonable
cover story, they should be released with a caition to get out of the bad side of town
before someone atacks them. If the PCs reved their true purpose (vampire hunting) the
palicewill think they are being mocked, and immediate arest will follow. An example of
abelievable cover story is: "We're new in town, and we're lost." The pdlice ae
Experienced NPCs with hand communicaors, Traylor M-57s and clubs.

Night of the Vampires

Eventually - either becaise the PCs are with Harker and the vampires wish to silence him,
because their investigations are floundering or becaise the vampires sled them as victim
- the PCs will be atadked by vampires. At least one PC will be catured during the fight.

The vampires are Elite NPCs equipped with inertial armor, clubs and stunners (they like
their bloodfresh and dorit want to waste any of it). They are egqual in number to the party.
They are DNAM-modified, giving them Strength 16, Dexterity 8, Endurance 16, a
Consciousness Level of 6 and aLife Level of 12. Tred hits on vampires asif they were
PCsrather than NPCs, giving them the full benefit of their Consciousnessand Life
Levels; thisaone will make them formidable oppments. Appropriate caeesfor
vampires would be ground milit ary, thief, acalemic or smuggler/pirate, refleding their
originsin Provolution and their intended use & biologicd terror wegoons. They are &
cunning as Kafers and know the aeaintimately, so they should be leto strike & will
and vanish into the shadows.

PCs who are catured, or who tradk the vampiresto their lair, will find the vampires who
survived the atadk on them, plusthreeor four more, masquerading as nightshift workers
sharing arun-down house nea the starport. All have AS-3sand clubs at hand, and those
fresh from the fight will still beininertial armor. The others are asleep, setting up
transfusion equipment or just lounging around - they are not expeding trouble.

Bound and sedated in the basement are victims being slowly drained of their blood After
binding their captives, the vampires take asmall sample of bloodfrom each (anyone with
First Aid or Medicd skill will redizethisisto determine the bloodtype), drain some
bloodfrom one of the lessrecent victims and disappea upstairs (there they will use
normal medica gea to give themselves transfusions, but the PCs won't know this until
they've gained control of the house).

Some tasks which may prove useful are:

Task: To trad the vampiresto their lair after the dtack (uncertain): Difficult. Stregwise
or Reoon. 1 minute.

Referee: A fumble on thistask meansthat any surviving vampires deted the PCs as they
approach the lair and prepare an ambush. A failure means the PCs lose the scent, and the
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vampires gart shadowing them the next night. The task becomes Routine if the aducted
PCs sy they want to mark their trail.

Task: To escgpe from one's bonds when tied up in the vampire's lair: Difficult. Dexterity.
2 minutes.

Referee: Thistask can be retried threetimes before the vampires noticethe PC is up to
something. A fumble indicates that a vampire notices the atempt. PCs who escepe their
bonds and search the room will find that only those kidnapped that night arein good
enough shape to fight, the others being weekened by lossof blood Most are drugged to
keep them quiet, but the "evening meal" has been all owed to come out of sedation so the
vampires aren't drugged when they take his blood Clubs and knives can be improvised
from materialsin the room (furniture, bottles, etc.).

Whether or not the catured PCs escgpe their bonds, the "evening med" will engage them
in conversation, providing the information in Logical Explanation, below. Thisman is Li

Ta-Chao, an aging Manchurian biochemist who was part of the projed which creaed the

vampires.

Logical Explanation

The vampires are the result of a Provolutionist experiment. The intent wasto produce a
raceof genetically engineaed supermen by creding a virus with the same strength and
endurance boasting effeds as the DNAMs administered to King colonists, but without the
eff ects those viruses have on the human respiratory system. The modified personnel
would be strong and tough, without needing to wea respirators at all timesin normal
atmospheres.

Unfortunately, creaing DNAMs by genetic engineeingis difficult even for major
government reseach programs. As aterrorist group working in hiding with less-than-
perfed fadlities, it was almost inevitable that the Provolutionist team would produce a
faulty product. Their DNAM works almost as intended, but also affeds the subjed’s
genetic code in the aeas concerned with porphyrins and pheromones, leading to two side
effects: First, a subjed’s pheromone output is enhanced and altered so as to make them
very attradive to those of the oppasite sex. Seaondly, undergoing the DNAM
transformation triggers a cnditi on known as Gunther's disease in the subjeds.

Gunther's disease, a'so known as congenital erythropdetic porphyria, is normally
transmitted as a recessive genetic disorder. Its minor symptoms include areddish-brown
discoloration of the bones and teeth, and enlargement of the spleen. The two main
symptomsin game terms are anaemia and blistering of the skin when it is exposed to
light. Thereisno cure for porphyria; tregment is aimed at all eviating the symptoms and
minimising skin damage.

The vampires are unable to seek medicd attention for their problems for fea of revealing
their ill egal genetic modificaions. They have atempted to overcome their disabiliti esin
two major ways - by hiding during the day to avoid the painful and dsfiguring blisters
which would develop an their hands and faces, and by abducting people and draining
their bloodfor transfusions to counterad their anaemia. Sincetheir enhanced pheromones
make them almost irresistible to the oppasite sex, they find easy prey in singles' bars.

The vampires have formed a breskaway fadion of Provolution. They seethemselves as
the next step in human evolution, and they consider it their right and duty to rule &l of
human space looking after the rest of humanity in the same benign way that catle
rancherslook after bed cétle. They believe the best way to dothisis by slow infiltration
of thelocd government, leading to an eventual takeover of Kwantung (and later, other
worlds as well). They intend to keep their existence seaet for obvious reasons.
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Fight

By this gage, thereis at least one PC in the vampires lair. He will probably contrive
some way to signal his comrades, or they will successfully track the vampires home. If
not, perhaps the PCs reamgnise one of their assail ants learing the house while wandering
aimlesdy around to pick up clues. Or perhaps aloca drunk can be bribed with a shot of
rum to reved where the off-worlder was taken. Or perhaps another vampire hunter
watching the house @an dired the PCsin exchange for help in freeéng fer fiancee

No matter how they find it, the PCs must now enter the house, clea it of vampires and
release the hostages. Thiswill almost certainly entail violence

Aftermath

The PCs should have destroyed a nest of vampires, possbly as many as 25% of all
vampires on Kwantung, and have enough evidenceto persuade the authoritiesto ad.
Thereisno financial reward, but the PCs each gain one Renown pdnt. They will acquire
several useful contadsin Changpei, probably Harker and a detedive in the locd palice,
who can provide information and help in future alventures. The PCs may also aaqquire
deally enemies - any surviving vampires, plus a senior paliceofficial who lost facewhen
the truth came out.

Important Non-Player Characters

Jim Harker: Anold friend of one of the PCs (probably one with prior servicein an
acalemic, contad or scout career), Harker worked for Trilon Industries as a biologist in a
survey team and later achieved modest fame & a spedalist in non-Terran emlogies.

Threeyeas ago, Harker took an interest in the unique mix of Terran and alien lifeon
Kwantung. He then sought work as an el ogist there, working for the Manchurian
government. He is a Green NPC.

NPC Moativations: Club Queen: Harker is gubbarn to the point of pig-headedness. His
determination to uncover the truth makes him a thorough and methodicd scientist. Spade
7: Harker is willing to take responsibility and wants to occupy a pasiti on of importance.
He oonsidersit his duty to seethat adion against the vampiresis taken, for the good d
mankind.

Li Ta-Chao: Li was part of the team which creaed the vampires. Once mnverted,
however, the vampires made the remai ning human members of the team their first
victims, draining their blood Li isthe last survivor of the team and expedsto die soon.
But before he dies, he wantsto tell the story to someone, and he will make the player
charaders promise to passit on in the hope that someday the tale will be known.

NPC Moativations. Spade Queen: Li is utterly unscrupulousin his pursuit of Provolutionist
goals, and heis quite mntent to seehumanity becme the pets or prey of the next stagein
evolution. He hadn't expeded to become one of the first prey himself, of course, but he
has been here long enough to become phil osophicd about it - he diesthat his creaions
might live. Spade 4: Li isabraggart. While heis used to the ideaof dying, he can't bea
the thought that posterity might never learn of his part in making this happen. Thisis why
he insists on telling the PCs his story.

When | ranthis adventure for my players, there was a sting in the tail: Same
of the vampires really were vampires... | guessl'd been reading too much
Anne Ricearoundthen. The vampires took on more flesh over the yers and
became shadowy, reaurring vill ains, hounding the PCs across pace
because they knew too much. Which is why " One of us Always Stays
Awake..."
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Diamonds from Premiere

I Originally pubdished in Challenge 66. © Andy Sack 1992, 1998.

Shells were starting to fall outside by the time we got into the main vault. The
unmistakable rumble and squeak of heavy armour rolli ng past outside the bank made
speed even more difficult. Stanford had found the box we were dter and was guffing it
into his padk. Harris was ganding quite still, thumb in hisbelt, rifle pointed at the celing,
visibly wondering what wasin al the other safe-depaosit boxes.

"Come on," | yelled as the tanks fell bad, firing as they went. "We haven't got time for
that!"

Harrislooked at Stanford, and they both grinned. Stanford was aready pulling some sort
of ill egal-looking eledronic devicefrom his toalkit.

It was obviously no use talking to them. | ran badk out and flopped down nea a window,
where | could kegp watch for the Kafers.

Introduction

Set on Beta Canum during the Kafer War, this enario is suitable for agroup of threeto
six PCs. The refereewill nead the 2300AD rules. Accessto Colonial Atlas, Beanstalk
and/or Invasion may be helpful.

Beta Canum isabout to be atadked by Kafer forces. Human intelligence estimates that
the planet will fall in amatter of days. The PCs' sponsoring organisation (seeReferedng
the Scenario) has leaned that a safe-deposit box in Premiere holds a fortune in diamonds
which the PCs are asked to retrieve. The PCswill eat be paid Lv 500up front and Lv
500 o successful completion of the mission.

The PCswill be provided with amap of the bank, as well as aletter introducing them to
the bank staff and an eledronic key to the crred safe-deposit box.

Approach

Continued safe operation of the Beanstalk cannot be guaranteed during the invasion (if it
hasn't been destroyed alrealy), so the PCs will be inserted on the outskirts of Premiere by
asmall spaceplane at 0200hourslocd time (at a disused flying field, now only used as an
emergency landing strip for the main airport, about 10 kil ometers out of town).

Shortly after the spaceplane lifts off, leaving the party on Beta Canum, the PCs learn from
news broadcasts that Kafer warships have entered the system and are bound for the
planet. They will arrivein 1d6hours. If they contad their sporsors, the PCs are assured
that they will be picked up if they can return to the rendezvous.

Retrieval
The spaceplane will alight at the drop-off point in 24 hours. It will wait one hour, then
depart, regardlessof whether the PCs make it badk.

Map Description
If amap is neaded for an encounter on the way in or out of Premiere, simply describe or
sketch an wrban areayou are famili ar with.

For amap of the bank vault, you could use the one from Twili ght: 2000second edition,
pages 182183 if it is avail able to you (or just creae your own). Banks have not changed
much over the yeas, althoudh the functions are increasingly automated, and the &ter-
hours tell er positions are now manned by machines.
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Refereeing the Scenario
The PCs final carea's should dedde the nature of the sponsoring organisation and the
reason for retrieving the diamonds. For example:

» Field agents or military personnel can be ordered in to prevent the Kafers from
gaining accessto a cade of strategicdly valuable industrial diamonds.

»  Troubleshooters or independent traders can be hired by the person or corporation
owning the diamonds to retrieve them - insurance doesn't cover ads of war, and the
diamonds are worth milli ons. In this case, the diamonds can be industrial- or jewelry-
grade items.

» Thieves, smugglers and pirates can discover the cade by means of bribery or
bladkmail, and seizeit under cover of the mnfusion caused by the impending
invasion. Again, the diamonds can be jewels or industrial.

* Mercenaries can use any of the éove rationales.

Getting into Premiere: Thisisnot easy, becaise it seems as if everyone dse within
thousands of kilometresistrying to get in as well (to find away off-planet before the
Kafers move in). This not only causes congestion but also ties up most of the available
transport. The refereeshould all ow the PCsto find avehicle dter a short seach, then
implement the foll owing encourtersin any order:

* Looters: A small band of thieves, equal in number to the PCs, isloating shops under
cover of the anfusion. They are Green NPCs, armed only with knives and clubs (at
the referee's option, they may be looting a gunsmith’'s dop and have accesto
sporting wegponrs such as FC-68s).

» Refugees: A family (parents, several children, grandmother and dag) try to flag
down the PCs and beg for aride to the spaceport. These ae Green NPCs and
unarmed.

» Armed Refugees: As above, but more desperate. |f the PCs do not stop to pick them
up, at least one of the family members will open fire with an FC-70 tunting riflein
an attempt to gain control of the vehicle. Trea the family as Green NPCs.

* RiotousMab: Thismobisbesieging an embassy in the dty centre, nea the bank.
They believe embassy officials inside the buil ding will be rescued by tiltrotor and
taken diredly to the spacegoort, and they hope to seizethe drcraft and escagpeinit.
The building is defended by Experienced troops armed with AS-89s; the mob
consists of Green NPCs armed with knives, clubs and desperation.

Making a Withdrawal: When the PCs arrive & the bank, the staff will have fled. It will
be necessary to resort to lock-picking or violenceto gain entry to the building and vault,
but PCs are usually quite cgable of either. Onceinside the buil ding, they will discover a
group of daring thieves with similar intentions (but, of course, lessnoble motives) who
will dispute their passession of the valuables. There ae 1d6 Experienced thief NPCs,
armed with pistols and shotguns.

Task: To pick the bank locks: Formidable, Seaurity Systems or one-half Eledronics. 5
minutes.

Referee: Thistask is Formidable for the outside doar, Impassble for the secure vaullt.
Fortunately for the PCs, the thievesinside have dready opened the vault doar (they
locked the buil ding doars behind them to conced their presence).

For blowing in the doars, use the normal rules for explosives. The bank doars are made of

one centimeter of wood sheahing five centimeters of toughened steel; the vault doars are
20 centimeters of toughened sted.
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The thieves lookout (if the PCs pick the lock) or the sound of the explosion (if they blow
in the doar) will alert the thieves, and they will ambush the party soon after it entersthe
bank.

No PC worth his st will | eave safe-deposit boxes unopened in such circumstances.
There ae several hundred present; their contents are left to the referee’'s imagination, and
the total value of the haul depends on how much money you are willing to let your PCs
have. Note that most of the paper money, deeds, contrads and bladmail | etters they find
will be worthlessby the time they can return to a Kafer-freeBeta Canum to use them.

Getting out of Premiere: Thisisno easier than getting in, and the PCs may well be
running into the oncoming Kafers, who by now have landed the first elements of their
force, although the spacebattle rages overheal. The refereeshould implement the
following encountersin any order:

» Kafer Scouting Party: A group of 2d6Kafers with light wegoons scouting ahead of
the main invasion force They are dready aroused and will ambush the party.

» Sceneof aFirefight: Shattered bodies and wreded equipment testify to arecent
firefight. If you fed the PCs need heavier wegpons than they have to get out alive
(yes, I know it'sunlikely, but it could happen), have them find some light suppart
wegpors with the bodes, still in working order (FTE-10, M2-A2 plasma gun, €tc.).

» Kafer Atrocity in Progress. The party members e aband of Kafers massaaing
unarmed civilians and/or prisoners. If they just ignore it and make goodtheir escgpe,
they are definitely not hero material. If they intervene and win, the NPCs rescued will
try to foll ow the PCs (after all, they have guns). Naturally, the spaceplaneisjust big
enough to acommodate the PCs' team and has no room for passengers.

* Squad of Soldiers: Just asthe PCs' spaceplane arives, they encounter a desperate
group of soldiers, cut off from their unit and looking for away off-planet, who intend
to hijack the spaceplane and escape on it. The PCs must either surrender their places
on the last spaceplane out of Beta Canum or fight to keegp them. The soldiers are
Experienced NPCs in the ground milit ary career, armed with FAM-90s; they are
equal in number to the PCs.

Alternatives and Variants

If the PCs dorit make it badk into orbit, they are stuck on Beta Canum through the
Invasion and subsequent fighting. They can opt to lie low, join the resistanceor find
another way off-world. If they're still there & the end of the war, you can use many of the
Twili ght: 2000scenarios published in Challenge with a few changes - the Kafer War
leaves Beta Canum in asimil ar state to Earth after WWII1, although in BC's case, helpis
avail able from outside.

Of coursg, it is quite likely that the player charaders will "lose" the diamondsin a
convenient location for future wlledion. The value of the diamonds, and their chances of
getting away with it, are & the refereés discretion.

Repo Men

I Originally pubdished in Challenge 69. © Andy Sack 1993, 1998.

A desperate woman turns to the PCs for help. She needs them to kidnap her children...

Introduction
The PCsareina dty on afrontier world of the referee's choice (it doesn't redly matter
which, aslong asit has been colonised by at least two nations). They are gproached by a
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young woman in need of help - her children have been kidnapped by her ex-husband, and
she desperately wants to get them back.

The woman says she divorced her husband some time ayo in a distant city in another
colony on thisworld, and she was awarded custody of the children. However, her ex-
husband, outraged at the aurt's custody dedsion, took the chil dren and fled to the dty of
his birth - this one.

She has filed a complaint with the authoriti es, but a @mbination of bureaucracy and
disinclination to believe foreigners has resulted in her case being postponed by locd
courts many times. Desperate, she is now turning to ill egal meansto get her children
badk, confident that if she can oncereturn them to her own city, her ex-husband will be
unable to kidnap them again.

She can offer the party Lv 300ead, plusLv 50 per day ead expenses, to repossess her
children for her. She has a maximum of Lv 5,000avail able to her (donated by
sympathetic friends and neighbours). The woman can provide legal documentation of the
divorce and custody arrangements.

Approach
The PCswill neal to locate the dhildren first, by doing routine legwork, hacking or
following the ex-husband home from work.

Task: To locate the dchildren: Routine. Information Gathering, Computer or Stregwise.
One day.

When the PCs succeel at the task, they have discovered where the children are living.
Thisis abuilt-up areawith easy acessto public transport and hire cas, so the PCs
shouldn't have much trouble making their way there.

If they want to learn the daily routine of the cildren and their father, they must roll
another task.

Task: Tolean the daily routine of the cildren and father: Routine. Stregwise. One day.

The ex-hushand leaves the house & 0700to go to hisjob (in a dty office several
kilometres away). He returns at 1800ead evening, and is very punctual. When heis
gone, the children go to the neighbour's house. They remain there from the time their
father leaves for work until just before school opens at 0845 Then, the neighbour takes
them and her own children to the schodl, locaed just down the stred. Sheretrieves all the
children from schoadl at 1600and cares for them until the ex-husband returns.

The schod isasmall, private fadlity, with several teachers and 30 pupil s of various ages.
The ex-husband has withdrawn his chil dren from normal schooling because he is a devout
member of a minority church, and he wishes his children to be brought up in that religion.

If the PCs take the dhildren from the schoadl, their exad location will depend upon the
time the time of day and is, therefore, |eft to the referee The students may be in one of
the dassrooms or in the playground area At least one alult will always be present.

Retrieval

The PCs must organise their own getaway. They will have to leave town at once, before
the padlice start akidnapping investigation. If he is aware of the repossesgon, the ex-
husband will mount alimited pursuit, but will not take axy adion that will endanger the
children.

NPCs
The ex-husband, neighbour, other schoal children and any schod officials encountered
are Green NPCs. All will offer mild resistanceto the PCs' attempts to take the dildren,
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but none will endanger their own lives or those of the children. All NPCswill contact
locd authoritiesto report the kidnapping as quickly as possble, except for the ex-
husband, who knows that any investigation will reved hisill egal custody.

Refereeing the Scenario

The dnildren are aged 7 and 9. Whil e they love their father, they would prefer to be with
their mother. They are aware that she has been granted custody, but they are confused and
upset by the whole matter.

The main problem the PCs will faceis persuading the children to climb into a ca with a
bunch of hardened ruffians they have never seen before, and the children may need to be
seized and carried doff. Excessive rough handling of the children will not be gppredated
by their patron, glad as she will be to have her children bac.

If the PCs take the mother with them, they will acoompany the party will ingly. However,
the father has concocted some tale regarding a aazy mother who may someday show up
to kidnap his children, and he has shown the mother's photograph to the neighbour and
schoal officias. If anyone sees her, therefore, it may severely jeopardise the mission.

Alternatives and Variants
If the PCs take pity on the woman and dothe job for freg they can be rewarded with a
renown point each for this heroic and moral ad.

If the refereewishes to compli cate matters, have afew neighbours burst upon the scene as
the PCs make their move. A brawl will ensue asthey try to stop what they think isa

kidnapping.

Alternatively, have atraffic policeman who knows the chil dren stop the PCs for some
minor traffic violation as they make their getaway - he will assume akidnappingisin
progressand aert the locd palice, who will pursue the PCs.

As published, this senario used the typical stree map from page47 o the

Spae 1889 rulebook. | haven't reproduced this here; | suggest you tse a
sketch map d any suburb you know.

Gorgon Hunt

I Originaly pubished in Challenge 70. @Andy Sack 1993, 1998.

Our tilt-rotor was two Klicks out from the Gorgon when Chan's sreen showed a burst of
PCM radio that wasn't in the talkdown procedure. She looked around, ashen-faced, and
started to cdl awarning ....

Introduction

This senario is suitable for threeto six mercenary or troubleshoater PCs. It can be set on
any garden world in the French Arm overrun by Kafers. The timeis shortly after the
Kafer War depicted in Invasion. The refereewill need the 2300AD rules; accessto
Colonial Atlas and/or Invasion may be helpful, but is not essential.

Mission Briefing

The French Army deployed an experimental type of artificially intelligent robat tank,
cdled the Gorgon, on this planet just before the Kafer invasion. The intent was to conduct
field trials under controll ed conditions in aremote, uninhabited area The trial fadlity has
been assumed destroyed in the invasion, but now that humanity has regained control of
the planet, satellit e reconnaissancerevedsthat at least one of these vehiclesis gill in
operation. The amy wishesto recver this valuable ast, partly for itsintrinsic value and
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partly to examine its log tapes for intelligence data. The PCs are hired to approach the
vehicle and "talk it down" (i.e., persuade it to allow itself to be shut down and brought in
for examination).

The PCswill each be paid Lv 300up front, Lv 300 an successful completion and Lv 100
per day spent on the mission. In addition, any equipment within reason, including two
Besderes hover APCs or tilt-rotor aircraft (players' choice), will be loaned to the PCs for
the duration of the misson.

If the PCs are troubleshooter types, asquad of NPC infantry will be asigned to proted
them. If they are mercenaries, they will be asdgned to proted a bunch of nerdy
technicians who will do the talkdown.

Approach
The PCsdrive for severa days, or fly for one, to read the target areain the vehicles
loaned to them.

Retrieval
The PCs will make their own way badk to base, with whatever vehicles survive the
mission. |dedly, they will be escorting the subdued Gorgon.

Map Description
The map depictsthe ae of wilderness where satellit e recon shows the Gorgon is hiding.
This map can be photocopied and given to the players.

The refereeshould choose aspat for the Gorgon'slair. Thiswill probably be asheltered
areawhere it can hide from recon aircraft or satellit es (awooded areaor a cavein hilly
terrain). It will be nea to water, so that the Gorgon can aayuire hydrogen for its MHD
turbines. If you placethe Gorgon in some other kind of terrain, it will be playing dea.
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Refereeing the Scenario

The PCs move acossthe map at one-quarter normal speeal as they are searching for the
tank. They will need to stop every few hoursto ea, slegp and perform routine
maintenance and refueling on their vehicles.

Asthe PCs move acoss the map, they should roll for an encounter in ead hex.
Task: To deted an encourter (unskill ed): Difficult, Sensor Ops, Instant.

Eadh time the PCs siccea, the refereeshould apply one of the following encounters. If
the PCs are in the same hex as the Gorgon'slair, they encounter the Gorgon itself,
whatever the result of the task dieroll.

» Kafer Missile: An antivehicle missile left over from the Kafer invasion engages the
party's vehicles. Use the normal rules for missile atacks; the missileis equivalent to
aBlindicide-9.

» Kafer War Band: A group of 2D6+1 armed and hostil e Kafers (asif there were
another kind!) left behind when the main forceretreaed. These will attack the party
if posdble; they will be unable to attadk the PCsiif they are flying, but in this case
will stalk them. If they can cach up (assume they are walking at normal speeds), they
will attadk the party when it stops for the night.

» Destroyed Gorgon: Thisisone of the live Gorgon's brothers, destroyed in a
skirmish during the Kafer invasion. It is surrounded by atruly appalling number of
dead Kafers and burned-out enemy vehicles, indicating to the PCs just how bad it
would beif they had to fight a Gorgon. Examining the wreck will reveal to the PCs
what equipment the Gorgons were fitted with and most of the performance data, in
case they didn't think to ask for these detail s before setting out.

» Battlefield: Thisisthe site of abrutal firefight between Kafers and Gorgons. It is
littered with wredkage and spent ammuniti on, but there is nothing useful | eft.

The refereemay also impose animal encountersif desired.

Gorgon
This vehicle should be treated as if it had an Experienced crew (who, of course, cannot
dismount asthey are an integral part of the vehicle's electronics).

Use whatever type of tank you seefit; | favor the M-9 from the Ground Vehicle Guide
because of its whisperdrone, which gvesit an extra elge in observing the PCs as they
sneak up onit, but you can always give the tank control of afew RPV drones (some
armed); those with access to Ogre: 2300(Challenge 34) can use an Ogreinstead of a
mere hovertank.

Whatever kind of tank you choose, it has survived aninvasion by Kafers, and its Al brain
has learned from the experience what it hasleaned isthat to survive, it must massaae
any Kafersit runs aaossbefore they can "wake up”. It isintimately famili ar with the
terrain and will make best use of it to hide from, or ambush, the player charaders.

Thetank carries afew small robas for maintenance and refueling. These look like large,
self-mobil e SwissArmy knives (about 20 kil ograms masg and should be treged as Green
NPCs with Mechanicd and Eledronics skills. If the tank gets desperate enough to use
them in combat, they attadk at -4 to hit with clubs and knives improvised from their todls.
Any hit disables them.

Like most Al brains creded to date, the Gorgon is mentally unstable. It is by now

completely paranoid and will view any approac the PCs make & yet another devious
Kafer trick prefadng an attempt to blow it up.
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Persuadingit that the PCs are friends is a task:
Task: To talk down the roba tank: Difficult, Computer, 10 minutes.

Referee The talkdown procedure is an intricae ball et of passwvords and vehicle
movements which all ows technicians to closein on alive Al hovertank and gain acessto
the master control panel on the turret. Given the tank's current suspicions, any fail ure will
trigger an all-out attack (if the tank believes it can wipe the party out without serious
damage) or arout (if it doesn't). Thistask can only be d@tempted once (the Gorgon will
not permit a second attempt, asit will assume failure means the enemy has gained access
to the talkdown codes), and any combat during the procedure aittomaticdly triggers an
attack.

NPCs

Any technicians who are escorted by the charaders' party will be Green acalemic
nonplayer charaders who between them can muster skill level 4 in Computer, Eledronics
and Seaurity Systems.

Any troops escorting the party will be Veterans of the ground military caree equipped
with current French-issue wegoons and gea, including a number of antivehicle missiles.

Alternatives

If the PCs are having an easy time of it, start a firefight during the talkdown procedure.
Possbly aband of Kafers encountered ealier has just caught up with the group and opens
fire & an awkward moment. Possbly the Gorgon has been shadowing the party with an
armed RPV drone, and one of the NPCs panics and shoats at it.

If things turn out too dfficult for the PCs, have aband of Kafers attack them, then have
the Gorgon intervene (it is gill sane enoughto redizethat anyone dsefighting Kafersis
on its sde).

This enario was inspired by the novel Demon-4 by David Mace
The hexgrid was omitted from the map printed with this <enario, which
made it quite diffi cult to work out the scale. | nolonger have the original, so
| don't know for sure dther, but | think the whole map was intended to fit in

a 100 km hex.. if so, the pointy bit at the top o the map (which is one angle
of the hexagon) gives a clueto scale.

Stowaway

I Originally pubished in Challenge 71. @Andy Sack 1993, 1998.

Someone - or something - unexpededly has gowed away on board the PCs' ship...

Introduction

When PCs aqquire aship, either their own or a patron's, they need to become famili ar
with its charaderistics and layout. This senario provides such an oppatunity while being
more enjoyable than simply looking at photocopies of ship dagrams. For the sake of
convenience, dedk plans for a Thorez-classcourier are provided, but use whatever ones
are gpropriate for your campaign. Further detail s on the Thorez class can be found in
Challenge 34.

Mission Briefing
The PCs are outbound from their last port of cdl when the 3rd officer (responsible for life
suppart and environmental control, and usually the day-shift navigator) discovers that
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oxygen consumption is high. Evidently, someone - or something - unexpeded has dowed
away on board the ship.

Refereeing the Adventure

The players should be dl owed accessto the dedk plans for the PCs' ship (after all, they
live here). The PCswill need to conduct a mmpartment-by-compartment search of their
ship to locate the uninvited guest.

The refereeshould dedde on the stowaway's hiding place beaingin mind the need to
stay hidden whil e having easy acaessto foodand water (on the Thorez courier shown, the
bridge relay acesstunnel on the upper level isrecommended).

If the seleded areawould normally be locked, the lock will have been broken either by
acddent or by the stowaway.

The PCs are bound to have paranoid thoughts about hijadkers, lethal aliens and the like;
these should be encouraged. However, if they think to check the autochef, they will find
that their unexpeded guest is consuming ship's rations and has not damaged the vending
madine - this should tell them that the stowaway isintelligent and familiar with common
autochefs, and has a biochemistry compatible with humans (as well as sme cah).

The stowaway will proveto be ayoung girl running away from home becaise she feds
her stepmother is cruel to her.

Sheisaharmless Green NPC with no useful skills; her family is not espedally rich or
influential.

Options
Oncethey've found the stowaway, the crewmembers have several options. In theory, they
should return her to their last port of cdl, assuming the cgtain iswilling.

Or they could take her with them to their next port of cdl, adopt her as a ship's mascot, or
evict her into spacewithout a p-suit.

Turning back will delay the voyage by several days and increase the @sts for the voyage
- typicdly by several thousand Livres - at the referee's discretion. No one will repay the
PCsfor this expense.

Taking the stowaway with them makes the PCs legally responsible for any costsincurred
in returning the stowaway to her port of origin urder armed guard.

The catain iswithin hisrightsto have her kill ed, but unlessthisis covered up, he will
aqyuire two infamy poaints, and ead member of the aew will acquire oneinfamy point.
(Thisisalso true if the PCs enter the girl's hideout with guns blazng.)

Covering up theincident requires a task:

Task: Falsifying the ship's flight logs: Formidable. Security Systems or one-half
Eledronics. One hour.

Referee: Any failure leaves evidencethat the flight recorders have been tampered with,
which will be discovered automaticdly at the ship's next overhaul. The penalty for thisis
aheavy fine, and repeded violations can lead to the catain losing Hs master's certificate
and therefore hisright to command a ship.

Alternatives and Variants

If you dont like the ideaof a harmless and innocent stowaway, or if you want to run the
same scenario again, trigger-happy hijadkers and cunning alien predators also come
highly recommended.
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This <enario was originally pulished with the deckplan for the Thorez
classcourier from Challenge 34; | havenot reproduced this here as|
believethe ampyright now belongsto C W Hess.

Bioadversity

I Originaly pubished in Challenge 72. © Andy Slack 1994, 1998.

It was a quiet evening. Most of the Pentapods had gone dormant, and the only one left -
we cdled it Rosebud because it was that colour - was puttering about eding bits off trees.
Chan said it was ssmpling them, but who knows? Stanford was playing stone-scisors-
paper with her by the fire when he suddenly looked up and saw things droppngin for
supper from the trees. The only problem was that it looked li ke we were on the menu...

Introduction

This cenario is %t on Beta Canum sometime dter the Kafer invasion has been repell ed.
Therefereewill need the 2300AD rules. Accessto Beanstalk, Invasion or Colonial Atlas
may be helpful, but is not required.

Mission Briefing

With the end of the current Kafer invasion, the surviving Pentapods on Beta Canum are
once more investigating locd wildlife to find source material for their genetic-engineaing
projeds. The PCs are rearuited to guide and proted an expedition of Pentapod hologists
in surveying an areaof Beta Canum nea the east coast of the French Continent. Each
party member will be paid Lv 300up front and Lv 300 an successful completion of the
mission (defined as the safe return of the Pentapods and all their samplesto their

enclave), plus Lv 100 ger day spent on the expediti on. Payment will be madein
geneticdly engineered Pentapodartifads (e.g., biocontads) to the ayreed value, not in
cash.

The party will be provided with suitable amping gea and Songbird hovercraft, as well as
rations for several weeks.

Approach/Retrieval

The PCs and their Pentapod charges will be dropped off by tiltrotor on the edge of the
region map at aprearanged pant. They will be picked up at the same placethreedays
later - or ealier if they radio for help. Locd authoriti es are keen not to endanger relations
with the Pentapods, and whil e they cannot spare resources from the reconstruction effort
to escort them, plenty of backup isonly a cdl away.

Map Description

The refereemust prepare amap showing a region of the French Continent nea the
Pentapod enclave. The party should drive badkward and forward aaossthis areawith the
aim of surveying ead 100-kilometre hex. Thisisa preliminary survey only, so oneto two
days per hex should be sufficient to gather the data the Pentapods need. The map should
indicate the dropdf/pickup location for the party. The main encounters of the scenario are
not placed, as the refereeshould introduce them whenever he fedsit best to maximise
enjoyment of the adventure.

Refereeing the Scenario

Use the normal 2300AD travel rules to resolve the party's movements. If desired,
generate one or more animal tables (or other encounters) and use them to extend the
adventure. At suitable points during play, the refereeshould implement the foll owing
encounters:
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Gatherer: The PCsenter asmall cleaing, occupied by what looks like asmall hut. As
they investigate further, asmall, apelike aeaure gpeas, hesitantly at first but with
growing confidence, and approaches one of the charaders. It beginsto trace omplex
patternsin the dirt at his fed.

Contrary to appeaances, this being is not sentient. Its apparent writing is a @urtship
display intended to attrad a mate, normally triggered by seeing a particular bright colour
which is prominently displayed on the chest fur of the female of the spedes. By chance,
one of the PCsis weaing a shirt of this colour, and the animal is performing its display
for him. Subsequent events must be adjudicated by the referee The aedure's datistics
are: Number Appeaing: 1D6-2. Initiative: 3. Hit Chance: Difficult. Size 60 kg. Speed:
85 metres. Armour: 0. WPM: -1. ConsciousnessLevel: 2. Life Level: 6. DPV: 0.1.
Signature: -1.

Flying Chaser: Asthey set up camp for the evening, the PCs are dtadked by a group of
creaures vaguely resembling gant bats. These canivores have spikes protruding from
their chests, and they attadk by swooping down and impaling their victims.

Normally these predators would simply consume their prey, but as thisis the reproductive
season they will instead give birth to small | arvaewhich they entomb with the victim
under amound of rocks to ke scavengers at bay. The larvaethen gradually ed the host
alive. Statistics for these beasts are: Number Appeaing: 2D6. Initiative: 6. Hit Chance:
Routine. Size: 40 kg. Speed: 220/'55. Armour: 0. WPM: -3. ConsciousnessLevel: 1. Life
Level: 5. DPV: 0.1 pus DPV 0.5/turn stun poison.

Kafer War Band: The PCs gumble on asquad of 2D6 Kafers, armed at the refereés
discretion, left over from the invasion of 2301-:02. As on as these ae roused from their
normal stupor, they attad.

NPCs

There ae several waysto play the Pentapods; the most appropriate depends on the type of
game your players prefer. It's even possible that the Pentapods have ahidden experiment
going and send a @uple of eat type dongto seewhich gets on best with humans.

Enigmatic Pentapods: These spend most of their time dormant, and the rest of it
engaged in mysterious or apparently futil e tasks. They inconveniencethe PCs by strange
rituals which they have to perform at odd hours, spea hardly at all and are equipped with
avariety of weird-looking genetic constructs.

The PCs eventually work out that ead is analogous to a human sampling kit or toal, but
PCs may be repell ed by the slimy, disgusting neture of the devices - only products ld to
humans make ay pretense & being presentable. Enigmatic Pentapods make occasional
puzzling references to their gods.

Humour ous Pentapods: These may have trouble communicating with humans, in which
case they spedk in gibberish alot of the time (and the PCs have to work hard to
understand what they mean by phrases like " The faint sound of machine-wrapped
litterbins eloping with custard"). Or they may have leaned their human languages from
old videos ld to them by unscrupulous traders (and whil e their speed is appropriate and
easy to understand, it consists of cliches and advertising jingles - "It'slife, Jim, but not as
we know it.").

Sinister Pentapods: These may be enigmatic or humourous, but they have adark sideto
them, caused by their lac of concern for pain or individual survival (theirs, or anyone
else's). For example, their equivalent of the tranquiliser dart gun may kill creaures gone
dead; cgptured creaures are tied down and viviseded - without anaesthetic; or they may
cheefully use one of their number or one of the PCs as bait for carnivores.
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Alternatives and Variants
If the Pentapods don't apped as patrons, or if your group is not on Beta Canum, there ae
severa alternative patrons who can be used instead:

Royal Society/Foundation for Practical Knowledge: These organisations can turn up
anywhere, and differ only in their use of the results. The Royal Society seeks knowledge
for its own sake and has gponsored a team of biologists to survey the region for that
reason. The FPK, in contrast, seeks applicable knowledge and, like the Pentapods, will be
looking for some plant or animal usable as rootstock for genetic engineeaing.

Trilon (or Another M egacor poration): Again seeking raw materials for bioengine&ing,
this party differs from academicaly funded onesin being more commercially aware (and
so harder to persuade if the PCs are trying to increase their wages by argument), and less
concerned for the long-term impad on loca eologies.

Smugglers. These will probably pretend to be one of the other types of patron, but they,
in fact, are seeking the gatherers (from the first encounter, described above) for sale &
pets on the bladk market. In this case, the refereemay opt to have the gatherers cary
some hideous, virulent disease which bregs|oose amongst the owners later, with the
player charaders being sought by law enforcersto explain their involvement. Smugglers
may also replacethe Kafer war band (the third encounter) if that suits your campaign
better.

In this case, they are Experienced NPCs with military-grade weapons, equal in number to
the party.
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PLAYER HANDOUTS

Except for the scenarios, most of the Challenge aticles evolved from handous isaued to —
or a least avail able for perusal by —my 2300 AD gaming goup. When GDW folded,
there were several handouts around that | hadn't tidied up enough for submission, one that
they had rgjeded, and a few other things (like the House Rules) that | never considered
submitting as | didn’t think they would be interested. Here they are.

A tip of the hat is due to fellow GM Andy Bird, who titled his player handouts "What
every knight knows", "What every Iscin knows", and so on; | took that ideafrom him.

2300 AD House Rules

Introduction
The Diredor aims to capture the fed of adion-adventure movies, so scenes will be
skipped over unlessthey develop the plot or the main charaders.

Y ou are encouraged to focus on developing your charader rather than accumulating
equipment - the typicd SFmovie hero has awegpon, a @mmunicator, and no armoulr...

Fast Character Generation
Creading a charader using the full rules takes some time; you may prefer to use this faster
method. If you wish, the charader can be fully detail ed later.

Designing Your Character

Y ou may either roll 3D6 for ead of the seven charaderistics (Strength, Dexterity,
Endurance, Determination, Intelligence, Eloguence and Education), or divide 80 pants
between them. No charaderistic may be lessthan 1 or more than 20.

For every 4 pdnts of Education (rounded down), you have one skill level in a badkground
skill. These skill levels can be taken in one or more of these skill s: Combat Rifle,
Eledronic, First Aid (maximum skill level is 2), Ground Vehicle, Hover Vehicle,
Medanicd, Melee Presaire Suit, Prospeding, Riding, SeaVehicle, Sideam, Survival,
Swim.

Careers and Skills

Seled one of the caees below; you gain the skill | evelslisted as Initial Skills, and a
further 6 skill levels, which you can take in any of the Initial or Primary Skills. You can
lean Related skills at double st; e.g., Aircraft-1 costs you two skill | evels. You can
lean skill snot listed as Initial, Primary or Related for your caree at triple wst; e.g.,
leaning Linguistics-1 or Medicd-1 costs you 3 sKill levels.

Ground Military Career (e.g., Colonial Marine)
Initial Skills: Combat Rifle-2, Demolitions-0, Ground Vehicle-1, Heary Wegons-1,
Melee2, Surviva-0.

Primary Skills: Combat Walker, Forward Observer, Lealer, Reoon, Sideam, Tadics,
Thrown Wegpon, Eledronics, First Aid, Hunting, Mechanicd, Prospeding, Riding,
Swimming, Tradking, Pressure Suit, Hover Vehicle.

Related Skills: Aircraft, Bureaucracy.

Field Agent Career
Initial Skills: Bureaucracy-0, Computer-1, Forgery-0, Information Gathering-1, Melee-1,
Sideam-0, Stedth-0, Stredwise-1.
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Primary Skills: Disguise, Seaurity Systems, Psychology.

Related Skills: Imaging, Interviewing, Writing, Aircraft, Ground Vehicle, Hover Vehicle,
Lighter-Than-Air Vehicle, SeaVehicle, Eledronics, First Aid, Hunting, Mechanicd,
Prospeding, Riding, Survival, Swimming, Tradking, Presaure Suit, Demoliti ons.

Ship Crew Career (e.g., Star Fleet officer)
Initial Skills: Computer-0, Melee1, Pilot-0, Presaure Suit-1, Ship Drive Engineeing-0,
Survival-0.

Primary Skills: Communications, Gunner, Remote Pil ot, Sensors, Eledronics, First Aid,
Hunting, Mechanical, Prospeding, Riding, Swimming, Tradking, Sideam.

Related Skills: Disguise, Forgery, Seaurity Systems, Stedth, Stredwise, Appraisal,
Trader, Bargaining, Combat Rifle, Aircraft.

Derived Attributes

A Player Charader's massis 50 + 3 x Strength kil ogrammes; his ConsciousnessL evel
(CL) ismass/ 20, hisLife Level (LL) ismass/ 10, rounded down in ead case. When a
PC has taken as many Shock and Stun points as his CL, he is knocked out; when he has
taken as many Shock pointsas hisLL, he dies.

All 'fast generation' PCs gart with a CoolnessUnder Fire (Codl) of 6. A PC's Initiative
Level in combat is his Coal, modified for encumbrance and the effeds of hisarmour.

A PC can cary 4 x Strength kilogrammes without effect; if he caries more, heis
encumbered and his Initiative Level is reduced by two.

A PC's Damage Potential Value (DPV) in unarmed combat is (Strength + Meleeskill
level) / 30, rounded down to the nearest 0.1 (but it isaways at least 0.1).

A ‘fast generation' PC begins play with $12,000($ is used to denote the ampaign
currency, whether Livres, Credits or whatever). He knows his native language, the locd
language of rule, and an extralanguage per level of Linguistics ill .

Experience and Renown
Once a tiarader isin play, all skillsare cnsidered primary skills.

Fast Wound Resolution
To speed up combat, the Diredor may rule that all successul attadks grike the lower
torso (hit locations 3-4) and inflict the maximum damage possble for their DPV.

2300 AD Background

It isthe ealy 24th century, 300yeas after World War 111 - the Twilight War. Civili sation
has climbed bad to prewar levels and beyond, but nations gill clash. Earth is dominated
by the Third French Empire, which maintains a shaky peaceamongst itsjedousrivals.
There ae dozens of colonies among the stars, and mankind trades with a handful of alien
races.

It isatime of adventure. One dien race the Kafers, is bent on eradicating humanity.
Terrorists gruggle to freethe mlonies from Earth’srule. Smugglerstransport aien
productsto ather worlds, heedlessof the cnsequences. Pirates prey on merchant vesls.

Thisisa'hard SF campaign; itsoverall flavour is smilar to that of the movies Aliens,

Outland, and Blade Runner, or to C J Cherryh's Downbelow Station novels. It is st in the
French Arm, which contains 12 colonies and numerous outposts, settled mainly by
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France, Britain, Germany and Azania, but with enclaves of many other nations as well.
The language of rule throughout the Arm is French, and almost all officials pe&k it.
However, for historicd reasons, most professonal spaces geak English.

The canpaign’s base world is Beta Canum, and although they often travel to other
planets, the players will keep returning to their haunts here. Beta Canum is an Earthlike
agricultural world, heavily colonised by Britain, France and Germany; it is notable for the
French colony’s Beanstalk - a super-strong cable amnneding the orbital and surface
starports, making ground-to-orbit transport chegoer than anywhere dsein the Arm.

The French Arm c. 2300 AD

This diagram shows the inhabited star systems of the French Arm and the main trade
routes between them. It distorts adual three-dimensional positions and distances to show
routes clealy on aflat page, but the bottom of the page is roughly towards Ursa Mgjor.
The 30-40 unexplored systemsin the Arm are not shown. Stars are dout aweek apart in
warp.
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Alien Races

Kafers areimplacale foes of humanity; violent, insed-like humanoids with alarge
carapace bristly limbs, and complex vertical mouthparts. Two metrestall, coloured red-
brown or grey, they decompose swiftly after deah. They are fierce, cunning fighters with
areputation for torture and vivisedion; they refer to humans as ‘ meat beings' . Humanity
has been involved in intermittent fighting with the Kafers sncethey attacked Arcturus
Station in 2295

Pentapods are five-legged amphibians, one metre high, with abony bull et-shaped head
topped by five eyes on stalks. Pentapods are fascinated by humans and trade bio-
engineaed products for human technology. They seethemselves as machines; eachis
geneticdly tail ored for its occupation, and those dl ocaed to human contad have pleasing
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colours and textures. The Pentapods have atrade enclave on Beta Canum, on the western
edge of the French continent.

The Big Dark: What Every Spacer Knows

| © Andy Sack 1995, 1998.

"For | dipt into the Future, far as human Eye could see

Saw the Vision of the World, and all the Wonder that would be;
Saw the Heavens fill with commerce, argosies of magic sails -
Pil ots of the purple twilight, dropping down with costly bales.”

- Alfred, Lord Tennyson, 'Locksley Hall'

Just over half of al 2300AD player charaders have worked as starship crew before
entering the game, usually in SpaceMilit ary, Ship Crew, or Smuggler/Pirate caees. This
handout expands on what such charaders know; as Naval and Pirate operations are well-
covered in Challenge magazne, we focus here on merchant spaces.

Merchant Spacers

Although most publi shed material on 2300AD star travel deds with naval vessels, most
PCstravel or work on merchantmen, usually small freighters. Thisis becaise these
vessels are more ammon than larger ones, lessfussy about the qualifications of those
they hire, and passage on them is chegper (their Comfort Ratings are gpalling). Froma
gaming viewpoint, there ae fewer people @oard, so the PCs opinions and skills count
for more, and small numbers of well-fleshed out NPCs are more interesting than hordes of
identicd facdesscrewmen; also, asthey operate doser to the ragged edge of bankruptcy,
small ships get involved in more interesting situations.

The aews of large ships operated by reputable shipping lines are very concerned with
their personal and corporate image, and for this reason they will almost always be smartly
turned out, palite, and law-abiding. Independent traders have small er ships (they can't
afford big ones) and operate on avery narrow profit margin; they are unencumbered by
bureaucracy, take more risks, badk more hunches, get involved in moreill egal deds, and
generally read faster to trading oppatunities. But... the small ship has small er profits and
so pays lower wages. This meansit has a higher crew turnover, and must be mntent with
lower qudlity crew - those rejeded by the larger corporations for too littl e skill , too littl e
tad, or too much independence This means PCs are more likely to be hired, beingasa
rule highly skilled, but unwilling to toe the line on uniform regulations and being riceto
pasengers.

Merchant Ship Design

The merchant ship isbuilt to carry cargo from A to B quickly, safely, chegly. Every
asped of the ship's construction, and her crew's lives, are dominated by cargo. To
minimise the st per ton of cargo, ships are big (so ead ton pays less towards the st of
the ship), and massproduced (so eadt ton pays less towards design and tooling-up costs).

Cargo comesin standard, seded containers. This geeds up loading and unloading,
protedsthe cago from damage in transit, and reduces pilfering. Containers are brightly
coloured and splashed with their owners' logos; usualy the aew neither knows nor cares
what'sinside, simply what extremes of presaire, temperature and gravity it will tolerate.
Wine, for example, can't be caried in zero-G; the sediment spreads, ruining it.

Containers are stacked one over the other in the ship's holds, held in placeby skeletal
frameworks. This means merchantmen reed large hatches close together, each at least big
enough to take the largest container - often the hatches are large enough to take three
containers $de by side. If atmospheric re-entry is not required, further containers may be
attached autside the hull by means of magnetic grapples or simple wire ropes,
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occasionally as many as five high. Since her cargo is boxy containers, the cago vessl is
herself often box-shaped (li ke the English BC-4), or a simple dispersed frame structure on
which cargo pods are hung (li ke the American Mammoth classor the French Metal class.

The bridge, sensors and crew quarters are normally well forward to allow a dea view all
around, and proted crew and instruments from the vibration and radiation of the engines.

Some ships have their own cranes, waldoes or small craft (such asthe American
CargoDevil freight handler) for handling cargo, all owing them to visit ports with few
fadli ties. However, these require cstly maintenance and take up valuable cago space

The Crewman's Life

The merchant ship turns around in port as quickly as possble, and containerised cargo
makes this very fast indeed. Further, on atypica journey most of the energy (and hence
cost) is used to climb to, and descend from, orbit. Freighters therefore take on and deliver
cargo in orbit. Thus, despite radio and laser communicaions, the crew are & cut off from
planetary surfaces as cli pper sail ors were from land, and for similar lengths of time.

Merchant ships usually have aspin habitat for the aew, even if not carrying passengers.
Crewmen spending long periods in microgravity suffer avariety of illnesses, not least of
which is cdcium leading from their skeletons, rendering their bones fragil e. It's chegoer
for the owners to accept the higher cost of a spin habitat than to change aews every few
months, or to ded with SpaceAdaptation Syndrome lawsuits. However, some vessels
operate in zero-G whenever they are in space These ae the smaller, independent vessels
- usually ex-couriers - that player charaders are likely to use. Apart from the obvious
bathroom problems of zero-G, you can't taste or smell anything due to fluids poding in
your sinuses (imagine having a bad head cold), and you can't wash your hair properly (so
most crewmen shave their heads). It istherefore not surprising that this sort of vessl
hardly ever carries paying passengers, except for the poar and the desperate.

Every ship has osme spare acommodation. In peacethisis used for passengers, or to
make the aew more comfortable. In war, Navy men movein to provide tadica advice,
and man sensors and wegoons temporarily added for the duration of hostilities.

Crews end long periods in cramped, uncomfortable conditi ons under strict discipline.
Often minor fights erupt under the stress, but since everyone depends on everyone dse for
survival, grudges are rarely held, and if they are, one or other of those mncerned will
leave the ship quickly. The aews make up for the bleaknessof shipbeoerd life when on
leave, and tend to be arowdy lot when planetside or in an orbital station, spending much
of their wages on drink and professonal companions of the oppdasite sex.

Spacesjoin the aew by signing Ship's Articles, and may leave voluntarily, or be paid off
by the Captain, at the end of any voyage (or in extreme drcumstances, at a port partway
through a voyage). However, many stay with the same ship for yeas at atime, espedally
if itsroute includes their homeworld or they get on well with the rest of the aew.

Merchant Crew Positions and Responsibilities
The merchant crew has threesedions: The bridge or flight crew, the engineering crew,
and the steward sedion, which by traditi on a so includes the medical sedion.

The dhain of command aboard ship includes the Captain, First, Second, Third and Fourth
Officers, and any officer cadets. (It does not include the Chief Steward, Chief Enginee,
or any members of their departments. Chief Enginee's comment sarcastically that this
means any cadet can do the Captain's job.) Aboard Briti sh ships, the First, Second, Third
and Fourth Officers are traditionally referred to asthe First, Second, Third and Fourth
Mates.
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The Bridge Crew

There ae five bridge workstations, eat of which is theoreticaly manned 24 hours per
day by two 12hour shifts; these ae the command, navigation, communications,
engineaing and computer workstations. The rare fully-crewed small freighter might have
these shifts:

Workstation Mainday Shift  Alterday Shift
Command Captain 1% Officer

Navigation 3" Officer 2" Officer
Communications  Space Space

Helm Bosun Space

Computer 4" Officer Officer Cadet or Space

On many small shipsthere aen't enough crew to man the bridge fully; officers take turns
on watch, with several stations unmanned. Whichever officer is on watch will take the
navigation station, with a space or cadet at the helm; often the duty enginee joins them
for the sake of the company, and reconfigures the cmputer workstation as an engineeing
monitor.

The Captain (or Master) has ultimate responsibility and authority over everyone and
everything aboard ship in flight - it is for thisreason that he is smetimes cdl ed the
'‘Master under God. His le function isto command; his main responsibilities are the
safety of his ship, his crew, his cargo and his pasengers. He is also empowered to
conduct weddings and funeralsin space If any contraband is found aboard ship by
customs officers, the Captain is fined as well asthe adua smuggler. Should stowaways
be found, the Captain deddestheir fate.

TheFirst Officerisalso cdled the Chief Mate, Chief Officer, the First Mate, or simply
the Mate. He is scond in command d the ship, and probably has a Master's Certificae
(alowing Hm to command a ship), but lads the seniority to have been gven a command.
His prime duty isto work out what cargo should be stored where in order to minimise
time spent loading and unloading at ead port. The cdculations all ow for the order of
ports along the route, the ship's inflight stabili ty, which cargoes can be loaded on top o
which others, and so on. The ship's owners gedfy which holds can be used for
refrigerated cargo, bulk fluids, etc, but the detail s are left to the First Officer. (The ship's
computer adjusts the trim of the vessel by pumping fuel from tank to tank, but there ae
limits to what this can do.) In flight the First Officer and the basun run the ship on a day-
to-day basis. The First Officer spends alot of time in overalls, inspeding nooks and
crannies to dscover any potential problems, such as cargo workingits way loose. He
overhauls and maintains any waldoes etc aboard ship, asssted by the dedricd engineeas
and the Chief Engineea. Thesetasks are caried out by senior officers because of the
safety implications. Further, heis responsible for ensuring that the ship is cleaned and
lubricated, and that the ship's accomodation is well decorated. Finally, each day the First
Officer spends an hour or so passng on his experience by instructing any officer cadets
aboard. When experienced First Officers get together the talk is always of chances of
promotion to Captain. Promotions are recommended based on a ambination of seniority
and merit, and as there ae more First Officers than ships the laws of supply and demand
operate; the last step up the ladder is by far the hardest.

The Semnd Officer' s resporsihiliti es are the ship's navigation and the bridge upkeep.
Seoond Officers often have aMaster's Certificate, but ladk the seniority to command.
Those without a Master's Certificate dmost certainly have First Officer's papers. When
docking with or undocking from an orbital station, the Second Officer is responsible for
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the lines and clearances of the &t half of the ship. In port, the Second Officer overseesthe
implementation of the First Officer's plans for loading and unloading cargo.

The Third Officer isresponsible for the maintenance of the ship's sfety equipment, such
asthe p-suits and fire-fighting gea, as well as asgsting the Captain with the ship's
acounts. He ads as understudy to the Second Officer, and on ships where no full-time
medicd officer is carried, the Third Officer ads as ship's medic. It is not uncommon for
Third Officersto have aFirst Officer'sticket, but they ladk enoughtime in spaceto serve
asaFirst or Seaond Officer. The Third Officer's maintenance role encompasses cheding
the pipes and alarms for the ship's fire extinguishing system, weighing hand extinguishers
to chedk that they are fully charged, and checking the inventories for the survival supplies
and lifeboats. Thisisimportant for the ship's sfety and the aew's peaceof mind; fire on
astarship is even more of athrea than dirtside, becaise the oxygen it burnsisall thereis
to breahe. Wedthy shipping lines have the wages and acounts paperwork done
planetside by clericd staff; on small i ndependent vessls this work fall s to the Third
Officer aso, and he must cdculate how much each of the ship's complement should be
paid, allowing for taxes, pensions etc. On ships which have no Chief Steward, the Third
Officer also carries out his duties, which on a freighter mostly consist of dedingwith
spaceport paperwork. When docking or undocking at an orbital station, the Third Officer
ison the ship's bridge and responsible for the forward half of the ship cleaing the dock
safely.

The Fourth Officer istypicdly anewly promoted cadet, learning the skill s needed for
higher ranks. He dso undertakes cleaning and painting. Often he has Seaond Officer's
papers, but will | acks pradicd experience Training for these papers takes 2-3 months,
and as a prerequisite the candidate must have éout threeyeas' experience & aship's
crewman (time spent in training or as an Officer Cadet counts towards this). Promotion
beyond Fourth Officer depends on seniority and merit, not on time served.

Officer Cadets are fresh from training, having spent from two weeksto two yeasin this,
depending on the quality and expense of the schoadl. They perform a variety of minor
tasks, such as painting the ship's accomodation; the two main jobs they are given are
airlock watch and cargo watch. Airlock watch entails answering the communicéor,
restricting access to the ship, and escorting visitorsto senior officers. Most importantly,
the calet on airlock watch monitors the seaurity of any airlock or boarding tube when
docked to an orbital station. The cago watch observe dl | oading and unloading, noting
thetime eab item of cargo came @oard and exadly where it isloaded. These notes are
important for inflight trimming of the ship, and for cargo loading or unloading; stevedores
use them to order transport, advise buyers when to colled and so on. The notes bea the
ship's route in mind, so ead item of cargo can be offloaded quickly and without moving
other cargoes. Containers must be loaded the right way round, and connected to coolant
outletsif refrigerated. The cago watch also look for any damage to ship or cargo caused
by the people loading and unloading.

The Bosun isthe ship's nior petty officer, and asthe bridge aew is usualy the largest
department aboard asmall ship, heislisted in this sdion. When in port, the basun takes
charge of cleaning and painting those parts of the ship which are unreadable in flight,
though the ordinary space's do the adual work, assisted by any officer cadets aboard. In
flight, he is responsible for discipline amongthe aew, except for officers (disciplined by
the Captain) and enlisted engineeaing crew (controlled by the engineroom storekeeper).
Together with the First Officer, he makes the day-to-day dedsions aboard ship.

Ranking below all of the @ove ae the ordinary spaces of the bridge aew, who include
the operators for any shipboard vessls.

The Engineering Crew

The Chief Engineer is normally the Senior Drive Enginee, and his main resporsibility is
for the ship's stutterwarps and power plant. He dso verifies the stowage of all live or
refrigerated cargoes, as his subordinates are responsible for supplying the refrigeration
and life suppart.
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The Semnd Engineerisresponsible for the state of the engine room and the enginee's
guarters, and must seethat they are dean, tidy, and safeto work in. As eledricd
engineas have higher status than mechanica ones, this officer is more often than not the
Senior Eledricd Engineea. On sufficiently large shipsthere ae dso Third and Fourth
Enginees, but these ae often petty officers.

The Engineroom Stor ekeeper is petty officer who ads as quartermaster for the ship's
stores, with spedal responsibility for the engineering spares. He is also responsible for
disciplining the engineging crew. Most commonly he will be the Senior Mechanical
Enginea aboard ship. On asmall ship, this person will aso bethe Third Enginee.

Below these personnel are the ordinary drive, eledricd and mechanicd engineea's. One of
the dedricd engineeswill have spedal responsihili ty for the life suppart and
refrigeration equipment, and he is normally made apetty officer to reward him for the
extraresponsibili ty.

The Steward Section

Freighters, espedally small ones, might not have aSteward Sedion; in this case, the
Third Officer assumes all its duties. Any security crewmen are part of this ®dion -
depending on the ship, they may be assistant stewards, cargo handlers, or whatever elseis
nealed.

The Chief Steward is also known as the Purser. His prime responsibility is the safety,
care, and fealing of the passengers. In flight, he spends much of histime organising
events to kegp them occupied. In port, the Purser kegps tradk of all the locd port
paperwork, and chedks and replenishes the ship's gores as necessary.

The Ship's Doctor iscaried to minister to any crew or pasengers who may becomeiill
or beinjured. Assuch heisexpert in Medicd skill.

The Seond Steward isthe senior petty officer of the Steward Sedion and isresponsible
for disciplining the ordinary spaces of the Sedion.

The Ship's Cook isusually a petty officer; heisresponsible for feeding the aew and
passengers, and maintaining suppies of foodand drink aboard ship.

Ranking below these personnel will be ordinary spaces caried as sewards, cooks or
medicd orderlies/nurses.

Ship Crew Skills in Game Terms

Minimum skill requirements for the various paositions are & follows; they are cumulative,
e.g. a2nd Officer must have been a 4th Officer at some point and so has the skills for that
too.

Bridge Crew: Pilot-0, Drive Engineaing-0, Computer-0, P-Suit-1.

Bosun: AsBridge Crew; Lealer, Pilot, and Aircraft Pilot useful but optional.

Officer Cadet: Pilot-0, Drive Engineeing-0, Computer-0, P-Suit-1.

4th Officer: As Officer Cadet; Appraisal useful but optional.

3rd Officer: As4th Officer, plus Medhanicd-0, Eledronic-0, Surviva-0; First Aid and
Bureaucracy useful but optional.

2nd Officer: As 3rd Officer, plus Sensor Operations-1; Astronomy common but optional.

1st Officer: As2nd Officer, plus Pil ot-1; Aircraft Pil ot useful but optional.
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Captain: As 1st Officer; amost certainly has Leader and Bureaucracy by now, if an
independent trader probably has Appraisal, Bargaining and Trader as well.

Engineering Crew: Medhanicd-0, Eledronics-0, P-Suit-1. The commonest - and
therefore lowest-paid - type of space.

Engineroom Storekeeper: As Engineeing Crew, plus Mechanicd-1.
2nd Engineer. As Engine Room Storekeeper, plus Eledronics-1.
Chief Engineer. As2nd Enginee, plus Ship's Drive Engineaing-1.

Steward Crew: No skill srequired; high Eloquence and First Aid or Medicd useful, but
optional.

Ship's Doctor: Medicd-1 (Medicad-3 common on liners run by large corporations).

Chief Steward: Bureaucragy-1, plusFirst Aid-1 or Medicd-1.

Merchant Ship Customs

Practique

The formal granting of permission to enter orbit around aworld, granted by hedth
authorities when they are satisfied that the ship is freeof disease and vermin. Usually this
isgranted by radio as the ship approaches, without boardings by inspedors, but Earth's
Orbital Quarantine Command take pradique very seriously and are empowered to use
dealy forceto ensure that Earth is not contaminated by any alien nasties. This means
thermonuclea-pumped X-ray lasers, making OQC suspicious can turn your ship into an
expanding cloud of vapour fluorescingin the far ultraviolet faster than almost anything
else you can do.

Formal Inspections

Twiceweekly, the Captain, Chief Enginee, Chief Steward and First Officer insped the
crew quarters as required by law, to check that they mee hygiene and safety standards.
Everything must be dean, tidy, and secured so that it does not hurtle eout dangerously
under sudden acceeration; food and water stores must be pure.

The Distressed Spaceman Clause

Most spacdaring rations operate this clause, alegal obligation on the Captain of any
civilian vessl to carry distressed spaces of his nationality towards their home planet,
provided that acoommodation is avail able. To qualify for this, a space must be in genuine
distress for example, incgoadtated by injuries. Thisis one of the main reasons why some
spacdarers still retain nationalities rather than opting out of being a dtizen of one wuntry
or another (citi zens pay taxes, but a space gets few of the benefits, being away from his
nation's hedth care, sewerage and whatnot most of hislife).

General Averages

In the case of afire eboard ship, a General Average may be dedared, which means that all
those owning cargo in the ship are required to pay a @ntribution towards the st of
repairs to the ship, whether their cargo was burned or not. This custom dates bad to
1,000 BC and is gill observed in 2300AD.

Accompaniment

On larger ships owned by big companies, the famili es of the Captain and First Officer
may ac@mmpany them on voyages. This privilege is normally waived except by those
native to asteroids and similar small airlessworlds, who are aceistomed to cramped
spaces and zero gravity.
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Scrapping

Vesslswhich have reached the end of their useful lives will make afinal trip out to a
metal-poar colony, where they will be parked in orbit and dismantled slowly as urces of
raw materials - for an orbital colony, thisis much chegoer than mining and refining raw
ore (and passbly shipping it into orbit). The owners are paid by the empty weight of the
ship, asif she were ashipment of sted. Often ships with working life-suppat systems are
used as accommodation for workers until the ship isfinally broken up. However, the
tantalum in the ship's enginesis always recovered by the owners. Any remaining
furniture, fittings etc. are gppropriated by the locd customs officers and pdice Asan
aternative to being dismantled, ships may be used as orbital storehouses, living quarters,
or prisons. On the ship's final voyage, all fittings worth removing are taken out (usually
being appropriated by sister ships) and non-essential lights and fadliti es are powered
down and fuses removed to minimise the risk of fire. Crews are paid abonusto
compensate for the lack of amenities.

Ports of Convenience

Each ship must be registered in a spedfic home port. Some ports are lax in safety
regulations and crew training standards; it istherefore chegoer to operate ships registered
in some ports - 'ports of convenience' - than others. Vessels registered in ports of
conveniencetend to be poaly maintained and have poar quality crews running short-
handed. The main flag of convenienceis Manchuria; Manchurian space's and colonists
livein poa conditions, and Manchurian technology is smewhat badkward, so it's easier
for a ship to satisfy Manchurian inspedors and gain their approval. A number of small
freighters are dso registered out of Tanstaafl on Aurore, where bribery isaway of life
and the relevant papers can be bought, regardlessof the ship's condition. Kie Y uma might
be expeded to be aport of convenience, asthe Trilon Corporation is alaw unto itself; but
Trilon's dandards are adually quite strict asthe company takes painsto maintain a
reputable public image.

This article was sibmitted to Challengein 1995, but rejeded; | still li keit,
and wseit asa player handout, so hereit is. Atip of the hat is due to Kewvn
Clark for some suggested changes. The initial quote will also explain why a
certain ex-courier in the ampaignis call ed the 'Purple Twili ght'...

April 1998 Kevin Clark suggests that the Bosun and & least one other
crewman shoud have Aircraft Pilot for interfacelandngs. My thinking in
leaving it optional isthat youwouldn't incur the costs of landng unessyou
hadto. Your Mileage May Vary.

Tradecraft: What Every Field Agent Knows

| ©Andy Sack 1995, 1998.

"Now, there ae five sorts of spies. These ae native spies, internal spies, double spies,
doamed spies, and surviving spies. When all these five types of spiesare & work and
their operations are dandesting, it is cdled the "divine manipulation of threads" and isthe
treasure of a sovereign. Native spies are those from the enemy's country people whom we
employ. Internal spiesare enemy officials whom we employ. Double spies are enemy
spies whom we employ. Doomed spies are those of our own spies who are deli berately
given false information and told to report it to the enemy. Surviving spies are those who
return from the enemy camp to report information.

Of all those in the amy close to the commander, none is more intimate than the spies; of
all rewards, none more liberal than those given to spies; of all matters, none is more
confidential than those relating to spy operations. He who is not sage and wise, humane
and just, cannot use spies. And he who is not delicate and subtle cainot get the truth out
of them.
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Delicae, indeed! Truly delicate! Thereis no placewhere espionage is not possible. If
plansrelating to spy operations are prematurely divulged, the ayent and all those to whom
he spoke of them should be put to deah.

Generally, in the cae of armies you wish to strike, cities you wish to attac, and people
you wish to assassinate, it is necessary to find out the names of the garrison commander,
the ddes-de-camp, the ushers, gatekeepers, and bod/guards. Y ou must instruct your spies
to ascertain these matters in minute detail . It is essential to seek out enemy spies who
have aome to conduct espionage against you and to bribe them to serve you. Give them
instructions and care for them. Thus, double spies are reauited and used. It is by means of
the double spies that native and internal spies can be recuited and employed. And it is by
this means that the doamed spies, armed with fal se information, can be sent to convey it
to the enemy. It is by this means also that surviving spies can come back and give
information as heduled.

The sovereign must have full knowledge of the adivities of the five sorts of spies. And
the key isthe skill t o use the double spies..."

- SunTsu, 'The Art of War'

Just over athird of al 2300 AD charaders have worked as covert Field Agents for a
corporation or government (the second most popular caree choicefor player charaders),
or in somerelated caree such as Thief or Law Enforcer. This handout focuses on
undercover work in the 24th century.

Security 101: The Basics
The two basic principles of security are that the target is primarily responsible for his own
safety, and that the seaurity measures should be commensurate with the threa.

The Bodyguard

A number of principals delegate their safety to professional bodyguards. However, unless
tied to their principal by blood, or members of an elite unit with exceptional esprit de
corps (such asthe US Presidential Protedion Unit), bodyguards can be bribed o
bladkmailed into betraying their patron - al it takes is a moment's hesitation when the
moment comes. Naturally, the bribes are hardly ever paid; the corrupt bodyguard is
traditionally kill ed himself as part of the atack. The bodyguard's employer will often test
his loyalty by getting athird party to approach him with afalse bribe.

Mad Bombers

The trained agent refers to home-made bombs or incendiaries as |mprovised Explosive
Devicesor IEDs. These ae normally hidden carefully and appea as a common-place
article like apieceof luggage. Anyone with any expaosure & all to IEDs knows that
moving, opening or tampering with them can set them off; unlessyou have areasonable
Demoliti ons skill your adion should be to put it down gently on the nearest flat surface(if
you've somehow picked it up), clea the aea(opening the windows if posshble), and get
help from the authorities. A surprising percentage of people (including all Green, and
most Experienced, NPCs) don't redise this and can be wunted on to kick the device,
shake it, cary it to the nearest police station, or immerseit in water.

Usually, bombs are used to frighten or injure people (such as IRA car-bombs), whereas
incendiaries are used to destroy property (such asthe Animal Liberation Front's firebomb
attacks on department stores slling furs). The threa of either can be used to disrupt travel
and business without the expense or inconvenience of adually planting one.

The mgjority of devices used by terrorists and criminals are simple, and built from
common household items such as watches, flash bulbs, and clothes pegs, more organised
groups make use of stolen military supplies to assemble bombs requiring a high degreeof
technicd knowledge. The home-made items have afairly short shelf-life; complex
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devices with milit ary explosives and eledronic timers can be planted months or yeasin
advanceof use.

Baby, You Can Drive my Car

The professona expeding trouble - or a principal advised by one - isvery nervous
around his vehicle. He checks the garage for nasty surprises before entering, and the ca
itself before getting in; knowing what to look for and how to search takes about aday to
lean and the check itself takes under two minutes. He prefersto have a dice of several
vehicles and routes for any trip, and will avoid establishing a pattern in his use of either.
Heisalert for strangers or unknown vehicles, and records their descriptionsto passon to
policeor friends.

He avoids narrow streds or ravines, stoppng, or slowing down, espedally if anything
unusual like an acddent occurs ahead; he will turn off and choose another route instead,
and is prepared to accéerate avay at the first sign of trouble, usually with lights and horn
going to attrad attention. Minor breskdowns like flat tyres are ignored urtil a known safe
placeisreaded. If attadked by another vehicle, he will avoid driving alongsideit (which
risks a broadside) or trying to forceit off the road, into a ditch etc. (which locks the
vehicles together and makes him a perfed target).

Secure the Area, Mr. Worf!

Building or site seaurity has four main components: A detedion system of some sort to
warn you that intruders are coming, communicaionsto relay information and orders,
delaying barriers to slow down the intruders until they can be dedt with, and response
forcesto ded with them. These ae countered by threemain strategies; stedth (sneaing
in without setting off the darm), decet (convincing the guards or systems that you should
be let in), and the brute force aproac (overwhelming the site with shee numbers and
firepower).

Sensor Readings Indicate...

Detedion includes not only alarms and sensors, but the way that you control accessto a
site - chedkpoints, gatehouses, and so on. Accessrestrictions (e.g. checking passes) are
aimed at entry by decet; barriers are used to ded with entry by stedth or force Alarms
and sensors are deployed just outside the barriers, so that you run into trouble a on as
you've tripped the darm.

Hailing Frequencies Open, Captain
Communications are the tel ephones, radios etc. used by the defenders. 'Nuff said.

Walking Through Walls

The barriers are there solely to delay the intruder; they are not expeded to stop him on
their own. Given time, the defenders will test their barriers thoroughly, and can be
expedaed to know to within seconds how long it will take adetermined adversary to bresk
through; if they can afford it, they will have sufficient response systems or forces to get
there no later than the time you bregk though the last barrier and with enough forceto
stop you cold. Barriers are normally arranged in layers; for example, afence surrounds
the building, and the McGuffinisin asafeinside alocked room in the sub-basement.
Barrier designaso aims at forcing the intruder to use complex, expensive ejuipment and
highly-skill ed people to breek through; if you have to get a nerdy computer technician, a
thermal lance and a portable generator over the fence whil e wearing gas masksit's going
to take longer and cost more. Making intruders gjuirm through a series of small holesisa
espedally goodfor slowing them down.

Fences range from four strands of barbed wire marking a boundary (just stroll on by) to
wire mesh topped with razor wire and badked by mounds of concertinarazor wire ten
metres wide and threemetres high (bring doves, aladder and boltcutters; scramble over
in under a minute, or cut your way through in about 10 minutes). Eledrifying the fence
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doesn't slow the intruder down, but does make mistakes more dangerous. Adding
minefields dows him down (many minutesif he sne&sin, less than two if he blows the
mines up) and pulverisesinnocent bystanders within 250 metres of the fence

Walls range from clay til es (smash a hole through with a sledgehammer in under 60
sends) through 20 cm reinforced concrete (2-7 minutes with power toadls, a ouple of
minutes with explosives) to 50cm expanded metal and concrete bank vault liners (spend
al night at it with hand todls, or bring your own antitank wegoon).

Intruders with vehicles are harder to stop. The barrier ranges from the common motorway
barrier to concrete tank-traps; getting through one of these means ramming them with a
one-ton truck doing 80 km/hour, and being prepared to write off the truck afterwards.
Ditches and revetments are dso used; it takes around 30semndsto stop the vehicle, ered
prepared ramps or bridges, and drive over. Asrammingis|less effedive & lower spedls,
crash barriers or parked vehicles are often placed in front of walls or gatesto proted
them. Of course, the smart intruder steds a hovercraft and sails over the barrier in jumpjet
mode.

The sort of building you'd want to break into has aroof made of some cmbination of
metal subdedking, reinforced concrete, insulation, wood sheahing and waterproof
membranes. Depending on thickness and materials, penetration time using hand tools
ranges from 3 minutes to longer than you'd wait; explosives take 2-3 minutes, but you
might get caught in the blast. Power todls big enough to be useful are too heavy to get
onto the roof. Onceyou're inside, floors are basicdly thicker roofs without the waterproof
membrane.

Most doars can be penetrated in lessthan a minute using hand todls (axes, crowbars) or
small explosive tharges, and mechanica locks can be picked or burned out in under 30
semnds. Vehicle accesdoars are best defeaed by ramming. For the serious paranoid, the
"King Tut Block" comes highly recommended; when you leave, you use atruck-mounted
crane to emplace amulti-ton concrete block over sted beamsin the floor, right in front of
the doar; then you drive off in the truck, presumably laughing. Bank vault doars take 10-
30 minutesto defed by stedth, depending on what you use and how goodthey are;
explosives will get you through in under 5 minutes.

Regardless of whether it is gandard, tempered, wire reinforced or laminated, someone
with hand tools and a bad attitude can be through a glassor aaylic window in urder 20
semnds. Polycarbonate windows last nealy two minutes. Adding steel bars or mesh
inside the window adds a minute or so to penetration time. Without doubt, the window is
the wedkest part of the building, and the prime target for attadks. The usual responseisto
make them too small to crawl through.

Heding/ventil ation ducts, sewers and so on are another weak point. Intruders can move
through them at roughly half to one metre per second if horizontal, and about half that if
verticd. Ducts in secure buil dings are fill ed with barbed wire or wire mesh screens
(deaeasing speal by afador of 15asyou have to cut and remove the wire), or metal
grids (quartering speed).

Guards! Seize Them!

The response forces vary grealy in quality depending on the employer. Major
government or corporate sites have teams trained and equipped to ded with suicide
squads of terrorist fanatics; they will neither show nor exped quarter. Protedion at less
important sites ranges from nothing at al to a ewuple of guard robas with an Artificial
Intelligence watching all accesspoints by video camera. The guards' response time varies
on whether the owner wants intruders intercepted before they reat sensitive aess, before
they get their hands on the McGuffin, or before they can get badk out again. It isalso
strongly affeded by their motivation and alertness.
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Under Lock and Key

Medchanicd key locks have been around sincethe 18" century, and most can be defeated
in under 30 seconds with simple todls; even the most secure offer no more than a few
minutes' delay to the skill ed intruder, and if heis careful you will never know he picked
the lock. However, key locks are eay to make, easy to repair, and adequate for keeping
animals or small children at bay, so they remain in use even in the 24" century.

Combination locks are more secure asthereis no dired accessto the mechanism. Since
the 19505 (when manufadurers gopped resting the fence on the elge of the tumblers) it
has not been posdble to pick them using a stethoscope. Sincethe late 20th century, the
tumblers have been made of plastic or ceramics to resist deading using portable X-ray
madines. The impatient can melt the lock with thermite, make it brittl e with cryogenic
fluids then shatter it, or blow it up; any of these takes under two minutes, and melting
done skil Ifully (you just melt the mechanism without damaging the casing) is not obvious
to a arsory inspedion.

Eledronic coded locks require an ID card, PIN number, or scan of the user's retina or
hand geometry to all ow entry. They typicdly control eledromagnetic latchesin the doar
frame capable of withstanding 1,500kg of force. Someone with Security Systems skill
and a seaurity systems kit can be through in 10-30 minutes; brute force dso comes highly
recommended.

Interrogation
"Are you suggesting I'd talk, sir?"
"Don't beafod, Shape. Everyone talks on the third day."
- Bernard Cornwell, Shape's Svord

There ae two main approaches to interrogation: Trickery and torture. Each hasits
supparters; some say that enough pain will | oasen anyone's tongue, others that careful and
repeaed questioning exposes the truth better, arguing that someone being tortured will
simply tell you whatever he thinks will make you stop, which is not necessrily the truth.
The gproach chosen by your captors depends on their skill, their personal preferences,
their organisation's regulations, and how much time they think they have.

Most charaders with experiencein this line of work know about the dasdc "good cop -
bad cop" routine, and are taught to make themselves "the grey man" - to convincetheir
interrogators that they are unimportant cogs in the machine, weak, stupid, frightened, and
ignorant of whatever the interrogator wants to know. They are dso trained to have several
layers of cover story in place so that if the outer cover story is broken, they have a
plausible second one to fall badk on, and so on. Unfortunately, the interrogators get the
sametraining.

The result is usualy atest of endurance and will power. The cative sticksto his original
cover story aslong as posshle, to buy his coll eegues enough time to redise he has been
cgptured and take gpropriate adion; then pretends to have broken urder interrogation,
and reveds his :oond story, hopingto persuade the inquisitor that thisisthe truth, at
which paint the interrogation will stop. The interrogator meanwhil e uses lack of food,
lack of deep, and posshbly torture to rattle the prisoner so that he makes mistakes, thus
reveding whether his current story is the truth or not.

Most people will bregk eventually, though not al. Sinceit has proved impossible to
discover who will hold out and who won't, no-one is told more than he needs to know for
his misson; what he doesn't know, he can't be made to tell. Occasionally "doomed spies’
are given false information and deli berately betrayed to the enemy by their own superiors,
so that when they are interrogated the enemy will find out the disinformation and ad on
it.

This article was prepared for Chall enge magazine, but the publication
folded with the demise of GDW before | hadit in afit state for submisson.
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April 1998: A locksmith emailed me to say he thinks | under-rated
mechanical locks. Thisis quite possible asit is not my field of expertise, so
Your Mileage May Vary.
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Le Baroud: What Every Soldier Knows

| © Andy Slack 1995, 1998.

Imagine yourself in a suburban town that has been abandoned by most of its inhabitants.
Those few that remain are likely to take ashot at you, but the red danger isfrom
explosive shells that fall from the sky at seemingly random intervals. Y our only
protedion isto seek shelter in ruined buil dings or to dg a hole in the rain-sodden ground.
You have not had a hot med or a bath for five weeks, and are subsisting on cold food ait
of a can or pouch. Your small group of ragged companions waits for instructions to come
over aradio. You will betold to move ather in one diredion where there ae fewer
explosions and people shoating at you, or in another diredion where there is more
mayhem. Y our only escape from this nightmare isto receve an injury or be kill ed.

- James F Dunnigan, 'How to Make War'

About half of 2300AD player charaders have served time in the Ground Milit ary, which
isthe single ommonest careq, and are therefore ex-soldiers. This handout expands on
the basic information known to all charadersto detail milit ary equipment, characer
skills, common missons and tadics, and the most commonly encountered regular

milit ary unit - the Foreign Legion.

Milit ary encounters in the 2300AD campaign focus on squad-level infantry skirmishes:
The ortill ery barrage has lifted, the X-wing gunships have gone home, and your personnel
carier has just dropped you off in front of "Bugs, Mr Rico! Zilli ons of 'em!". Thisis
becaise aouching in afoxhole waiting for a mortar bomb to get you just isn't much fun
to role-play.

Armour and Weapons

The Rifle is a Sweet Tool
"Therifleisa swed toadl, andit gives of its best even in inexperienced
hancs."

- C.S Forester, 'Brown onResolution'

Rifles comein threeflavours: conventional, binary propellant, or gaus. The technology is
geaed towards making ammunition weigh less; this means you can carry more of it, so
you can use automatic fire. The theory isthat soldiers with automatic wegpors fed more
confident, so they are more likely to get up and dosomething; and the less confident can
spray areas with autofire, often without sticking their heads up to aim. The professonal
sees autofire & 'aticket aaossthe stred' - away of keguing the enemy's head down,
represented in the game by forced NPC duckbacks - and avoids it to save ammo where he
can.

Conventional rifles (Old Civil technology) fire small-cdibre caseless rounds like the
contemporary German G-11; the bull et is embedded in a solid recangular block of
propellant. Y ou don't carry the 20th-century brasscase, so the ammunition weighs less.
The bullet itself has a dense metalli ¢ core, surrounded by a nonmetalli c compasite sheah
(whichis gripped off if the round hits a hard target), surrounded in turn by ateflon sabot
(which abrades away as the round reades the wegpon muzzle). These features give high
muzzle velocity (which neals a broad-based bull et for the explosion to push against) with
high penetration (which needs along, thin bull et striking the target).

Binary propellant rifles (New Civil/ Old Milit ary technology) fire an identicd bull et to
conventional rifles, but the solid propellant isreplacead by two gasses, which are stable
when stored separately in battlesin the rifle stock, but volatile when mixed in the
chamber. This eliminates the stabiliser in a cnventional round (which makes the ammo
safe to store and carry, and makes up much of its bulk), thus reducing weight further.
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Gausrifles (New Military technology) are linea magnetic acceerators which fire fin-
stabili sed flechettes. Thereis no propellant as sich; the magazne mntains asmall battery
which powers the gun.

Almost al rifles are 'bull pup' designs like the modern SA-80 (British) or FA-MAS
(French). This makes the gun shorter, and so lesslikely to catch in the doa when jumping
inand out of vehicles. Shorter guns are lessaccurate (reduced sight radius), so they have
opticd sightsfitted to compensate. Rifles are generally gyrostabilised to make them more
controll able when firing bursts; the latest models fire bursts at alower muzze velocity
than single shots to help this.

A Nice Thing to Have if You Can't Carry a Gun
"Benoat afraid of any man, no matter what his sze; just buy a Colt rewlver,
and| will equdise."

- 19th Century Advertising Sogan

Handguns come in two flavours: Revolvers (fed from arevolving cylinder) and
automatics (fed from a dip). All of them fire caseless rounds; binary propell ant and gaus
versions were tried, but weren't worth the expense. Handguns have ashort range and
limited stopping power, so they are more astatus symbal than a wegpon; but they are the
best wegpon for short-range self-defence ajainst a surprise atack, asyou can carry them
all the time, ready them quickly, and stop the enemy before he ammesinto physicd
contad with you.

Revolvers are normally carried with the firing pin resting on an empty chamber, so they
don't fire acidentally if dropped; if you do that with an automatic, you must work the
dlide to chamber around before firing. Professonals expeding trouble usually carry an
automatic, with around aready chambered, the hammer cocked, and the safety catch on
(‘cocked and locked'); they are trained to fire threerounds at each target, twice a the body
(the 'double tap’) and once d the heal (in case of conceded body armour).

Stunners are used by padliceforces as nonlethal riot control wegpons; these ae usually
pistols and projed focussed ultrahigh frequency sound with sufficient energy to stun the
target. They nead a dea path of air to the target's eas, and so will not work in vacuum or
against oppments with airtight armoured helmets.

We're Going to Need Bigger Guns...
I "We're goingto need higger guns, John. Really BIG ** **ing guns!"

- from'Sgit Second' (just after the speaker first sees the monster)

Theinfantry squad is built around small teams each responsible for a heary wegoon. The
theory isthat while anindividual soldier will take @ver, not adion, when the shoating
starts, heavy wegoon operators reasaure eat other and so are more likely to shoaot back.
There ae several types of heary wegons:

Autoguns, including machineguns and light autocannon, are similar to rifles, but their
heavier construction all ows them to fire more and longer bursts before they overhed.

Sniper rifles are issued at squad level to compensate for the reduced ranges of 24"
century rifles and machineguns. Quite often they are lasers; these use high-efficiency
liquid metallic suspension (LMS) battery packs pumping a fast-discharge homopdar
generator, which stores energy in arapidly-spinning (50,000 rpm) flywhed urtil it has
enoughfor a0.01 second pulse. The ones which aren't lasers have laser sights (the ones
that put alittle red da on the target showing where the round will strike).

Plasma guns use alaser ignition system to superhea a hydrogen fuel pell et to a plasma
state. The plasmais contained in the wegpon briefly, then all owed to escgoe through a
magnetically focussed field along the barrel; the high velocity balt isinitialy about 2 mm
aaoss but disspates rapidly asit travels; thisis minimised by firingalaser beam first to
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crede atunnel of heaed air to the target, down which the balt rides. Each round of ammo
has a battery to pump the wegponis laser ignition and pathfinder beams, and a fuel pellet.
After firing, the rounds are g§eded; the spent rounds are very hot, with molten centres,
and can burn reaby alli es.

It's Worse Than That - He's Dead, Jim!
So what does all this guff do to your tender pink (or brown, or yellow) bod?

Bullets do damage in two ways. Either they hit abone and shatter it, in which case more
muzzle energy does more damage; or they tumble through soft tissues, in which case the
longer they are in relation to their width, the more of you gets chewed up. Pistol bull ets
are short, fat ones with low muzze energy, so they hurt lesseither way.

Gausrifle needles dide through the gaps in the weave of your body armour, then bend
into hook shapes and scythe their way through your flesh.

Lasersinflict damage by producing such rapid temperature changes in the target surface
that it explodes (imagine exploding a potato in a microwave, only much faster).

Take heat, however; if you can get to a hospital within the 'Golden Hour' - the first 60
minutes after injury - you have a95% chance of survival. Thisiswhy you like to have an
air ambulance on hand and afield surgery not far off. Besides, the other side dorit want to
kill you. Kill one man and you remove one man from the battlefield; wound him seriously
and you remove him, and several othersto look after him.

| Love Being a Turtle!

Soldiers wea body armour; not to proted them from rifles, although good armour will
stop apistol bullet, but to proted them from the shell fragments (usually from the humble
mortar) that cause 80% of casualties. Thisisnot for atruistic reasons; while aguerill a can
be trained to operate an assault rifle effedively in a short time (much lesstime than it
takesto lean how to use asword properly), a chap who can use dl your wegons, radios,
tadics etc. isa significant training investment - another few hundred Livres spent on a
flak jacket is worthwhil e insurance. Armour can be nonrigid, rigid, or inertial.

Nonrigid armour (simil ar to the modern kevlar flak jadket) is made of atough, flexible
material which resists punctures and spreads out the energy from an impad over alarge
areaof your body. This means that when you are hit, you get abig bruiseinstead of a
large hole. It doesn't inhibit your movement as much as other types of armour.

Rigid armour is made of solid pieces (think of the Imperial Stormtroopers from Star
Wars, or the Colonial Marinesin Aliens).

Inertial armour isflexible like nonrigid armour, but goes momentarily stiff when struck
by a fast-moving bull et or shell fragment.

Milit ary armour is usually a helmet and torso armour of some kind, for several reasons.
First, anyone will go down if around is put into his'body T' - draw an imaginary line
between the temples, and from the midd e of this draw another down through the nose to
the base of the sternum (hit locaions 1 and 2in game terms - the fatal wound aress).
Seoond, limb armour heary enoughto proted you istoo thick to all ow easy movement.
Armour is hot, heavy, and uncomfortable; you dorit wea it unlessyou're expeding
trouble.

Characters

Skills

To gve you some ideahow your charader relates to various grades of NPCs, here aethe
skills they would usually have. Skills are aumulative; even a senior NCO was areauit
once, and so has those skills too.
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Recruit: Combat Rifle-0, First Aid-0, Endurance 8 or more. Someone who has been
through a @uple of months of basic training; in countries with National Serviceor
something simil ar, every adult male has done this.

Trained Soldier: AsReauit, plus Sideam-0, Melee0, and skill | evel one in something
useful. Those still on adive servicehave a least Endurance 10, Strength 9, Dexterity 9,
Intelligence 9. These people ae the bulk of infantry squads.

NCO: AsTrained Soldier, probably also has Bureaucracy-1, Leader-1, Tadics-1. These
are the result of training courses, so someone rising by battlefield promotions might not
have them.

Officer: AsTrained Soldier, probably also has Bureaucracy-1, Leader-1, Tadics-2 if he
gained his commission through an acalemy; someone with a battlefield commisson
might not have those skilIs.

Special Forces: As Trained Soldier, plus Combat Rifle-3, Melee-3, Demoalitions-2,
Ground Vehicle-3, First Aid-2, Forward Observer-2, Medchanicd-1, Stedth-3, Tadics-3,
Survival-3; also has at least Endurance 13, Strength 10, Dexterity 10, Intelligence 10.
Many Spedal Forcestrooperstake areduction in rank to serve in such a prestigious unit,
so they could well have officer skills as well.

Aircrew: As Trained Soldier, plus Sideam-1, Aircraft-2. These ae the people driving the
X-wing helicopters that drop Spedal Forcesteams off and pick them up; they may or may
not have NCO or Officer skills.

Tactics
For game purpaoses, Tadicsisthe skill of planning and controlling battles. It all ows you
some knowledge of what happens on the modern battlefield, and how to ded with it.

No Skill: Youve seen afew movies. Most of what you think you know iswrong.

Level 0: An experienced soldier. Y ou know better than to surrender; the enemy doesn't
want to feed and guard prisoners, espedally when many of his own men are wounded.
Y ou know that reckless bravery doesn't help anything; it just gets you killed. Y ou know
that defenceis easier than attack; let the NPCs gart something!

Level 1: A professona NCO. Given time (about a day) and resources, you dig in and
wire in your command whenever it stops. This means foxholes, shelters, sensors,
communicdions, and barricades are prepared; heavy wegpons are set up to be fired blind
through smoke, fog or darknessat likely attacks; artill ery fireis preregistered on targets,
in case abombardment is needed; the party isdrilled on where everythingis, how to
abandon the position if necessary, and where to med up if separated.

Level 2: You have been through the equivalent of infantry officer training. Y ou know
basic tadics, and can dispose aparty to meet most threds.

Level 3+: You can identify the weak spotsin enemy defences and bre&k through or
destroy them with minimal losses.

Recon Skill

Remn isthe skill of using terrain in such away asto observe hostil e units without being
seen yourself, and estimating enemy strength from a number of small clues. Asarule of
thumb, 10% to 20% of the enemy's grength, dispasition and cgpabiliti es are reveded eadh

day.
No Skill: "Combat walker? What combat walker?"

Level 0: "Many combat walkers passthis way. Speak with forked plasma canon. Ugh."
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Level 1. "French walkersin squad strength have come this way in the past week."

Level 2: "Eight BH-21 walkers came by two days ago. We're fadng front-line French
troops, possbly the Foreign Legion; they'll have backup.”

Level 3: "Eight French BH-21Cs came through here day before yesterday. That's the
space ombat variant, so they must be aNavy landing party. That means they have &
least a auiser upstairs, and probably a mmpany of Marines down here. One of them has a
limp from a damaged leg servo, I'd guessthey've been in afight recently.”

Tactics and Missions

1. Dont forget nothing.

2. Have your musket clean as awhistle, 60 rounds powder and bell, and be ready to
march at a minute's warning.

3.  When you're on the march, ad the way you would if you was swe&ing up on adeeq.
Seethe enemy first.

4. Téell the truth about what you seeand what you do. There is an army depending on us
for information. You can lie dl you please when you tell other folks about the
Rangers, but dont ever lie to a Ranger or officer.

5. Dont never take achanceyou dont have to.

6. When you're on the march we march singlefile, far enough apart so one shot can't go
through two men.

7. |If we strike swamps or soft ground, we spread out abreast, so it's hard to tradk us.

8. When we march, keep moving till dark, so asto give the enemy the least chance a
us.

9. When we amp, half the party stays awake whil e the other half sleeps.

10. If wetake prisoners, we ke 'em separate till we have time to examine them, so they
can't cook up a story between ‘em.

11. Don't ever march home the same way. Take adifferent route so you won't be
ambushed.

12. No matter whether we travel in hig parties or littl e ones, ead party hasto keep a
scout twenty yards on each flank and twenty yards in the rear, so the main body can't
be surprised and wiped out.

13. Every night you'll be told where to mee if surrounded by a superior force

14. Don't sit down to ea without posting sentries.

15. Don't deg beyond dawn. Dawn's when the French and Indians attack.

16. Don't crossariver by aregular ford.

17. If somebody's trailing you, make a ¢rcle, come bad onto your tradks, and ambush
the folks that aim to ambush you.

18. Don't stand up when the enemy's coming against you. Kned down, lie down, hide
behind atree
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19. Let the ememy come until he's almost close enough to touch. Then let him have it and
jump out and finish him up with your hatchet.

- Major Robert Rogers Standing Orders, 1759

Thereisn't alot to add to Major Rogers orders as far as basic tadics go.

Your Mission, Should You Choose to Accept it...

Most military operations on the frontier are dasdc spedal forces operations, primarily
becaise it costs © much to get troops to the @mmbat zone that you send relatively small
numbers of the very best you have. When you need numbers for some reason, you arm
and train the locd farmers and miners, giving rise to guerrill aforces. There ae six basic
types of mission:

Combat Rescue: A short raid aimed at recovering hostages. Thisis a padliti cd statement
about how hard your country is as well as amilitary operation. It is complicated by
'Stockholm Syndrome'; given time, some hostages come to identify with their cgptors,
and may even help to fight their rescuers.

Counterinsurgency: Training and equipping locd forcesto ded with guerrill as. The
guerillas have dmost certainly been trained and equipped by somebody else's edal
operations forces doing an Unconventional Warfare or Paramilit ary Operations mission.

Paramilitary Operations. These ae deniable operations falling midway between normal
spedal operations and intelligence work, usually controlled by a Field Agent and aimed at
overthrowing arival regime by supparting locd rebels. However, starting arevolution in
your enemy's lands for fun and profit usually backfires. Those ungrateful guerrill as just
don't want to give you the guns badk and let you take over where your enemy left off.
Still, at least he hasn't got control any more...

Strategic Reconnaissance: A squad sneaks into enemy territory for along time to gather
intelligence A classic misson for PCs or other heroes. You will neel stedth,
resourcefulness alot of nerve, and alot of luck whatever happens; you only need combat
skillsif it goes badly wrong.

Strategic Strike: A raid to seizeor destroy a key install ation, person, or line of
communicaion. Thetypicd outpost or frontier colony, like a20th-century Third World
country, hasits centres of authority very close together - usually power is concentrated in
one town, often in one building. Y ou may only have aplatoon of Legionnaires at your
disposal, but onceyou take over the TV station, the Governor's office and the oxygen
generator, nobody is going to argue with you.

Unconventional Warfare: Thisisthe amingand training the locd famers guff. In 2300
AD, it's garting to become mnventional.

March or Die: The Foreign Legion
Vous etes soldats pour mourir, €t je vous envoie la ou I'on meurt.
(You became soldiers to die, and | will send you where you can die.)

- General Francois Oscar de Negrier, 1883

Since 1831, the Foreign Legion has seen almost continuous adion in the service of
France Its main missions are garrison duty and road buil ding in remote outposts, from the
Sahara and Indochinain the 19" century to the 24™ century colonies among the stars;
during wartime, Legionnaires are used as shock troops. Although Legionnaires come
fromall over the world, the Legion is an extension of French retional palicy, and always
uses gandard contemporary French wegpons, organisation, and equipment, with the
exception of the famous white kepi, which sincethe 1950s has been worn only on
ceremonial occasions. Both Jerry Pournell e's Falkenberg's Mercenary Legion and David
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Drake's Hamnmer's Samnmers are explicitly based on the Foreign Legion, and worth
reading as acounts of SFLegionnaires.

The Legion Code of Honour
1. Legionnaire, you have volunteered to serve France with honour and loyalty.

2. lrrespedive of nationality, raceor creed, every other Legionnaireis your brother-in-
arms. You must display towards him the tight soli darity binding the members of the
same family.

3. Youwill resped traditions and be devoted to your chiefs. Discipline and
comradeship are your strength; courage and loyalty your virtues.

4. Youare proud to beaLegionnaire and it showsin your impeccdle turn-out, your
dignified behaviour and your tidy quarters.

5. Asbefitsan elite soldier, you train hard and look after your wegon as your most
predous possesson. Always ke in top physica shape.

6. Themisdonis saaed and must be acomplished at all costs.

7. Incombat, you will never be caried away by emotion or hatred. Y ou must resped
vanquished enemies. Y ou will never leave your dead, wounded or wegpons behind.

The Legionnaire

The Legion is perceived as the most valuable fighting wnit in the French army. As such, it
has no shortage of voluntees, and the days of accepting criminals on the run or
gentlemen escaping wives or debts are long gone; any applicant with a aimina record is
turned down, although minor misdemeanours may be overlooked if the candidate looks
promising. The officer corpsis drawn from the aeam of the French military acalemies,
and is mostly royali st, Catholic, and conservative.

The British or American voluntee may have romantic illusions fuell ed by Beau Geste
and similar works of fiction, but the average Legionnaire is of southern European or
Germanic descent and signs up for more pragmatic reassons. Many enlist to claim the
French citizenship granted after five yeas service; a number enlist simply becaise they
want to fight, and can be cetain that the Legion will give them the oppatunity; finally,
soldiers who fought against the French and lost are often offered the chanceto redeem
themselves by joining the Legion - in the late 19405, for example, nealy 60% of
Legionnaires were Germans, largely ex-SStroopers.

Reauits need not speak French on enlistment, but if they dont, they are paired with a
French speker and expeded to learn the language quickly from him. In theory, French
natives are not permitted to enlist in the Legion, but it is an open seaet that many do so
under Belgian or Swisspseudonyms. Oncetrained, they regain their true identity. Since
banks refuse to open acounts for anonymous clients, and any Legionnaire may have

enli sted under a pseudonym, Legionnaires have no bank acounts for their first five yeas
of serviceand are dways paid in cash.
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Traditions
Tiens! Voila duboudin, voila du boudin, voila du boudin,
Pour les Alsaciens, les Stuisss et les Lorrains.
Pour lesBelgesy en aplus, pour les Belgesy en aplus.
Ces sont destireursau cul.

(Look! Thereis some black puddng,

For the Alsatians, the Snvissandthe Lorraines.
There's nore for the Belgians.

Theyrerotten shats.)

- Le Boudn, the Legion's marching song
The Legion's traditions make it uniquely suited as a unit in which player charaders srve.

The Legion looks after itsown. Legionnaires wanted for minor offences such as unpaid
alimony have been known to be transferred out of palicejurisdiction at the aitica
moment; ex-Legionnaires form groups reminiscent of freemasonry wherever they settlein
numbers; and the Legion maintains rest homes for its wounded and pensioners, freeof
charge. The Legion's unofficial motto is'legio patria nostra' - the Legion is our fatherland.

The Legion displaysirrational courage, and will suffer extraordinary lossesto
achieveits objectives. Of the 9,000 Legionnaires snt to fight for Queen Isabellall inthe
Spanish Civil War of 18339, some 220 marched bad into France of the 44,000who
served in the First World War, 31,000 were kill ed or wounded; of over 5,000arrayed
against 80,000Vietminh at the final battle for Dien Bien Phuin 1954 threereturned to
French lines. The dasdsc example, and the adion defining the Legion's view of itself, is
the battle of Camerone on 30 April 1863 whose aniversary is gill cdebrated at every
Legion base. Captain Danjou and 64 L egionnaires were ordered to Camerone to ke the
highway between Mexico City and Vera Cruz open for a supply convoy. Attacked by
2,000 Mexicans, the Legionnaires held aut for nine hours; the battle ended at six PM,
when the five surviving Legionnaires fixed bayonets and charged the 1,700surviving
Mexicans, with predictable results. The amnvoy got through.

The Legion isruthless, and will do whatever it takesto achieve its objectives. The
annihil ation of Berber women, children and livestock at Djebel Baddou in 1933 and the
routine torture of suspeded terroristsin Algeriain the late 1950 are examples.

The Legion isingeniousin improvising comfortable quartersand takesits pleasures
serioudly. The sadk of the Russian wine cdlarsin Sevastopd in 1831isfamousin Legion
legend; the mobil e brothel accompanying the Legion during the Morrocan campaigns of
the 192Gs is another case in point.

This article was prepared for Chall enge magazine, but the publication
folded with the demise of GDW before | hadit in afit state for submisson.

Orbital Colonies
| ©Andy Sack 1986-1998.

Like most SFRPGs, plain vanilla2300AD asaumes that aimost all of mankind's colonies
will be set up on planets, and spaceisjust for travelling through. An aternative
assumption isthat planets are not the best places for atednicd civili sation. They have
uncontroll ed weaher with extremes of temperature; their atmospheres make it hard to
make agoodvaauum or colled solar power; you have to take the terrain as you find it;
the gravity makesit difficult and expensive to get on and off them, and interferes with
construction and transport.
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In my 2300AD universe, the Solar System isteeming with orbital colonies; this matches
my view of the future, which is heavily influenced by C J Cherryh's Alliance and Union
stories, such as Mercharter's Luck and Downbelow Sation. Y our Mileage May Vary.

What Does the Colony Look Like?

It can be any shape that will hold air, and the smaller ones have many diff erent shapes.
Thetypicd large olony isa ¢/linder up to 6 km acossand 30 km long, rotating every
two minutes or so to provide atificial gravity. The cylinder is divided into long strips
down its length; threeimmense glass windows, strengthened with cébles, aternating with
threestrips of land. Each window has a mirror outside to refled sunlight onto the strip of
land oppaite. Manufaduring fadliti es are on the sunward end of the cylinder, and
hudding around them isaring of small agricultural cylinders housing the wlony's farms.

Sincethey rotate, gyroscopic effeds prevent single main cylinders from being
continuously aimed at the sun, so alarge freefloating secondary mirror would be needed
to refled the sun's rays onto the wlony for light, warmth and power. So, most colonies
have @unter-rotating pairs of cylinders with no secondary mirror - such a pair has no net
spin and so can track the sun easily.

Colony cylinders are made by vacuum-vapour depasiti on; a plastic ball oon several
kilometres aaossis rotated slowly past a solar furnacewhich sprays aluminium vapour
onto it. The metal condenses to form a seamlessmetal shell, asthick as you like. Dueto
the mlonies low population, most routine assembly work is done by robds, with the
humans along mainly as troubleshoaters. To make life eaier for the machines who do
most of the work, the fittings are built from modular fabricated sedions, so they all tend
to look alike inside.

Colonies sinto provide simulated gravity not just for comfort and convenience, but aso
to avoid lossof cdcium from the @lonists' bones, which would make them more fragil e.
Therotation rate is usually one rpm or less asif the spin is faster, workers commuting
daily between the zeo-G industries around the clony and the simulated gravity inside
suffer from motion sickness. The twin constraints of maximum rotation rate and
minimum gravity define the mlony's sze depending on which medicd consultants the
buil ders took advice from, the rotation rate can be up to 3rpm and the simulated gravity
can be aything from 0.1 G up. Pregnant women and young chil dren are housed in more
Earth-normal gravity than adults; scientific, mining or military stations thus tend to have
lower gravity than those with large dvilian populations.

Colonies or bases on the surfaces of the Moon, 10 etc. consist of bunker-like structures
covered with locd soil and kept in permanent shadow by sunscreensto help control their
temperatures - it is much easier to hea aroom than to cod it, and thisis particularly true
in vacuum.

Power Sources

The main industry of the first orbital colonies was building solar power satellit es to beam
power down to Earth, and they have retained a heavy reliance on solar power - it's chea,
easy to colled, and has no waste products to speak of. Orbital colonies are usually set far
enough out from the worlds they orbit that they very rarely go into shadow, so that they
can colled as much sunlight as they need. The two main methods used are vast arrays of
solar cdls, or mirrors focussing the sunlight to bal aworking fluid which turns turbines,
which in turn spin generators. In either case, the further out from the sunthe wlony is, the
weaker the sun's rays, and so the larger and more daborate its olar arrays.

Surface olonies experienceregular nights and so cannot depend entirely on solar power;
they rely on other means of power production at least part of the time. These may be
fission, fusion or MHD plants; fission plants are the rarest because the only significant
supplies of uranium or plutonium in the Solar System are on Earth, and it is expensive to
haul them up out of the gravity well.
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Mining

Mining among the Solar System colonies means either opencast surfacemines on moors,
or asteroid mining. Asteroids have only 10% as much aluminium and titanium as lunar
soil, so the Mooris main exports are oresrich in those two metals.

Luna

The Moon mines were established first - as a source of raw materials for building
powersats - and are still the most productive. Lunar mines produce duminium, titanium,
iron and sili ca(used to producefibreglasg; another product of major importanceis
oxygen, which is chemicdly bound to the metals and the sili con and represents about
40% of the rocks' composition. Lesser but still useful constituents of lunar rock include
hydrogen, nitrogen, carbon, sulphur and sodium.

The oreisrefined on the Moon or in neaby colonies, since shipping refined metalsis
chegoer than shipping bulky unrefined ore. Since everything must be recycled, and water
isin short supply, refining uses complex and costly chemica processes.

The Asteroids

The asteroids have much more iron and several times as much magnesium as lunar soil
so their miners concentrate on those metals. Further, the asteroids known as chondrites
have high propartions of water and organic chemicds, so ariginally most of these items
were mined in the asteroid belt - with stutterwarp vessels, it was chegper to get organics
from the Belt than to ship them up from Earth, although sincethe Beanstalk was
completed the Belters have faced serious competition from Earth corporations. The
asteroids began to be exploited later than the Moon because they are several hundred
times farther from Earth and have orbits which require more delta-V to match; so,
asteroid mining needs ips with better propulsion and life-suppat systems, which
weren't developed urtil | ater on. Asteroid and planetoid orbits are widely variable, and
one of the main pradicd purposes of Astronomy skill in the game isthe seach for
asteroids with valuable resources which are in a mnvenient orbit for exploitation by a
given colony.

Iron and stony-iron asteroids contain iron (surprise!), often all oyed with nickel and ready
for the rolling mill; the large asteroid Psyche, for example, is more or less ®lid nickel
sted. The eay way to mine this type of asteroid isto spin it using explosives, and melt
the whole asteroid with sunlight focussed by mirrors; the various constituents sparate out
into layers under centrifugal force and are scooped off as needed. Sometimes heavier
metals than iron are found, but these ae rare.

Carbonaceous chondrites are very dark, having about 7% carbon and up to 20% water;
they have &out half the organic compound content of oil shale, mostly in heavy
hydrocarbons like waxes and al's; they are much sought after for plastics feedstocks as
well astheir water. Ceres and Pall as are large asteroids of this type, which is the most
common. They are mined by automated chemicd plants on their surfaces, powered by
solar energy, which extrad water and organics from the asteroid and processthe latter
into fertilisers, plastics and so on, as well as extrading the few nitrogen compounds
present. The water can be dedrolysed to yield oxygen and hydrogen, both of which have
many Uses.

Aswell as providing mineral resources, the asteroid belt isthe Solar System's frontier.
There ae milli ons of small asteroids, eat cgpable of supparting asmall group who can
aff ord the few tens of thousands of Livres for the eguipment needed to homestead it. The
Belt is 0 large asto be dfectively ungovernable, so those who like solitude or dislike
authority can vanish into it. However, the belt has no law to spe&k of, and should any of
your equipment fail, it won't matter how goodthe manufadurer's guaranteeis...
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The Outer System Moons

The moors of the outer planets also have extensive mining fadlities. Most of the smaller
moons mining operations can be treaed for game purposes asif they were on asteroids;
larger moons usually spedalise in extrading water and oxygen from surfaceice
However, there ae exceptions, for example lo has large sulphur deposits which are
extraded to make the sulphuric add vital for many industrial processes.

Life Support and Agriculture

The average mlonist neads around 5 kg of food, water and oxygen per day. Much of this
isrecycled; even so, farms are present because of the high cost of shipping food up from

Earth. Fortunately, farming is easy in spacebecaise there ae no pests, no weels, and the
weéher does what it's told.

Oxygen is produced by plantsin the farming modules and the main colony, which also
extrad the cabon dioxide from the mlony's air. There ae so many plantsin the average
colony that no more daborate method o recgycling the dr is needed. Atmospheric
presarreisone-half an Earth atmosphere, which is enough pressure for physiologicd
needs - higher pressures mean thicker, more expensive wall s, and worse damage from
punctures. The ar is about 40% oxygen, with almost all the rest being nitrogen for the
plants and to reducefire hazads. Even so, fire is a serious hazad, more feared for its
consumption of oxygen than its adual damage; probably only major punctures cause
more nightmares. The humidity is around 40%, except in farm areas and grain storage.
The dr temperature is about 22 degrees Centigrade. Waste gasses are alsorbed on
adivated charcoa filters and then sent to the waste processng plant. However, only in the
largest colonies are there blue skies (which need air at least threekil ometres thick to
form) and natural clouds.

The bulk of the water in the mlony's atmosphere is given off by plants; thisis recycled by
dehumidifiersin the farming modules. The water passes through no ground strata and has
no chemicds or disolved salts, so it is extraded from the @r and piped straight to
peoples homes. Water is also produced as a byproduct of small power plants, where fuel
cdls combine hydrogen and oxygen to produce water and energy (most internal station
vehicles are powered in this way).

Foodis produced in small farm units orbiti ng the main colonies. The main reason for not
farming inside the wloniesisthe 24 hour lighting, high ventilation, and high humidity
used for optimum plant growth. Interplanting is used, so that at any time in aplot there
are some aops being planted, some growing, some ripening, and athers being harvested,
all mingled together. A typical sequencewould grow rice, sweet potatoes, soybeans, corn,
and then soybeans again. The stems and cuttings are fed to livestock. Aswell asfood
plants cotton is grown, for use in clothes and paper.

Plants are grown on styrofoam boards for suppart, with nutrients and water sprayed
diredly onto their roats. This eliminates the need for expensive, heavy topsoil and makes
it easy to harvest roots for animal feed. Since hand-pallination of vegetablesisvery
boring, the wlony usually has ®vera hives of bees ®lected for their docility. These
produce honey as a by-product.

Mea isrelatively scarce mea animals take up alot of room and foodfor the med they
produce, and much of what cows, pigs and chickens ed can be eden diredly by people.
The staple meat in most coloniesis rabhbit - mil d-flavoured, low in fat, and easily cooked.
The farms produce dfalfa, a perfed rabhit foodwhen salt is added. Each doe rabhit and
her litter takes up about one square metre and her alfalfa patch about twelve times as
much room. The total yield of boneless mea from this sort of set-up isabout 150kg per
hedare per day.

The waste stems, leaves and rocts are cnverted into milk and ather dairy products by

ruminants, usually cows or goats. Goats are mmmon, sincethey ea 10% as much asa
cow but produce 25% of the milk; in the average mlony as much as two litres of goats
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milk per person is avail able ea@h day. Chickens are fed kitchen waste and the leftovers
from rabbit butchering, and provide 3-4 eggs per person per week.

Finally, there aefish. These ae nealy as productive & rabbits where proteinis
concerned, and colonists can get up to 300grammes of fish fill ets per week each. Now
fish out of water in agravity field de because their gills coll apse, which stops them
getting any oxygen; in zero-G hydropanic fish-farming, the fish are left floating in mid-
air in an atmosphere of 100% humidity. (In red life, pondsin the farms will be more
pradicd; but freeflying fish gve more of a sense of 'beingthere' in the future, and
imagine the fun you can have referedéng a zeo-G firefight in aroom with 100% humidity
full of flying fish...)

The average farm yield runs at about 950kg/hedare per day, so every hedare of farmland
can suppart about 250 colonists; onceyou have dedded the population, that tell s you how
big a wlony's farms are. There ae afew professonal farmers and agronomists, but most
of the farm staff are voluntees who work there afew hours each week in their leisure
time.

Aswell asthe farms, the main cylinder hastrees for fruit, for shade, and just to look coal.
These provide gples, oranges, peas, plums, cherries and peades; more alventurous
colonies grow coconuts and bananas. Some alonists have their own gardens for flowers
and vegetables.

The food never hasto travel more than a auple of kilometres to market, so thereis no
spailage in transit and no need to add preservatives. There ae no supermarkets full of
padkaged goods; the food market isagroup of farmers' stall s with bins full of fresh
produce and the oddrefrigerator, looking alot like apre-industrial farmer's market or
bazaa. Naturally, anywhere you have fruit or grain and some enterprising individuals,
you have dcohol shortly thereafter...

Sewage is heaed with oxygen in high-temperature, high-pressure conditions for an hour
and a half, producing steril e water with ammonia and phospate ash, and agasrichin
carbon dioxide. The phosphate ash and gas are sent to the farmsto help in growing plants.
Water is purified and recycled.

Buildings

The wlonial environment is cramped and artificial, but it can still be plessant to live in.
The buildings are closely-spaced and only a few stories high, with plenty of trees and
other greenery. They are asembled from prefabricaed, modular wall sedions. However,
within this constraint, the occupants drive for diversity.

Apartments have simple, open designs, with a structure defined by metal girders. Asthe
walls are not load-beaing, they can be swapped as desired for floor-to-celing plate glass
windows. Floor panels are lightweight honeycomb, and ceili ng panels may be dea,
coloured or opaque acording to taste; most are opaque, becaise only a few kil ometres
away other people ae living over your heal, and they may have telescopes...

Livingrooms are in the arners of the building, with two glass walls. Neither heaing nor
codingisaproblem, asthe entire alony is'air-conditioned’. The land area aail able per
person is only abou 50 square metres; buil ders ded with this sortage of spaceby hiding
it. The wlonistslivein small clusters of houses, eat with some focus sich as a ourtyard
fountain or stand of trees, so that people ae avare only of afew neighbouring houses.
The problemis made eaier by the dmost total ladk of cars and trucks; most movement is
on foot or by bicycle, with subways or monorail s for longer-distancetravel. Quite often
houses are terracel so that one man'sroof is his neighbour's lawn.

Scattered among the houses are publi ¢ parks and gardens, with small lakes that serve &
water reservoirs as well asreaediona aress and homes for ducks, which have aethetic,
psychologicd and nutritional value. Speaking of the latter, ovens are microwave or
eledric - eledric power is plentiful, but fuel for burningis not.
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Plastic is not widely used, becaise it must be made from hydrocarbons, which originally
were very scarcein space athough they are plentiful sincethe exploitation of the
asteroids and the widespreal use of the stutterwarp, space tradition deaees other
materials. What the buil ders have dways had in plenty are duminium, titanium, sted and
glass. Bricks and concrete ae made from planetary soil so they are greyish-white. Asthey
are made primarily of sted, concrete and dassthe mlonists homes are durable and sturdy
structures. Furniture and decorations are made from aluminium and ceramics; the trees
aretoo valuable diveto be used for wood Fabrics are made from woven gassfibre and
are about the consistency of denim; they won't absorb dye, but can be made of stained
glass, so colours are mostly blues, reds, purples, greens and browns, and glow
irridescently in the sun. Stains wipe off easily with adamp sponge, and the fabrics are
fireproof.

Clothing

Anything tough and durable, like overalls, is made of the same woven fiberglassasthe
furniture mverings and curtains. Softer, lighter clothes are made from locdly-grown
cotton, dyed in the usual way, and usually recycled. Due to the small populations of the
colonies, the services they provide ae limited, and professonal tailors and dressmakers
arerare; so many people who want something distinctive make it themselves, or enlist a
friend or relative. Thisislesstruein the larger stations.

Paper

As mentioned ealier, trees are just too valuable to chop down. This makes paper very
rare; it isjedously guarded and carefully recycled. Notepads, diaries, and most bodks are
replaced by portacomp chips. Paper (and plastic) bags are replaced by the ubiquitous
woven fibreglass Financia transadions are made by credit card or eledronic fund
transfer, so thereislittle need for paper money.

All of this nead not cramp the style of refereeor player much. After al, thereis no paper
at al inthe Star Wars universe and that doesn't slow down the alventures. PCs sould be
aware, though, that using a lot of paper isasign of wedth.

Leisure Activities

Virtually the whole range of team and individual sportsis pradiced, and home
entertainments include dl kinds of music and video. Due to the low gravity, though, there
are some reaedions unknown before spacdlight.

Theseinclude zeo-G swimming, basketball, darts etc. in the microgravity areas nea the
axis of rotation. Zero-G waterball fights replaceplanetary snowball fights, and walking
on water takes along timeto lose its apped.

There ae dso afew pursuits that are not avail able. Anything involving hunting, or lots of
large animals (like horse-radng) istoo expensive in terms of floor area and life suppart.

The Orbital Colonist Mindset

The whole mlony is designed to encourage cmmunity spirit, and as the inhabitants
depend on ead other for continued survival, they form very close-knit communities.
Further, they are acustomed to discipline and obeying orders, becaise that is metimes
necessary for survival in space Paradoxicdly, the need to solve problems quickly or die
also hreads independence and self-sufficiency.

Spaceis an unforgiving environment, and colony populations are small; so the average
colonist is over-protedive of women and children. The small populations make for a
shortage of skill ed people, and so education and training start at an ealy age; almost
everyone has Mechanicd or Eledronic skill, astheir lives depend on machines.

The person in charge of the @lony, whatever histitle, however appanted, and however
benevolent, is adespat with absolute power of life and deah over the alony due to the
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centralised control of life-suppart systems - and absolute power corrupts absolutely,
which can generate many adventure scenarios.

The only animals the average lonist has met are domesticated spedes, as colonies only
have animals which can pay their way in med, milk, or companionship. Should an orbital
colonist med a hungry bea, for instance since his upbringing will have stressed teddy
beas and cartoon beas, he may not demonstrate the resped due to something as large
and dangerous asagrizzly. A ‘wild' animal, espedally if exotic in some way, is a status
symbal for the very rich.

July 1998: Kevin Clark emailed me to point out that | wasn't allowing

enowgh water for indwstrial processes, andright he was. So all of my
colonies havejust sprouted huge internal lakes...

2300 AD NPCs

©Andy Sack 1986-1998. Not strictly a player handout, but it was always to
handfor the Diredor when | ran games...

The Stanford Gang

The céin crew will shortly be serving blood gasma and endorphin tablets. - Stanford

Thisisamotley colledion of NPCswho at various times have been part of the PC parties.
They were initially intended to fill out the party, providing recessary skills or advice, but
asthe PCs grew more experienced they were not needed, and struck out on their own.
Several of them were mentioned in the teasers for 2300AD articlesin Challenge.

With friends like these, who needs enemies?

Isabelle Chan
Elite Field Agent. Motivations. Spade King (decet), Spade Jad (arrogant).

A Eurasian troubleshooter with avicious stre&k. Y our classic femme fatale.
Looksalot like: Charlotte Lewis in The Golden Child.
Themetune: Cocane by Eric Clapton

Callsign: "Winter" (Diredor: A literary reference - to Milady de Winter in the Three
Musketeea's.)

A quote: "Men! Are you born stupid, or is there some searet boy school where you lean
it?"

lan Harris
Elite Ground Military. Motivations: Club Ace (war leader), Diamond Queen (lust).

An ex-Legion wegorsinstructor known to dofredancework, providing tuition or
badkup. Independent, self-confident, both physicaly and mentally tough, he prefersto
work as part of ateam of similar people. He has an aptitude for languages and exceptional
dress &nse, both of which he usesin his pursuit of beautiful women. However, heis
incapable of forming lasting relationships - he loves chasing girls, but isn't sure what to
dowith oneif he cdches her.

Diredor: Harris has been unkindy compared by some of my playersto the Cat in Red
Dwarf, although that was not his inspiration. He was originally intended as a way of
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providingtadicd adviceto the party without it being obvious as a refereeintervention.
Heregularly tried to chat up female PCs, and was always told to 'Get lost, creep!".

Looksa lot like: BruceWillis.
Theme tune: Black Velvet by Alannah Miles

Callsign: Snow Dog (Diredor: A referenceto an ealy Rush song that sums him up for
me.)

Tanya Hyde
Veteran Ground Milit ary. Motivations: High Club (warrior), Minor Joker (eccentric).

An Australian mercenary who has been fighting the kafers for aslong as they've been
around. The mnsensusisthat Hyde has a software problem; most of the time she'sa
competent fighter, but sometimes she goes balli stic and daesn't seem to care whether she
lives or dies. No-one who likes fighting kafers that much can be wholly sane.

Director: Hyde was brought in to bulk out the party for raids against the Kafers. Her main
rolein play isto forcethe issue if the party are pussy-foating around, by opening fire on
whoever she thinks isthe enemy.

Looksa lot like: Vasguezin Aliens.

Themetune: Berlin by Marilli on.

Callsign: "Psycho" (Director: Thisisjust plain descriptive - it's what sheis.)

A quote (shouted over sustained automatic wegporsfire): "Diel Die! Diel Aaaagh!!!!™”
Neil Stanford

Elite Ship Crew. Motivations: Spade Jad (arrogant), High Club (warrior).

An acepil ot. Short, with pale blue eyes and blad hair, heis alert, determined, aggressive
and self-disciplined; he has good co-ordination and fast reflexes. Stanford likesto log as
many flying hours as possible, and therefore dislikes landing - he would prefer to hover
and drop the party off or pick them up. He has a tendency to get into fights he could have
avoided, and a penchant for overkill when cdled on for fire suppart.

Director: Stanford wasintroduced into the party so that there would be an NPC who
could be left in charge of the party's ship, aircraft, or whatever, so that all the PCs could
go wandering off together and get into trouble. Normally a Ship Crew NPC could only be
Experienced, but what's the paint of being the Diredor if you can't bend the rules?
Looksalot like: Tom Cruisein Top Gun.

Theme tune: The Gold Bug, by the Alan Parsons Projed.

Callsign: "Snakebite" (Director: Thisis ealy rocket enginee slang for an acddent.)

A quote: "Thank you for flying White Knuckle Airways. The LZ temperature is 'far too
hot', as usual, and the locd time is 'almost too late'. The cain crew will shortly be serving

blood dasma and endorphin tablets. Please ensure that you have dl your body parts with
you when boarding the X-wing, as mistakes cannot be redified after take-off."

Extras
Then of course there ae the extras: Pugh, Pugh, Barney McGrew, Cuthbert, Dibble,
Grubb. These charaders are monosyll abic, pesamistic, and short-lived.
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Look alot like: Security guards from Star Trek - The Original Series.
Theme tune: Another One Bites the Dust by Queen.

Quotes: "l have abad feding about this," "Oh, man, and | was getting short, too!" and
"Look out, Captain - aaarrgh!".

Contacts, Enemies and Patrons
These ae the NPCs who commission the playersto perform heroic tasks, or who are the
masterminds behind the nefarious £hemes they must stop.

With enemies like these, you definitely need friends.

Major J.B. Allen
Veteran Field Agent. Motivations: Diamond King (miser), Spade Queen (ruthless).

A former case officer for the French Deuxieme Bureau, who is rumoured to have resigned
following all egations of corruption in the service He has areputation for ruthlessnessand
gred. Tall, with piercing green eyes, Allen knows where the bodes are buried and makes
gooduse of that knowledge to persuade people to seethings his way.

Director: Mgjor Allen isthe former case officer of the party's Field Agentsin my
campaign, who started off as a patron, but became areaurring \ill ain when the party
dedded he had dauble-crossed them (he hadn't) and tried to kill him.

Looksalot like: Alan Rickman in Die Hard.
Theme tune: The Uninvited Guest by Marilli on.

A quote: "Please remnsider. | would hate to seemy efficient young friend here damage
your pride. Or your fingernail s."

Barry Couder
Veteran Smuggler/Pirate. Motivations: Spade Queen (ruthlesg, Low Heat (amiable).

A freetrader rumoured to engage in smuggling and piracy, Couder can acquire most
things for the right price. Cheeafully amoral, but prone to violent fits of rage if thwarted,
he sees government as a mnspiracy to prevent honest traders like himself making aliving.
Heisfond of drawing the parall els between taxation and extortion. He is acoompanied
everywhere by his bodyguard, a disfigured thug cdl ed Claude Baddeley.

Director: Thisisthe obligatory underworld contad, who has by turns been patron,
contad, ally and enemy. He shifts fredy from one role to the other - "It's nothing
personal. It's just business."

A quote: "Hey, if | was a government you'd cdl thistaxes, and you'd pay without al this
fuss"

Demon
Experienced NPC. Motivations: Middle Club (aggressve), Low Diamond (frugal).
Spedal notes: Demoliti ons-10.

A demolitions expert, blinded by an underworld leader when explosives he supplied

failed to dothe job, Demon now works entirely by touch and smell. Helivesin adark,
deserted warehouse; he doesn't nea the light, and it putsintruders at a disadvantage.

Anne Eifel
Experienced Academic. Motivations: Heat Ace (justice), Middle Heat (loyal).
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Serious, honest, and beautiful; station head of the Beanstalk orbital complex.
Director: Your clasgc patron, aformer girlfriend of one of the main PCs.
Looksa lot like: Sandra Bull ock.

Theme tune: Wonderful Tonight by Eric Clapton.

Lu
Elite NPC. Motivations. Spade Ace (leader), Minor Joker (eccantric).

Animmensely wealthy colledor of curios, given to extravagant parties and crackpot
theories. She sometimes hires troubleshoaters for missons; those so employed are dther
close-mouthed or tell tall tales, obviously false. Lu is normally accompanied by her
bodyguard, atough ex-space who caries an ornatel y-carved knife in her boa top.

Director: Luisinfad an exile from the far future, who is the main patron for time-travel
adventures as e dtempts to manipulate the timelines to improve her position bacdk
home. She is also an occasiona source of weird artefads - things that are too coal not to
have in the ampaign, but way beyond the science of 2300 AD.

Theme tune: Altair by Hawkwind.

A quote: "No, wait a minute; that hasn't happened yet. (Muttersto self) Actualy, if the
plan works, it won't ever happen.”

Phil T. McCraker
Experienced Journalist. Motivations. Heat Ace (justice), Low Club (stealy).

A fredanceinvestigative journalist, McCraker will stop at nothingin his ach for a
goodstory, particularly one expasing corruption.

Director: McCraker is an intermittent patron and ally, who occasionally approaches the

PCsfor help in one of hisinvestigations of the powerful and corrupt. He can also be
counted on to help the party if thereis a goodstory in the offing.
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TRAVELLER INTERFACE

With the demise of Classic Travdler, | moved all my SF campaigns to the 2300AD rules
so that my group would be using a system still in print. (It's also easier to write for a
game you are adively playing. 9)

That required conversion rules, and triggered dff the ideathat maybe the campaigns were
linked too, so | wrote the conversion guidelines and a “future history” conneding the
adiviti es of the various gaming groups.

Later, 2300AD went out of print as well; GDW considered migrating the game to their
House System (used in Travdler: The New Era and ather games), but went out of

businessbefore that ideabore fruit. That led me towards GURPS, and conversion rules to
move charadersto that system.

History 2300-2350 AD

| © Andy Slack 1986-1998.

Thisis how the period 2300-2350 unfoldsin my 2300AD universe. Y our Mil eage May
Vary...

Summary of Key Dates and Events
*  2001-2100: Age of Recovery - Fuel crisis, French Peace Melbourne Accords.

*  2101-2200: Seand Age of Exploration - Jerome Drive; Eclipse of France wars
exported into space

*  2201-2300: Seamnd Age of Commerce - First Contads; dedine of nationalism; rise
of Germany; French Empire.

* 2300: Lifediscovered in gas giant atmosphere in Kie Y uma system.

* 2302 Speaulation that Provolution has creaed ' vampires Trau Ceti system; life
discovered in CHON bodesin Sol' sometary halo.

*  2303: Kafer scouting party found on Beta Canum 1V.
*  2304: Provolutionists use nuclea wegponsto destroy parts of Hong Kong.

*  2305: Bolivian government overthrown by aband of adventurers; IncaRepublic
invades Bolivia and installs puppet government.

*  2306: Prisoners broken out of the supposedly ' escgpe-proof' penal colony o by an
unknown starship.

*  2307: Industrial acddent on Crater; masspoisoning narrowly averted. Al hovertank
recovered on Beta Canum 1V,

* 2307-08: First Kafer War.

* 2308: Trilon Corporation on Kie Yumadiscover an ancient STL colony ship from a
previously unknown race

* 2309:' Badk Door' inkcafer Spacediscovered; first contad with Ylii.

*  2320: Manned expedition to the Pleiades launched; * first' contad with Greys.
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o 2322-2340: Seand Kafer War. Coaliti on formed.

»  2323: Pleiades expedition reates Alcyone; first contad with AGRA Intelligence

o 2324: Kafer invasion fled reates and bombards Earth, causing emlogicd coll apse.
e 2325: Pleiades expedition returns to human space

e 2347: First contad with Vilani.

Return to Dictatorship: 2287-2315

The wstly French victory in the Central Asian war sparked a sharp, severe recesson. The
resulting paliti cal unrest led to a aup by the Army in 2289 ending the 12" Republic and
monopdising vital industries. The goparent recovery masked a mild but unstoppable
trend of price deflation; historians compare the gato the Roaring Twenties after the First
World War.

Under the monopdy system, relations between management and labour were relaxed and
harmonious; the Army seemed to know what it was doing, and the eonomy did seem to
be improving.

However, the writing was on the wall for those who knew how to real it. The Army's
approach to the recesson was a simple one: Print as much money as you need. Runaway
hyper-inflation was the result, with 25% of France's workforce unemployed and creditors
hiding from their debtorsin case they were paid off in worthless paper money. Shaken,
investors moved out of stocks and shares, into gold, gems, and government bonds. As if
to appease an angry God, the French Empire returned to traditional values and religion;
entertainment and music becane quiet, sober, and refined, and hemlines fell dramaticdly.
A new community spirit grew in towns acosshuman space

The amy'sfailuresin the War of German Reunification (229293) and the Flemish War
of Independence (2293 forced it from power, and the industrialist Nicolas Ruffin was
swept into officein 2294 By 2298 his reforms had produced tangible e@nomic results,
and foll owing a plebiscite Ruffin was crowned Emperor and the Third French Empire was
inaugurated. Only afew historians muttered darkly about Hitler'srise to power after the
hyper-inflation of the Weimar Republic in the 19205, or Napoleon's ascendance dter the
troubles of the 178Gs. By 2298 the worst was indeed over, although general price
deflation continued until 2315

The First Kafer War (2307-2308) had littl eimpad on Earth economicadly, as for the most
part it was fought far from Earth using existing flees and armies.

The Second Kafer War: 2315-2340

By 2315the French eaconomy had been stable enough for long enough that investors and
entrepreneurs again felt confident. Innovative ideas were again funded, forming 'sunrise
industries and fuelling aboam period d prosperity, rising prices, and inflation.
Unemployment fell to less than 5% of the workforce. Asthe boom continued, morals
relaxed and authority - bath government and religious - was rejeded; fraud and theft
becane common again, music became louder and faster, entertainment and fashions grew
more risque. Business was 9 lrisk, and the volume of trade so high, that even with
increasingly sophisticated computers deteding fraud was nealy impaossible - and by the
time it was deteded, the perpetrator had often moved to another system by stutterwarp.
However, therise of a new Kafer leader - Total Supremacy - on the Kafer homeworld was
to lead to another incursion into human space changing human padliti cs for ever.

The Second Kafer War (2322-2340) differed grealy from the First in itsintensity,
duration and extent. Intermittent skirmishes had continued since 2308 but almost as if by
agreement Kafers and humans each kept to their own side of Arcturus. In 2322 Total
Supremacy led a aaliti on of Kafer groups up the French Arm, into a human spacegrown
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complacent in its prosperity. Kafer warcraft entered the Solar System in numbers for the
first imein 2324 and the resulting carnage involved ships of all the spacefaring Terran
nations. Throwing the Kafers bad from human spacetook a generation, and cost over
200milli on livesin battle-related deahs alone - not counting many more kill ed indiredly
by famine and disease.

Almost unnoticed in the badkground was the Bayern mission's first contad with the
Greys, and the evidence of agrea (and perhaps ongoing) war between advanced ancient
civilisations.

Foundations of Empire: 2340-2350

The tremendous |losses of the Second Kafer War, both in personnel and materiel, triggered
aboth a sharp, severe recesson, and a general feding throughout humanity of "never
again". The war had served to clarify and prioritise the central problem of the day: How
was humanity to survive in a potentially hostil e universe? Victory had required humanity
to organise on an interstell ar level, forming a aaliti on of states with the necessary muilti-
national military and administrative structures. Asthe major starfaring powers, America,
France and Manchuria were the most powerful members of the Coalition; America
gradually took the lead, while France slowly fell into third placein the inner circle - some
historians geculate that after the milit ary junta and the Third Empire, for nealy 60 yeas
France had not had the multiple internal parties which would have given her leaders
pradicein Codliti on pdliti cs, whereas on the other hand American pdliti cians were
particularly accomplished at making inter-party dedsto read their goals.

Four fadors now combined to nudge the infant interstell ar state towards an Imperial form:

Firstly, the Kafer bombardments during the late 2320s had eft Earth with a shattered
emlogy, and alandscape of ruins. The smouldering scars where proud citi es had once
stoodwere visible from the Moon. The nead to co-ordinate the reconstruction on a global
level forced the Coaliti on more and more into the role of a world government. By the
ealy 234G, industrialisation, bombardment and tail ored plagues had damaged Earth's
eology to the point that it was no longer self-sustaining, so that only constant human
intervention using Pentapod constructs kept the planet habitable; and the retreding Kafers
had left small war bands behind, throughout the Solar System and the French Arm.

Seoondly, pre-starflight Earth had enjoyed dred sea ad air routes by which any city
could read any other. The Coaliti on had essentially linea communicaions and trade
routes - the three Arms of human space- much like the Silk Road or Roman searoutes of
ancient times.

Thirdly, Earth's previous four-layer pdliti cd structure (global, regional, national and
locd) was now obsolete. The anagathic drugs first introduced in 2264had now been in
use for nealy a hundred yea's by some of Earth'srichest citi zens. Power and wedth were
beaoming concentrated in the hands of afew virtual immortals; the padliti cd arena was
reverting to atwo-layer structure - the normal-lifespan 'Ephemerals on the one hand, and
the anagathic-using 'Immortals' on the other, matching the division of the ancient world
into the vill age peasants, and nobility in the towns. Immortal influence gradually slowed
tedhnicd progressand made society ever more mnservative in its outlook.

Finally, contad with the Vilani Ziru Ssirka (‘Grand I|mperium of Stars) made it clea to
the Coalition that they were trapped between hostil e Kafers on one side, and a huge and
ancient empire on the other. To a generation raised and trained for war, it was clea that
Terran humanity would be exterminated by the Kafers, absorbed and enslaved by the
Vilani, or become strong enough to fight both and win. They chose to be strong, and
Codliti on palicies began leaning towards expansion and outright fascism. A massve

milit ary buil dup and an equally huge exploration and colonisation effort made it seem that
humanity was playing Go on an interstellar scde, with colonies as the pieces and locd
space & the board.
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The combination of these fadors made it gradually apparent that the nation-states and
democratic processes which had served Earth's people well for centuries were no longer
relevant in an interstell ar age. Although it would be nealy a entury before the term was
used, historians date the beginning of the Terran Empire from 235Q by which point these
trends were shaping human interstellar government into a militaristic, feudal aristocracy
dominated by wedthy |mmortals.

History 2350-3000 AD

| © Andy Sack 1986-1998.

Thisis how the period 2350-3000 unfoldsin my Traveler universe. Your Mileage May
Vary, espedaly if you are using plain vanilla Travdler. My timeline revertsto
Traveler canon after 3000AD or so; White Dwarf readers may be interested to know
that the Terran Empire was the game badground for many of the WD Travell er
articles...

2350-2450: Coalition to Empire

Although historians date the beginning of the Terran Empire from 2350AD, it did not use
that name for itself until a entury later, initially referring to itself asthe Coalition, a
name probably developed by journalists looking for a shorthand way to describe the
concerted effort against the Kafers.

By the dose of the Second Kafer War in 234Q humanity felt badked into a crner - there
were Kafers at the end of the French Arm, Vilani at the end of the Chinese Arm, and the
American Arm was for all pradicd purposes adead end pending some miraaulous
bre&kthroughin FTL drive technology.

The popular fedings of the time ae perhaps best cgptured in Noguchi's classic bronze
sculpture, Neve Again, which depicts a screaming Kafer raising its wegpon highover a
human woman collapsed on the ground, shielding a terrified infant with her body. Later,
this was regarded in some drcles as a propaganda piece and it is true the Coaliti on
funded it; but Noguchi always claimed he had sculpted from memory, and records prove
he served as a soldier on Aurore. Copies of the sculpture aeto be found in the main
reception areaof every Terran Empire starport; it isin stark contrast to the main artistic
movement of the period, which drew itsinspiration from Eber or Sung works, or from the
rural forms produced by frortier colonists.

Throughahundred yeas of warfare and expansion, which saw the Kafer Genocide and
the numerous I nterstell ar Wars with the Vilani, Codliti on humanity developed a myth of
Terran supremacy, a belief that Terran humans were somehow superior to ather races,
whase tyrannicd cultures deserved to be mnquered. The Kafer Genocide solidified this
conviction, ac@rding to some historians as a means of relieving Terrans of any guilt they
might otherwise have felt at wiping out an entire spedes. Kaferslived oninlegend as
bogeymen, and the discovery of asurviving Kafer enclave isareaurring staple of
adventure fiction.

At first this myth was fuell ed by a series of Coaliti on successes; later, the psychologicd
eff ects on both Terrans and Vilani contributed to further Coaliti on victories. Sincethe
Codliti on's best commanders were given anagathics to maintain their usefulnessin the
field, they survived well beyond the initial campaigns; this further increased the mystique
of elite Terran urits, and the popular suppart enjoyed by these officersis widely credited
with their eventual elevation to the Imperial nobili ty.

In hindsight, the Terran successislargely attributable to Pentapodand Ylii suppart
against the Kafers, and the general enfeeblement of the Vilani empire, whose gigantic
imperial buil dings, poverty-stricken masses, and archaic, artificial art forms point to a
moribund culture.
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2450-3000: The Terran Empire

Up to the mid-25" century, Terrans dill saw themselves as members of their various
nations and corporations, owing all egianceto their military leaders and colonial
governors asindividuals, and in a vague, abstradt way to humanity as a whole. However,
the pdliti cd reforms of the 2440s and 2450s formali sed and ratified the de facto state of
affairs: An Imperia state, ruled by an hereditary nobili ty, most of whom had free accss
to anagathic drugs and a lifespan far in excessof that enjoyed by the gohemeral masses.
The longer they stayed in power, the more experienced they became, and thus the more
adept they were & retaining control. The continued presence of an externa enemy united
Terrans until they had come to accept this gate of affairs as normal - in fad, thereis sme
evidencethat towardsthe end of the Interstellar Wars hostiliti es continued primarily
because of the pdliti cd needs of the Terran nohili ty.

Government
The pdliti cs of the Terran Empire ae mandated by the nohili ty's widespread use of
anagathic drugs, and are dharaderised by expansionism, conservatism, and balkanisation.

The Empireis expansionist, because there must be new fiefs for new generations of
nobhili ty. Asthe dder nobles are anagathics users, and so donot die, their heirs cannot
inherit. The dternativesto expansion are assassgnation and civil war, which are
sometimes e in the Imperial Core, but are rare on the frontiers.

The Empireis conservative, becaise long-term anagathics users tend to extremes of risk-
taking or risk avoidance Over aperiod d centuries, the ones who take risks die & an
ealier age than those who dan't, and so the Imperial nobili ty becomes gradually more
averse to change and therisk it brings.

The Empireis balkanised, becaise the nohili ty cannot agreeon how planets should best
be run. The cmpromise which has been reated is that what any planetary ruler does
within 10 dameters of his world's surfaceis his own business; anything beyond that range
isgoverned by Imperial Law. Thisiswhy there ae such awide range of government
types, law levels, and technologicd levelsin the Empire.

Terrorist organisations in the Empire ae dedicated to overthrowing or assassnating the
immortal nohili ty, and differ mainly in the dternative form of government they propose
should they succeel.

In most times and places, the Empireis firm but fair, athough ron-humans are seen as
semnd-classciti zens at best, and a potential threa to be diminated at worst. However, the
treament atravell er recaves depends on the whims and vagaries of the locd nohili ty, so
thisis a dangerous generalisation.

The Imperial logo isayellow sun - symbadlising Sol - on ablad field, with a starship
flying aaossit from left to right. The ship is the charaderistic folded-arrowhead design of
streamlined I mperial vessels, and is trail ed by two 'whiz lines. The basic logo sometimes
has an additi onal symbol added to identify a particular unit; for example, shoulder patches
worn by personnel of the Maa Subsedor Fled have astylised ostrich plume
superimposed on the standard symbal.

73



The Military

The Imperial Terran SpaceNavy hastwo main roles. Firstly, to defend the redm against
external aggresson; and seoondly, to ad as a'cultural bridge', unifying the many and
diverse worlds of the Imperium. Naval uniforms are midnight black with gold piping and
white hats. Sedor Fleds are equipped to tech level 15levels, and used as grike or
readion forces; subsedor fleds are equipped to tech level 11-12 levels, and used for locd
seaurity and piracy suppresgon. Piracy is normally a covert disagreement between nobles
or shipping lines.

The Imperial Marines are primarily intended to deter rebels or invaders from adion
against the Empire. Thislimits them mainly to spacéorne missons, as what happens
within 10 dameters of aworld's surfaceis the planetary ruler's problem - unlesshe
spedficdly asksfor help, or rebels. Marines wea 'smart uniforms), able to take on a
variety of camouflage patterns or the maroon and light blue of parade dress Marine units
may be light infantry or heavy infantry; light infantry are equipped to tech level 11-12
standards (advanced combat rifles or gaussrifles and combat armour), and heavy infantry
are equipped to tech level 15 standards (powered armour and plasma guns). Marine
operations are dharaderised by speed and overwhelming firepower, and only authorised
inthe case of athred to the redm. Exactly what constitutes athred to the redm isleft to
the discretion of the Subsedor and Sector Dukes. Marines are dso taught a 'battle
language' which is suited to discussing tactica problems and easily understood when
shouted down aradio amid static and gunfire; thisis adually a debased form of the Kafer
language.

The Imperial Terran Scout Serviceis esentially an advance guard for the empire's
expansion; exploration and contad are caried out mainly to identify suitable new fiefs.
Officialy the dressuniform isablack flight jacket and caf-length bladk boas worn over
dark blue trousers or flight suits - scouts refer to this as 'the bladk and blue', and half-
humourously maintain that it symboli ses the bruises they take in the Empire's name. In
pradice, scouts wea whatever they fed like and equip themselves asthey seefit. They
have alongstanding and hitter rivalry with the Marines, which is regularly discussed
with boas and fistsin starport bars. The ITSSalso houses the Empire's primary
intelligence organisation, the Covert Survey Bureau.

The Army' isa general term applied to various planetary defence units and household
troops. The quality of their manpower, equipment, leadership and tadics various
immensely from world to world.

The Empire's Merchant Marine is made up of abewil dering variety of shipping lines of
all types and sizes. Imperia poalicy encourages trade & keeping the individual fiefs
dependent on trade with each other makesiit harder for them to rebel.

Law and Order
Within 10 dameters of aworld's surface itslocd laws prevail and locd poalice have
jurisdiction. Locd laws are essentially at the whim of the locd nohili ty.

Beyond this distance, Imperia law prevail s, and is enforced by the Imperial military. In
Traveller termsthisis equivalent to law level 3. Imperial law also prevailsinside every
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starport in the Empire; thisis 9 that there can be no daubt as to which laws apply at any
point during a passenger'strip.

Imperial law and its enforcement are dmed at serious crimes sich as murder or rebelli on,
and bah deter others and prevent repea offences by making a hideous example of the
perpetrator. The Imperia Inspedorate or 'Earth Police are dharged with enforcing
Imperial law, and their sweeping powersto dspense instant justice make their green, gold
and bladk uniforms feared and grudgingly respeced throughout the Empire. The
Inspedorate has its own milit ary starships and Marine forces, and is a second Navy in al
but name, answering diredly to the Emperor rather than to locd Sedor Dukes as does the
Imperial Navy proper.

Technology

Degpite their contempt for the Vilani, the increasingly aged and conservative Imperial
nobili ty restrict technology much asthe Vilani did in their heyday. At first thiswas
indired and probably unconscious - noblesin their second and third centuries lacked
enthusiasm for rapid change, and simply did not fund it. By the ealy 26" century it was
dired and conscious; ead layer of Imperial nohili ty had access only to spedfic and
rigidly defined technology. (Referee: In Traveller game terms, the maximum tech level a
noble hasaccessto is his Social Standing - e.g., aMarquis with Social Standing 13 has
accessto technology up to and including tech level 13, but may not employ better
devices. The gohemeral proletariat are limited to tech level 10 at best, and their planetary
ruler might well impose further limits.)

3000: The Long Night

Aggresson, will power, and anagathics can only take apeople so far. Conquering a Vil ani
empire hundreds of times the size of the former Coalition territories did not automeaticaly
imbue the Terrans with the aility to administer it. Without a aedible external enemy to
bind it together, the Terran empire fragmented into a myriad of succesor states, eath
ruled by a handful of noble families.

One such state was the Solomani Confederation, also known as the Terran Confederation;
this 'pocket empire’ was the Adan Hierate's main oppaent in the Aslan Border Wars of
the 34005, and has been rightly described as "neither Terran nor a Confederation”.

Asthese states gjuabbled amongst themselves and fragmented till further, interstell ar

civilisation coll apsed; it did not rise again until 4518AD, with the inauguration of the
Third Imperium.

75



2300 AD/Traveller Conversion Rules

| © Andy Slack 1986-1998.

These house rules came @out after the demise of Classic Travedler and the emergence
of 2300AD, and were used to kegp my Traveler campaigns going with arules st that
was quick, clean, easy to lean and use, and fredy avail able to new players. Sadly, 2300
AD isno longer in print, but in many waysit isthe rules st which best matches my
style of play. | hopeto seeit properly in print again someday, although since 2002
reprints have been avail able from Far Future Enterprises at http://www.farfuture.net.

Generating and Running New Characters
Charader generation, combat, equipment, skills and task resolution are & per 2300 AD.
Trea aTravdler Credit as being worth one 2300AD Livre.

Where caeasgive a tarader languages, English or French beacome Anglic (unless a
charader recaves bath, in which case the seand oneistreaed as Vilani). Other
languages commonly known are Darrian, Gurvin (the lingua francaof the Hive
Federation), Gvaggh (Vargr), Trokh (Adan), and Zhodani.

Human Characters

If using the full charader generation rules, human charaders must have Normal body
types. Human states normally use Anglic as the language of government and trade;
human PCs know Anglic as their native language.

Human charaders are ammmonly of mixed Solomani/Vilani descent, but may be pure-
blooded Solomani or Vilani, Darrians, Sword Worlders, Zhodani, or members of minor
human races. When drawing motivation cards for Zhodani, note that most face cads are
considered mental il Inessin the Zhodani Consulate, and will result in re-education by the
Tavr'chedle (Thought Police) - at leat, if they cach you...

Aslan Characters

Asdlan arelionlike dienswith asamurai culture. If using the full character generation
rules, Aslan charaders must be Mesomorphs; if using the fast generation house rules,
Asdlan add 4to Strength and 2to Endurance, but deduct 2 from Dexterity, and mass35kg
more than a human of the same dtributes. Aslan have dewclaws which do Normal
damage in meleg rather than Stun or Blunt Trauma. Male Aslan may only enter Milit ary
careas. Adan know Trokh as their native language.

When drawing motivation cards for Aslan NPCs, note that any Aslan with a
'dishonourable’ motivation is either an outcast from his clan, or will be & 0n asthey
discover his motivation. Dishonourable cads are the king of spades (decet) and any
diamond except the Ace (generosity).

Droyne Characters
Droyne ae small aiens, resembling bird-like lizards with vestigial wings. They are not
suitable for use & player charaders.

Gurvin Characters

Gurvin are six-limbed, bealike diens who serve the Hive Federation as merchants and
businessmen. Their language has become the Federation's language of rule. Gurvin
charaders are generated in the same way as humans, except that after all dice aerolled or
points all ocaed, Gurvin males halve their Intelligence atribute. This also reduces their
Education.

When drawing motivation cards for Gurvin, tred the highest card drawn as a Diamond,
whatever itsadual suit. Gurvin are therefore very concerned with money, and tend to put
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most of their skill pointsinto Appraisal, Bargaining or Trader skill s; thisin turn
predispases them to the Core Worlder and Independent Trader carea's, where these ae
Primary skill s.

Hiver Characters

Hivers are starfish-like diens driven by curiosity and a strong parental instinct; they have
areputation for cowardice and medding. If usingthe full charader generation rules,
Hivers must be Ectomorphs. If using the fast generation house rules, Hiversadd 3to
Dexterity but deduct 2 from Strength. In either case, Hivers weigh 50 kg more than a
human with the same dtributes. Hivers have no spoken language, and communicate by
touch, scent and gesture; however, the Hive Federation uses Gurvin as alinguafranca
Hivers may not pursue Military careds.

When drawing motivation cards for Hivers, ignore dl face cads and diamonds. Clubs
indicae the Hiver's ability to overcome its dislike of physicd violence with higher values
meaning it is more used to the idea Spades measure auriosity rather than ambition. Heats
measure the parental instinct.

Ithklur Characters

Ithklur are reptili an aliens with a aulture vaguely resembling Zen Buddhism as interpreted
by Monty Python; they are the Hive Federation's elite ground troops. If using the full
charader generation rules, Ithklur charaders must be Mesomorphs; if using the fast
generation house rules, Ithklur add 4to Strength and 2to Endurance, but deduct 2 from
Dexterity, and mass35 kg more than a human of the same &tributes. Ithklur may only
enter Milit ary carea's; when drawing motivation cards, ignore face cads. Ithklur have
two native languages; Ithklur, and Gurvin (the lingua francaof the Hive Federation).
They make apoint of speeking Gurvin badly.

K'Kree Characters
K'Kree ae cantaur-like diens; they are herd animals and milit ant vegetarians. They are
not suitable for use as player charaders.

Vargr Characters

Vargr are wolflike diens with areputation for piracy and impulsiveness. If using the full
charader generation rules, Vargr must be Ectomorphs. If using the fast generation house
rules, Vargr add 3to Dexterity but deduct 2 from Strength, and mass20 kg lessthan a
human of the same dtributes. Vargr know Gvaegh as their native language.

Converting Traveller Characters

Characteristics
In general, charaderistic names are the same in both systems.

Social Standing and Eloquence ae treaed as equivaent as their basic game function -
persuading NPCsto dowhat you want - is the same.

2300 AD Sizeisderived from body type and Strength, so can be worked out normally.
2300 AD Determination can be treaed as equal to Intelligence, Endurance or the average
of the two, depending on how you seeit. My personal preferenceisto rateit at the same
level as Endurance, which isthe dosest match to the original (1977) Traveller rules.

To convert charaderistics, you can work out the exact probabiliti es of ead value under

ead system, but frankly just adding threeto the Traveller value gets you pretty close to
the 2300 AD value, and that's the method | normally use.
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Skills

Skill names are much the same in bath systems. Based on the % chance of success at a
Routine task, Clasdgc Traveller and 2300 AD skill | evels are roughly egual; if converting
charaders from MegaTraveller, Traveller: The New Era, or Traveller 4th Edition, deduct
one from the Traveller skill | evel to refled the fad that tasks are eaier in those systems.

The table below shows 2300 AD skill s and their equivalentsin Traveller. As| didn't play
MegaTraveller or Traveller: The New Era for very long, there were no charaders worth
converting, so | never developed spedfic skills conversion lists for them.

Traveller Book 1 Only Full Classic Traveller

Administration

Air/Raft

ATV

Blade Combat (all)
Brawling

Bribery

Computer

Eledronic

Engineeing

Forgery
Forward Observer

Gambling

Administration

Grav Vehicle

Vehicle (Traded / Wheded)
Battle Dress

Blade Combat (all)

Brawling

Bribery

Broker

Carousing

Combat Engineeing

Communications
Computer
Demoliti ons
Eledronic
Engineeing

FA Gunnery

Fled Tadics

Equestrian
Forgery
Forward Observer

Gambling
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2300 AD

Bureaucracy (and Trader, for
Book 1 PCsonly).

Aircraft Pilot

Ground Vehicle

Combat Walker and P-Suit
Melee

Melee

Subsumed in Eloquence
Trader

Subsumed in Eloquence

Engineging, if leaned in
Ground Military caree

Communications
Computer
Demoliti ons
Eledronic

Ship Drive Engineaing

Tadics, if PC's carea was
Ship Crew or SpaceMilitary

Riding
Forgery
Forward Observer

Gambling



Gun Combat (Auto Pistol,

Body Pistol, Revolver)

Gun Combat (Auto Rifle,

Carbine, Laser Rifle,
Laser Carbine, SMG,
Shotgun)

Gunnery

Gunrery

Jadck Of Trades

Leader

Medhanicd

Medicd

Navigation

Pil ot

Ship's Boat

Gravitics

Gun Combat (Handgun,
Pistol)

Gun Combat (Combat Rifle,
Laser Wegons, SMG)

Gunnery (Meson Wegons,
Ship's Energy Wegons,
Ship's Lasers, Ship's Particle
Accderators)

Gunnery (Ship's Missiles)
Gunnery (Screens)

Heary Weagons (All)
Hunting

Instruction

Interrogation

Jadk Of Trades

Leader

Legal

Liaison

Medhanicd

Medicd

Melee Combat

Naval Architea
Navigation

Pil ot

Prospeding
Remon
Reauiting

Ship's Boat
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Sideam

Combat Rifle

Gunner

Remote Pil ot

Heary Wegpons

Hunting and Trading

Interviewing

Leader

Subsumed in Eloquence

Medhanicd

Medicd or First Aid

Melee

Sensors

Pil ot, and Aircraft Pil ot at

one level lower
Prospeding

Reawonnaissance
Subsumed in Elogquence

Aircraft Pil ot



- Ship Tadics Tadics, if PC's carea was
Ship Crew or SpaceMilitary

Steward Steward -

Stredwise Stredwise Stredwise

- Survey -

- Survival Surviva

Tadics Tadics Tadics

VaccSuit VaccSuit P-Suit

Vehicle (Grav Belt) - -

Vehicle (Ground Car) Vehicle (Wheded) Ground Vehicle

Vehicle (Hovercraft) Vehicle (Hovercraft) or Water Hover Vehicle
Craft (Hover)

- Vehicle (LTA Craft) LTA Vehicle

Vehicle (Watercraft) Vehicle (Small Water Craft) SeaVehicle
or Water Craft (Any)

Vehicle (Winged Craft)  Aircraft or Vehicle (Any Aircraft Pil ot
Aircraft)

- Zero-G Combat -

Notes

Book 1 Vehicle skills are not listed in the 1977 editi on, but do appea in the 1981 editi on.
'Full Classic Traveller' meansthe dharader generation systems presented in Books 1, 4, 5,
and 6, Supplement 4, and Spedal Supplement 1.

Converted charaders should be given Combat Rifle-0, Melee0 and Sideam-0 to
represent the 'skill 1 evel 1/2 in al wegpors' enjoyed by Traveller PCs. They should also
be given the initial skill sfor the gpropriate caee.

While Traveller charaders must spedalisein a spedfic Heavy Wegon, 2300 AD
charaders are equally skill ed with all.

There ae no 2300 AD equivalentsto the Traveller skills of Bribery, Carousing,
Instruction, Liaison, Reauiting or Steward. These skills are similar in their effedsto the
Eloquence daraderistic in 2300 AD. Thereisalso no 2300 AD equivalent to Jadk of All
Trades «ill, although since MegaTraveller usesit to make it easier to retry afailed task,
you could argue that it is smilar to the Determination charaderistic.

Pilot and Ship's Boat skills are related in Traveller, but Pilot and Aircraft Pil ot are not in
2300 AD. Traveller charaders can use Pil ot as Ship's Boat of one skill | evel lower, hence
converted charaders also have Aircraft Pil ot.

If a charader getsthe same skill asaninitial skill from the gpropriate aree, and also
from a onverted Traveller skill, use the higher of the two skill levels (e.g. a ctharader
with Rifle-3 converted to a Ground Milit ary caree would get Combat Rifle-2 from the
carea, and Combat Rifle-3 from his skill; he has Combat Rifle-3 when converted). If
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several Traveller skillsall convert to the same 2300 AD skill , use the highest Traveller
skill level (e.g. Brawling-2 and Cutlass-3 convert to Melee-3.)

Other Attributes

Mercenary and High Guard generate charaders with medals. The SEH isworth 3
Renown Points, the MCG is worth 2, and the MCUF isworth 1 Purple heats and CSRs
aretoo common to give a darader Renown.

If the charader has a Morale rating (explained in Mercenary), it beames his Coolness
Under Fire. Otherwise, Coolness Under Fire is generated in the normal way, i.e. roll 1D6
and add +1 per turning point in amilitary, law enforcement, field agent or extralegal
caeq.

Example Character
Shel Meldol (Book 1)

Before mnversion: 797AC8; Scout 3 terms. Eledronic-1, Jadk Of Trades-1, Pilot-2, Vac
Suit-1.

By the 'add 3 pants rule, this gives him Size 10, Strength 10, Dexterity 12, Endurance
10, Determination 10, Intelligence 13, Eloquence 11, Education 15.

Ship Crew, Scout or Contad carees would be suitable; the best fit to Shel's establi shed
past as a aurier pilot is Ship Crew. This gives skills of Computer-0, Melee 1, Pil ot-0, P-
Suit-1, Ship Drive Engineging-0, and Survival-0.

The Traveller skill s convert to Aircraft Pilot-1 (from Pil ot), Combat Rifle-0, Eledronic-1,
MeleeO (superceded by the Melee-1 from Initial skills), Pil ot-2 (superceding the Pil ot-0
from Initial skills), P-Suit-1 (superceding the P-Suit-1 from Initial skills), and Sideam-O0.
Jadk Of Tradesis dropped asit has no equivalent - an aternative would be to increase
Shel's Determination by this amount, but it would have no game dfed asit would not
take the atribute over abre&k point.

Shel's complete mnverted skill li st istherefore Aircraft Pil ot-1, Combat Rifle-0,
Computer-0, Eledronic-1, Melee 1, Pilot-2, P-Suit-1, Ship Drive Engineaing-0,
Sideam-0, Survival-0.

Shel has no medals (you dorit get them in the Scouts), and so no Renown. Under
Mercenary his Morale (and thus his Cool) would be generated by rolling 1D6.

Psionics
Ah, now that would be telling!

Equipment

Normally | convert these by function rather than spedficaly looking at statistics. For
example, the Skyhopper Jetpadk and Grav Belt serve the same game function, although
the technology and statistics are wil dly different.

Antigravity versions of any 2300 AD hover vehicle can be bought at ten times the
hovercraft's list price the antigrav versions are operated using Aircraft Pil ot skill .
Worlds

Starport

2300 AD Core worlds have A classstarports. Frontier worlds have dass B-D starports- B
if heavy colonisation, C if medium colonisation, D if light colonisation. Outpasts have
classE gtarports. Class X starports are not on the normal trade routes.
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Size
Thisisused asit standsto describe world diameter.

Atmosphere

This determines the gravity, world type, and protedive gea required. For purposes of this
table, 'Garden' includes Pre-Garden, Garden, Glader and Post-Glader worlds. The asts
of filter masks are subsumed in upkeep.

#  Description Gravity World Type Protection Required

0 None Zero Iceball or Rockball  P-Suit

1 Trace Zero Failed Core P-Suit

2  Very Thin, Tainted Zero Desert Respirator

3  VeryThin Zero Desert Respirator

4  Thin, Tainted Low Garden Filter Mask

5 Thin Low Garden None

6  Standard Normal  Garden None

7  Standard, Tainted Normal  Garden Filter Mask

8 Dense High Garden None

9 Dense Tainted High Garden Filter Mask

A  Exotic Not Zero Garden Respirator

B  Corrosive Not Zero Hothouse Hostil e Environment Suit
C Insdious Not Zero Hothouse Hostil e Environment Suit

Where the @amosphere type doneis not enoughto determine gravity, assume that worlds
of size0-3 have Zero gravity, 4-7 have Low gravity, 8-9 have Normal gravity, and A have
High gravity.

Hydrographics
These aethe samein both systems.

Population
Population 0-3 worlds are Outposts. Population 4-8 worlds are Frontier worlds.
Population 9-A worlds are Core worlds.

Government

Thisisused asit stands to describe the locd government. In 2300 AD, most human
worlds are government type 6 (colony) or 7 (balkanised); Kafer worlds are dways
government type B (non-charismatic dictator).
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Law Level
Thisisused asit stands to describe the local laws.

Tech Level

Humanity in 2300AD is on the cusp between Traveler tech levels 11 and 12. The
majority of technology is TL 11, with occasional TL 12 items, especially in the field of
personal weapons.

2300 AD to GURPS Traveller Conversion Rules

| © Andy Sack 1998

Background

Nationality, homeworld, gravity, frontier/core, gender, birthdate, age and career(s) are
unaffected. Languages are known at |Q level asis your native language under GURPS,
but only your native language is free.

Money: Treat each available Livre as $3.

Attributes
2300 AD GURPS Traveller 2300 AD GURPSTraveller
Size Figure height and weight as  1-3 8
if your Size were your ST.
Strength (use Normal ST 4-7 9
gravity value)
Dexterity (use Normal DX 8-11 10
gravity value)
Endurance HT 12-15 11
Determination Will - apply Strong Will or  16-19 12
Weak Will to give correct
value for Will roll.
Intelligence 1Q 20 13
Eloquence 1-3: -2 reaction (select
disadvantage to suit). 4-7: -
1 reaction. 8-11: No effect.
12-15: Charisma +1. 16-19:
Charisma +2. 20: Charisma
+3.
Education No equivalent.

Examples: A character with Strength 17 in 2300AD has ST 12 in GURPS Travdler. A
character with Determination 17 and Intelligence 11 in 2300AD has 1Q 10 and Strong
Will +2 in GURPS Travdler.
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Secondary Attributes

2300 AD
Body Type

Eyesight

Hearing

Appearance

Coolness Under Fire

Encumbrance
Throw Range

Renown

Infamy

Experience Points

GURPS Traveller

Subsumed in height and weight.

Poor becomes Bad Sight; Average has no effect; Excellent
becomes Acute Vision +1; Exceptional becomes Acute Vision
+2.

Poor becomes Hard of Hearing; Average has no effect;
Excellent becomes Acute Hearing +1; Exceptional becomes
Acute Hearing +2.

Unattractive becomes Ugly (-2 reaction); Plain becomes
Unattractive (-1 reaction); Good-L ooking has no effect;
Attractive becomes Attractive (+1 reaction); Sensational
becomes Handsome (+2 reaction).

Coolness less than 4 becomes Combat Paralysis; Coolness
greater than 6 becomes Combat Reflexes.

Use GURPS rules based on converted ST.
Use GURPS rules based on converted ST.

Each Renown Level (i.e. each four Renown points) becomes a
+1 Reputation.

Each Infamy Point becomes a -1 Reputation.

If any are left over, treat them as unspent GURPS Character
Points.

Social Class (Optional, from article in Challenge 44)
2300 AD  GURPS Traveller

1-2 Status -1

3-6 No effect

7-8 Status +1

9 Status +2 or better
Skills
Skill Levels

Simply adding 10 to the 2300 AD skill level givesaskill level with aroughly equivalent
chance of success (within plus or minus 5%) at a Routine task.

Example: Skill level 2in 2300 AD isequivalent to skill level 12 in GURPS Traveller.
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Skills

2300 AD GURPS Traveller
Aircraft Pil ot Pil oting (type)
Anthropdogy Anthropdogy
Appraisal Merchant

Astronomy Astronomy

Bargain Merchant

Biology Biology

Bureaucracy Administration
Chemistry Chemistry

Combat Rifleman Guns (Rifle)

Combat Walker Battlesuit
Communications Eledronics Operation (Comms)
Computer Computer Operations
Demoliti ons Demolition

Disguise Disguise

Eledronic Eledronic Operations
Engineeing Enginee

First Aid First Aid

Forgery Forgery

Forward Observer Forward Observer
Geology Geology

Ground Vehicle Driving (type)

Gunner Gunner (Ship's Lasers)
Heary Wegons One or more of Gunner (Plasma Gun), Gunner

(Madhinegun), and Gunner (Antivehicle Missle).

History History
Hover Vehicle Driving (Hovercraft)
Hunting Trading
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Imaging

Information Gathering
Interviewing

Leader

Linguistics

LTA Vehicle
Medhanicd
Medicd

Melee

Pil ot

Physics

P-Suit
Prospeding
Psychology
Reawonnaissance
Remote Pil ot
Riding
SeaVehicle
Seaurity Systems
Sensors

Ship Drive Engine&ing
Sideam

Stedth
Stredwise
Survival

Swim

Tadics

Photography

Reseach
Deted Lies (and possbly Interrogation)

Leadership

Linguistics, and one alditional language & 1Q per level of

Linguistics
Piloting (LTA Craft)
Medhanic

Diagnosis, Physician and Surgery

One or more of Boxing, Brawling, Judo, Karate, and any

type of Ancient/Mediaeval Hand Wegoon.
Pil oting (Starship)

Physics

FreeFall-12 dus VaccSuit

Prospeding

Psychology

Trading

Gunner (Ship's Missiles)

Riding (type)

One or more of Boating, Powerboat, and Seamanship.
Eledronics Operation (Security Systems)
Eledronics Operation (Sensors)

Enginee

Guns (Pistol)

Stedth

Stredwise

Survival

Swimming

Tadics
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Theoretical Sciences Engineer

Thrown Weapon Throwing

Tracking Tracking

Trader Merchant

Writing Writing
Worlds

These convert more easily to GURPS Space than to GURPS Traveller; if you want to
convert to Traveller directly use the Traveller to 2300 AD conversion rules.

Settlement Type
2300 AD GURPS Space

Core PR 9 or more
Frontier PR 4to8

Outpost PR 3orless

World Type
2300 AD GURPS Space
Chunk Asteroid
Desert Desert

Failed Core  Hostile

Garden Earthlike

Gas Giant Gas Giant

Glacier Earthlike
Hothouse Greenhouse
I ceball I ceball

Post-Garden  Earthlike

Pre-Garden Earthlike

Rockball Rockball
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2300 AD / 3G® CONVERSION RULES
| © Andy Sack 1998

Greg Porter's Guns! Guns! Guns! (aka 3G®) is awegpon design system for any RPG,
avail able from Hyperbodks at http://www.hyperbodks.com, or from the publishers,
BTRC, at http://www.btrc.net. These guidelines all ow you to design wegponsin 3G> and
then rate them for use in 2300AD. Note that you can't design red world wegpors, or
those from the 2300AD Adventurer's Guide, using 3G® and match the numbers exadly,
although you can get close to the adual statistics.

Conversion Rules

Tech Level

2300AD does not have astrongly defined set of Technologicd levels, but these ae
neaded in wegpon design. The 3G> Tech Level of the wegpon canbeup to 14 and is
typicdly in the range 12-14, as shown in the table below.

3G3Tech Level 2300 AD Technology Examples

14 New Military Current servicerifles, FDLMS lasers
13 Old Military / New Civil ~ Surplus rvicerifles, LM S lasers
12 Old Civil Civilian and hunting wegpons

Note that when designing lasers, 2300AD's flywhed-pumped HPGs should be treded as
3G? superconductor loops. Capadtors are just too heavy.

Name
Thisisthe cmmmon name of the wegon, e.g. "SK-19 (Sturmkarabiner-19)".

Type
Thisisagenera description of the wegoon, e.g. "9mm binary propell ant assault rifle with
integral 30mm grenade launcher”.

Country
Thisisthe wegoris country of origin, e.g. "Germany" or "Generic".

Weight (Empty)
Thisis the empty weight of the wegpon in kg, and is whatever the final 3G® empty weight
comes out as. Round to the nearest 0.1 kg.

Length
Thisis the wegporis length in cm, and is whatever the 3G* design says it should be.
Round to the nearest whole centimetre.

Bulk

Bulk isthe wegorislength in fed, rounded down; e.g., the SK-19is 75 cmlong, or 2.461
fed, giving it abulk of 2. This can be gproximated as half the 3G* bulk, rounded dawn.
Note that:

Plasma guns are bulkier than their length alone would indicae, and the Diredor should
fed freeto increase their Bulk by one paint.
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Meleewegors are often handier than their length alone would indicae, and the Direcor
should fed freeto reducetheir Bulk by one.

Action

This only applies to ranged wegpons, and will always be one of the foll owing:
Single shot, which is equivalent to 3G3 RV/n, SSn, SA/t, LA/t, or B/t.

Single shot or bursts, which is equivalent to 3G3 AT/t or AB/t.

Ammunition

This only applies to ranged wegponrs, and is whatever the designer has chosen for the
wegpon, e.g. "9x12mm APHE".

Muzzle Velocity

This only appli es to ranged weapors, and is whatever the 3G® cdculations produce It is
guoted in metres per seaond, e.g. "700mps (areafire 400 mps)”. Round to the neaest
whole metre per second.

Magazine

Where gplicable, thisisthe type and cgpadty of the magazne, e.g. "50 round bax
magazine with integral propell ant gas battle; separately loaded internal caayst gas bottle
with charge for 600aimed shots or 200 hursts® or "60 round bax magazne”.

Note that for standard 2300 AD lasers, batteries are 3G 'external magaznes.

Magazine Weight

Where gplicable, thisis usually whatever the 3G cdculations produce. Note however
that FDLMS and LMS batteries in 2300 AD are much lighter than their 3G equivalents,
and their weights should be divided by five.

Round to the nearest 0.1 kg.

ROF

Where gplicable, thisis the weaporis Rate Of Fire in aimed shots (or bursts) per 30
second combat turn, not per adion. It depends on the wegoon's 3G3 Action:
Large-bore semi-automatics and single-adion revolvers have ROF 1.

Pump, lever and bdt adions have ROF 2.

Semi-automatics and dauble-adion revolvers have ROF 3.

Automatics have aROF equal to one-third of the wegporis 3G® maximum rate of firein
rounds per seand, rounded to the neaest whole number.
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Aimed Fire Range
Where gplicable, thisis derived from the wegpors 3G® Damage Range Class

Damage RC Typical For Aimed Fire Range (M etres)
1 Snub-nosed pistols 100

2 Pistols 200

3 Carbines 400

4 Rifles 800

5 Light cannon 1,500

6 Medium cannon 3,500

7 Heavy cannon 6,500

8 Superheavy cannon 14,000

M odifiers: Shotgun pell ets or flechettes, -85%; pistols, -80%.

Area Fire Burst
Where gplicable, thisis the number of roundsfired in a burst.
For semi-automatics and dauble-action revolvers, the AFB is aways 3.

For automatics, the AFB is the 3G® maximum rate of firein rounds per second.

For lasers with more than one bank, the AFB is the number of banks.

Area Fire Value

Where goplicable, thisis one-tenth of the wegporis AreaFire Burst, rounded off to the
neaest 0.25. Example: A semi-automatic with an AreaFire Burst of 3 rounds would have
an AreaFire Value of 0.25.

Area Fire Range
Thisis 50% of the Aimed Fire Range for pistols, and 75% of the Aimed Fire Range for
longarms.

DP Value
Thisis derived from the wegporis 3G Damage Value as foll ows:

DPV =0.008* DV**

Example: A wegpon with DV 15 would have DPV 0.2.

DPVsarerounded dff to the neaest significant figure - for example, awegpon with aDV
of 40 hasa DPV of 0.4982, which is rounded to 0.5; one with aDV of 260hasa DPV of

4.0538, which isrounded to 4.0.

A really rough and ready approximation of DPV can be made for slugthrowers by taking

DPV as one-tenth of cdibre in mm for longarms, or one-thirtieth of cdibrein mm for
pistols, and rounding off to the nearest 0.1. Thiswill aimost always be within 0.1 of the
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DPV cdculated using the &ove equation. For example, a pistol firing 9mm Parabell um
will have aDPV of roughly 0.3; arifle firing 5.56mm NATO will have aDPV of roughly
0.6.

A hit from a shotgun firing pell ets, or a cntinuous beam laser, indicates that 1D10
rounds have struck the target; roll for hit location and damage separately for eat one.

The bre-points for DV to DPV conversion are listed in the table below.

DV 1-5 6-13 1421 2229 3036 3743 4450 5157 5864 6571
DPV 00 0.1 0.2 0.3 0.4 0.5 0.6 0.7 0.8 0.9

DV 72- 108- 169- 229- 286- 342- 397- 451- 504- 557-
107 168 228 285 341 396 450 503 556 608

DPV 10 2.0 3.0 4.0 5.0 6.0 7.0 8.0 9.0 10.0

Price
Thisis one-third the cdculated 3G price, to allow for one Livre being roughly equal to
three198Gs dall ars. Note that:

Laser pistols do not double their base mst asin 3G?, they cost the same as equivalent
longarms.

Laser magazines (‘cdls) cost Lv 5 per kg.

For meleewegons, the pricesin the 2300AD Adventurer's Guide are better
approximated as the cube roat of the 3G® price | justify the greaer expense of 3G*-
designed meleewegpons by claiming that they are made-to-order spedal items.

Melee Range
Thisonly appliesto meleewegons, and depends on wegpon length. If awegponis40cm
long or less itsMeleeRange is Short. If it is more than 40 cm long, its MeleeRange is

Long.

Melee Skill Modifier
This only appliesto meleewegons, and is equal to 1.5 plus half the wegporis 3G*
Initi ative value, rounded off to the nearest whole number.

EP
Thisonly applies to explosives and plasma guns.

For explosives (e.g. grenades), cdculate EP exadly as you would DPV. Any fragments
have the DPV appropriate to their DV within the wegpons blast radius, and half that
within twicethe blast radius. Example: A TL 13 hand grenade hasaDV of 66. This
equatesto aDPV of 1.6, rounded to 2.0; the grenade has EP 2. Its fragments have DV 16,
giving aDPV of 0.4 within the blast radius; thisis halved to 0.2 within twicethe blast
radius.

For plasma wegyons, again cdculate EP asif it were DPV. Plasma wegors have the
'spedal effed’ that their strikes count as tamped explosions. If you were to design particle
beam wegpors using 3G, this pedal effea would not apply to them. Example: A plasma
gun with DV 192has EP 2.6, rounded to 3; its attadk is treaed as a tamped explosion of
EP 3.
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Optional Attributes

Hit Bonuses

Gunsin 2300 AD don't normally have abonusto hit, but 3G can design wegpons which
do. If you want to make use of this option, halve the 3G* bonus and round down to get a
2300 AD bonus.

Special Ammunition
Since 2300 AD uses DPV for both armour penetration and damage, the DV of spedal
roundsisthe average of the DVs before and after armour penetration. Spedficdly:

* Hollow paint rounds add 2% to wegpon DV.
*  Armour-piercing rounds deduct 25% from DV.
» Explodingroundsadd 506 to DV.

Discarding sabat, multiple projedil e, HE, shaped charge, self-forging, fragmentation, and
stacked projedil e rounds are handled as gated in 3G>. Remember that the majority of
conventional gunsin 2300 AD use caselessdiscarding sabot rounds.

Examples

The half-dozen examples below are taken from More Guns, BTRC's weapons supplement
for 3G, This provides gatistics for over 500wegpors, and the 2300 AD statistics can be
quickly converted from the TimelLords sedion of the supplement. | recommend it, as it
will save you hours of design time.

Beretta 92
A typicd 1980s automatic pistol, standard US issue.

Type: 9mm pistol. Country: Italy. Weight: 1.2 kg. Bulk: 0. Action: Single Shot.
Ammunition: 9mm Parabellum. Magazine: 15 round bax magaz ne. Magazine Weight: 0.3
kg. ROF: 3. Aimed Fire Range: 40 metres. Area Fire Burst: 3 rounds (AFV = 0.25). Area
Fire Range: 20 metres. DP Value: 0.2. Price: Lv 240,

M-16
The standard US Army assault rifle sincethe 196Gs, widely exported and beloved of
movie heroes and villains.

Type: 5.56mm assult rifle. Country: USA. Weight: 4.1 kg. Bulk: 3. Action: Single shot or
bursts. Ammunition: 5.56mm fixed cartridge ball. Magazine: 30 round bax magazne.
Magazine Weight: 0.5 kg. ROF: 3. Aimed Fire Range: 400 metres. Area Fire Burst: 10
rounds (AFV = 1.0). Area Fire Range: 300 metres. DP Value: 0.6. Price: Lv 503

Screamer BM

A highly ill egal, dispasable holdout pistol. Fully seded until the trigger isfirst pull ed,
when the barrel end and gjedion port covers blow off, the Screamer delivers afew
sends of low damage autofire & a very high cyclic rate, and is then normally discarded,;
it cannot be reloaded. The priceis normally much higher than the pricelisted below,
which is what the wegoon would cost if it could be bought legally.

Type: 2mm automatic pistol. Weight: 0.3 kg. Bulk: 0. Action: Bursts. Ammunition: 2mm
Screamer. Magazine: 100round internal belt. Magazine Weight: 0 kg (subsumed in
wegpon weight). ROF: 11. Aimed Fire Range: Not applicable. Area Fire Burst: 33 rounds
(AFV =3.25). Area Fire Range: 10 metres. DP Value: 0.2. Price: Lv 48.
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Entiires C9

A civilian gausspistol. Profesgonal guns for hire consider it an exeautive toy, as you can
have aStracher P-11 ddngtwicethe damage for the same money and less weight; its
main redeeming feaure is the large magazne cgadty.

Type: 4mm gausspistol. Weight: 1.7 kg. Bulk: 1. Action: Single Shot. Amrrunition: 4mm
gaussnedalles. Magazine: 100round bax magazne. Magazine Weight: 0.6 kg. ROF: 3.
Aimed Fire Range: 40 metres. Area Fire Burst: 3 rounds (AFV = 0.25). Area Fire Range:
20 metres. DP Value: 0.4. Price Lv 350

Predator
A (barely) man-portable heary wegpon with badkpadk ammunition casstte; uses an
integral laser sight to compensate for the fad that it is always fired from the hip.

Type: 5.56mm gatling gun. Courtry: America Weight: 17.9 kg. Bulk: 2. Action: Bursts.
Amnunition: 5.56mm fixed cartridge ball. Magazine: 1,000 round badkpad casstte.
Magazine Weight: 10.1 kg. ROF: 17 Aimed Fire Range: N/A. Area Fire Burst: 50 rounds
(AFV =5..."Nothin' couldalived."). Area Fire Range: 600 metres. DP Value: 0.6. Price
Lv 1,647

Katana
The traditional Samurai longsword, beloved of players everywhere. The pricelisted isfor
a newly-manufadured wegpor one with a history would be worth much more.

Length: 100 cm (Bulk = 3). Weight: 1.3 kg. MeleeRange: Long. Melee &kill Modifier: +0.
DP Value: 0.2 Price Lv 587.

3G®is BTRC's trademark for its universal gun ard meleeweapon dsign
system; More Gunsis BTRC's trademark for its universal gun andmelee
weapon asign system suppement. The use of these trademarks $oud be
construed neither as a chall enge to their status, nor asimplying sponsorship
by BTRC.

Tharksto Kevin C and SeveC for comments and support.
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