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The Virginia-class Schooners

Chesapeake Bay Space Industries, the commercial
shipbuilding subsidiary of Newport News Space Shipbuild-
ing, began development of a small transport ship in August
of 2244. The new vessel was created to meet the needs of
users from the well-traveled space lanes to the outer fron-
tiers. Designed as a multi-purpose transport, the ship would
possess fuel sufficient for four weeks of continuous opera-
tions. The ship would also be capable of operating in areas
without servicing and refueling facilities. Minimal mainte-
nance and low operating costs were significant features of
the new design. The ship design was approved by a
corporate review board in February of 2245, with construc-
tion of the prototype commencing on 2 May 2245 at the new
shipyards orbiting Mars. The new starship was completed
sixteen months later and was christened the "Virginia".

The twelve months following completion of the S.S.
Virginia saw the vessel undergo numerous test flights during
the ship's proving trials. The company also used this time to
market the transport to prospective customers, comparing
the ship to the stalwart wooden "schooners" of eighteenth-
century America. The Virginia successfully completed all
tests and was certified for production on 3 November 2246.
The prototype was retained by Chesapeake Bay Space
Industries for company use and as a marketing vehicle. The
Virginia-class starships were categorized, primarily through
corporate advertising, as "schooners." Full-scale production
of the Virginia began in June of 2247.

Ten firm orders for the Virginia were received by
Chesapeake Bay Space Industries prior to the completion of
the ship's trials. The orders came largely as a result of the
needs created by the agriculture boom on Ellis, which had
begun in 2245. The first four production vessels were
delivered to an Australian firm, Parramatta Transport Pty,
Ltd., with the next six ships going to Marshall Space Lines,
an American company. The number of orders for the
schooner slowly increased until the Australian Boom on
Botany Bay in 2250. The influx of orders created by this
event far exceeded production capacity. Production slowed
from 2255, and was finally halted in 2271. A total of 212
schooners were produced during the ship's twenty-five year
production run.

Operated throughout the known universe, Virginia-
class schooners were particularly successful in the French
and the American Arms. There the schooners transported
needed personnel and supplies to settlements and
watchposts. Though obsolete by most standards, the schoo-
ner's attributes made profitable operations possible for the
companies using them.

Outbreak of war with the Kafers has seen the schoo-
ner acquire the new roles of convoy vessel and blockade
runner. With logistics becoming a serious problem, civilian
merchantmen were called on to relieve the strain on the
overtaxed military supply network. The merchant captains
were highly responsive to the proposal, knowing as they did
the desperate situation of those resisting Kafer occupation.
Therefore, the decision was made to build convoys using as
many of the same type of transport as possible. The ships
would then be combined with whatever escorts could be
found to defend them. The schooner captains were very
enthusiastic and quickly offered their services, undeterred
by their ships' lack of armament, armor and performance.
Thus originated the "Virginia- class Convoys."

Convoy DK-001: 20 SEP - 3 OCT 2301

The first Virginia convoy departed Vogelheim on 20
September, its destination being Dunkelheim. Four schoo-
ners of German registry, the S.S. Ludwigslust, S.S.
Havelberg, S.S. Uffenheim and S.S. Creussen, carried
reentry cargo containers which would be launched outside
of Dunkelheim's orbit. Escorting the transports were four
Hampton-class destroyer escorts of the American Space
Force. Upon entry into the system, the convoy was detected
by a Kafer sentinel station. Detection was confirmed by the
appearance of a Kafer Alpha-class battleship. Although the
battleship's main weaponry was disabled in a previous en-
gagement, secondary batteries were sufficient to destroy
the U.S.S. Sundance (DE 154) and disable the U.S.S.
Stockton (DE 156). Unable to repair the ship, the Stockton
was ultimately abandoned by her crew. The two remaining
escorts, U.S.S. Ashland (DE 152) and U.S.S. Bloomfield
(DE 155) managed to inflict serious damage on the Kafer
ship, forcing it to retire.

As the escorts battled the battleship, three Kafer
fighters caught the S.S. Ludwigslust and the S.S. Creussen
unaware and destroyed them. Fortunately, the fighters
themselves were surprised and destroyed by the two re-
maining escorts, allowing the S.S. Uffenheim and the S.S.
Havelberg to launch their cargo containers. The two escorts
and the two schooners then proceeded to Dunkelheim's
third planet to discharge their drives; the schooners were
required to refuel the escorts so that all the ships could
return to Vogelheim. The escorts arrived at Vogelheim on
1 October and the schooners arrived 3 October. The first
Virginia convoy was classified as a failure, as no verification
could be made that any of the cargo containers had reached
their intended destinations.



Convoy BB-010: 12 MAR - 25 MAR 2302

The French registered schooners S.S. St. Malo, S.S.
Amorica, and S.S. Papillon, combined with Hampton-class
destroyer escorts U.S.S. Bellevue(DE 157), U.S.S. Hartford
(DE159) and U.S.S. Catskill(DE 161), staged out of DM+36
2436 on 12 March. The convoy was to deliver cargo to the
watchpost at Beta Comae Berenices. Upon arrival in-
system, the ships were attacked by several Kafer fighters.
The fighters were quickly destroyed by the destroyer es-
corts, but U.S.S. Catskill was lost to a determined Kafer pilot.
After the supply ships delivered their cargo, all ships pro-
ceeded to Beta Comae Berenices 6 to discharge their
drives. Convoy BB-010 departed the system on 20 March,
arriving back at DM+36 2436 by 25 March. Despite the loss
of the U.S.S. Catskill, the mission was considered a com-
plete success.

Convoy BV-006: 14 MAR - 29 MAR 2302

Convoy BV-006 originated at DM+36 2436, consist-
ing of two French, two German and two British schooners.
Escorting the convoy were four American Hampton-class
destroyer escorts. The convoy arrived in the Beta Canum
Venaticorum system on 21 March. Discharging their drives
at Beta Canum Venaticorum VI, the ten ships proceeded to
the cargo drop point at Beta Canum Venaticorum IV.
Approximately half of the reentry cargo containers had been
launched when sensors detected a Kafer convoy fleet
entering the system. The convoy commander decided to
abort the mission and return to DM+36 2436. Convoy BV-
006 departed 23 March, the escorting ships arriving 25
March and the schooners on 29 March. The mission was
classified as a partial success, sources on Beta Canum
Venaticorum IV confirming receipt of most of the cargo
containers launched.

Convoy DK-020: 18 MAR - 22 MAR 2302

Three Virginia-class schooners and three Hampton-
class destroyer escorts comprised the convoy designated
DK-020. The merchantmen were to deliver supplies from
DM+36 2436 to Dunkelheim. The schooners departed on
18 March, followed by the escorts on 19 March. The six
vessels arrived in the Dunkelheim system on 20 March.
Unfortunately, a Kafer Epsilon-class cruiser and two trans-
ports arrived at approximately the same time. The American
destroyer escorts engaged the Kafer ships, providing a
screen for the merchants as they retreated. The cruiser was
destroyed by the escorts; doing so required the expenditure
of all their SIM-14s however. Additionally, U.S.S. Hampton
(DE 150) and U.S.S. Ellsworth (DE 160) each sustained
powerplant damage. U.S.S. Burlington (DE 167) was left to
counter the approaching Kafer transports alone. Several
well-placed shots destroyed one transport and drove the
other off; the time gained enabled the Hampton and the
Ellsworth to effect repairs and join the Burlington. All
vessels returned to DM+36 2436 safely. As the schooners
were unable to deliver their cargoes, the mission was
classified as a failure.

Convoy ZM-009: 18 MAR - 3 APR 2302

The convoy was composed of six American schooners; no
escorts were available for the mission. The schooners
arrived unscathed, each delivering one thousand tons of
badly needed supplies. The convoy then discharged its
drives and returned to Vogelheim, arriving in-system on 3
April. The mission was a complete success, due in large
part to the schooner's suitability for such quick turn-around
missions.

Convoy UM-015:17 MAR - 30 MAR 2302

Convoy UM-015 originated at DM+36 2436, with the
task of delivering supplies to Vice Admiral Rochemont's
fleet as it attempted to retake 61 Ursae Majoris. The four
Virginia-class schooners and their three Hampton-class
destroyer escorts arrived on 21 March, roughly one day
behind the arrival of the invasion fleet. However, the convoy
had the misfortune of encountering a Kafer Delta-class
Battleship and two Oscar class transports withdrawing from
the system. The escorts engaged the Kafer ships immedi-
ately, screening the schooners. Their tactics allowed the
merchant ships to reach the fleet, but the U.S.S. Paxton(DE
158), U.S.S. Glenrock(DE 168) and U.S.S. Redding (DE
169) were all destroyed in the battle. The schooners
returned to DM+36 2436 on 30 March. The supply mission
was considered a success, despite the loss of three ships
and seventy-two men of the American Space Force.

Convoy HS-003: 22 MAR - 3 APR 2302

Three schooners of British registry and three Hamp-
ton-class destroyer escorts departed DM+36 2436 with
Henry's Star as their destination. Arriving 27 March, the
convoy was heading towards the system's binary star when
it was intercepted by four Kafer Golf-class fighters. The
convoy scattered, the schooners continuing toward the star
while the American warships attacked the fighters. The
transports reached the star safely and began to discharge
their drives, only to be jumped by five more Kafer fighters.
S.S. Cup of Gold was destroyed almost immediately, S.S.
Nightshade and S.S. Maidenhead dumping their cargo
containers in the hope of cluttering Kafer sensors. Following
the initial pass, however, the Kafers mysteriously withdrew
and disappeared. S.S. Nightshade and S.S. Maidenhead,
wary of further attack, returned to DM+36 2436. S.S.
Maidenhead arrived on 2 April, followed by S.S. Nightshade
on 3 April. No other ships from Convoy HS-003 returned.
The mission was categorized as a failure.

The seven "Virginia-class Convoys" described represent
significant operations to date. The pairing of Virginia-class
schooners with Hampton-class destroyer escorts has proven
successful thus far, given the difficulties the convoys have
encountered. As the Combined Earth Forces continue their
drive to recapture Kafer-held systems, the need for supplies
remains high. Virginia-class schooners will continue to be
available to transport those supplies.

Convoy ZM-009 departed Vogelheim on 18 Mar 2302
and arrived at its destination, DM+36 2436, on 23 Mar 2302.



Virginia Class "Schooner"
Deck plan description

Deck A, Top deck

1. Bridge
2. Entrance Airlock
3. Ship's Locker
4. Airlock
5. Steward Section
6. Lounge Area
7. Passenger stateroom
8. Passenger stateroom
9. Passenger stateroom
10. Passenger stateroom
11. Passenger stateroom
12. Passenger stateroom
13. Passenger stateroom
14. Passenger stateroom
15. Passenger stateroom
16. Passenger stateroom
17. Medical Section
18. Crew stateroom
19. Crew stateroom
20. Crew stateroom
21. Crew stateroom
22. Crew stateroom
23. Crew stateroom
24. Crew stateroom
25. Crew stateroom
26. Airlock
27. Ship's Locker
28. Crew stateroom
29. Crew stateroom
30. Crew stateroom
31. Crew stateroom
32. Crew stateroom
33. Crew stateroom
34. Crew stateroom
35. Crew stateroom

Deck B, Bottom deck

36. Stutter Warp
37. Powerplant
38. Engine room
39. Engine room locker
40. Airlock
41. Emergency Power Batteries
42. Life Support
43. Engineering control room
44. Engine room locker
45. Airlock
46. Airlock
47. Airlock
48. Cargo Bay
49. Airlock
50. Cargo Bay Doors

Virginia Class "Schooner"
Ship Statistics

Length:
Diameter:

Hull Material:
Accommodation:

Bridge Crew:

Off Bridge:

Habitat:
Powerplant:

Fuel:
Drive:

Staterooms:
Warp Efficiency:

Range:
Mass:

Cargo Capacity:
Total Life Support:
Emergency Power:

Cost:

60 meters

9 meters

Metallics

26, Crew: 16 Passengers: 10

Command, Navigation,

Communication,
2 Engineering, and computer.

2 engineering, Steward, and

medical.

Zero-G
1 MW Prestolite 255-A MHD

Turbine
400 tons

1 MW Westinghouse 1140

Jerome Drive

26, Crew: 16 Passengers: 10
1.53
7.7
855 tons (unloaded)

1055 cubic meters
26
Batteries, 150 hours
Lv 3,500,000



Ship Status Sheet
Virginia Class "Schooner"
Ship Name

Merchant
Ship Type

American (Civilian)
Owning Nation or World

Movement

Screens

Radiated
Signature

Radial
Reflected

Lateral
Reflected

Targetting
Computer

Hull Hits Power Plant Hits

Minor

Major

Surface Fixiture Hits

Radial
Profile

Lateral
Profile

Armor

Inoperable

Critical Hits
-Computer-

Primary

-Life Support-

-Drive-

-Hanger Deck-

-Missile Bay-

-Continuous-

-Tactical Action Center-

Active Operator

Passive Operator

Captain

Navigator

Communications

Engineer

Computer

Engineer

-Bridge-
- -

Damage Control Ordnance Crew

1 2 3 4 5 6 7 8 9 10 1l 12 13 14 15 16

(record ordnance load and type)

Comfort

Crew
Quality

-2

0

-Passive Sensors-

Primary

Redundant

-Weapons- -TTAs and Submunitions-

- Active Sensors-

Primary

Redundant



Appendix

Ships of the Virginia-class Convoys

Convoy DK-001
Escorts:
U.S.S. Ashland, DE-152
U.S.S. Sundance, DE-154
U.S.S. Bloomfield, DE-155
U.S.S. Stockton, DE-156

Destroyed

Abandoned

Transports:
German-registered ships:

S.S. Ludwigslust
S.S. Havelberg
S.S. Uffenhiem
S.S. Creussen

Convoy BB-010
Escorts:
U.S.S. Bellevue, DE-157
U.S.S. Hartford, DE-159
U.S.S. Catskill, DE-161

Transports:
French-registered:
S.S. St. Malo
S.S. Amorica
S.S. Papillon

Convoy BV-006
Escorts:
U.S.S. Redfield, DE-153
U.S.S. Lynchberg, DE-162
U.S.S. Colfax, DE-164
U.S.S. Mankato, DE-165

Transports:
French-registered ships:
S.S. Mirecourt
S.S. Pithivius
German-registered ships:
S.S. Geisenfield
S.S. Falkenberg
British-registered ships:
S.S. Haverhill
S.S. Ledbury

Destroyed

Destroyed

Destroyed

Convoy DK-020
Escorts:
U.S.S. Hampton, DE-150
U.S.S. Ellsworth, DE-160
U.S.S. Burlington, DE-167

Transports:
German registered ships:
S.S. Cloppenberg
S.S. Graffenau
S.S. Viechtach

Convoy ZM-009
Escorts:
None

Transports:
American-registered ships:
S.S. New Hancock
S.S. Portland
S.S. Huntington
S.S. Buffalo
S.S. Scottsdale
S.S. Bloomington

Convoy UM-015
Escorts:
U.S.S. Paxton, DE-158
U.S.S. Glenrock, DE-168
U.S.S. Redding, DE-169

Transports:
American-registered ships:
S.S. Danbury
S.S. Baker's Hawk
S.S. Earthsound
S.S. Moringwind

Convoy HS-003
Escorts:
U.S.S. Aberdeen, DE-151
U.S.S. Camden, DE-163
U.S.S. Eureka, DE-166

Transports:
British-registered ships:
S.S. Maidenhead
S.S. Cup of Gold
S.S. Nightshade

Damaged
Damaged

Destroyed
Destroyed
Destroyed

Missing in action
Missing in action
Missing in action

Destroyed



OTHER MEGATRAVELLER PRODUCTS FROM
DIGEST GROUP PUBLICATIONS

Available
May-June

COMING SOON!
World Builder's Handbook

Detail a world and its culture to a level
you never though possible. Uses the
popular Grand Survey and Grand Census
rules from Digest Group, heavily revised
for MegaTraveller. Also packed with
equipment sheets, information on the
Scouts and how they operate, and
detailed plans for the Donosev Scout
survey vessel. Available 2nd Quarter. 96
pages. Price $11.95.

101 Vehicles

An illustrated compendium for Mega-
Traveller, includes complete details for
101 different vehicles from the largest
hypergrav transport to the smallest one-
man motorcycle. Each vehicle is illus-
trated and described. Six vehicles are
illustrated in full color. 48 pages. Price:
$7.95

NEW!
MegaTraveller Referee's Kit

Tired of stopping the action to thumb
through rule books? On the pages of this
screen are combat flowcharts and tables,
details on interpersonal tasks and encoun-
ters, all at the ref's fingertips. Included in
the kit are 8 equipment sheets, one 4-
page tips and hints, and two 4-page folio
adventures, (Zarushagar Sector). Price:
$8.95

Starship Operator's
Manual, Vol. I

This volume details all aspects of star-
ship operation for both referees and
players. The technical details of starship
systems are thoroughly discussed.
Includes an illustrated ship tour, fold-out
plans for the 200-ton Free Trader, and a
multitude of diagrams and charts. 64
pages. Price: $8.95

ASK YOUR DEALER FOR THESE PRODUCTS
By the Editors of MegaTraveller"

Or Order Direct from Digest Group Publications, 8979 Mandan Ct., Boise, ID 83709-5850, (208) 362-3094
MC or VISA Accepted. P&H $1.50 US. and Canada

NEW for MegaTraveller!!!
Detailed Starship Deck Plans In 25mm

#1021 - The 400-ton
Laboratory Ship orbits
the uncharted world, on
a mission cloaked in
secrecy. Your assign-
ment to this project was
a dream come true;
research was proceed-
ing at a rapid pace and
several major discover-
ies had been made.
Every goal had been met
or exceeded . . . until
some exotic specimens
aboard the ship disap-
peared. Now your ship-
mates are disappearing
one by one, victims of
the elusive foe. The ships
drives are damaged and
the life support systems
are slowly failing. The
dream has become a
nightmare as you search
for the key to your sur-
vival.

$11.95

P.O. Box 337, Finley, ND, 58230

Detailed Starship
Deck Plans in

15mm and 25mm scale
Available Now:
Gazelle Close Escort
System Defense Boat
Empress Marava II
Xboat, Tender and Scout Ship
Subsidized Merchant
Five Small Craft of the Imperium
Laboratory Ship

P.O. Box 337, Finley, ND, 58230



COACC
• Flyers for MegaTraveller.

The army controls the ground! The
navy controls space! But the interface be-
tween the two belongs to COACC —the
flyers. Aircraft of all types —jets, props,
helicopters, dirigibles —come under the
Close Orbit and Airspace Control Com-
mand. MegaTraveller COACC provides
rules for flyers in the Traveller universe.
Coverage includes character generation,
COACC organization, aircraft design se-
quences, example aircraft, and both
simplified and detailed versions of air-to-
air and air-to-ground combat rules.

GDW: 0216. ISBN 0-943580 72-2. 96
pages $10.

REBELLION SOURCEBOOK
• Join the Rebellion!

The emperor is dead! Who will win the
Iridium Throne? Many different factions
have squared off in the impending strug-
gle for ultimate power.

Rebellion Sourcebook covers the
diverse factions of the Rebellion, their
equipment, their goals and strategies,
and (most of all) how players can get in-
volved in the grandest adventures the
stars have ever seen. Includes the short
adventure: "Nail Mission." GDW: 0214.
ISBN 0-943580-63-3. 96 pages...$10.

REFEREE'S COMPANION
• Enhance MegaTraveller.
Expand the universe of MegaTraveller

with more rules, background, informa-
tion, and materials for the dedicated ref-
eree. Materials that simply wouldn't fit
into the grand, three-volume MegaTrav-
eller rules set have now been brought
together into this useful and detailed
compilation.

MegaTraveller Referee's Companion
covers all the major alien races in the
Traveller universe individually, dealing
with each one's homeworld, physical ap-
pearance and abilities, mental makeup,
and interstellar territories. The Compan-
ion also covers large-scale combat,
timekeeping, communications, research,
mapping, in-system operations, mega-
corporations, technology, and robots for
MegaTraveller. GDW: 0215. ISBN
0-943580-71-4. 96 pages $10.

THE VITALITY of the newly founded Imperium was evidenced
by its rapid expansion and economic growth. The time was right
for a new empire; the human populations of the territory wanted
and needed this vast interstellar government. The Third Imperium
was an expression of the people who populated it: strong, vital,
ambitious.

A THOUSAND years later, the strength and vitality of the hu-
man populations were missing; all that remained was the ambi-
tion, and that ambition was channeled inward. No longer did the
population see expansion as the means to a better future; leaders
looked at redistributing the wealth of the Imperium and at carv-
ing out petty duchies within the known boundaries of the empire.

AGAINST this background, it was inevitable for some small
stimulus to trigger the fall of the Imperium. And once that hap-
pened, there was no turning back.

IN THE founding days of the Imperium, great men dreamed
great dreams...and achieved them. In the last days of the Im-
perium, petty men dreamed petty dreams... and achieved them
too.

The Imperium began as a small pocket of scientific and
technological innovation in a sea of primitive star sys-
tems. It reached out to eventually take over more than
10,000 systems. In the course of a thousand years, it
fought countless wars and conquered countless races.
But after that thousand years, the Imperium is old, tired,

and strained at the borders by dissension and civil unrest.
Now the Imperium is split into many factions.

The emperor's assassin —Dulinor —claims the
throne is his by an obscure quirk of Imperial law.
The emperor's nephew naturally claims different-
ly. Other factions have their own opinions.

HERE'S HOW TO ORDER!
For sale at your hobby or game store. Or order from GDW.
By Mail. Write what you want on a piece of paper. Pay by

check, money order, or Visa/MasterCard information.
By Phone. Call us at (309) 452-3632 between 9 a.m. and

5 p.m. Centra! Time weekdays. You can pay by Visa or
MasterCard.

By FAX. Write out your order (including Visa/MasterCard
information) and fax us any time at (309) 454 3127.

We are committed to prompt service; we fill orders within
two working days. Ask for our free 16-page catalog.

MegaTraveller—the complete science-fiction role-playing game.
The MegaTraveller Players' Manual contains the basic information any player needs

to prepare for (and participate in) Traveller adventures. A reference for every par-
ticipant, it includes character generation, skills, task resolution, experience, personal
combat, and psionics.

The MegaTraveller Referee's Manual is a basic reference for the referee which
expands on the topic of tasks, and deals in depth with vehicle design and combat
(including both surface vehicles and starships), worlds, and commerce.

The MegaTraveller Imperial Encyclopedia is the basic reference for every Traveller
participant. It deals with library data, maps, world data, and equipment. The En-
cyclopedia includes all the raw information necessary to learn about the Shattered
Imperium and role play within it.

The boxed MegaTraveller set includes all three of these books, plus a poster-size
map of the Spinward Marches. GDW: 0210. ISBN 0-943580-49-8. Boxed..$30.

Each book is also available separately.
The Players' Manual. GDW: 0211. ISBN 0-943580-38-2. 104 pg $10.
The Referee's Manual. GDW: 0212. ISBN 0-943580-47-1. 104 pg $10.
The Imperial Encyclopedia. GDW: 0213. ISBN 0-943580-48-X. 96 pg $10.

THE SHATTERED IMPERIUM
The time is the distant future. In-

terstellar travel is not only possible, but
commonplace.

The ruling interstellar power is the Im-
perium, a large, human-dominated em-
pire more than 1000 years old, encom-
passing 11,000 worlds in a region over
2000 light-years across.

But while the Imperium's thousand-
year reign has created an illusion of
strength and lasting power, continued
expansion and internal pressure have
combined to strain the Imperium's abili-
ty to govern to the limit. The thread that
held the vast Imperium together has
always been the emperor, the one in-
dividual to whom all Imperial citizens
ultimately owe their loyalty.

Now the emperor is dead at the hands
of an assassin, with no immediate heirs
and no clear successors. The emperor's
nephew claims the throne; so does his
cousin. Even his assassin claims the
throne. No one knows whom to follow;
someone is following each of the claim-
ants. Several border regions have lost
faith in the Imperium and have declared
their independence. A few neighboring
interstellar powers, learning of the Im-
perium's internal chaos, have begun to
advance into unprotected frontier
provinces.

The Imperium has shattered...

MEGATRAVELLER
Against this background of star-span-

ning rebellion and splinter empires
Traveller is set. Its role-playing game
rules provide an entire universe to be ex-
plored. Players assume any role and any
mission in the universe of the future.

Traveller says that mankind has con-
quered the stars, travel between star
systems is commonplace, but the dis-
tances involved make interstellar voy-
ages take weeks, months, even years.

The situation is similar to Earth in the
18th century. Communication is limited
by the speed of travel, setting the stage
for adventure in a grand fashion with all
the trappings of classic science fiction:
star-spanning empires, huge starfleets,
interstellar merchants (and interstellar
pirates), complex diplomatic maneuvers,
and larger-than-life heroes, heroines, and
villains.

Traveller is the name of the overall
game. MegaTraveller is the name of this
rules set, and is used to differentiate it
from the 10 years of development and
earlier editions that preceded it.

FREE! Write for your own copy of the Imperium Map showing the borders of the
Third Imperium before the present rebellion began. Quantities limited.

What Happens When
A Thousand-Year Empire

Is Eleven Hundred Years Old?
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