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TRAVELLER 
@G D.W 'S SCIENCE FICTION ROL LAYING SYSTEM 

Four 8.5" x 1 1 " cardstock sheets, printed black-on-green. Loaded with charts 
recapping basic Traveller personal combat, starship battles, and animal 
encounters for Classic Traveller, referee's information on one side, and data for 
the players on the other. Updated with information from Mercenary. 
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Q~ D.W.'S SCIENCE FlCTlON ROLE P L A Y I M  &&EM 

1 SWORD 

I 
J 

DAGGER 20-3 

SPEAR 2D+219 8 110 7 112 9 112' 0 1 1 1  8 113 10116 13 1 

TEETH 20-3 4 6 5 7 7 9 6 8 8 10 10 12 13 15 
HORNS 20-5 7 5 8 6 9 7 10 8 7 5 11 0 14 12 

7 9 

STRINGER 30-610 2 1 1  3 1 4  6 1 3  5 1 2  4 1 4  6110121 

CLUB 2D-317 6 1 7  6 1 9  8110 9 1 7  6 1 9  8114131 

8 10 11 13 

PSIONIC RkAlOE COST TABLE 
c 8 M . L  v D V D R C T  P Tebpathv LVI strength a a i n ~ y ~  LVI st~m 

Telepabhy(5) 
CIui~oyanm(8) 
Telekinesis (6) 

C S C ~ C S ~ S C S C S C S  
11 13 

0 1 
0 1 
0 1 

7 9 

2 3 
1 2 
2 4 

Tefaportadon (9) 

9 11 

Awumness = 7 strength, 0 Range Pro& g @RC Direction 3 O+RC 
Special = Q strengdr, other cogts by Judge Assault (2DMJ f 0 13+RC 

Shield 1 - tblekinwir Lvl Stmgth 
Auulremn Lrl Smngth I g  E.030~) 1 1+RC 

Suspended Animatlon 2 3 Telopwtebion Lvl Strength lOg4.360~) 2 2+RC 
Enhand Smngth 4 variable Bady Only 5 RC lOOg (3.502) 3 3 R C  

E n h m d  Endurance 5 Variable Body & Clothing ( I  kg) 7 RC lkg(2.21h) 6 WRC 
Repnoration 0 Variable Body & Load (1 kg x strength) 9 AC 1Okg (22lbs) 8 WRC 

1 Wkg (220.614s) 10 10+RC 
RC-Range C W  in Pdonic Strength Points Monic Recmry=after 3 hours recover 1 point/hour 

Rmp Cades: DmDistant 50an-Skm l.3-3.lmi) VD-Very Distant 6-5M(m {3.1-3imi) R~RegIonal SeMlMun (31-31 lmi) 
CT=ContinenaIIQOa,OQOkm (31 1 -3107mi) Planetary 6,000-50,000km (31 0731  ,OBQmi) 
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5 6 SendThou&ts 5 2+RC Combined 9 2+RC 3 3 

4 5 
3 4 
- - 

3 4 

5 6 Life Detection 1 1+RC Ssns 2 1+RC 
4 4 Telempathy 2 I+RC Clairvoyance 5 2+RG 
- - Read SurFaceThoughts 4 2+RC Cleimdience 5 2+RC 
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RANDOM PERSO PATRON 
Die R o l f  Type -- 03. -- E N C O U N T E R S  - -- (2D)  

1 1  Peasants 1 D 
12 Peasants 2 0  
1 3  Workers  2 0  - Clubs 
14  Rowdies  3 0  - Clubs 
15 Thugs 2 D  - Daggers 
16 Thugs 2D - Revolvers 
2 1 Soldiers 20 - Ri f les  and Bayonets  
2 2 Soldiers 2B V Carbines 
2 3 Pol ice 1 D V A u t o  Pisto ls 
24 Mar ines 2D V Revolvers and Cutlasses 
25 Naval  T r o o p s  30 V Carbines 
2 6 Soldiers 2  0 V Submach ine Guns  
3 1 Adventurers  1 D - Swords 
3 2 N o b l e w i t h r e t i n u e  2D - Fo i l s  
3 3 Hun te rs  2D - Ri f les  and Spears 
34 Tour is ts  2 0  V - 
3 5 Researchers 2 0  V - 
36 Pol ice I D  V Revalvers 
4 1 Fugi t i ves  1 0  - Clubs 
42 Fugi t ives 2B V Blades 
43 Fug i t i ves  3D - Revolvers 
44 Vigi lantes 2 0  V Ri f les  and Carbines 
4 5 Band i ts  3D  - Swords and Pistols 
4 6 Briga:cds 3E 
5 1 Merchan t  3 0  V Fo i l s  
5 2 Traders 2D V Blades 
53 Rel ig ious G r o u p  2 0  - 
54 Rel ig ious G r o u p  30 - Daggers 
55 N o b l e  w i t h  re t inue 2 0  - S w o r d s a n d P i s t o I s  
56 Guards  3-D - Halberds  and Daggers 
6 1 - - - - 
6 2 - - - - 
6 3 - - - - 
64 - - - - 
6 5 - - - - 
6 6 - - - - 

*ADDITIONAL WEAPONS (7D1 
1 * "2 """3 

Laser Rifle Shotgun Broadsword 
Auto  Rifle Carbine !Word 

**2 Revolver Halberd 
"2 ***3 Cutlass 

* *2 ***3  oil' 
"2 ***3 None 

PATROL or PIRATE STARPORT 
SHIPS (2D1 Modifiers 

Type 'S' ScoutJCourier A +6 
Armed Type 'X' Yacht 8 +4 
Type 'C' Cruiser C +2 

D +I 
E -2 
X - 4  

REACTIONS (2DJ 
2 t  Violent, Immediate Attack 
3 Hostile, Attacks on 5+ 
4 Hostile, Attacks on 8+ 
5 Hostile, May Attack 
6 Unreceptive 
7 Noncommital 
8 Interested 
4 I n t r i ~ ~ : ~ "  
10 Responsive 
11 Enthudastic 
f 2 t  Genuinely Friendly 
t No Modifiers Apply 
5+ Military Terrns=PM +1 
1 I +  Planetary Population=DM -1 

SHIP ENCOUNTER 
8 or less None 
9 Free Trader 
10 Free Trader 
1 1 Free Trader 
72 Pirate 
13 Subsidized Merchant 
14 Patrol 
15 Subsidized Merchant 
16 Yacht 
17 Yacht 
18 Patrol 

R E F E R E E  S I D E  



RANGES, OODES & Dm: 
C = Close - Contact 
S = Short, 1-5m (3.28-16.4 f t . )  
M = Medium 6-50m (19.7-164 f t )  
L = Long 51-250m (55.77-273.4 yd) 
V = Very Long 251 -50Qm (275-547 yd) 
if = Extreme 500+m (547+ydJ 

Telescopic & ElectranicSights +4 a t  L & V 
Attch Shldr Stock - 1 a t  C & S, +1 at  M & L 
Folded Stock - 1 a t  M, L & V 
" =  Fires Extreme Range with -4 on die 

= as O but on tripod. oi ly 
= X damage at V, % damage at E 
* 

= X damage at E 
* = Used only with Powered Armor 

= Acts as Carbine 
t = Acts as Rifle 
r = Acts as Assault Rif le 

R E F E R E E  S1UE 
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Clear, Road . . . . . . . . . . . . . .  +3 
Plain, Prairie. . . . . . . . . . . . . .  +3 
Desert. . . . . . . . . . . . . . . . . .  +4 
Hills, foothills . . . . . . . . . . .  .+2 
Mountain. . . . . . . . . . . . . . . .  +3 
Forrest, Woods . . . . . . . . . . . .  +I  
Jungle, Rainforest. . . . . . . . . .  

. . . . . . . . . .  Rough, Broken. .+2 
Swamp, Marsh . . . . . . . . . . . .  -4  

. . . . .  Beach, Shore, Riverbank. + I  
Suburb . . . . . . . . . . . . . . . . .  -2 

1. . . . . . . . . . . . . . . . . . .  Short 
2 . . . . . . . . . . . . . . . . . .  Close 
3 . . . . . . . . . . . . . . . . . .  Short 
4 . . . . . . . . . . . . . . . .  Medium 
5 . . . . . . . . . . . . . . . . . .  Short 
6 . . . . . . . . . . . . . . . .  Medium 
7 . . . . . . . . . . . . . . . .  Medium 
8 . . . . . . . . . . . . . . . . . .  Long 
9 . . . . . . . . . . . . . . . .  Medium 

10 . . . . . . . . . . . . . .  Very Long 
11 . . . . . . . . . . . . . . . . . .  Long 

. . . . . . . . . . . . . .  

COMBAT SEQUENCE 

1. Determine Surprise: roll die for each 
side (apply DMs) 

2. Determine Range: roll 2 dice, apply 
Combat Terrain DMs, consult the 
Encounter Table 

3. Determine Escape/Avoidance option 
4. Resolve Combat (each round=IS sec.) 

a. Each character indicates movement 
status 

b. Each character indicates Attack 
Mode and Target 

Possible Movement Statuses: Evade (No 
attack; - 1 close & short range; - 2 medium; 
-4 long or very long range); Closing or 
Opening Range normal or running (run. 
counts as corn bat blow); Stand (hold pas.) 
Range Turns to  Cross Bands Distant 
Close.. . . . . . . .  1 . .  . . . . . . . .  .Same 
Short . . . . . . . .  7 .  . . . . . . .  .Adjacent 
Medium. . . . . .  . 3 .  . . . . . . . . . .  .2-5 
Long. . . . . . . .  . 4 .  . . . . . . . . . .  .6-9 
Very Long . . . . .  5. . . . . . . . . .  10-14 

Vl Reducer 1 O+ 8+ Double 

R E F E R E E  S I D E  

fmiddle r i g h t ]  



ENCOUNTER 

C Carnivore 

Claws & Teeth 

as broadsword 

Size DM5: Planet size 8+=DM of -1, Planet size 4-=DM of  - t  

ve teeth, at least, 

AlTACK RESOLUTlON PROCEDURE 
Roll 2 dice, cross index weapon & target armor 
and apply DMs for  range and personal ability. 
The f irst h i t  i s  assigned a t  random t o  strength, 
dexterity o r  endurance. Subsequent damage i s  
allocated b y  player t o  any characteristics as 
given. 

I f  any one characteristic is reduced t o  0, the 
character is unconcious but  wi l l  
revive i n  10 minutes and recover 
completely i n  3 days. 

I f  any t w o  (2) characteristics are reduced t o  0, 
the character is unconcious bu t  
revives i n  three (3) hours and wi l l  
require medical attention for a 
complete recovery. 

If all three (3) characteristics are reduced t o  0, 
the character is dead. 

If  there is less than required strength/dexterity 
there is a .DM t o  hit.  

Die Roll Modifiers (DMs) are assigned fo r  several 
conditions which include: less than required 
strengthjdexterity or more than advantageous 
strengthldexterity fo r  a particular weapon; 
specific Character Expertise; State o f  Encum- 
brance; varying gravity conditions; and evasive 
action by the target !see Combat Sequence 
explanation, elsewhere, for  this latter].  Sum 
all applicable Die Roll  Modifiers. I f  the total is 
negative, it acts as a penalty and is subtracted 
f rom (OR i f  positive, it acts as a bonus and is 
added to) the number rolled on the dice PRIOR 
t o  consulting the appropriate table on this shield. 

Endurance 
(the number o f  blows which may be struck) 

Type of Blow N urn ber o f  B IowslCombat 
Surprise. . . . . . . . . . . .  any number (no cost) 
Combat (standard). . 1 blowtendurance n u m k r  
Weakened . . . . .  (-DM to h i t  but)  any number 
Special . . . . . . . . . . . .  any number (no cost) 

Morale: When 26% or  more of the party are 
unconcious or dead you  start rol l ing fo r  morale. 
A 7 or better is required t o  stand or no t  break. 
DMs are: +1 for mil i tary units, +1 i f  leader 
expertise is present, +1 if the leader has tactica! 
expertise, -2 if the leader is killed (for t w o  
combat rounds and then unt i l  a new leader 
takes control), -2 i f  casualties exceed 50%. 

UNIVERSAL PERSONALITY PROFILE (hexadecimal notation conversion) 
for strength, dexterity, endurance, intelligence, education & social standing 
0 1  2 3 4 5 6 7 8 9 3 0  11 1 2 1 3 1 4 1 5  
0 1 2 3 4 5 6 7 8 9 A  0 C D E  REFEREE SIDE 

[ fa r  r igh t ]  


