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TRAVELLER
STARSHIP COUNTERS

Give rour starship battles a re=alistic touch with new
TRAVZILLZIR 3STARSHIP COUNTZRS. This basged set contains “-C [
fully illustrated 2¢cm X Zcm starsnip counters for Traveller
space combat. Printed on four sheets of card, you cut them
out yourself.

Zach counter shows an ilius:iration of the ship by rize
Jackson and listings of its name and tvpe, tonnage, azount
of streamlining, and source book.

SSCUT/TOURIER

100 tona

Banic Travsller
Supplesmant 7.9
Suapshot

hY

This set contains 2ll the s%ips froc Zasic Traveller
and Alien Modules 1 to ?. It also contains ships from sup-
zlements 7 and 9, The Traveller Adventure, Adventure class
ships volumes 7 and 2, Aslan Mercenary Ships, Adventures 1,
~, 5, and 12, Double Adventure 1, the IIS5S Ship Files, and
Third Imperium cagazine.

Send $3.00 Canadian per set to Mike Jackson, No.512,
4676 Yew st, Vancouver 3.C. V6L 2J6.

Printed by Third Izgerzu= =agazire.
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| TRAVZLLER STARSAIP CCUHTERS
| 2uild up your own fleet! Order one or more
sets of illustrated Traveller Starsnip

[ cousmters!
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| Adiress

| Zit Frovirnce

| Pozizl Code

| rlease scrd =e sets of Traveller
Starship Counters,
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NOTES FROM THE CAPITAL

Well, it was tough, but we've fin- deck plans for the Jplly Roger
ally gotten aur +fourth issue out. class Pirate Corsainr, a review ot
e apologize fcr cur lateness, but Traveller: 2300, and blueprints
hopefully the wait was worth it. for the Gauss rifle.

With this 1s5ue we have In our caming issues we hope ta
switched to camputer type, thus include two special pull-put sup-
improving the reproduction and plements!: a complete time-line,
column gQuality. We alsbo hope that including historical events fron
in the future we’'ll be able to im- all tha Traveller books, and a
arnove the binding of our magazine. special Lbaaklet of library data
Until that can be done, we suggest and essays on the history of the
that you place a strip of trans- Trojan Reaches.
parent or invisible tape alang the Until next issue:! May you never
spine and over the staples. This find vyaur sharts infested with
will reduce damage to the edge of Hiver larvae!

the magazine.
This issue we begin our series,

Cyborqs, Clones, and Androjds with ~Mike Jackson,
part | of Cvyborgs. We hope you Editor

will $#ind it useful. We also have

/‘NKEA SAcKSON ‘8¢

Traveller's hardwar2. . .« o c o1 o2 aacanersasenna v s aaa g,
Traveller: 2300 RaVIEN. .« 2 o acnaenosnoanssansmnsnnras 3.
Pirate Corsair., ... .-t uuiieivrionrass- s s e v e n e P 8.
The Borderland Subseclor . i i s it s v s aesaanraiosanasesoa 3.
Fagture Adventure. . ... oo oo oo osorasasasasasnansaas 10.
Miesiles........ b b m i e e e s e s aa fh e m A E st e e s e s aaan s 15.
Cyberge, Part {.. ..., aunn b s e e e n e e e l1a.
Traveller’ce AdVICE. & . .t e o2 s cnsonannnaosacnecanansa 19.
Inside Zguipment........ e m e B s e s s s s e e 19.

STAFF: Mike Jackson, David New, Paul Stoneman, Aaron van Berg.
Dedicated te Cameron Carral, who wanted a more realistic and complex game.

Portions o¢ this mz3azine are taken ¢trom TRAVELLER materials pubiished
by Game Designers’ Workszhop and Digest Group Publications, andy are
copvright (988 by thte recpective groups.

Third Imperium is published quarterly by Mike Jacksocn. Send sub-
missions, tetters, and ad:z tao Mo. 512, 4474 Yew St., Vancouver, BC,
Vsl 234, Rates: $2.30 single ccopy, $9.00 per year subscription.
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— TRAVELLER'S HARDWARE —

VOICE MODULATOR

The voice modulatnor is a small
electronic implant, which, vihen
placed na=vwt to x persan’'s wvolice
box, can imitate 2any wvoice or
sound.

The voice modulator consists of

tvwo narts. The first, linked to
the ucer's brain, is a camputer
microprocessor which can analyze

any sound the user hears or thinks
of. The second part is an elec-
tronic madulator which translates
throat movements into the sound
cuasd by the microprocessar.

This allows the user, after 30
s2cands of analyzing the desired
veice or sound, to imitate it. The
puality ot the imitation 1s deter-
mined by the user’s knowledge of
the cound:. for instance, if¥ he has
grcwn up with this gpound since
childhood, he will likely give a
perfect imitation, whereas i+t he
has heard it once on a semi-faulty
tri-D sctreen, the quality will
sutfer, It is up to the referee to
determine the gquality af the imi-
tation, and how likely the hearers
are to be fonled. As an exanple,
perhaps John, equipped with a
voice modulator, wmishes to scare
some primitives with the rpar aof
the rcrested Jabberwock. He has
oanly heard such a roar bnce, ten
years ago: the guality will no
doubt be awful, unless John has an
incredible memary. However, the
primitives will probably nevear
have heard a «crested Jabberwock
beftore, and would be frightened by
sven the worst attempt. If, on the
octher hand, John is completely
familiar with the roar, having
once worked as a zookeeper, he
will ke able to give a faultless
impression ot the Jabberwock to
even the natives o¢ Fassan.

The operation to implant a
veice mpdulator is guite simple,
and requires only a few days in
hospital. The implant and apera-
tisn cost CrSO00C 600. Note: the
vbice modulator is jillegal on all
Imperial worlds with a law level

-4
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greater than 4, TL (2.
RICT FOANM

Alsa called slip-slime, riot foan
was initially developed by law en-
torcers for the guelling of riots,
but is ncw alsp used extensively
in detence systems, caombat, anc
for practical jokes.

Available in lkg
riot foam is a chemigcal {foam whict
renders everything it touches al-
most totally frictionless. Anyone
treading on it will automatically
fall. They will be unable to walt
or fight, and must roll their dex-
terity ar less on 3d in order t«
crawl.

Each canister can spray 20m*® of
surface fraom up to 10m away. The
fopam lasts until it dries, approx-
imately 20 minutes later.

Riot foam neutralizer is avail-
able in 1009 spray bottles whicl
hold t0 'shots.’ Usually sprayec
on boot sples or hands, is
chemical which lends the sprayeq
area sufficient friction to over-
come the etfects bt the foam. Un-
¢ortunately, this means that wher
walking pn surfaces not coated ir
rint foam, the user must lift his

canisters,

it

tpet straight up in order to move
-- no shuffling allowed.

Eiot {(pam is TL 7 and costcs
Cr30. Fcam neutralizer ts alstc
TL 7 and cnstse Cr25. Piot foam it
dbesed an a similtar material in the
short stpory *Silent Leges;" L)

Jerry Pournelle.



TRAVELLER: 2%@
REVIEW

Last month GDW came out with a néew
game . Having pnly been advertised

in the Draaecn magazrine, it came
largely ac a surprise. But what is
this new RPG?

Decpite the game title, 7ravel-

ler: 2300 is neither 7raveller nor
Twilight: 2000, though it bears
more resemblance to the latter.

Set in a unfverse where Earth has
struggled back from nuclear devas-

tation to congquer the stars, the
game has a highly realistic his-
torical background, which s2ems to
fit in with Twilight: 2000. The
combat system is alsn similar to
that ot Twrlrgh?: 2000. However,
the game’s only real relation to
7Traveller is the fact that it is
an SF RPG.

Jraveller: 2300 contatins 2
rulebooks, 2 mini-booklets, and a
star map. The rulebooks contain
lots of informatian on  history,

the current state of the universe,
2tc. They contain a character gen-
eration system (similar to Travel-

ler, but you chogose your skills),
perconal and starship cowbat Sys -~
tems, and info on how to re+ the
game.

The rulebooks alsa contain doz-
2ns O0F starship decsigns {but no
generation systemn), and even more
rifle and laser designs {but no
rules for such simple items as
knives and swards). On the other
hand, they contain much more ceal-
istic and comprehensive starship
rules, including solar and tissian
power pla2nts, skyhocks, and elec-
tramagretic catapults.

The game also includes a short
(but not perticularly fantastic)
adventure boaoklet and a star cata-

logue. The catalogue lists all the
stars (not worlds) and their loca-
tions, and is for use wilh the
game's star map. This wap is pra-

Dably the best part of Traveller:
2300. Unlike previgus SF gawe uni-
verses, it 15 nol anly 1n three
dimensians, but alsp realistic
every cttar on the map is a
one. Alpha Centauri, Walt¢+ 918,
Siriue are all there, and in
proper places!

and
the

real

On the
has great
be all {t

whole, 7Traveller: 2300
potential, but that may
has, As in other recent
games by GDW and {specitically)
Leren K. Wiseman, the rujes are
confusing and difficult ta under-
stand on the first read. However,
the game's greatest fault is in
planning and organizatiaon.
Traveller: 2300 is poarly
lanced and very incomplete.
1/4 of the game is taken up by
background, while s0 much is left
outi the priorities are screwed up
and on a list pf less than 30 pie-
ces of ecuipment, space iIs wasted
an 4 types of satellite and organ-
ic contact lenses! Anather example
of incompleteness the tact that
s2veral alien races 3are mentioned
several times over hut that's
it! They are pever described!'
Descite these +faults, Travel!-
ler: 2300 has the potential to be
the most realistic SF RPG ta date.
Whether it fulfills this potential
tand gains playability) depends oDn
what supplements are released.
Personally, I would stick
Traveller, as it is a much more
complete and playablie RPG. But 1+
you like detailed background and
dan’'t mind filling in major gaps
in rules, 7raveller: 2300 is the
game for you. Regardless, whatever
out
or

ba-
Qver

ta

type of supplements GDW comes
2ither

with for {t will make

break the game.




PIRATE CORSAIR

The Joll!y Roger class Pirate (or-
sair 15 one ot many designs for
pirate ships. Its three turrets,
large cargo bay, and extra state-
roccms for troops are common to
most types. What makes this design
special is its random identifica-
tion feature various retract-
able and mobile pods, +fins, and
antennae, and an adjustable trans-
ponder allowing the ship ¢tb pose
as any of 3 number of ship types.
The Jolly Roger class Corsair

most often poses as a type R sub-
sidized merchant by extending the
type A Wwings and the bridge, and

keeping all other features retrac-

ted,

SPECIFICATIQNS

Tannage: 400 tons standard.
5600m> .

Crew: S. Up to (0 i+ gun-
ners and teaoaps are
carried,

Dimensions: (mith ¢features ex-
tended) 6é3m lpbng x

45m wide x 15m high.
(Deck A is 9m high,)
Acceleration: 3-6 constant,
Jump: 2.
Power Plant: 3. 12 EP. Agility
1.
Specification uncon-
f+irmed. Two fusion
sion pomer-plants
driving t jumpdrive
and a dual impulse
manoeavre drive.
Standard inertial
compensators. 1 G
tloor t+ield.
Model /2 computer.
Specificatibn uncon-
firmed.
Unlimited manpoeuvre.
One jump (120 tons
fuell. 200 days
standard supply con-
sumption,
Armanent: 3 triple
halding one beam
ser each, 2 are
mobile pods. 3rd

a pop-turret.
None.

Engineering:

Gravitics:

Etectronics:

Range:

turrets
la-
in
is

Screens:

Contiguration:Close. Partial
streamlined,

Capacity: 160 tons cargo.
statercomns. 20 ¢
berths.

Vehicles: Nbne.

DECK PLAN LOCATIONS

1. Carga bay. 9m ceiling. Clan

Ehell doors reveal entire bay
2, Overhead walkway. Stairs allc

access to this walkway runnir

3m above the bay floor.

Avionics.

4. Low berths. Used for prisone
storage. 20 low berths ar
stacked in columns 3 high, 6
ceiling.

3. Airlack.

a. Mobile bridge. Rises out ¢
compartment and can move t
any position along the darse
face. Pasitions for pilot ar
navigataor, Note: The bridc
can only be entered while
is in its compartment.

7.. Caomputer.

8. Retractible tins. These fin
can rise 3m out of the dors:
surface.

9. Mobile turret pod A. This cor
cealed turret moves out af it
campartment and can take an
ppositiorn along tracks on bt
cutside of¥ the bhull. It ©cas
only be entered while it is i
its compartuent. Position f{c
1 gunner.

{0. Mpbile turret pod B. As turre
pod A.

11. Manoeuvre drive. 9m ceiling.

Continued on page !
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The BORDERLAND SUBSECTOR

Most worlds in the Borderland Here settled quite late in Imperia) hie
tory -- the late 700's and early 800's. Towne was settled in 354 when
heavy scout mis-jumped. Ergo and Inurin were colonized during the Sir
dalian Empire, and later cpllapsed when their support was cut off.

The Aslan/Imperial Tradelane travels through the Borderland frc
Tlajowaha to Tcbia., It stops at Tech-World and Acrid, both Imperial al
lies, Both worlds contain both Tyeyo Fteahrao Yolr and United Fre
Traders Association offices,

TECH-WORLD is populated by 30 scientist/technicians and sever:
thousand robots, Its main industry is the production and export ¢
high-tech gonds such as fusion guns, computers, and black globe gener
ators.

ACRID is enveloped in a thick chlorine atmosphere. The smell perms
ates everything on the world. Acrid is also the home of the blotches,
chlorohydracarbon-based sentient lifa form which will be extensive!
dealt with in issue H#s5.

FALKEMBERG is a3 horri{bly crowded world due to 1its high populatic

(950 million) and small ampunt of usable land. In 1104 it took ove
SPERLE in order to procure food. -
EXE is populated anly by a few miners and starport personell, It

the main jump-link to Towne and Village.
TOWNE colanized VILLAGE with sub-light drives due to the lack ¢
lanthanum on bo*h worlds.

THE BORDERLAND

Byrni Ql07? B95SSA99-5 Agricultural, G
Arunisesiir 020! B776530-6 Agricultural. Non-industrial. G
Tech-World 0204 A3453154~-F Non-industrial. G
Erao 0205 X747500-0 Agricultural. Npn-indu=strial. G R
Tanith 0301 AS89342-B Non-industrial G
Acrid 0302 AAC1388-D Non-industrial G
Inurin 0304 Eo&8776-5 Agricultural. Rich. G
Falkenberg 0305 A158448-D Mon-industrial, G
Cardan 0401 A895347-9 Nan-industrial. G
Exe 0403 B200101~-A Non-industrial. Vacuum warld. G
Znerle 0404 BASAZ6A-7 Rich. G
Umemi i 0501 C321877-& Man-agricultural. Poor. G
Argona 0S03 B&12584-9 Non-industrial. G
Village 04609 B100A34-8 Non-agricultural. G
Towne 0610 B750A946-9 Industrial desert world. G

The Bporderland subsector contains (S wWaorlds with a papulatian
3B.0AY billion. The highest population is A, at Towne; the highe
tech level i1s F, at Tech-World.

A NOTE TO U.S5. SUBSCRIEERS:

Ws will aczcent U.S. cheques -- drafts in Canadian funds are not nece
zary, Simply write the cheque as normal, but $3r the Equivalent amoL
nf U.S. funds: as nt¥ January 1987, $2.50 Canadian equals 31,75 Amer
can, and 2,00 Canadian equals %6.30 American.




MAP LEGEND

WORLD CHARACTERISTICS

@® Yater present
O lio water present
47 Asteroid belt

BASES

Imperial naval base
Imperial scout base
Scout way station
Research station
Foreign naval base

* Foreign military base

Brar

TRAVEL ZONES

//"\\ Amber zone

Red zone

POPULATION

Secundus under one billion
PRINUS over one billion

starport
type
bases gas
giant
worlg
type x-bocat
route

world pame

travel zone code

\border

TROJAN REACHES SECTOR

TLAIOWAHA

d1OA

8

B|NARY - |
A: Menorial I: Nora'a
B: Egyrn J: Goertel
C: Pax Rulin K: Tlaiowaha
D: Gazulin L: The Borderland
E: Yggdrasil M: Ranib
F: Dpres i Silraaihe
G: S5indal O: Hkea'as
H: Tobia P: Binary

)
A ¢
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FEATURE A

DVENTURE:

DELUSIONS of GODHOOD

While visiting Tech-World (The ans is ajd ¢rom an wunaffiliated
Borderland, 0204), the players are Jroup Df adventurers.
approached by a small, nervous man Corqg will pay thea players
who insists he must talk ta them. Cr300 000 and supply them with any
He i1dentifies himself as Corg, the special equipmant they may need.
external affairs administrator <or The players must travel ta Ergag,
the world. He has a possible jaob find and eradicated the pirates,
far the players, and will pay well and uvndo any cultural damage they
an its completion. may have ctaused (this includes re-
He &explains that the nearby moving all high-tech items),
world of Ergo (020S5]) is populated
by naive primitives, and wunder ERGO
pratection by the 1Imperial Scout
Service (thus the Red Zone pos- Erga (X-747500-0) is a molten-core
tingl. A few months ago, a heavily world with a diameter ot 11 5S20km.
damaged $ree trader arrived at It has a density of 1.10, a mass
Tech-Uorld, a¢ter having battled a ot .739, and a gravity aof |.2563.
Pirate Corsair in the Ergn system. It has a rotation periad of 18
The Corsair crashed pon the planet hours, 53 minutes, and an axial
and the Trader limped out-system. tilt nf¢ 2 3272.5°. It has & stan-
Ccrg fears that any surviving dard, breathable atmasphere, viith
bpirates may corrupt and take ad- anr 3atmospheric pressure o+ .20,
vantage of the natives. However, and is 71% cecvered with water,
due Yo the Imperial protection of Er9c hz2s native plant and ani-
Trgno, he cannot go himseléd without mal lite, most ot which are edible
causing an interplanetary inci- ¢5 humans. Gold, silver, and lan-
dent. His only hape for the Ergo- thanum are gquite common. It is
B Teiran Oescription Yarrain Descrption W
... | DESERT jg%?-ff% TUNDRA | NS JUNGLE
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483 000

opulated by
pread across the world’s
ontinent, with mast settlements
nr the northeast. They have re-
iressed to TL O, and have a tribal

humans,
majonr

ociety, with no real! laws or gqov-
‘rnment.
The Imperium maintains two

utamated interdicticn satellites

n orbit around £rgo, with teams
hecking them every S years. They
iere installed in 1051 in order to
ratect the natives ¢from their
igher-tech neighbours.

iICRGSS THE STYX

.5 the players approach Ergqo, they

111 tstrangely) not receive any

tarning signals, As they enter
'isual range, they will find that
woth interdiction sateilites bhave

veen blaown to pieces,
uclear missiles,

A Neural Activity Scan (NAS)
.he planet will indicate that the
inly intelligent life forms are
11 clustered araund the northeast
:nd of the wWorld’'s major conti-
ient. There is alsa a weak neutri-
12 spurce in ths same general area
‘the on the world magq?}.

How the adventure progresses
‘rom this point depends largely oOn
‘he players and reteree. The fol-

probably by

of

lewing ’nhuggets’ of infarmation
lfescribe the world's current situ-
itian,

JILLAGES

05t villages are clusters ot huts
near a stall ¢ti1eld where wvarious
native edible plants are grown.

The ¢4arther they are from the Cor-

~11-

sair, the less the villagers will
lnow of the pirates. However,
2veryone will have hneard cuBours
of the 'Gods’ "ho nowW live at
'Karsaer.'

14 they are apprpached by the

and see any strange tech-
noclogical 'magic,' they will imme-
diately assume that the players
are supernatural beings. Roll on

the reaction table with +{ far Li-
ason skill or Contact schoal expe-
rience (Boak 4, Scauts). On 10,
{1, or 12, the villagere will take
the players ta be Gpods and serve
¢hem. Cn results ot 6, 7, 8, or 9,
they will be taken to be an3els,
aiven an offering, and subsequent-
lv ignored or treated as wanted
quecsts, On low rolls, the villa-
gers believe the players are de-
mons and will try to repel them,
In villages closser to Karsaer,
5ias the rolls towards 'Godhond. '
Farther away, bias them towards
'Angelhood.’ Geds will be waor-
shiared, given cfferings of focdg
and women for men), and sarwved
hand and foot. In return, they
will be expected ta perform god-
like duties curing wounds or
diseases, building weapaons, pro-

A Celebration of the
History of Science Fiction

May 22-24, 1987

Qage Rasidence. Univeruity of B.C., Vancouver, A.C.

players,
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ecting against enemy tribes, and
tonpiag draughts. 1+ the players
re unable to do these, they may
p tr2ated as demons and driven
ut .

HE PIRATES

he pirates <crash-landed atter
heir battle with the Free Trader
nd the interdiction satellites.
t was a8 miracle that they sur-
fved, as the Coporsair i3 an un-
treamlined ship., They will never
gain be able to litt it from the
tanet's surface.

The Plague was eguipped with a
telen slow pinnace which was also
amaged in the crash. The Corsair
as armed with two triple laser
yrrets and one triple miss:ile
urret, the latte» being the only

aoane still functional.
The pirate crew new consists of

S humans the pilot, two engin-
2e¢ers, one gunnar, and a thug) and
1 Aslan talen a thug). Upon con-
tact with the natives the pirates
Wwere taken as angsls. They then

fcrmulated a plan.

Adapting the Aslan's combat ar-
mpur with a grav-belt and plastic
'Wwings,' they set him up as a huge
God. Sobn, a village (Karsaer) and
a mine were set up with the inten-
tions of amassing gald and jewels,
and aqf building a jump-message
torpedo to send out an S.0.S5. to
fellaw pirates.

KARSAER

The village aof Karsaer was built
in a forested area araund the
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crash site by the natives.

1.

live here
constructirng
1n the car-
tinished.
is filled
large goid
'6od' sits
here every

Corsair. The pirates
and ar2 current)y
the message torpedo
3o hay. It is alwmost
Thronercaom. This hut
with idols and has a
throne at the back.
ard is worshipped
day {for twe hours,
Furrow, The wake of
sair’'s crash, this
ground-up earth and
stretches for half a km.
Lodge. This is the
meeting area. A fire pit
centre is surrounded by
(lpgs) alaong the side.
lagers meat here to eat, tell
stories, and discuss plans.
Road tn Mines. The mineshatt is
Jkm scutheast along the road. A
dszxen villagers and the human
thuy wark here every day mining
riches and searching for lan-
thanur,

Storehcuse:. Looking wmore madern
than the rest, this large
building contains the2 pirates’
stolen wealth.

Rcad to Fields.

the Cor-
area o4
trees

tribe’s

in the
benches
The wvil-

Juke Facrson ‘8¢
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BEWARE THE BEAST

The sdventure can take a number of
tacks tram this point. 1¢ the
players become known to the pr-
rates, they will declare tne ad-
venturers tp e dewans and have
tthe villagers drive them awmay. The
players msy attempt to sneak in at
night and kill the pirates, drug
and kidnap ’God,’ pr attack themn
nith a tribe that worhips the ad-
venturers,

At c=ome point, the pirates
chould launch their message torpe-
da., Twn weeks later, angther Cor-
sair =nd an nld scout-courier will

arrive. Ta further conplicate the
siteatian, an Imnperial curvey
sco2t may arrive to repatr  the
satellites, I1¢ the players are

caught, they will be arrested and
impriconed. 1¢ they fail to stop
the pirates, they will not be paid
by Corqg. 1§ the players eliminate
the pirates, thzy may be faorced by
the natives to replaca the Gods
(at which point the Imperials
might arrive).
The possibilijties

only by the referee’s

are limited
imagination.

THE PIRATES

Pilod (Leader) BEDCE Age 1§ 7 terss
Bramling-3, Laser-2, Blade-1, Pilot-3.
Cloth arwnur, Taser rifle, blade,

Eagineer 798047 e 30 3 teras
Yrawling-1, Engineering-2, Nechameai-!; Edectronics-!.
Xesh arwour, saub pistol, ¢agger.

Engiceer 9796k5 Age 22 ] tern
Brauling-1, Enqineeriag-{,
Kesh armonr, auto-eitle.

Guaner STNIT Age 24 7 lerms
Braxling-1, Cospuler-l, Gensery-|.
Nesh arour, SWB, auto-pistol, 3 daggers,

Humas Thog
Branliag-3.
Cloth armaur, afvanced tondal rifle, broadswerd.

738A13 Age 22 1 ters

Asiay Thug (TATI% Age 26 1 terus
Independsace-1, Desclaw-1, Toleraace-l1, Jack-af-all-Trades-f
Condat aracer, Gauss pistol, cublass, speer-Loak, grav belt.



MISSILE DESIGNS

o f0llcwing missiles yere destgned using Special Supptement 3, from
1e Journal c¥ “he Travellers' Aid Society Mo. 2. They will fit  in
vy ship's migsi!s launcher and most &re coweionly ava:table. NOTE:
jcifer and acther nuclear missiles are itlegal an  nost Tmperial

»yrlds, but may be carried on lmperisl warships.

\BLE EXPLANATIONS

‘opulsion - Type of rocket; Acceleration - As starship; Burn - MNMo. of
irns c©f operatieni 5ensprs - Type ot =ensors; Dstonator - Type of de-
snatari Warhead -~ Ziz2e and type ot explosive,

¥-10 Frezoulision:Czntinuous Acceleraticr! &G Burn:4 Sensaors:Radia

DetonatortPraoxinily Warhead:10kg HE TL:9? Cost:Cr9200 Weighti3Skg
y-10a3 1Dlkg Fcrece focussing warhead, Cr2700.

Imi 12 Propulsion:Continuous Acceleration;4cC Burn:4 Sencors:Radio
DetonatoriContact Warhead:i0Okg HE TL:9 CcstiCr2300 Weight:2lkg
inf 13 10kg Force fozussing warhead. £+2800,

randt 2500 Propulsionilimited Acceleraticn: 36 Burn:é& Senseors:
Radio Detonafor:Contact Warhead:10kg KE TL: S Cost:Cr7800
Weight:22kg

randt Specia! 10kg Force tocussing warhead. Cr8300.

L-5 Propul!sion:Limited Acceleration: 4G Burn:$S Sensorsi:Radio,
Mass, Mautrinpg D=2tonator:lntelligermt Warhead:10kg HE TL:1{ Cost:
Cr1d4 QO0C VYeight:4%kg

t-4 10kgy Fcrce focussing warhead. Crla 300.

aarsen (28 Propulsionilimited Acceleraticn:2G Burn:3 Sensors.
Radion, IR Detonator:Intelligent Warhead: 209 Force $0cussing TL: 9
CocstiCr?100 Weightid49kg

aarsen [Z2FBX 0.1%t Fusion warhead. Crl 009 10C.

aarsen I128xb 0.tkt Enhanced Radiation warhead. Crl 009 100.

aarsen [29 29kg HE warhead, Cr%100.

080-0Omregoa Propul!sicn:Discretianary Acceleratiaon: 36 Burn: 9
Sensors:Padio, IR Detonator:Intelligent Warhead:20kg Force Focus-
sing TL:11 Cost:Crit 2850 MWeight:30kg

080-Atphes 0.1kt Fusion warhead. Crl O11 3520,

ucifer Prcopul=ianiDiscreticnary Acceleraticn:S6 Burn:S €ansors.
Racdirc Detonator:fantact Warfiesd4:0.3kt Fusion TLii PRI

CrX 009 €00 Ueight:S0ks
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— CYBORGS .-

Cybernetics are an essential
Df science fiction.
peared evervwhere,

part
They have ap-
from the cyborg

limbs aof Steve Austin, the Six
Mitiiaon Oollar Man, .to the artisi-
cial arm of ULarry Niven’s Gil
Hamilton, to the robotic systems
of Darth Vader. They are much too
useful and interesting to be left
aut of Traveller.

There are many ways to replace
body parts,. AY lpow tech levetis,
limbe can be replaced with peg
leqs or plastic arms wi{th- hooks.
gy TL 9, Iimbs (but not argans)
can be regenerated, or replaced
with those bt clones, the first of

which is very timp-consuming, and
th2 second of which (s very cost-
Iy, True clcnes, ones in which the
memories and thought patterns of
the individual are imprinted onto
his clore’'s brain, come at TL 3
and can act as a foolproot guaran-
tee of tontinued life. The options
of claning and regeneratian will
be dealt with in part 3. Cyberne-
‘ics is the cheapest, fastest, and
most common method of large-scale
kuman repair.

The cybernetics table shows the
TL and c¢pst ©of¥ various bibnic
rarts., Unless otherwise specitied,
assume that the parts weigh ac

miuzh as the organic original. All
cybernetic parts work of¢ 30-day
batteries. :
- %/’{{‘ .-‘ 7
IF i o/}
: i ,/ / /{Q ~ L
—1 R | 0
{ { ] :_‘_,_‘_L
’_J | Ho—t
1 I ;
A_}. ‘n B :
) WRE T (]
ls 7 \ L
\ r e : L
# LI ]
- © 1 L —
Y . 1’/}/\&-:
S ~E=
1 / \‘-&-\ 4
( 4 |
\\\ _u4> , 'jxojég
_ — X MIKE AN
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Part fost (L Xptes
Upper Afivinaiinnn 1000...10  ctrength ?
Lower APS..uvvecnn.nenes 1000...10  ctreagth 7

» s¥in toverizq........ 200...12

¢ touch sense, . \..... 13000, 12

IREL] 73011 VRN 500...11  cost per poist, to max, IS

L 13 1.1 SR 1000,..13  as comdat arsour
Ypper 189, ussneiinsiinns 1200...10  nareal speed
Lomer Log.ccaeneeenns .+ §200.,.10  sormal speed

¢ skie covering, ..., 2%0...12

b touck sepse......... 1309, ..12

+ double speed........ [200.,.11

+ double jurping...... 1000,..11

U 13 111 NN 1006...13  as condal amvowr
(3. OO {11 SO |

¢ skin covering.....,.s £...12

+ Youch sease....,....1000...12
HIMoivennimnniinneanss J00d...t¢  dexterity 3

¢ghin Coveriag..uuiunis 30...12

¢+ touch Semse,.i.uiins 1050...12

H o desterity oniiuuia 750.,.12  cost per poiat, fo sy, IS
Eyroiiiiiniiiann, 109,..52

Y telescopic ,-vvnnens 4900...12

¢ light laleasifyiag..6900...12

IIE1112 1T I 9300...13
Mote: saxisvs 2 extra features delow TL 1S
41 S Y - A

oertea seasitivity....900,..12
Yoice 3o, u.uninenen 1000...10  bmly | voice

vextra volttiivvuuass 790...10  cost per voice

+ yoice nodelaior....18 vRice solajator alone
Ialerna) Drqmas........varsex 10-13 depends on exlenl

Head Recosstructiae ....5009...12
b skis covering........ 500...12
¢+ loagh SEASE....u.... 1050...12
U T4 111 SO 1500...13  as combat arwour

fgte: asroar aal availadle Jor dangs, dept, or iddivigual orgass)

DESCRIPTIONS

A1l cybernetic parts;, vhen given
skin covering and touch senrse, are
indistingquishable from normal hu=
man parts. They are permanently
attached, and are controlled di=
ractly by mind-link as tar as

anyone (even the pwner) 'S  CDOn-
zerned, they are pertectliy normal
linbs ar parts,. Batteries take 3
hcurs to recharge at any nublie
facility,. They can alsp be re-
charged mith special cyber-
rechargers -- a briefcase-sized,
Fortable =pare battery good tor 3
nmonth's recharge (Cr&0Q}, and a
home {ucion powvier plant {or re=



char9ing the briefcase
or the cyborg himselfd
Cr30 000,

recharger
(1000kg,

ARMS : Fully contoured
armsj; at their base
have a strength of 7.
this can be increased
ter point to a maximum

LEGS: Fully contcured
legs; capable of
ning, jumping, etc.
they have normal
and running. At TL
be tuned to double

mechanical
cost, they
At TL 114,
at Cr500
of LS.
mechanical
walking, run-
At base cost,
Speed walking
11, they can
movement

that 1is, £asy long-term movement
double speeaq, short (running)
movement at quadruple speed. At
TL L1 they can alsa be spring-
lcaded to allow jumping up ta 3w
at 1 G.

FEET: Ncrmal, fully contoured

rcbotic feet.

RHANDS: One of the most cowplex ba-
dy parts. At TL 10, the bhand
starts with only dexterity §. By
TL 12, it can be tncreased at
Cr750 per popint to a @ax<imum ofF
1S.

ZYES: Cybernetic eyes are actually
available at TL 10 faor Cr200, but
they do not in any way resemble
the real thing: they ook like
just what they are, little video
cameras in tha eye sarcket. But
until TL 15, due to the smal)
space in which they must fit,
they can only have a maxjmum oOf
tuo extra features. At TL 12,
they look Jike real eyes, and by
TL 15, a1l 3 extras can be added.
ARS: Electronic ears completely
inside the head.
0SES. Olfactary sensors
the nose’'s cartilage.
OICE BOXES: Electronic vaice syn-
thesizsrs. Though they are avail-
able at TL &, the TL {0 version
s the first to sound exactly
like a real voice, and require no
external speakers. It has only
one vgoice, but addit:ional onecs
can be programmed in at Cr250
each., A vaice modulator, for the
normal charqge, g:rves the new
voice box all capabrlities as
such,

NTERNAL OFGANSE: Much
thaa Yimhs. Coste fcr these vary
from (Crd400 ¢or an artificial
neart taoa Cr20 000 for a complete

replacing

more complex

-1~

replacement of 211 internal cr -
gansc.

HEAD RECOMESTRUCTYTIOM.:
ar ear is slightly
the oarganic originatl, the stuull
can become overcrovided., It a ner-
cgn has 3 or mora2 cyborg replace-
mrants (12., 2 eyes and | ear, or
?2 gars and 1 eye), the entire
skull must bte rebuilt -- that is,
replaced with a bionic skull with
more sapace. The final versicn
looks, acts, and feels just 1:i=2
the original.

TORSO RECONSTRUCTION:

As 23ch
targer

eye
than

As Wwith the

head, the torsao needs reconstruc-
tion if too many 0oraans are re-
placed.

SKIN COVERING: Availabte ¢or many

of the bionic garts, artificial
clkkin covering lanks, acts, and
feels like real sltin. Also like
realt skin, it has several layers,
and it even bleeds when cut {for
a short while) .

TOUCH SENMCSE: Sensors beneath the

the surtace of the bi-
sensitive to touch,

skin or on
onic part,
heat, cold, etc.

ARMOUR: Heavy plasteel betwneen
touzh sensors and the biaonic sur-
face, giving the eguivalent of
combat armour protecticn to all
internal components (though not
tc the =urface skin and touch
sencsors)l.

PIKE Ixcxsod )

ATTACHMENT

Qperations to at*ach limbs or ar-
4ans cast (/3 *he price af the
part; eq., attaching an upper and
lower arm costs Crad?. Cost fer
cperations to reconstruct heads pr
torsps are already included in the
listed price. Operations usually
require 1-¢ leeks in haspital,
plus 2-12 weeks learning to use

the cybernetics.



STATISTICS

Various limbs show adjustments to
character stats. 1¢4 baoth limbs
tie., both arms, or both harnds)
are cybernetic, the statistac 15

as shown. I[{ only Dne 15 present
tie., one normal, one bionic
1imb)y, the statistic is the aver-

aj32 between the two 1imbs.

An example: Bob hasa one cyborg
arm, hand, ang leg. His old UPP
nas 999999, I+ his bianic parts
are unenhanced, his new UPP will
be 879999 (the averages between 7
and 9, and S and 92, are 8 and 7
respectively).

NOTES

~Extra running or jumping reqguire
that the owner have btoth legs
(all & parts) bionic.

-Except for the eyee, every cyber-
netic part can have any or all af
ithe possible additions.

-A reconstructed torsao, for an ex<-
tra Cr5G00, can be built to com-
pletely negate needs for food and
water, and can have a high-press-
ure oxygen tank installed to de-
liver axygen to the brain, Thys

tank needs replenishing every
week.
-For ar. 2xtra Cr200G, any «cyborg

with a fully recanstructed, ar-
moured beady (ie., all linmnbs, or-
gans, and parts bianic} and a
lite system (above) can be made
toc withstand vacuumn. :
~-Endurance 15 increased to 13 it
the whole bpody is reconstructed.

Hext 1ssue: Part 2 af Cyborgs, 1n-
cluding implants, speci1al systems,
combat , and rules for the use of
cyborge in Traveller,

Continued from page é

12. Wing bays. Bath wing designs
fold wup and are stored in
these bays. There are 2 wings
in each bay, | ot each design.
Both wing types are too flimsy
to support stmospheric flight.

(3. Wing De=ign A. A light, col-
lapsible triangular wing.

{4. Wing Design B. A light, col-
lapsible circular wing.

153. Jump Drive.

6. Power Plant.,
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17. Pop Turret. This turret lowers
out of concealment to the ven-
tratl hull surface. Fosi1tiron
far 1 gunner.

12, Common a2rea. Centains mess and
rec~eation facilities.

[@. Galley. Contains 40cd storage
and preparation facilities,.

zn, Captain’s Siateroaom. A plush,
evotically comfortable state-
roopm. Access throcugh hidden
penel tec cafe.

2!. Sate.

22-30. Stasterooms.

J!1. Mustering Area,
here to prepare tor
actions.

3J2. Ship’s Locuker.

I3. Fuel and Scoops.

J4. Ram. This heavily armoured
cone can emerge from conceal-
ment and be used as a ram and
bparding tube.

Troops meet
boarding

NQOTES
Various transformations require
4ifterent amounts of time. The

wings can be changed in @ minutes;
the bridge and mobile turret pods
tan be moved anywhere in 10 min-
ttes? and evervthing else can be
moved in 3 minutes,

The transponder requires sever-
al! hours to change. It takes 2d
hours minus ! hpur for every level
of computer or communications
st«i11] the programmer has. It takes
a minimum o+ 2 hours,

Ramming +{ollows this proce-
dure: First, the two ships must
ccllide (the ccunters or figqures
must touchl. To achieve a hit,

rol! S+ (DM - cppesing ship’s agi-
lity, DM ¢+ pilot skill). To deter-
mine damage, raoll 1d ¢+ the oppo-
nent's armbur -- ©on §{-2, the hull
is penetrated, and troops may dis-
gorge; an 3-4, the opponent’'s hull
is damaged tintegrity lostl), but
not penetrated; on 5-4, there 1is
nc effecti on 7-10, the ram is da-
m3aged -- hull integrity of the
Ceorsair 15 lost and the boarding
'tube i1s unuszblej on 11+, the ram
iec destroyesd -- it is literally
torn off the ship.

Advertising rates per {issue: $2.3C
brsiness card sizei $4,00 for 1/4
nagej $8.00 for 1/2 page; $1&.00
tul) page,.




TRAVELLER’S ADVICE

DESPITE THE
HIGH TECHNGLOGY |
OF THE IMPERIUM,
WILDERNESS
WORLDS ARQUAND.
SOME HELEFULL
HinTe c0oR
WILDERNESS
SURNIVAL ARE
ALWAY S BANDY. .

UHAT SETS THE wiLbeR-
WELs APART FRoM 1T

PANTS ARC OFTEN
DiIFEgeErMT Frem

THE LAME Goes &R

AND SEMEMER  Oon'T

The € “ce@™allY Ef.-

14 TUE W= G FALI ks

GAUSS

RIFLE

A R " - T
battlefield ¥, GRAEHADE ADATTIR
sight RAM z-enade
\ ———
remaining 2 gyroscopic Eﬁ JJ.
(GO J stabilizer comuter =—
launch —— -
t .
magnet P’J m >— monpitor trigger
—
p \trigger
Lo \ / socket
\ accelerating
trigger <{iring ragnets "" o - P
Stoek seiting %
’ zagazine pistol switch sullets <
Zrip =il
sgring .
batiery J
GAUSS GUN BULLET MAGAZINE
saice ‘ront .
— & NEXT ISSUE :
ACTUAL SIZE Feature Adventure- °*SS-12B°
saft-reral dense
covering araor-giercing Hardwace- Sound Damper
core hollow Subsectar - Tobia
point
Plus Cydborgs Part 2, Stealth
systems <pr starships, and
mach, much more! @On sale in
April!
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