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Introduction 
Random encounters are a continuing occurrence in a Traveller 

adventure or  campaign. This booklet, Startown Liberty, is designed t o  
provide a number of encounter tables geared towards a specif lc  type of 
locality (the Startown dist r ic t  near most planetary starporW, and t o  
present a number of detailed encounter situations derived from those 
tables. When random encounters are t o  be generated in a Startown 
setting, this booklet can be used t o  replace the n m a l  Traveller random 
encounter process, providing a great deal of color, flavor, and detail t o  
the  resulting encounter situations. 

The use of this booklet can help the Traveller referee in a number 
of ways. First, it adds variety t o  the l i s t  of possible encounters, This is 
no small matter in and of Itself, since (especially in a long campaign) 
repetitions of the  same basic Traveller encounters can eventually 
become troublesome. 

More importantly, the encounters here are fair ly detailed. This 
means tha t  the  referee need not break stride t o  wwk out the sltuation 
and nature of a given random encounter; i?s already worked out, 
including several different alternative results t o  the encounter. One 
especially useful corollary t o  th is fact  is  the abi l i ty of the referee t o  
use these detailed encounters as a sort of camouflage for other 
encounters important t o  the adventure or campaign being run. 

In the ordinary course of events, most players can te l l  when a 
referee has prepared an encounter in advance, or when he has not  done 
so- much as a circling vulture knows when a potential victim is on i ts  
last legs. The depth of detail in  any encounter w i l l  give it away, unless 



I 
the referee is very glib or very well prepared. But this bookld supplies 
a number of ready-made encounTer situations wmked OUT in sufficient I detail t o  thoroughly contuse the issue . . . now the players must pay more , 
affention t o  every encounfer, and may not reallze tha t  -thing which I 
i s  happening is crucial To the overall adventure, 

A final use for this booklet is as a means of generatlng new 
adventure s l tuaf  ions, Many of tRe encounters presented here make good 
lead-ins to full-fledged adventures, which can be expanded upon as the 
referee (and the  players) desire. 

REQUIRED MATERIALS 

Aside from the baslc Traveller rules (Books 1, 2, and 3, the S b r t e r  
Edltlon, or The Trave l lw  Book) - which are assumed fo be available and 
famlliar to the referee - this supplemnt daes not  require any material 
except for the usual pencils, paper, sq uare-grid graph paper, six-sided 
dice, and other refweeing essentials. No o-ther books, supplements, 
adventures, or o t h e r  published materlal, by GDW or by any licensee, are 
necessary t o  the  use of thls booklet. 

Many materials may, however, be useful. The supplement is 
specifica l l y Intended far use wlth adventures or campalgns, published or 
refere-created; some adventures where Startown L i w  might be 
particularly useful include, from GDW, Adventure 2, Research Ststlon 
G a m ;  Advenf ure 3, Twiligh+s Peak; Adven-hre 4, Leviathan; Adventure 
6, Expedition To Zhodane; and The Traveller Adventure. Each of them 
Involves situations where a visl t  t o  Startawn may be likely. 

In addition, certaln supplements and other published materlal may 
be useful. From G D W ,  these include Supplement 1, iWl  Characks;  
Supplement 3, The Spinward March- Supplement 4, Cltlzens of the 
Imperluq Supplement 6, 76 Patrons; Supplement 10, The Soloman1 RIm; 
and Supplemen) 13, Veterans. Game[ords materlal of possible u w  In 
conJunction with thIs booklet Includes LEPS GUIDE, Vol 1; WanW; 
A d v e n t u r e  and the growing l ist of other products dealing with alien 
environments and other  special Travel lw situations The quarterly G D W  
magazine, Journal of The Trave l l a1  Aid SocIsiy, may also be of 
considerable use, especially Issue 7, which contains an art icle on 
Startowns and thelr  particular hazards, and issue 12, whlch includes 
Special Supplement 1, Herchant Prtnce. Material by &her publishers may 
be equally useful, as needed. 

From time to time, this booklei may allude to new ski1 1s or concepts 
introduced In Traveller material other than t h e  basic rules. Where 
possible and necessary, murces nil 1 be cited; by and large, however, it Is 
possible t o  ignore any specific reference of This type, substituting m e  
more fami liar concep* i n d a d .  

USING THIS SUPPLEMEW 

Startorrn L l W  is divided into three major parts, each dealtng 
wlth encounters which may occur in a specific area of a typical Startown 
district, The fks? section Is general, givlng random she& encounters; 



the second presents encounters in various entertainment spots, w hi lo  the 
$bird deals wlth criminal encounters in Starbwn, 

Each of these secttons i n  tu rn  contalns #me basic information on 
conditions and circumstances surrounding encounTers in th is  category, 
and presents encounter fables from wh tch encounTer situations may be 
randomly rolled (or deli barately selected, if the referee prefe-5). A f t e r  
individual encounter $ables, explanations of each encounter on the 
table are given. lncluded in these explanations are &art descriptions 
of the sltuatlon, and possj ble complications and ramifications of spec t l f  c 
courses of action, In many cases, an additional die rol l  will be necessary 
in resolving the  encounter t o  determine which of several possible 
situations prevails. Thus, a man, found unconcious and lying i n  an alley, 
may be the  victim of an al-tack who w l l l  show gratitude for help rendered, 
or he may be shamming to lure the characters into an ambush by muggers, 

Campa IgdAdventure Use: When usin y this bwklet as part of a speclfi c 
adventure situation. random encounters shou Id be rolled fw periodical lv  
as called for in the -basic Traveller rules. Implement %ese en'counters a& 
described . , . but, occasionally (as the needs of t h e  adventure dictate), 
events and encounters of importance to the course of the adventure 
should be introduced Instead of the situatlons described in this booklet 
(or a dswibed  encounter may be a d a p b d  to have a bearing on the 
adventure, if need be). Either type of encounter should be presented In 
the same way, wi th no special emphasis to reveal whether or not it Is of 
imparbnee t o  the course of the  adventure proper. 

Where no particular adventure Is in progress, but c h a r a c t e ~  are 
engaged in an ongoing campaign, encounters may be sprung as random 
problem t o  plague t h e  party a t  a pai l icular pofi of call, or they may 
achtall y be used as the start of a new adventure. To return to t he  
injured-man-in-thealley example, the indivldual in  question could 
become a potential patron; he might also pass on some clue cr secret 
befwe inconveniently expiring on t h e  pavement, ar, as a lure for 
muggers, he might steal a valuable item or kidnap a member of the party, 
making further adventuring necessary. Th Is sort of spontaneous 
adventure could even interrupt a planned one, diverting the characters 
t m p w a r i l  y f r o m  Their t r ue  goa I, 

CREATING ENCOUNTERS 

The encounter situatlons given here should not be Taken as the 
finat wwd on anything. Referees are actively encouraged % develop 
new possi bititias, whether this involves new options tacked on To an 
exisTing encounter, or the creaTion of a whole new encounter situation 
or even addltlonal encounter tables. To create new encounters, simply 
provide t h e  same sort of Information as Is given In the ones provided, 
which thus become examples as we1 l as actua I situations t o  be resolved. 

As additional books In the  Gamelords Encounters series become 
available, encounters can be suMi tu ted from one booklet to another 
(but only where such substltutlons make sense, obviously . . . an 
encounter with a wealthy nobleman In a park In Startmwn late a t  night Is 
irregular - not Impossible, bu t  irregular). 



ENCOUNTER DESCRIPTIONS AND LISTINGS 

Each encounter in thls booklet is presented usiny the same basic 
format. The listing on the table describes the general nature of the 
encounter, the number of people involved, the average Reaction Level of 
people involved, and whether or not the encounter is one the player 
characters w i l l  i m d  iately be aware of. 

The description goes into mare detail. The listing is repeated, 
followed by general infwmation about the encounter, then by player's 
information (what they know when they f irst become aware of the 
situation), and then, referee's information. The latter presents the 
course of events (or several options f a  this, which can be selected by 
die roll), and possible results of each. Some options may involve a cross 
reierence t o  a different entry, as when the injured man proves t o  be bait 
for an attack by muygers. 

The Reaction Level: Individuals randomly encountered w i l l  be given a 
basic Reaction Level, representing their general disposition and 
w l  I l i ngness (or lack thereof) t o  cooperate. To  successfully communicate 
with an individual in the course of an encounter, the given Reaction 
Level or less must be rolled. This w i l l  permit the player characters to 
question, reason wlth, convince, or otherwise successfully interact with, 
the individual in question. Failure of the rol l  causes the encountered 
NPC to  continue pursuing his or her own goals, as given in the encounter 
description. Each time the player characters are perceived as 
interfering with those pals, the reaction level goes down by one (this is 
a judgment ca Il by the referee). A Reactlon Level is also considered t o  
carry the same potential as a Reaction Roll in Traveller; thus, if the 
Reaction Level is 2, an attack w i l l  result; other hostlle reactions result 
in the aitack being made on certain die resu Its (7+, 9+, etc.). 

One attempt a t  communication, and one rol l  to deternine the 
possibility of aitack, is made each combat round. Communication 
attempts can continue to be made once an a m c k  has started; success in 
stopping the fight occurs on a round in which a 2 is rolled (unless the 
referee wishes t o  inject other criteria in addition to, or instead of, this). 

Character Awareness: Encounters sometimes start imperceptibly, wlth 
the characters involved becomlng aware of whaVs going on only 
graaually, or as the result of luck or special insight. Fo r  instance, 
characters wa l kiny down a dark street might, of might not, notice that 
they r e  being followed. 

Each encounter listing contains information on how a character or 
group may first become aware of the encounter, For instance, under the 
table heading Notice, nlntelligencetg might be listed; this indicates that, 
If a character rolls his Intelligence or less (2D), the Player's Information 
is revealed. The referee may determine how many chances the player(s1 
may have before the encounter either becomes impossible (because 
conditions for the encounter no longer obtain), or is forced (in which 
case the opposition has the automatic benefit of surprise!). 

These rules are intended t o  supplement (and in some cases, replace) 
basic Traveller methods of detemlniny Reactions, Surprise, and the like. 



The Streets of Startown 

Around most starports in and out of the Imperium, Startorn districTs 
develop. Analogous to t h e  waterfront areas of many Earth seaport cities, 
Starbuns cater to  visiting starship crews i n  a variety of ways, 
Warehousing, businesses connecTed uith offworld imp&/expM trade, 
shops -1 I1 ng ever ythlng from expenslvo souvenirs t o  useful equipment 
and weapons, bars, casinos, night clubs, restaurants, and bofhe!s . . . all 
are found in Startown. 

Like a waterfront district, Startown is a rough-and-+umble neigh- 
borhood, the  sort of place policemen visit in pairs when they visi t  a t  all, 
a t  least a t  night. Popular with vtsiting spacefarers, thw unsavory 
arms are usually the focus of civic concern and dlsgust, but, I1 ke most 
such human Institutions, they don1-t go away just because of disapprova I. 

Hwe the traveller can discover worthwhile cargos, R e a r  news and 
r u m s  of potential interest {and occasional profit), meet patrons in the  
ever-popul ar Startown bar, or JUST search for excitement, adventure, or 
entertainment affer t h e  bwedom of weeks in a cramped !?tarship cabin. 

Randam encounhrs in  ?he streets of StarPown can occur almost any 
tlm characters v is i t  the d1sh"lc-t. Two tables In this sec-tlan present 
possible Startown sireet encounters - one for use ln the daylime, 
anofher tor encounters at night. 

STREET E N C O U M  - DAY 
(9-1. once per day) 

1 EncuunterDes~iptlon People Reaction Notice 

2 Prostitute 1 9 Automatic 
3 Rumw - - Intelligence 
4 Stwesellinglmported 20 8 7+ 

equipment 
5 Conartist 1 8 Automa-ti c 
6 Police 10-3 7 law Level 

(min 1) 
7 TourisKs) 1 D 7 Auhlmatlc 
8 Boggar 1 6 A utoma-ti c 
9 Pickpocket l o r 2  5 Intelligence 

10 Wreck 2DW 6 Automatic 
1 1  Criminal wcounTert - - - 
12 ~ o b b e r y  In proqress ID+~DI 3+6 Automatic 

* Weck - those direct1 y involved; spectatws may also be present. 
t Criminal encounter - refer fo  Criminal Encountws table to reso lvs. 
I Robbery In progress- first number robbers, second police, 



STREET ENCOUNTERS - NIGHT 
(9t once per night) 

Dice Encounter Description People Reaction Notice 

2 Police ID -3  7 Law Level 
(min I )  

3 Rumor - - Intelligence 
4 Thugs Party+ l D  5 Intelligence 
5 Marlnesonleave 2D Varles Automatic 
6 Merchant crew on leave 2D Varies Automatic 
7 Prostitute 1 9 Automatlc 
8 Navy crew on l a v e  2D Varles Automat1 c 
9 Rowdy drunks 2D 5 Automatic 

10 Wreck 2D* 6 Automatic 
1 1  Vfctlm of attack 1 6 8+ 
12 Par ty  ambushed by t D 2 Intelligence 

assai [ants 

* Wreck - those d ireet l  y involved; spectators may also be present. 

Sf REET ENCOUNTER DESCRIPTIONS 

General Information: Thls encounter Involves the typical streetwalker, 
male or female, who may approach a member of the adventuring party of 
the  same race and opposite sex w l t h  an offer of "a good tlmelL. The 
'bldest professiontq will prosper under law levels ol3-9; lower law levels 
will not leglslafe again* It, maklny encounters less significant i f no less 
common, while higher law levels will drive the t rade  off t he  streets and 
underground (without fully eliminating It). Within these general param- 
eters, both ladies and gentlemen of the  evening may be encountered. 

As a tamlly game, these rules will not concern themselves with 
specitlcs; these are left to the lndlvidual players and referees to work 
out  or Ignore, according t o  their own desires. However, in addliton t o  
their basic Wade, prostitutes may be willing ta p a d  with information for 
the  r igh t  price, and may also be a source of danger by serving as a 
decoy for muggers, pickpockets, and the like. Referees can, however, 
feel free t o  ignore the  whole 4hing and subs?ltute some other eneountw 
i f  they or their players would be more comfofTable W a t  way. 

Players' Information: Thls encounter occurs automatically; the Indlvidual 
encountered wlll proposition a p layw character (of t h e  referee's 
choice). Events which fallow are up t o  referee and player responses. 

Referee's I nformatlan: Several possible events can follow f r o m  this basic 
encounter. Roll ID: 

1 The prost i tute is uncooperative on any matter save hidher 
trade; i f Information Is sought, rol l  Reaction with a DW4. A DM- I 



can be applied for every I D  x 10 credits offered. Aside from these 
considerations, t he  individual is no m e  or less than h d s h e  appears. 

2 The prosWute Is cooperative i f infwmation is wuyht; as 
above, with no automatic reaction value. A negative modlfler can still be 
gained through offering money. Otherwise, the individual is exactly what 
h a h e  appears to be. 

3 As 2, but The pr&itute is a thief. Characters who deal with 
hidher must ro l l  Intelligence w less to avoid having money stolen. 

4-5 The prostitute w o r k s  a s a  lure for thugs. H&he w l l l  lure 8 

$character ln io  a back alley or darkened cwrIdor, whereupon the thugs 
w i l l  attack, This ploy will also be used again& characters seeking 
information, Use the  irt+ormation given for the entry on rThuys*t (see 
below) for the assailants. 

6 The prost i tute is in f a c t  a decoy fa- a law enforcement agency 
on t h e  planet (ignore on Law Level 2-1. Characters who offer money for 
anyThing (even information) are prone to spend a night in jai l  and pay a 
f lns  o+ CrlO x Law Level for their effork, 

When encoun*ered, prostitutes can be created a t  random from the 
Other category if t r e y  are important enough to tohe adventure to warrant 
it, The Individual may carry a blade O r  dagger on a ro l l  of 7+; on wwlds  
of appropriate tech and law levels, a body plstol or revolver might be 
carried on a ro l l  of 1 CH. No other unusual iierns w i  l I be carried. 

General Information: When a rumor Is rol led up, the burden fal ls upon the 
referee to  determine what It Is. In an established adventure w 
campaign, the rumor may ba directly connected to  the flow of events, in 
which case the ordinary Rumar Matrix from the basic Traveller rules 
should be used, 

If t h e  referee doesn't have a rumor of specflc usefulness to plant, 
it may be developed essentially a t  random, as out1 ined hiow. Roll ID;  

1 The rumor concerns itself with an item or thing the characters 
are Intwested in. For example: "There is a Psionics Institu%e on this 
planet,", ilHlgh-l;ech weapons are avail ble from a shady dealer in 
Star t~wn?~,  I'A cargo of radloactives Is available a t  30% of basic value.#', 
etc. Characters may act on t h b  rumor as they see fit. 

2 The rumor concerns possible employment. For example: 
young man is willing to pay Cr2,000 a p l e c e  fm assistance i n  freeing his 
wife from a religious cult.1t, IIA local zaoloyical society is looking for 
Wansportation for animals to another planet,", ''A merchant named 
Trlsian Shabie wlll pay Crl0,OOO apiece tor bodyguards far a 4-month 
tour of the s~bsec to r .~  Each of these rumors, incidentally, was drawn 
from Supplement 6, 76 Patrons. Patron rumors could lead characters to 
seek out t he  patron In q u e s t i o n  In search ot a job. 



3-4 The rumor is news of events whlch m y  have a positive or 
negatlve &ecf on the pa*. Some possi bllit ies include: 1%11 ships a t  
the s tarpwt  have been grounded IndetinItely by order of the Govwnorf: 
ICargos of liquor to a specific nelghborlng world are being confiscahd 
as contraband.", etc, These rum- may, in +act, be t h e  flrst inklings of 
an unfweseen adventure sltuatlon, as t h e  referee desires, 

5-6 f he rumor is an inconseq uentlal w false &my. A rumor of this 
type is designed to keep the players off balancq for Instance, word that  
a t e r r w k t  leader Is a t  large and awemptlng To flea &-world mlght 
causa suspicion to be directed against t h e  nervous passengers they 
encountered a short  tjme before . . . but, in fact, the trro are unrelated1 

General Information: M o s f .  StarTown dlstrlcb have shops and mres which 
deal in imported gear, usually of higher tech level than the planetary 
norm. When such a store Is discovered, mst adventurers find it 
wdhwhi ia  b check it out if they are In need of equipment the local 
tech level cannot supply. 

Players' Infonnation: If the Notice throw is made, the charactgrk) notlce 
a rather small storefront featuring signs which proclaim OFFWQRLD 
GEAR. . HIGH-TECH VALUES - . . UNBEATABLE PRICES ON UNUSUAL 
EQUIPENT, and xl fwth. l nside the  shop are 20 people, d l  y custmers 
( I w 2 sales people will be present, of course). 

Referee's Information: A stare of th is  Wnd prssents various possl bllltles 
t o  be explored. Roll ID: 

1-3 The store b legitimate, Mer i r tg equipment pennisslble a t  the 
local law level up to I D  tech level higher than the local Tech level. 
Prices on these items average 1.5 times the standard price (if the referee 
has Strl ker, a more precise system for converting prices st higher-tech 
year can be found there). 

4 The equipment the store sells proves to be very poor 
merchandise. CharacWrs can see this, up front, by roll ing Intelligence 
or less whlle browsing in the dore (an applicable skill may be a DM- I.%, 
a character wIth Electronics sklll is more If kel y To see that the cmmo 
gear Is pmr ly  made or maintained, and so forth),  It the gear Is 
purchased, it has a basic reliability af 7; that is, It fails on a ell of 8+ 
on each use (or as the  referee deems appropriate k r  constant use). 

5 In addition To the normal high-tech equipment available, the 
store sells illegal gear on me side. Weaponry prohibited by the local law 
level may be offered by the sales clerk, in a whispered volce. Overall 
quality of equipment, legal and i l l qa l ,  is good on a 1-4, poor an a 5-6 
(poor as In #4, above). Price of Ittegal equipment i s 3 x  normal. 

6 & #5, but  an ayent of a local law entorcement wganlzatlon is 
among the other cusTomers present, and overhears the convssation (if 
no other customers are present, or special precautions are taken, the 



shop has been bugged). If -the characters make a weapons purchase, they 
will be imprisoned and subject %o 3 fine of 0-50 x Law Level for thei r  
transyressi on5 

I t  Is possible t h a t  other alternatives could grow out  of this 
situation. Far  instance, police migh? pay the adventuress to help set  up 
a sting to reveal the dealings in illegal weapons. 0 - t l - 1~  possibiIities may 
also present themselves t o  the f wile imagination of the referee. 

Con art ls t  1 8 Aukmatic 

Generat Information: A con artist, when encountered, wll l general ty be a 
smooth-tal king individual with two basic characterIst.ics: first, he or she 
Is going t o  make the character rich; second, it wil I cost them mney 50 do 
so. Working from this basic theme, dozens of varla-tions are passi ble. 

By and large, t he  con artist wit1 general1 y be encountered alone, 
but an elabwa-t-e scam may Involve a number a) people t o  lend 
bellevabl l l t y  To a story. Most con artistr rely on w i t s  ra?her than 
vlolence to avoid trouble, bu t  a cancealable weapon of appropria-te tech 
level is n o t  out of the question. 

While wnatIce" of a con artis* Is automatic (tor they will draw 
attention -to themselves once the encounter process begins), characters 
may be taken In by hls or her story., . or they might see through it. 
Roll lntellIgence or less t o  realize tha t  t he  deal is a scam; OW the con 
artisys Leader skill (it you don't have a set of character dats, ro l l  ID, 
and use that), DM- She charactefls Streetwise ski1 I. 

Players' Information: When the encounter occurs, The characterCs) are 
butbnholed  by an individual who needs urgently To $alk with them about 
a malter of extreme Importance, He w i l l  offer to buy drlnlrs, lunch, etc., 
if t he  par ty  w i l l  Ils*n t o  what he has to say. 

Refweds InSonnation: Several good, basic general scams are outllned 
here. The referee should flesh ou) whichever one is chosen with refer- 
ences ot local slgnlticance, 50 make the d o r y  more complete, Rot I 1 D: 

1 The individual Is a real estate developer who has d e t m i n e d  
t h a t  a particular piece of property outside of ?awn possesses an 
especially r ich vein of a valuable ore cr other mineral deposlt no* far  
underground. The land is going on The auctian block next  week and Is 
sure tg be snapped up by an extremely powwful landowner . . . unless the 
devaloper can f a r m  a syndicate af investors who can outbid him He 
needs t o  raise an amount of money just  shwt  of t h e  value of the 
adventured starship (or some other sizable figure the players have 
available). If the amount could be raised on a loan w i t h  the starship as 
collateral, the developer can assuredly make the  high bid. He then 
knows of a mining company whlch w l t l  take it off  his hands )or a profit 
high enougn b i r lple t he  in~estmentmade by the  players. 

Naturally, the scam wmks by having the characterr raise t he  
money, buy in, and then have the money - and the developer - 
dlsappear. He can offer a great deal of evidence supporting his claim 



(Forgery level 51, and an excuse for almost any attempt t h e  characters 
may make t o  keep him under clase observation Uhe whole auation may 
itself by a Sham, with a Take deed granted). In any event, me characters 
end up wlth n huge lien again* their  ship or a sizable amount of money 
down the tube. 

2 The individual presents himself as a pdent ia l  patron. He is a 
merchant with a very valuable cargo, and wanis t h e  characters to act  as 
securlty guards during his negotiations with the  local tradws. 

In th is  scam, there are two possIbIli~les. The characters may be 
dupes, window dressing used by the con artist ta give credence to some 
scam he is pulllng on a broker; In this case the group will find tha t  they 
are cheated of the salary promised, and, possibly, s8-t up to take the fall 
when the broker reaii zes tha i  the ~tvaluable cargo'' is &hless. 

The other possibility is tha t  t h e  players are accused by the 
lrner~han? of having stolen the cargo from him They will be given the 
c holce between ma king restiSution (CrSOOO x 2M or  being turned in. The 
setup would be thorough enough $0 have much evidence planted agalnst 
them; on a world with a high law level, they can look torward to  a long 
imprisonment for ~ e i r  'crimd. 

3 The individual is an archeologist searching tor t h e  lost 
treasures of an anclent civilization. An expedition into the rugged 
outback Is being prepared, and the adventurers would be ideal to taKe 
charge of the securlty and overall fleld leadership of the expedltion. 
For Cr25,OOO for a 6-month period, t h e  archeologist w i l l  hire them t o  
caordlnate all t h e  detalls of oulf i t t lng the expedltion and leading It t o  
Its Qes-tination, I f  they accept, he gives them a letter of wed it from the 
tnstitute h e  represents, and a l ist of needed equipment and wpplles, 

The scam, In thls iflgance, is a way by which the eon man can 
acquire gear and supplies, The letter of credit isforged, a f ac t tha t  w i l l  
only become apparent after several checks have been wri-en aga ind  if. 
By the time t h  b has happened, the t~archeologis?l has already absconded 
with several of the most valuable pieces sf equipment, leaving the char- 
seers holding the  bag, and swindled suppIiws looking for restitution. 

4 Thalnd iv idua l tsamer thantcapta indounon h i s l u c k w h o i s  
n i l  li ng ta pad+ with an almost-new, comple-tel y unerncumbered darsh ip 
(probably a Free Trader or Fat Trader) for only halt the original 
standard cost. The merchant recently suffked a terr ible accident whlch 
cost the H v e  of hts family and severely injured him; now he wanis 
nothing but  to have dona w i t h  space and space travel. 

This excellent deal is perFectly legitimak except for one mall 
detail . . . The ship was scammed from a nelghbcring shipyard, the Wle  
was fwged (level 41, and the 'marchant captain9 Is making several m i l  llan 
credits for nothlny. Also, sooner or IaTer, the original owners of t he  ship 
w i l l  trace it. , . to t he  adventurer% 

5 The individual is a broker with a ~pectacular  Offer on a cargo 
of rare yems - 20% of the basic value, regardless of local modifjers, uill 
purchase them. Varlous certif icates of authenticity can be offered, and 
samp I& can be analyzed from each case In the ghi pment. 



In This instance, tne 'broke+ real ly did invest in a cargo of gems. 
He has now sold t ha t  cargo to 10 different buyers, wlth a net  prot l t  of 
100% over cost. S&ing out  who amua l l  y owns the  cargo cou Id be tricky. 

6 The individual is heir To a considerable fwtune, which an 
unsympathetic estaTe manager i s  holding back pending set t lment  d the 
wlll n e w  monith. But a crisis has arisen; he needs the money now, quickly, 
t o  pay a ransom on a kidnapped younger sister. Because of the yreat 
embarrasvnent it would cause the family, he cannot l e t  ward of any of 
this ye t  ou t  50 the publlc - hencs, he does no+ want to deal w i t h  banks 

I or other local sources of money. If t h e  adventurers w i l l  raise the money, 
he w i l l  pay them back mveral times over when the will is settled, and 
remain Indebted t o  them, even so . . . al l  t ha t  Is needed is Cr1,000,000. 

Of course, desplte a great show of lavish llf&yle (temporary), a 
magn lficant estate (borrowed), fancy trappings (rented), and tne li ke, the 
character is no heir, has no sister, and will disappear with the money a t  
t h e  very firsl* opporfunily. 

Police ID-3 (min 1) 7 Law Level 

General information: A police encounter rolled here wlll be in addition 
t o  the usual police harrasvnent normally requlred on a dai ty basis. The 
encounter can take place cm any world; on a low law level planet, the 
police would be prlvate securlty speciallsts in the employ of an Important 
individual or company. 

Police will generalty be equipped t o  the planeTary tech level-1. 
They will probably carry weapons a t  planetary law tevel-1. Armor is 
fairly rare, and never better than cloth; a vehlcle Is possible but no t  
always necessary. In groups of 2 or m e ,  one of We pol ice characTers 
present w i t  l be a Leader. 

Players' Infmation:  It the Notice roll is made, one or mwe' p o l l c e m ~  
will stop the characters. 

Referee's Information: Contrary b the baliets ot most Traveller players 
(who JUST may have guilty eonscienced, a police encounter isn't 
necesarlly bad . . .though it can b~1, Roll ID: 

1-2 The police are not  interested in t h e  adventurers at all. They 
are looking tor a criminal, and merely want the adventurersto identity a 
photograph (H the referee so desires, a later encounter could be with 
the individual in the photograph, setting up a possible adventure 
situation). Further events should be based on the way the players react. 

3 The police are not Intere-d in t h e  adventurers, They are 
routinely checking papers, weapons, or some other appropriate area of 
compliance, Of course, if t h e  characters prove to be In violaTion of 
whaTevsr ordinance the police are currently concerned wlth, the pollce 
nlll become interested in Them 

4 The police are Interested in the adventurers, because one of 
them has broken same minor law (Jaywalking, I[ttering, etc.), A ci tat ion 



w i l l  be written which requires payment of a fine (CrSOx ID) within 30 I 
days, crr a court appearance t o  f lght it a t  the end of that time. It should 
also be noted that  a routine computer check (on worlds of tech 7+) w i l l  
turn up other crimes which may be charged against the character in 
question on the same world, through fingerprints or retinal scans; this 
could put the character into a t ight spot. 

5 The police are interested in the adventurers, because they 
cwrespond t o  the descriptions issued for a band of wanted criminals. 
The party w i l l  be arrested and hauled off t o  Jail, spending ID days before 
the maiter is cleared up and the party is released. 

6 As 15, above, except that, if the characters have ever actually 
broken the law in the course of their travels, on this planet or any other 
within the surrounding 5 parsecs, fhe local police have been alerted t o  
their presence and asked t o  pick them up. After ID days, the extradition 
process (taking another 1D days) w i l l  begin, after which they w i l l  be 
turned over to the law enforcement personnel of the planet where the 
original crime took place. The referee is responsible for regulating the 
subsequent flow of events. 

General Information: Offworld tourists in Startown don't usual1 y 
represent any great threat.. . but there are sometimes interesting 
facets t o  such an encounter. 

Tourists w i l l  be equipped to the local tech levehlD, armed t o  the 
local law level+l, might have a vehicle, bu't probably won't have a leader 
of any kind (roll 10+ for a leader t o  be present). 

Playerst Information: When the encounter takes place, the characters 
notlce a yrowp of rather loudly dressed individuals, definitely not locals 
by their bearing, manner, and actions, approaching them. 

Refwee's Information: A tourist encounter is rarely something of any 
consequence. However, rol l  ID: 

1-4 The encounter is trivial. The tourists need directions back to 
the starport, Want one of the adventurers to take a photograph of the 
tourist party, recognize them from an encounter aboard the liner that  
brought them t o  the planet or in the starport, etc. 



5 One of t he  tourists, an attractive young lady, drops a mall 
parcel, jus t  as she is boarding a vehicle, entering an elevator, etc. (as 
appropriate to the  encounter). The parcel Is a l ist  of computer access 
codes used aboard the liner on which She came to the planet; these are 
of a highly sensitive nature, since they would permit someone with 
computer ski1 l t o  override secwity and anti-hlfack programs at wi  l I .  

The woman could have deliberately stoten them, have been forced 
t o  carry thanr to some contact, w may have had the  codes planted  on her 
for a lafer plckup, without her knowing about them. The referee should 
decide M e  exact si-tuation; cer-ralnly someone will want those codes, and 
may cause considwable trouble for the adventurers. 

6 The tourists mlsTalcenly believe t ha t  The adventurers are a 
band of muggers who bccast@d one of them the night before. They wiil 
creab a great dlshtrbance; pollce w l t l  arrive, and the encoun-r wIlI end 
up much as described for tFolicei', option $5 (see above). When they 
eventually discovw that the charac- are innocent, They may Weat 
them to a expensive lunch by way of making amends, w they could become 
patrons, hlrlng the party t o  help them find the wiglnal thugs. Events 
are as We referee dictates. 

1 6 Automatic 

General Information: Beggars come in many forms. Gensratl y, they  are no 
threal: ofTen, however; they make quite useful sources of information. 

Beggars w i l l  normally be encountered by themselveq generally 
without wwthwhile equipment, armaments, ar much of anything else. 

Players' l nformation: When the encounter occurs, the play em are 
s-bpped by a ragged, shabbtly dreszd individual, obviously very poor, 
and pitiful in appearance. 

Refereetslnfomati~n: LlW t h e  tourlst encounbr, most beggar 
encounters are ra-ther t r i v ia l  , . . but wceptions do exist. Roll ID: 

1-3 The neygar is a bum, plainly In dire need of a drinWdrug/ 
whatever. He will ask the party for a credit  w two, but i f they refuse, 
will just shamble off towards an alley hopelessly and disappear from sight. 

4 - 5  The beggar is handicapped in some way, and makes a living 
selling some kind of merchandise on the street corner. Plainly a familiar 
p a d  af The scenery here, the beygar may, in fact, Doast of hav lng been 
here from daybreak t o  late a t  night every day, wil+hout a single break, 
for several monShs o r  years. Whather they spend a credit  or h o  for the 
beggar's merchandise or  not, The characters may remember that this 
b y g a r  sees a l o t  of what happens In th is  part of Startown. This can 
make t h e  individual particular1 y useful as a s u r c e  of information, should 
later adventure act lvl t ies require an interest in such Infarmation. 

6 When encountered, the beggar is not  In sight, bu t  a cry for 
help leads the  adventurers ta an alley where the individual is being set 
upon by thugs. The beggar has witnesed some crime, and the Mugs have 



been hired to silence this single witness (who isn't even entirely aware of 
what he or she saw). If the adventurers decide to ':jet involved, the 
referee should work out the details of the crime and the rest of the 
situation, and let events flow accordingly. 

IPickpocket lor2 5 Intelligence I 
General Information: Pickpockets are most often found in crowded 
situations, where they can work in anonymity. These crimina Is prefer 
stealth to Violence, and will run if their victim notices the attempted 
theft. When working in a team, one individual is the 'stall' - stopping 
the victim by bumping into him or her and causing a distraction, while the 
other is the 'hook', who does the actual stealing. 

Players' Information: If the throw for Notice is not made, the character 
will only know that, after a trip down a busy street, he or she will dis­
cover that a wallet, card case, or valuable item of jewelry (a Cr200 
watch, for instance) is gone without a trace. Note that starship crewmen 
may carry a magnetic key for a starship lock with other valuables, which 
could lead to more trouble. If the player makes the notice throw, roll 10: 

1-2 A solitary pickpocket is discovered attempting to steal a 
character's wallet, card case, jewelry, etc. Subsequent actions are up 
to the referee. 

3-4 The character is jostled by one individual, and then notices 
the pickpocket. One will come to the aid of another if attacked. 
Subsequent events are up to the referee. 

5 As #1-2 above, except that the pickpocket is not after money. 
He or she is specifically trying to steal some particular item - a starship 
access key, documents, 10 cards, etc. (determined by the referee, in 
accordance to the sort of things the character is carryiny). Someone 
h ired the th ief to steal th is item or items; this, of course, sets up an 
adventure situation which can be fleshed out by the referee, as desired. 

6 As #3-4 above, but the stall was not deliberate, and has 
nothiny to do with the pickpocket. If the adventurers try to detain this 
individual, they will discover to their considerable discomfiture that the 
individual is, in fact, an important person - a local noble's son, a 
relative of the patron they are about to meet, etc. This encounter helps 
keep adventurers from jumping too rapid Iy to concl usions. 

IWreck 20* 6 Automatic 

General Information: When the encounter is rolled, an accident has 
occurred in the street, with injuries. The options open to the players 
are several, each with a range of consequences. The wreck itself will 
involve one or two vehicles appropriate to the local tech level, with up 
to 20 people injured and in need of assistance. Others- 10 x 10 people, 
perhaps - will be gathered around gaping at the accident, and local 
police (10-3, 1 min) or emergency services will arrive in 20 + 5 minutes. 

-17­



Players' Information: When they see the wreck (Notice is automatic), the 
players must decide whether or not to go to the aid of the injured. If 
they do not, nothing much happens. Eventually, help arrives from police 
or other emergency services, the crowd of onlookers (presumably 
including the adventurers) is dispersed, and things get back to normal. 
Characters with any degree of humanitarian feelings will, however, try to 
help (and, most especially, characters with medical skill should be 
strongly impelled to render what first aid they can). 

Referee's Information: If the players do decide to help, the process can 
be as detailed or as abstracted as the referee desires. Victims can be 
pulled from the wreck (perhaps someone notices a dangerous fuel leak 
which could cause a major explosion at any time), treated by characters 
with medical Skill, and so forth - or, if the referee prefers, shortcuts 
can be taken and the exact descriptions avoided. 

When official help arrives, players again have a decision to make­
whether to remain anonymous or not. If characters hang around long 
enough for police to get their names and current addresses, roll 10: 

1-2 Nothing results from the encounter. It proves to have been an 
inconsequential distraction. 

3 The victims are extremely grateful to the characters for 
helping them, and seek them out to pay a reward of Cr25 x 10 each. 

4 The victims are extremely grateful. One of them proves to be 
an important person; roll up a patron encounter, and offer the 
characters suitable employment in addition to the reward given above. 

5 One of the victims is seriously injured, and (rightly or wrongly) 
the first aid treatment given by the party is singled out as being 
responsible. A lawsuit seeking CrSOO,OOO is filed against the characters. 
To defend aga inst th is suit, the characters or a representati ve wi II have 
to be available on the planet to file and answer legal proceedings for 
10 x law level months. If a representative (lawyer) is retained, the fees 
will average Cr2S0 per month. At the end of this time, the case is settled 
in the favor of the characters on a roll of 8+, in favor of the plaintiffs 
otherwise (or automatically if, at any point, the characters or their 
representative are unavailable to take care of the correct paperwork). 
If the plaintiffs win, the Cr500,000, plus Cr10,000 in court fees, plus 
lega I fees (if any) must a II be pa i d. If they can not, future character 
income is halved, with half going to pay the remaining debt. 

6 As #5, above, except that the victim dies; the survivors accuse 
the good samaritans of negligent homocide. Procedures are the same, but 
damages are Cr1,000,000, and the legal fees are doubled; if the char­
acters are unable to pay the fine, a prison term (lD years) is imposed. 

At the referee's option the wreck encounter could also lead more 
directly into an adventure situation. It might turn out that the wreck 
was caused by a sniper attack, bomb, etc.; the adventurers might in this 
way actually stumble into a mystery and find themselves coming between 
the victims and their unknown assailants. The referee can, if desired, 
work out the details of such a situation. 
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Crimlnal Encounter - - - 1 
The Qlmlnal Encounters table later in t h i s  booklet should be 

consulted. No d ie  modifiers should be atlowed on th is  ro l l  (conwary to 
normal Criminal Encounter procedures). Al l "Rumwsf' are genera I, and the 
"Desired ContacF1 resu I t  should also be treated as a llRumortq. 

Robbery In progress 11)+10 3+6 Aulwdic 

General Information: The e a t s  above give information on criminals first, 
then On police who are faclnq them. The criminals will be armed a* tech 
level-?, ' no special equlpm&t, weapons a t  law level-1 , and with a 
character with b t h  Leader and Tactics skill (roll 10-2 for each). A 
vehlcle may be available. 

lnformation on the  pollce is given under the lFaliceu, encounter, 
prevlously described in this ~ c t i o n .  

Players1 Information: The characters' are caught In the middle oi a 
confrontation between criminals and pol ice. The par t y  and the  criminals 
should each ro l l  tor Surprisq If the characters galn surprise, they may 
act  as they see tit. if the  criminals gain surprise, see below. 

Referee's Information: Roll ID: 

1 -2 Just as the encounter takes place, police open fire, mistaking 
t h e  adventurers for par t  of the criminal group. Subsequent events 
depend upon player reactions and the judgment of t h e  referee. 

3 The criminals panic, thinking the characters are more pollce, 
and surrender. The characters receive a reward of Crl  0 x 20 each. 

4-6  The criminals attempt t o  take the  characters hostage. 
Subsequent events are in the hands of the referee, 

Thugs Parly+lD 5 Intelligence 

General Information: A band of thuys will number I D  more than t he  
adventuring group, w i l l  be armed with blade and brawling weapons, and 
will include a leader. Other equipment, etc., is highly unlikely, but on 
IN, 10 thugs have body plstdls or revolvers, If the tech level permi ts  

Playerst Information: If the Notice throw is no? achieved, the thugs will 
a t tack the party a t  a time and place of thelr ( the referee's) choosing. If 
notice does occur, the adventurers will become aware of the  fact  tha t  
they are being followed by s v e r a l  individuals, and the  thugs w i l l  not be 
able To gain surprise. 

Refereds Information: f here are no real alternatives here; the  
encounter is resolved according t o  usual procedures Thugs w i l l usually 
be looking for money, but She referee may substitute other rnotlves, 



perhaps dlrectl y mnnected with an adventure in progress or designed to 
start a new adventure situation, at will. 

Marines on leave 2D Varies AuTomatie 

General Information: Marines, when en countered, may be from the  
planetary armed forces (if the planer has a space navy - tech level 8+), 
or from the Imperial Marines, The referee may decide this. 

Marines on leave wll l be In Marlne dress uniform, carrying cuTlasseq 
if officers are present (on a lo+, all In the party are officers, otherwlse 
all are enlisted), they rrill carry a pistol appropriate fo the tech level. 
lmperlal Marine of+icers carry auto plstols or (If Strlker is in use i n  the 
campaign) gauss pistols. A leader is always in the party. Na armor or 
vehicle will be present, but some equipment (such as lightweight cummo 
gear) may be carried. Imperial Marlne tech level Is 15; local Troops have 
planetary tech level. 

PlayersT Information: The party notices sevwal characters in Marine 
uniform. They are plainly off-duty, laughing, rubbernecking, obviously 
haviny a good time. When the encounter occurs, they are not  y e t  in 
direct contact with the players, but this may change, 

Referee's Infwmation: Marine pride In themselves - and contempt for 
othw forms of l ite - is well known. Reactions to the p a e y  are parfial l y 
random, and partially dictated by these opinions. Roll ID: 

1-2 The Marines take no notice of the adventurers uniess the 
advenrurers choose to iniTiate contact. If so, follow the most suitable 
reactions below. 

3-4 The Marines notice one of the party - preferably another 
Marine, possibly a Navy veteran - by a uniform, identity patch, tattoo, 
etc. (whichever seems mst in character for the individuaU, f hat Indi- 
vidual and the  re& of t h e  party are greeted with great friendship (''Hey, 
you were wifh the 291st Reylment! I had a buddy in t ha t  ouff i t  ,. .It and 
sofcdh). The Marine parry will insist. on buying several rounds of drinks 
a t  -the nearest bar far their new-found buddies, wil l t ight side by side If 
a brawl should break out  in tha t  establishment, and may become useful 
contacts for tuture information, projection, ar &her help .  

5 TheMarinBsnoticethatsomeafthePpartyareArmy,Merchant,  
or  Civfiian cilaracters. Being slightly drunk, the Marines begin insultlny 
these characters, loudly. If these insults h l t  home and provoke same 
response, the Marines are perfectly willing to  ge-t into a brawl. Resolve 
subsequent actions as events dictate. 

6 As #S, above, except tha t  popular feeling locally Is running 
high In favor of the Marinas, as they are the heroes d the hour after 
suppressing a dangerous coup, I t  a brawl starts, if will be Woken up by 
police after 20 x 10 rounds, The characters will be accused of disturbiny 
the peace, will spend t he  night in j a l  I, and wlll pay a CrlO x law level tine 
(each) The nexT morning. The Marines, of course, go free. 



Reaction levels for the Marines should be set according to 
circumstances, as the referee desires. 

Merchant crew on leave 2D Varies Autunal-Ic 

General Information: Merchant crews are a l i l t l e  less biased and wllling 
to roughhouse than Marlnes; encounters w i  l l reflect this trend, 

Merchan-t ~rewmen wlll be equipped to planetary tech level-FlD; they 
will tm armed to local law level ion IW, one of them may carry a 
concealed weapon not  wdinari ly allowed locaily). Cloth or jack a r m  
may (lo+) he worn by each member of the pa-; other equipment 

r ( c m u n  icators, hand computers, &c.) may also be carried as the referee 
I desires. A vehicle is unlikely. A leader is present on a rol l  of 9. 

Playerst I n m a t i o n :  A party of crewmen in the unlform of. a merchant 
shipping line are seen. When the encountw occurs, They are not  ye t  in 
contact with the characters, but this may change. 

Refereets Information: When the encounter Takas place, rol l  1D for the 
probable actions taken by the merchant crewmen, If, however, the result 
is inappropriate, discard and rol l  again. 

1 -2 The merchanf c r e w  d w s  not  notice The adventuring party, and 
will not, u n l s s  approached by the characters. It this happens, choose 1 thenobsppllcableresultbelow. 

I 3 A merchant character in the adventurers' party Is hailed as a 
friend; one of the crewmen served with this character aboard a tramp 
Freighter many years ago. The crewmen wil l take the adventurers to a 
bar for m e  drinks and sforytelling. 

4 As above, but the crewmen w i l l  also be of further help later. 
The referee must detenn1ne t h e  nature at this help, as best befits the 
adventurers1 situation. Some possibilities include stewing the char- 
acters i w  a worthwhile speculative cargo, Telling them about m e  job 
openings with their line, passing on a rumw of. possible interest, or 
baiting the group out of trouble a t  some lpter date* 

5 A mwehant player character is singled out as working for (or 
having worked for) a r ival and particularly disllked shipping company; 
Insults and/or fisticuffs wlll follow, unless the player characters disarm 
the situation quickly. 

6 The encounTer proceeds according to any uf t h o  prevlaus 
descrl ptions, but, later an, one of the merchant crewmen approaches #te 
party, offering Cr50,0110 if they can get him off-planet. He has k e n  ac- 
cused of stealing company secrets, and needs to get away before They 

r capture him and turn  him aver t o  the civil acrfhorlties - who w i l l  learn 
t h a t  he is wanTed for an a r t  t h e e  whicn took place five years ago. The 
situation's exact nature and subsequent events are up to t h e  referee. 

Reaction levels for merchant crewmen can be set as seems 
appropriate for the situation, a t  the refweds discretion. 



I Navy crewmen 2D 

Generat Information: The nature of Navy crewmen, when encountered, is 
determined as per t h e  Marines previously presented; so, too, is the  
composition and equipment ot the group. Navy characters, however, do 
not  carry cutlasses. 

Players' Information: The party notices a number of off-duty 
spacehands, a l i t t l e  the  worse for drink, strolling towards them, having a 
very good time. Direct contact is not yet established as the encounter 
occurs, but could be, depending on fufther ac-tions. 

Referee's Infoma-tion: When the encounSer takes place, ro l l  below for an 
approprlate outcome (rerol l  those whlch don't  apply t o  the party), 

1-3 The Navy characters ignore the party, unless the  adventurers 
approach them. If th is happens, choose an appropriate response From the 
remainin y options, below. 

4 The Navy characters expansively offer To buy drinks for the 
adventurers (regardless of services, etc.), They will end up buying I D  
rounds, and par t  on very amicable terms. 

5 As above, but the Navy crewmen get belligerent during the 
drinking, and s ta r t  insulting Marlnes (or Merchants or Army or Scouts - 
whatever is appropriate for one or more player character backgrounds). 
I f  the  player character in question gets angry, a brawl will break out. 

6 As #4, except tha t  t h e  Navy crew starts insulting some other 
yroup in t h e  bar where the  drinking takes place. This involves the 
adventurers in a brawl (over and above the other encounters of t h e  
evening) with Marines, Army, Scou-ts, Civilians, or whatever seems 
approprla-te a t  the time. 

Rowdy drunks 2D 5 Automatic 

General Information: Thls encounter involves a party very much under 
the  influence of an evening's refreshmen% They could be a group of 
servicemen, l ike the  prevlous entries, or could be miners, belters, or just 
plain local citizens ou t  to have a good time. Equipment will bemlnimal, 
armament limited to tech level+3, and no leader will be presen*. When 
these characters are assigned stats, subtract I D  born Dexterity - wiTh a 
0 w less mean ing t h e  c harader in question has jus? passed out. 

Playersf Inforrnatlon: A group of people comes reeling out  of a nearby  
bar, singing, La-ughlny, and talking much louder than necessary, and all 
ot them are plain1 y Three sheets t o  The wind. When the  encounter takes 
place, they are not ye t  in direct contact with the player characters. 

Referee's Information: A group of th is  kind usually - b u t  not always - 
spells trouble. Roll ID: 

1 The drunks take no notlce of the adventurers, but pass by 
making a great deal of noise, interrupting any conversations they may be 



havlng, eTc. Shou Id a player make some negative comment at this time, it 
1s assumed tha t  the character has sald it as we1 l (if the  player wants to 
argue, the comment can have been muwered inaudibly on a roll of 
InTelligence or less). Roll the reaction level or less to  avoid having the 
drunks take offense; subsequent actions are up t o  the referee, but could 
lead to a t igh t  in the  street. 

2 The drunks go -to paass the  party, but  one ot them staggers into 
one of the adventurers and them belligerently demands That the 
characTer apologl ze. Use reaction levels and character responses to see 
where the encounter may lead from there. 

3 The drunks notlce the party, and want t o  buy drinksfor  
everyone back in the bar. I f  accepted,  their reaction level goes up by 3 
and they act like old, I f  InebriaTed, friends. However, they don't want to 
stop parlylng, and w l l l  continue To ply the characters with drinks (until 
all of them have passed out, or t h e  characters refuse to connn us). If a t  
any time drinks are refused, a roll higher than the  drunk! current 
reaction level triggers accusations tha t  the characters Vhin k you're 
too good to drink with ush!I1 A second failed reaci-ion throw (with 
moditlers applied by the referee according to t h e  adventured 
responses) leads t o  a brawl. 

4 Sane of the drunks single o u t  one as h o  characters of the 
opposite sex in the  adventurering parFy, and begin making various 
atremp* to pick them up. If refused, proceed as In 13, above. 

5 As in #4, above, except tha t  the drunks coming on to the 
adventuring characters are accwnpanled by jealous mates No matbar 
what the characters do, these jealous drunks w i l l  s t a r t  a mqjor brawl. 

6 Choose any situation above. However, one uf the drunks Is the 
son of a local magistrate. If a brawl should occur, f i e  advenTurers w i l l  
be blamed for start ing it, regard less of t r u e  facts, and ni l l  have to pay a 
fine of 0 2 5  x I D  each, ci" mrve  10 days in jall. If The drunks part 
friends, the magis+raters son will invite the group t o  call on him for help 
any time, and w i l l  actually r e m i n k  the offer later on a ro l l  of 8+. 

V lc t lm  of attack 1 6 8+ I 
General Informatian: The discovery of a mugging vlctlm, and attempts to 
fender aid, makes a good sia-t to many Traveller sltuatlonr Not all, 
however, will turn out  favorable to the adventurers. 

A mugging v i c t i m  w i l l  usual1 y be unarmed, alone, without equipment, 
and possl bly injured. Victims rarely oWer a d i r e d  threat (except as 
noted), but can turn  out t o  k full of surprises. 

Playersf Information: If the Notlce throw is made, the adventurers hear a 
sound of moaning cominy from a dark alley. If they go to Inve&igate, 
they will discover an individual stretched out an the pavement, only 
pada l l y  consc~ous, and showing slgns of h3vlng been atracked. 

Refweeas Information: Responses by the victim t o  the arrival of the  
characfers vary. Roll ID: 



1 The victim Is grateful for the asslstance, thanks the characters 
warmly, and vanishes out of their lives forever. 

2 The vlctim is grateful for the assistance, and Invites them t o  
call a t  a specific address the next day. Roll up a patron encounter; the 
victim offers t h e  adventurers some type of employment as a reward. 

3 The vlctlm Is very grateful, paying an immediate reward of 
Cr50 x 20 each; if a player character of the  opposite sex is available, 
the victim may single him or her out as an object of romance on a lo+. 

4 The vlctim Is contused, and thinks the adventurers are thugs 
who did the mugging. Struggles and cries for help will attract pqlice, 
Events should flow from there as the referee sees fit .  

5 The vlc-tlm dles. AnoTher character entering t h e  alley just 
about then thinks the adventurers did the killing, Subsequent events 
can move on from there, a t  the refereds discretion. 

6 The victim is, In fact, a lure. As the party comes t o  render ald, 
the real mugging t a m  place , . . with the adventurers as the  muggees. 
Use the 'Thugs" encounter (see abovej to determine the outcome. 

Many other variations on these themes can be developed, some wth 
& bearlng on adventures in progress, some starting new adventures, and 

! some being diversions from true course of events. 

Party ambushed by assailants 10 2 lntelllgence 

General Information: This encounter could actuall y be one of several 
speciflc situations, differing in several facbrs. Roll ID: 

1-2 The characters, as they are walking down the side of the 
strest, are suddenly the victlms at a hit-and-run driver. If Notice is 
rolled, the characters become aware of the  approaching vehicle i n  time 
t o  dodge It. If Notice Is failed, characters must throw Dexterity to avoid 
taking 40 damage from the speeding driver (note tha t  only one character 
need make the Notlce throw +Q alert everyonel. The attack seems rather 
sinister, b u t  is in fact a bush with a drunk driver, no w e .  

3 As above, except tha t  the driver was no t  drunk. The driver has 
mistaken t h e  characters for enemle~ and t r ied t o  ki l l  them. Later, the 
mistake is realized, and no further attacks an the party take place. 
Subsequent events are up to t h e  referee, 

4 As #3, except tha t  the dr ivef  really Is an old eriemy of The 
characters, or Is otherwise out to kilt o r  frigh*n them off. The. referee 
may administer this situation as desired. 

5 As #3, except tha t  the al-tack is an ambush, using firearms ot 
appropriate tech level to blast away from a speeding car. Each char- 
acter must roll Dexterity or less 50 avoid 1D hlts frm the weapon fire. 

6 As 14,  except f i r e a m  are used as In #5. 

Tnls event is best used as We beginning of an adventure situation. 



Entertainment Tonight 

The heart of Startowns everywhere is the nightlife each district 
offers t o  visiting spacefarers. Although each world w i l l  differ in local 
culture, customs, and laws, distinctions blur in Startown, and most are 
surprisinyly similar in nature if not in detail. Of course, some worlds - 
those with high law levels or very str ict  religious or philosophical 
morality, for instance - do not tolerate the relaxed standards of the 
typical Startown described here. On such worlds, the Startown district is 
either more staid, a t  least on the surface - though an underworld 
caterlng to most needs and tastes w i l l  exist even under such conditions 
- w is found within the starpwt extraterritoriality fence, where local 
laws cannot be enforced. 

For the purposes of this booklet, entertainment spots in a typical 
Startown are grouped into one of four basic categories, distinguished 
primarily by the class of clientele found in each. A 'nightcluM, for 
example, is a fairly sophisticated place; the encounter table for 
nightclubs reflects the fact that  there is a higher degree of 
respectability t o  be found here. Barroom brawls do not break out 
spontaneously in such establishments, except under unusua I 
circumstances (as when the adventurers start one). 

The next lower rung of respectabllity is classed as a 'bar'. In 
actual fact, the category can easily include many fairly nice 
restaurants, clubs, and the like; 'bar', here, is a term of convenience. 
The bar is less polished than the nightclub, with less care taken to  
exclude undesirables, but it is stil l far removed from some of the rough- 
and-tumble dives that give Startown Its reputation. 



NIGHTCLUB ENCCWNTWS 
19+ once p a r  hour) 

I 

Dice Encounter Descrtptfon People Reaction Notice 

2 Friendly employee 1 10 Automat1 c 
3 Rumor - Intelligence 
4 Tourlst(s) I D  20 8+ 
5 Patron 7 9 Automatic 
6 Merchant &I cer 1 8 8+ 
7 Single 1 * 9 Automatic 
8 Servicemen (or o f f i cwd 20 Varies Automatic 

on leave 
9 Patron I 9 Au-atic 

10 Con ar t is t  1 8 Intell lgence 
1 1 Game (private) 1 U 8 9-t 
12 Pr0sTitu-i-e 1 10 9+ 

* Slngle - may be mare than 1 a t  refereds discretl on. 

BAR ENCOUNTERS 
I&+ once per hour) 

Dice Encounter Description People ReaciIon Not1 ce 

2 Pickpocket 1 or 2 5 Intelligence 
3 Rumor - - Intelligence 
4 Single I* 9 Automatic 
5 Patron 1 9 Automatic 
6 Merchant crew on leave 211 Varies Automatic 
7 Prostitute 1 9 Automatic 
8 Servicemen on leave 2D Varles Automatic 
9 Merchant off i csr 1 8 W 

10 Single I *  9 Automatic 
I l Rumw - - lnts l l i  yence 
12 Friendlyemployee 1 10 Automatic 

* SIngle - may be more than 1 a t  refereds discretion. 
J 

A 'tavern' is one step down from M e  bar. Here things are a IitFle 
rougher. Less effort is made To curb obnoxious behavior; people are 
louder, less restrained, more obviously out t o  enjoy themselves. Some 
taverns are staked out  by specific services as a place for their people 
t o  have a good time . . . the merchant crewman who d e c l d e s  to have a few 
drinks in a tavern thus freqented by off-duty 'Wari-nes is asking for 
froubie, Indeed. 

The lowesf, [east reputable class of establishment Is referred to  as 
a 'dive', Joints of this kind specialize in flashing neon signs, dark, 
smoke-filled interiors, and very l i t t le  in the way of class. Whether i?s a 
seedy bar, a flashy ship-joint, or a dingy casino, The prlnciples are t he  
same . . . dives are rough p taces where t h w e  is a l o t  of action, very 



TAVERN EMCOUNTERS 
(7+ once per hour) 

,Dice Encounter Descrl ptlon People  Reaetlon Notice 

2 Tourisifs) I D  2D a+ 
3 Rumw - - Intelligence 
4 Pickpocket 1 or 2 5 Intelligence 
5 Prostitute 1 9 5+ 
6 Brawl 1Dx 10 4 Automatic 
7 Servicemen on leave 2D Varies Automatic 
8 Rowdy drunks 2D 6 Automatic 
9 Host or hostess I per 9 Automatic 

10 Game (private) 10 8 6+ 
1 1  Pa-tron 1 9 Automatic 
12 Friendly employee 1 10 intelligence 

lit3le class, and a tong-standing devotion t o  the principle that 'la fool 
and his money are soon parted." 

In addition to These differences in content and character, there 
are ceda i  n other important didinctions between these four cafegories 
of nightspots - t h e  prices one pays for an evening's enterlainment. 
Prices fa- various types of intoxicants available a t  each of these 
establishments are given below. Note t h a t  these are Iden-Htied on1 y by 
reiat l  ve strength (mild, average, stTong, powerful), rather than by 
specific type; while beer would be an example ot a mild intoxicant (for 
humans, a t  least), other forms would also be available. If it satisfies your 
players to order beer, wine, mixed drinks, etc., leT them; if they prefer t o  
consider these intoxlcanTs some unknown substance, this Is fine, too. 

NIGHT CLUBS 
Cover charge (for admittance): Cr5 

3-drink minimum is frequently charged, 
Mild in-tox icants: C r 3  per person per round. 
Average inToxicants: CA per person per round. 
Strong intoxicants: Cr7 p e r  persqn per round. 
Powerful intoxican-ts: CrlO per person per round. 
Tips to ta  I l i ng 20% of the  to ta l  spent are expected, 
High qua1i-I-y meals (see basic Traveller) are also available 

esta bllshments. 
in most 

BARS - 
Cover charge is not  usual1 y required; 

a dr ink minimum is sldom charged. 
Mlld intoxicants: Cr2 per permn per round. 
AverageinToxicants: Cr4 perpersonperround. 
Strong Inl-oxicank Cr6 per person per round. 
Powerful intoxican% C r l O  per person par round. 
Tips tdalllng 155 of the to ta l  spent are expected. 
Meals are generally not available, unless the establishment is a 

restaurant as well. 



DIVE ENCOUNTERS 
(6+ once per hour) 

ice 

2 Police rafd 2D 6 Automatic 
3 Rumor - - intelligence 
4 Crimp 1 7 10+ 
5 Game I prl vate) 1 D 8 6t 
6 Host or hostess 1 P e r  I0 Automat1 c 
7 Brawl I D x l D  4 Automatic 
8 Prostitute 1 8 4 t  
9 Rawdy drunks W 6 Automat! c 

10 Criminal encount& - - - 
1 1 Friendly employee 1 10 Intelligence 
12 Patron 1 8 Automatic 

* Crlminal encounter - refer ta Crimlna l Encounters table t o  resolve. 
- 

TAVERNS 
Cover charge Is usual! y not required; 

a drlnk minlmrrrn is seldom charged. 
MI ld Intoxicants: Crl  per persun per round, 
Avwage intaxicants Cr2 per p e r m  per round. 
Strong intoxicants: 434 per person per round, 
Fowerfu t tntoxlcants: Cr8 per person per round, 
Tips are  not expected, but 15% of the total spent gets Ml-ter 

service on later visits. 
Average quality meals are available in mt establishments, 

DIVES - 
Cover charge (far admimnce): Cr5 

2-drink mln {mum is frequent1 y charged, 
~ i l d  intaxicanb C r l i l D  per person per round. 
Avwage Intoxicants: Cr3+ 10 per person per round. 
Strong intoxican*. C r 5 t  ID per person per round. 
Powerful intoxicants: Cr5+20 per person per round. 

(The figures above are constant in any one mablishment - 
don' t  roll every time drinks are ordered1 - but vary from one 
place t o  anotherd 

T ips are not expected. 
Low quality meals are m e t l m e  available a t  such es-fablishmenh, 

but a t  twice t h e  usual cos% 

In all Imalss, non-intoxicants can also be purchased, usually for 
the same price as t8mildf1. Doing this in a typical Startown dive is a fast 
way to attract attention, insults, and snickers from other customers. 

DRINKING 

Those characters who chose to malce t h e  rounds of Startown's 
nightsputs# whether i t  be in pursuit of information, a patron, or an 
evening's entertalnrnent, are quite likely to suffer the ill effects of the 



intoxicants they buy along way, Drinklng tor chewing, smoking, 
snlffing, @'re., in  t h e  case of various otherwwldl y inToxicanN causes 
loss of roordlnatlon, and may cause lingering hangavers t h a t  can impair 
a character's efficiency. 

A character's basic Capacity for intoxicants is dwived by adding 
Strength and Endurance, It Carauslng skIt l (sea Book 5 and Supplement 
4 )  is in use, halt of Carousing skill is added to t h b  mount. Nary and 
Scout veterans should receive an extra +2 as well. The total Capacity is 
a basic figure which determines how much a character can drink before 
beginning b suffer ill effects. 

Drlnksare served in rounds. Around is usually 15 minutes In length 
(4 to an hour), but a characfw who chooses totnurse' a drink can e%knd 
this t o  30 minutes, If deslred, Each time a round Is consumed, each 
character rolls f D, applies a modifier aceordlng to the strength of the 
drink, and sub-tracts the resulting number frm drinking Capacity. 

The mod iti $rs a r e  
Mlld Itrtoxlcant (beer, ale, dc.) DM- 3 
Average Intoxicant twine) DM- 2 
Strong intoxicant (most mixed drinksl M- 1 
Powe~u l  intoxlcant (very strong mtxed drln ks) DM+ 1 
When, by th is  process, She characTeFs capacity is reduced to 0, 

further losses are appl led again* Dexterity. It Dexteriqy reach= O, t he  
characTer passes out for l D x 10 minutes, Upon recovery, Dexterity Is  
set a$ 1/4 the original level (never less than 11. The referee may want to 
apply ot-her effec-k. as wsil, such as fmpwrary redudion of Intelligence, 
reaction rol ls when dealing with other people, and so fori-h. 

Capacity and Dexterity reductions lasf tor 6 hours, A t  the end of 
this time, the character may develop a hangover trail Endurance or l# 

. t o  avoid, OW5 If t h e  characTw exceeded CapaciTy in drinking). 
Hangovers reduce Dexterity and Endurance by 2 each. 

Referee's Notes:: To a certain extent, these drinkfng rules are 
pr-nted w l t h  tongue firm1 y in cheek, It isnft expeded that every drink 
be subj&ed to this kind of scrutiny, or that players be encouraged to 
make a big deal out of drinking. On the d h e r  hand, I38 rules can be a 
mildly diverting way to enllven a game cr campaign, and make a great 
additlan t o  personality development In characters (the fellow who 
invariably g e t s  roaring drunk every time ship hits t h e  dock can be a 
source of. amusement, frustration, conskirnation, etc,, tor all his 
comrades, for instance}, Also, the rules nave certain practical 
applications. A group which hangs out in barn a lo t  to gather 
information, seek out patrons, or tail suspicious-looklng WCs wlll have 
to pay - b t h  in money and In the cumulative effects of thelr drlnking. 

Thus, the referee Is advlsed to balance carefully beheen 
r m s ~ n a b l e  applicarions of The rules (which can enhance the fun or M e  
realism - sometimes bWh - in  an adventure or campaign), and overuse or 
unneccessary concern with trivial matters. The referee should also feel 
tree t o  expand on these rules, perhaps adding nther forms of Inioxlcank 



(a mtlder but more sxpanslva Wrong intaxican*, fas Instance, or the 
famed 'Fan-Galactic Gargle BlastwBVf wnlch has been varloud y described 
as havlng t h e  same effect as "having your brains knocked out  by a sllce 
of lemon wrapped around a large gold brlckl+, or being 'Vhe alcoholic 
equivalent of a mugging - expensive and b8d far your head,'*), Any and 
all additions that make the bask sysl-em m e  interesting and more 
enjoyable In your campaign should certainly be considered, as long as 
drinking doesn't become t h e  be-alvend-all of your Traveller campaign. 

CASINOS 

Characters who prefer to t r y  Their luck with gambling should feel 
free to visit the casinos of Startown. Most worlds of law level * 6  allow 

! gambling establishments to flourish legally; where gambling is illegal, it 
exists underground tin such a case, see t h e  section on Crlmlnal 

I Encounters). An illegal gambling operation could be considered a 
'Westred Contactll under those rules. 

Casinos offer b t h  P r i v a h  and House gambling. Private games are 
discussed under t h e  encounter entry on "Games11 In this section; house 
gambling operates under the basic Traveller gambling procedures, When 

I 
engaged In house gambling, 'round9 of I5 minutes are u s d ,  as with 
drinking, with one roll being allowed every round to resolve gambling. 
These rounds may represent the net outcome of several consecutive 
Individual bets or games, of course. 

Casinos are considered t o  come In the same four categories as 
ordinary n l g h h p a t q  the referee should choose which type is currently 
belng vlsited (the players may specify th i s ,  the referee my select it, w 
a random throw on the Entmlnment  Location table, below, may d a b l i s h  
i*). Thls y i v e s  the prices of the drlnks t h e ,  cover charges, etc,, and 
has a bear! ny on some of t h a  encounters which may occur. 

CASINO ENCOUNTERS 
(as for approprish sd-ting) 

L 

Dlce Encounter D-ri ption People Reaction NoTice 

2 Friendly employee 1 10 InTellIgmce 
3 Host or hosfess 1 per 10 Automatic 
4 Entertainment encounter* - - - 
5 Single 1 t 9 Automa$i c 
6 Entet-tainmen-t encountefl  + - 
7 Game (private) 10 8 6+ 
8 En.fertalnrnentencounh@ - - - 
9 Rumor - - Intelligence 

10 Entwtainrnent encounhP - - - 
I t  Patron 1 8 A utorna-ti c 
12 Jackpot - - - 
* Entealnment encounter - refer ta Entertainment Encounters 

table far lev& of establlshrnent to resnlve. 
t Single - may be more Than 1 at refweds discretion. 



In Casinos, drinks are available but not required; food is not 
usual1 y available* There are no minimums, but tips on all d r i n k  consumed 
should be pald as indlcated, 

ENMXlNTER OCCURRENCE 

While o u t  for any fomP of mterlainnrent, there Is a basic possibility 
of having an encounter once each hour. Roll the number indlcated a t  
the top of t h e  approprtaie table to determine It an encounter takes 
place in that particular hour. This makes It possible to have mom Than 
one encounter in an evening, but means that several hours (and drinks 
and other encounteks) may pass before soma speciflc, aught-for 
encoun-r takes place. 

For a finer Indication of when an encounter takes place within a 
glven hour (was I t  befwe or after the character passed out from the 
drinks?), roll 10- 1. A, zero means t h a t  t h e  encounter b o k  place just as 
the hour got started. The numbers 1-4 correspond to the IndlvIdual 
quarters of an hour; on a 3, far instance, t h e  encounter would occur a t  
some point during the th i rd  drinklnugambling round in t h a t  particular 
hour. Finally, a 5 lndlcates that t h e  encounbr takes place a t  the very 
end of the hour, after all actlon has taken place. This procedure Is 
optional, but gives the characTers a better  feel far the flow crf events, 
and is usually a goad thlng. 

WTERTAINMEMT LOCATIONS 

Law Level 
,Die 0-3 4-6 7-9  A+ 

1 Dive Dive Dive* Dlve* 
2 Dive Dive Dl ve D i v e  
3 Dive Tavern Tavern Dive* 
4 Tavern Tavern Tavern Nightclub* 
5 ~ a r  Bar Bar Nightclub* 
6 Niqhklub Nlshtclub Niqhtclub NIqhklutr 

* indicates a lcriminalt establishment. 

The Entwtalnment Locatlon table is used when seeking ta deterrnlne 
randomly t h e  type of nightspot visited. An entry wlth t h e  notation 
'Wimlnalml is an 4 1  legally operated sstabllshment; characws can only 
find such locations In company with an NPC who has an in there (referee% 
determinrtion), or as the result of a search as outllned under &imlnai 
Encounters (with the nightspot as t h e  'nosired ContaWL). 

ENTERTAINMENT EEmUNTER DESCRIPTIONS 

Friendly employee 1 10 lntelllgwee 

General tnformation: This encounter could s w m  falrl y k l v i  a1 a t  the time, 
but might prove surprisingly valuable under the right circumstances. By 

-3 1 - 



cultivating a friendly employee properly, charactws mlght end up wlth a 
source of Infarmtion, a potential patron, or even a character wltness to 
clear The adventurers a W r  a particularly unfortunate brawl. L i W e  
a.ttenticrn need be pard t o  the employee's potentlal fn equipment or 
weaponry; this  Is not important. 

Playerst lnfamatidn: If t h e  Notice roll is mads, one of t h e  characters 
will reallze that one of the employees in the establishment seems 
p~r t l cu  larl y interested in the go&,' and especial1 y in one character 
(-led randomly). Failure of -tnerNotice roll mans t h a t  this Interest is 

1 n o t  note& Repeat ?he Notice roll each time the party v i s i h  the place. 

Referee's Information: The exact nature of the encounter varies, as 1 notsdbelou.Roll1D: 

I The  emp loyea Is an attractive member of the opposite sex f r o m  
I the selected character, and is romanllcall y Interested. Culti vaflon of 

this interest will keep the employee friendly; a failure ta return the 
intersst w i l l  turn the employee against the character on a roll of 9+ 
(#therw lse, the employee remains friendly despite the rejaction). An 
employee scorned can cause problems, ranyiny f r o m  a refusal to 
cooperate to false accusations of wrongdoing or even some kind of mhlp, 
The referee should regulate the flow uf subsequent even%. 

2 As # 1, but the employee Is not particular1 y al-kacttve. 

J The employee is a young boy mployed to clean up tables. He is 
in  awe of the intrepld travellers, and displays a puppyish eagerness to 
be around them. He makes a ugeful source of n e q  spy, messenger, etc. 

4 As $3, except the boy is no t  reliable, It used iw any of the 
previous purposes outlined, the task tails on a roll of 9, 

5 TheemployeeIsapotentialpatronwhowil loPfertohirethe 
par ty  o u t  of hidher  meager zavings to find a missing relative, fiance, 
friend, etc. Subsequent events are up to the referee. 

6 The employee is an attractive member of the opposite sex from 
the selected character, but is actually In t h e  pay of sane enemy or rival. 
The frlendllness Is an attempt to  spy out secrets or gain t h e  group's 
confidence fm some later xam ar setup, The referee should suit events 
t o  circumstances, as seems best, 

Rumor - - In*elligence 

See t h e  notes under the enWy in the Street E n c o u ~ s  sec-tlon, 

APatron encounter occurs. Roll up an appropriate type af patron, 
and create a suitable adventure situation (GDW Supplement 7,76 Patrons, 
Wan$ed: Adventurers from Gamelords, and many published adventures 
p ~ v i d e  good possible patron encounters, as do many Journal features). 



Merchant officer 1 8 9+ I 
General Information: A merchant captain or f i rst officer can be a source 
of interesting possibilities for an adventuring group. Most merchant 
officers w i l l  be equipped t o  tech level+lD, armed suitably to law level, 
and may be alone or with a small party of other individuals. 

Players' Information: An officer of a small independent merchant line is 
seen a t  a table, drinking quietly. He or she w i l l  not notice the 
adventurers unless the party makes the f irst move. 

Referee% Information: Various possibilities result here. Roll 1 D: 

1 The merchant officer w i l l  offer to sell a cargo (referee 
determines size and compositlon) for 30% of basic value, if the characters 
are interested. 

2 As in # I ,  but the merchant is keeping secret the fact that the 
cargo was damaged in transit and isn't even wor).h M e  30% value anymore. 
The offlcer w i l l  insist on a cash downpayment, half the agreed-upon price 
up front, and w i l l  abscond with this before the group can inspect the 
cargo. 

3 The officer w i l l  pay top dollar- up t o  250% value-for a cargo 
of liquor (the merchant has a contact on a planet where local laws 
prohibit the manufacture or  sale of Liquor, and can sell cargos there 
clandestinely for 500% value; this is not, however, revealed unless the 
officer becomes drunk - losing ail Capacity - during the course of the 
encounter). Subsequent events are up to the players and the referee. 

4 Theoff icer is in need of crewmen, and w i l l  hire up t o  10 
Individuals with starship-related skills for one or more voyages. 

5 The officer is himself in need of a job. If characters need a 
hireling with some merchant service skills (especially Pilot, Navigation, 
Engineering, Medical, etc.), he would be very Interested in hiring on. 



6 The merchant presents hlmself as beIng in need of a job, as 
above, but  actually Intends to hljack the ship which takes him on to flee 
from local authorities, who want him on piracy and murder charges. 

General Information: Thls encounter is used +o set  up any situation 
where characters encounter friendly members of the opposite sex 
Interested in improving interplanetary r e I a t l o n ~  The encounters may 
have a few surprises, however. The numbers of indlvlduab encountered 
may be anything up to the number of the adventuring party, 

Players' InformaTion: The group becomes aware of a number of atlractlve 
strangers at a nearby table, If t h e  adventurers don't make the firs? 
move, one of these individuals w l l l  approach the group on a ro l l  of Bt. 
The approach w l l l  take the form of an invitation t o  join the strangers in 
a drink. If no approach is made by either slde, thore is no further resu It. 

Refereels Information: If an encounter does Indeed take place, It 
develops along t h e  Hnes presented below. Roll ID: 

1 -3 There is nothing unusual about t h e  encounTer. Whether or no? 
i t resul ts  in any lasting relationship is up t o  the referee and players. 

4 One of t he  singles met has a jealous spouse or lover, who wlll 
seek out  the individual (picked a t  random) who has been trespassing and 
take appropriah revenge. The referee should oversee the flow of 
events and flesh out the sltuatlan. 

5 One of the characters develops a deep love for hls  or her 
parri-ter [ this would requlre a certain degree of coopersfion from one of 
the players, to agree To play the character t h a t  way). Subsequent. 
events  are up 50 t h e  refereq s a m e  suggested sihations would include 
unrequited love, ar a disappearance of the loved one, or a romantic 
triangle (passlbly wil-h sameone of Importance in an ongoing advenrure w 
campaign, or even involving another member of the adventuring group). 

6 The singles are actual1 y par t  of a ploT t o  gain access t o  the 
characterg secrets, keep them occupied, or otherwise set them up. The 
referee must work out the exact nature of the sjtuation, either fltting It 
into an ongoing adventurdcampalgn plat tine, or uslng it as the roo% of 
a new scen aria, 

Servicemen on leave 20 Varies hutmatic 

General Information: Roll 10: 

1-2 ServicemenareMariner SeelMarinesonLeavellintheStr-t 
Encounters section for encounhr dexri ption. 

3-4 Servicemen are Merchank See 'Merchant Crewmen an Leave" In 
the Skeet Encounters section for encounter dewrl ptlon. 



5-6 Servicemen are Navy crewmen. See 'Wavy Crawmen on Leave" In 
t h e  Sh-ee t  Encounters section for 8ncoun.ter description. 

It the listing indicates Officers, the encountered servicemen are 
automatleally junlor officers, rather than enlisted personnel, but the 
nature of the encounter does not change. 

On a roll of 9+, the esfabiishment In  which the encounter t a k e s  
piace caters heavily to this branch of service, and characcters who vlslt 
t h i s  establishment run a higher rlsk (DW2 on all checks against Reaction 
Levels) of provoking a brawl. 

Con artist 1 8 Intell lgence 

See t h e  T o n  Artist+' entry In the Street Encounters section to 
rsxllve t h i s  encouniw. 

Game 1 D 8 6+ I 
General Informaticln: Thts encounter indicates that a p r i d e  party is 
engayed In a gambling game, The lndivlduals  involved wlll vary somewhat 
In background and appearance. 

Each  indlvldual has Gambling skill ID-3. Each Is armed with a 
concealed weapon Irefereats chotce) on a roll of 9+; thls may be In vlo- 
latton of law Ievet. Money available to each should be Cr1,OOO x 2D. 

Players1 tnformatlon: Some of the characters (1 D of them) are invlted t o  
joln In a gam of chance. If They decllne, there is no further effect. If 
they accept, the encounter proceeds. 

1-3 The game proceeds wlthout incident, unless one crt the 
adventurers d te rnp ts  to cheat and is caught. 

4 One of t h e  individuals In ttra game is a cardsharp, Gambling-7, 
who w i l l  cheat. Throw as usual to detect c h e a t i n g .  

5 O n e ~ t h e i n d l v i d u a l s i n f h e g a m e i s a v e r y p o o r I ~ r , a n d  
afkw a very pow hand, pulls a weapdn on the winner (one of the 
ad venturers, probably) and accusas hlrn of cheating, This ch8racter"s 
reaction Ievel drops to 4. Subsequent awn* are up to t h e  referee. 

b O n e o f ~ e l n d l v i d u a t s i s t h e a w n e r a f a n a l r / r a ~  whencash 
runs jow, t h f s  alrkaft is offered instead of money. 

In  resolving t h i s  gambling, a slight devlation from normal 
procedures is catled for. tnstead of a single throw to wln, each 
individual in the game (NPCs included) throws for each hand dealt; add 
Gambling skill - the hlgh total wins the hand. Stakes begin at 0-50 per 
hand, but every 1 D hands, someone w t l l propose tu raise t h e  H a  kes, When 
this happens, ro l l  ID: 1-2, no increase, 3-4, increase by Cr50; 5-6, 
double the stakes. 



Characters may declare their  intention t o  cheat, make a second roll 
and take me higher of the two throws. Cheating Is detected on a once 
per hand throw of 7+, D*the cheateps Gambling skl l  I, WCs cheat only as 
dlrected by the situatlon roll, above. A hand takes 15 minutes to play. 

See the [nformation given under the "Pros-titute" entry in the 
S h e t  Encoun-brs saction. No?@ that cerlain elements ot t he  listing may 

I d lffer from one encounter to another, depending on where the encounter 
Is taking place, 

P lckpocket l w 2  5 Intelligence 

See the information glven under the tPlckp~ckert  entry in the 
S M  Encounters section. 

1 See the lTourisKs)ql entry in the S M  Encounters section for 
more information. Note t h a t  c-ain elements of the listing may differ 
from one encounter to another, depending largely on the amount of 
intoxicants consumed by tho tourists prior to the encounteFs 
occurrence. 

General Information: Thls is the classic barroom brawl, which no self- 
respecting Startown dive could do without. 

When a brawl breaks out, characters may get involved or a m p *  t o  
stay out of things. I t  they choose not  to join in, there is s t i l l  a chance 
I6+ per combat round) t h a t  events w i l l  choose othwwise. On tha t  same 
roll, made every round, a result of 2 Indicates t h a t  the Wawl dies dawn 
(or is torcibly ended by the arrlval of auThwitles). 

Until th is  occurs, each character w l l  l randomly face a new opponent 
each combat round (although t he  referee may allow =me fights to last  a 
b i t  longer). Physical e a t s  should be determined as each fiyh-t takes 
place (Supplement 1, 1001 Cham&- is useful for quick reference). 
Roll 10, as well, for a weapon: 1-3, hands; 4, club; 5, blade; 6, revolver 
or body pistol. This may be modif led as the referee desires, 

The brawl continues untl l  the characters can escape t h e  bar (tnis 
takes 2D combat rounds after an annauneement of ItLeYs ge* out of here!" - or something To +that affect - by the players) or until s 2 1s rolled $0 

end the fight. On a 7+, the flght Is ended by t h e  arrival of police (sea 
"Police Raid", later in this *&ion). Anyone caught in the aftermath of 
the  brawl will spend a night in prison and pay a Cr10 x 10 fine. 



Rowdy drunks 20 5 Autonratlc 

See the information given under the 1Rowdy D r~nks *~  entry in the 
Street En counters section. 

Host or hostess 1 Per 10 AulmatIc 

General Information: Despite the innocent sounding label, this is not a 
particularly innocent sort of encounter. A host or hostess is a man or 
woman who keeps lonely customers company, in the process of which they 
a im persuade those customers t o  part with large sums of money. They 
are frequently prostitutes as well, but are more discreet than the 
average streetwalker and perfectly willing t o  earn their keep without 
ever leaving the confines of the establishment or doing anything more 
than laugh and talk. 

Playersq Information: When the encounter is rolled, the characters are 
accosted by a number of reasonably attractive individuals (equal t o  the 
size of the party) who ask if they can join the characters a t  their table, 
If the answer is no, the encounter ends there; if their company is 
accepted, they join the party Immediately. 

Refereels Information: No real options are aitached to this encounter. 
Certain specific procedures are, however, followed. 

First of all, for as long as the hostdhostesses remain present, they 
w i l l  order drinks a t  a steady rate, 1 round every 15 minutes. These w i l l  
be priced as strong intoxicants, but are frequently flavored soda water 
or the equivalent. The cost is charged to the player characters. 



On a rol l  of 8+, the hosthostess may also be considered a 
prostitute, with the encounter handled as per that entry in t h e  S t r e e t  
Encounters secfion. Like a prostitute, a host or hostess may be 
persuaded Po hand out infc#mation . . , but i t  cosk money. 

Should the adventurers realize t h a t  they are paying for thelr 
companions as well as Themselves, and protert, the hosts or hostesses w i l l  
leave, very indignant at having run across such cheapskates. I f  t he  
group waits and prote- aHef t h e  tact, when the bil l is presented, there 
w i l l  be large, meaty bouncers available t o  pwsuade deadbeats to  pay up, 
Many Taverns and dlres employ hwthosi'055 types To sucker hicks out of 
large sums of money, making substantial profits both from the drl nks and 
meals consumed by t h e  hoWlmstess, and from the tendency of the 
characters themselves b consume more a t  the same time. 

A character who passes out while in the company of one off these 
Individuals may, It not protec-ted by a sober companion, awaken in an 
alley, having been rolled far every blT of mney and piece of valuabte 
merchand lse on him. 

Crimp 1 7 I W 

General lnfwrnation: A crimp 15 an individual who does very informal 
recru Wing for unscrupulous comgan ies (and xxnetlmes local plandary 
gouernmenW. The typlcal crlmp, if seen, will be alone, unarmed, and 
harmless looking; this indlvidualfs power comes f r o m  underhanded tactics 
rather than from force, Stlll, for emergencies, some thugs may b avail- 
able to back up the crlmp; see 'Thugs" in the Stree? Encounters secfion. 

Players' Information: If We Notlce throw is achieved, t h e  chamdm will 
realize that t h e  person they see htkinq earnestly to  the bamnder Is, 
indeed, a crimp, and will probably lake pFecautlons (or leave). it ?he roli 
is falted, they'll never know . . . unless t h e y  fall victim to the wfmpts 
recruitment tactics, 

Reeels  I nbrrnation: The crimp procures workers by a variety of means; 
he may actually come on as a patron wishing to hire the adventurers for 
a job, Occaslonalty, his technique is I ~ s T r a i g h T f w w a r d .  Roll ID: 

1-2 The crimp offers the characters a job. Many Inducements, 
bonuses, and high-sounding salary figures are Olscussed. The almp w i l l  
ply the adventurers w i t h  drinks and press them to sign a contract 
Immediately, no delays allowed. I f  they tai l  t o  do so, one of the 
approacnes below may be altemp$ed. 

3-4 On a ro l l  of %, only, the crimp decides To acquire 1 3 char- 
acter$ servlces through illegal means, The bartender Is brl bed b ad- 
min tster knockout drops In the party's drink3 these cause 4D damage a- 
gajnsl- Capacity and Dexterity. If all The characters pass out, they w i l l  
awake To find themselves employees, bound to ironclad contracts which 
have been fl ngerprlnted and retin+prlnted in apparent1 y legal fashion. 

5 As #3-4, above, but the characters are merely rendered 
senseless by t h e  minislrations of a group of hosts and/or hostesses, who 



p l y  them with undrugged drinks untl l they pass out. This is riskier, but 
used when She help cant* be bribed. I 

6 The crimp i sn' t  recruiting the  characters for meone else; I 
instead, t he  lndividual wants to hire the group as fmuscleq ta assist In the 
crlmprs buslness, If the adventurers refuse, they11 I be set upon by sane 
thugs who are In the crimpls buslness as a reminder not t o  t r y  and cause 
the crimp any ditflculties with authorities. 

The jobs tha t  characters end up In as a resu It of a crfrnds tactics 1 
range from mining to plantation agriculture t o  slave labor. Some gov- 
ernments recru i t  the i r  mil i tary forces through Impressment, though th is  is 1 
no-ttrue of mosttechnological wcieties Basically, any job that Is c o w  
ple-tely unattractlve but requires a steady turnover of wwkars w i  t l  be a 
market for the crlrnp's system of indentured ~ r v l t u d e  (as workers under 
contract, it 1s very diff icult to yet  help even on worlds  here slavery is 
illegal . . , for the crirnpls vlctims are not-  slaves in  law, Just in fact). 

See GDW Adventure 6, Expedltlon to Zhodane, tor an adventure 
situation arising out of th is  s w t  of recruiting poll cy. 

Pollce raid 20 6 Automatic 

General Information: A police raid Is similar in many ways to an ordinary 
pullce encounter (see the 'Pollce~' anWy In  t h e  S tred  Encounters 
sedion for details on weapons, equlpment, and so forFh), However, the 
raid is wmeuhat more dangerous t o  the adventurers than an ordinary 
encounter. 

Players1 Information: The evening i s  suddenly ruined hy the sound of a 
polIce bullhorn ordering a l l  pawon$ of the establishment to offer no 
resistance, as they w e  under arrest. 

Referee's Informatton: Players may have their  characters react as 
desired, being ~oopera t ive  or not as they wlsh, Events should k re- 
solved as seem m ~ s t  reasonable to all concerned. However, there are 
various possible reasans for the raid, and characters may lx embarrassed 
t o  find t h a t  they have resisted where resistance was unnecessary. Roll 
10: 

1-3 The ra ld  was dfrecTed against the establishment, not the 
customers therein, for some crime (rigged gambling, watered-down drinks, 
service to minors, health hazards, prmll-utlon, etc.) as designated by 
the referee. C u s t o m s  are processed and released In 1 D hours. 

4 The raid is aimed a t  caphrrlng wme group of criminals present  
A f ight ensues, whlch may, or may no?, Invutve t h e  adventurers, The 
criminals are set  up f r o m  the "Thugn entry In the Street Encounters 
section, except t h a t  al l  are armed to law level- 1. 

5 The raid is aimed a t  capturing the adventurers (see T ~ l l c e ~ ~ ,  
Option #6, in the Street Encounters section). 

6 The raid Is not, in fa&, a police raid, but is being mounted by 
thugs disguised as police. They are In the employ of a local boss who 



I wants Ta put pressure on the owner of the establishment t o  pay 
protedion money, The 'policet w l l l  wait* )w the slightest provocation, 

I then begin shooting up f ie bar and generally vandalizing the premises ' Characters caught In this acPion may t lnd themselves involved In a 

I 
growing adventure situation, if #a referee so desires. 

CrImlnal encounter - - 1 
The Criminal Encounters table later i n  This booklet  should be 

consulted. No die modifiers should be allowed on this ro l l  (contrary to 
normal Criminal Encounter prmedures). A l l  4R~mors1~ are yeneraf, and the 
llDesirad Cantacr' resu I t  should also be treated as a 'Rumorta. 

When this result is rolled, roll again on the appropriate 
E M a f n m n t  Encounters table (for Nightclub, Bar, Tavern, or Dive - 
whichever corresponds to the quallty of the casino). Resolve the 
resulTi ng encounter n m a  l l y. 

Jackpot - - - I 
General I nformatton: When th ls  encounter occurs, one of The characters 
In the adventuring group has just had a skoke of very good luck. 

Players' Informatian: One character betking and wlnniny agalnst the 
house (the referee may choose randomly from among those so doing, and 

llmay delay t he  encounter until an approprlate result occurs) wins on an 
extremely lucky resutt - a payoff of I D  x2Dxl-he amount b e t  in t h a t  

j;round (up t o  72 Times the amount be??). 

, Referee's Infwmatlon: A lucky streak like this is usually considered a 
'stroke of good fmune  - I t  Isn't always, however. Roll ID: 

1-2 The management pays off w i t h  no quedions or problems (this is 
>the usual result, incidentally, if the amount Is l e s  than Crl0,OOOh 

3 The management pays off, b u t w i l l  beyln cheating In futwe 
games until caught cr until the mney i s  won back. 

4 Themanagementpaysoff, b u t p o l l t e l y t ~ n o t x , p o l i t e I y ,  In 
less classy jol nts) bars the winner from tur-ther yambl ing. 

5 The management pays off, but orders soms bouncers to relleve 
the  winner of his money when he or she leaves (treat as an automatic 
encounter with "Thugsll in the skeet, as per the entry in the S-trmt 
Encounters sect-ion). 

6 T h e m a n a g e m e n t a t t e m p t s t o p a y ~ b y c h ~ k ( p a y m e n t w i l l b s  
stopped, and a great snarl w i l l  resu It}. If the characters insist on cash 
[and they have every r i gh t  to do 4. treat as Option #5, Other resu Its 
and subsequent events may be dlrscted by the referee, as desired, 



Criminal Encounters: 1 i 

Either accidentally (as directed on other tables), or by design - 
when in search of information, services, or material of an illegal nature 
- characters may end up encountering the criminal element which 
flourishes in the relaxed atmosphere of Startown. 

When directed to the Crlminal Encounqer table from another table, 
rol l  2D, unmodified. Results of 'Desired Rumact* and IOesSred ContacV are 
each treated as "General Rumor@ instead. 

When seeking some particular person w item, characters use 
various die modifiers when rolling on the table. Up to three rolismay be 
made on the table each day, one for morning, afternoon, and evening. 
Time spent combing Startown for I l l ic i t  contacts cannot be spent In any 
other activities. Occurrence of any encounter is subject to the  basic 
throw a t  the top of the table; the Streetwise skill of any one character 
involved may be used as a positive OM. A character without skill, or with 
skill level-0 gets no modifier. 

If an encounter is mandated by this f irst throw, a second throw is 
made on the table itself. Streetwise skill is again a favorable modifier; i f  
the character is completely lacking in sklll, a DM-lD is applled to each 
encounter rol l  made. Skill-0 means no modifier, good or bad, is applied. 

An additional D M 1  on either or both rolls can be permilted for 
each period of time the character has spent on the search, at the 
refereds discretion. 

Notice: The Notice rol l  for these encounters is not quite the same as 
for previous ones. Where in others, the rol l  detennlned whether 

CRIMINAL ENCOUNTERS 
t9t as directed) 

Dlce Encounter Descrl ption People Reaction Notlce 

2 Undercover law enforcement 1 6 Intelligence 
3 Undercover law enforcement 1 6 Intelligence 
4 Snitch 1 7 Intelligence 
5 Cop on the take 1 8 Intelligence 
6 Source 1 7 Intelligence 
7 General rumor - - Intelligence 
8 Fence 1 8 Intelligence 
9 Desired runor - - Intelligence 

1 0 Undercover law enforcement 1 6 Intelligence 
1 1 Desired r u m r  - - lntelllgence 
12 Desired contact 1 8 Intelligence 

DM+Streetwise skill applied t6 all rolls 



the characters' altention was called to a particular potentla l encounter 
situation, i n  this table it represen% the abil ity to recognize an 
Individual for what he or she really Is. A character makes a Notice throw 
on approaching the  encountered lndlvldual (few criminals w i l l  just walk 
up and reveal themselves; the charactws InitiaTe most 05 t he  contact 
here). A successful throw might Indicate tha t  it is reall zed, In time, that 
the character in question is actually an undercover cop, rather than a 
dealer In Illegal merchandise, Fallure of the rol l  with a True criminal 
might indicate t h a t  the individual is taken to be a police spy, when In 
fact he or she Is pertectl y 'legitimatef. Sweetwise skil l may be used as a 
favorable DM an the Notice roll, representing superior experience a t  
judging individua Is on the  streets. Other mdif iers may be applied a t  the 
discretion of tPla referee, 

CRIMINAL ENCOUNTER DESCRlPTlOPlS 

Undercover law enforcement 1 6 lntglllgenee 

General InfonnatIon: Agents of one or another law enforcement agencies 
, may be encountered undercover on any world with law level 2+. They w i l l  

usually carry concealed weapons (tech level-1 and law level-11, and may 
be backed up by other officers hidden out of sight. 

Players' lnformation: If the player achleves t h e  Notlce roll, the 
characTer realizes tha t  the individuat is a police officer in disguise, and 
can avoid committing any indiscrettons. If the roll Is failed, The 
character contacts t h e  undercover agent in the course of searching for 
a lead to The character's desired contact (information, goods, services, 
etc.). If the encounter Is no* initiated by +ha character, t h e  undercover 
police officer attempts some farm of (legal) entrapment. The referee is 
responsible for regulating this; the character all1 be Imprisoned if the 
entrapment proves succedu I. 

Referee's Information: Some special situations may arise, as outil ned 
below. Roll 10: 

1 -2 The police officer ar resk  t h e  character as soon as xmreThlng 
t l legal is attempted or discussed. The pun bhment should match the crime 
(discussing the  planned assass! natlon of t h e  Ptane$ary Presldent will be a 
bigger offense than asklng d lrectlons to The nearest 1 l legal weapons 
dealerl. 

3-4 The officer doesn't arrest the character, but does have a t a i l  
assigned to him o r  hw. A t  some later time of the referee's choosing, a 
ro l l  of 8+ will snap up the character and various associates- Including 
&her adventurers not necessarily p r m n t  during the wlglnal encoun- 
ter. The characters wll  l be treated according to their degree of gui I t  in 
recent criminal activi t ies - remember, they've been under observation. 

5-6 The character is given t h e  choice between arrest or helplng 
the police nail a crlminat (preferably one in which the character was 
Interested originally). This can be the beginning of an interesting 
adventure situation. 



Snitch 1 7 lntelllgence 

General Information: When this encounter occurs, it is not implemented 
immediately. Rather, the next Criminal Encounter which takes place 
proves t o  be wlth an individual who w i l l  supply Information t o  the 
authorities. Thus, the next Criminal Encounter is resolved normally, but 
the police also know the actions of the adventurers. Should the next 
encounter be wlth a police d ice r ,  the police officer is in the pay of 
some local criminal boss, who thus becomes aware of player character 
intentions as well (this can be particularly unfortunate if the police , 
encounter ends in characters helping the police nail a criminal . . . since 
the criminal now knows they are coming). 

Cop on the take 1 8 lntelllgence 

General Information: This encounter is identical t o  the undercover law 
enforcement encounter, except that  the officer in question will make it 
plain that  he or she is not without a price that  would keep a police 
report from being filed. 

The trouble with cops who are bought in this fashion is tha t  they often 
refuse t o  stay bought. After money is turned over, ro l l  7t t o  aviod being 
arrested for the original charge plus an attempted bribery charge. The 
rol l  should include a DMBri bery skill, however; a smooth operator is less 
likely t o  have this sort of problem. 

- 
Source 1 7 Intelligence 

General Information: This encounter refers t o  a meeting with an 
individual who can supply some specific i l l i c i t  goods or services The 
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individual w i l l  be armed to local law and tech levels; on a Pt, he or s h e  
will be pro-cted by 10 bodyguards (thug t y p a  - see t h e  entry in the 
Street Encounters section). Other equipment or possessions should be in 
accordance ui th the individual's position and status in the hierarchy of 
the streets, 

Playerst Information: When this encounter occurs, the c h a r a c t m  
discover a source for i l l i c i t  goods, services, and the like. 

Refweds Infmatlon: The exact nature of a particular source can be 
determined, Roll ID: 

1 The source deals i n  drugs. Any type of drug found in Traveller 
(or used as part of a specific campaign) can be obtained with an 
Availability D M l D .  The DM die roll should also indicate a multipller 
applied To The babe prlce af M e  drug in question. Any amounts deslred 
can be obfalned If the drug is indeed available, 

2 ThesourcedealsInweaponry. Anyweaponsofthesametech 
level, but normally forbidden by local law, can be obtained tak 
1.5 x n m a l  price. Weapons of up to 10 Tech levels above the local t e c h  
level, and forbidden locally by law, can be obtained for normal 
price x the tech level difference. Any quantity of such weapons can be 
obta i ned. 

3 The source deals In pirated computer software, Any computer 
program can be purchasd  for o n e q u a r t e r  normal price, including course 
tapes to specific destinations. However, plrated sothare has a mqw 
bug, rendering the program unusabte, on a roll of 9+ (one ro l l  per 
program or tape oMai ned). 

4 The source deals irr forged documents of all kinds. Documen* 
require 1 day per Forgwy level t o  prepare, and cost (3500 x I D  per level 
of Forgery skll l employed, Halved time costs double prlce. Maximum 
Forgery level is 6. 

5 The source deals In stolen property of all klnds, Virtually any 
kind of equipment may be obtained as 20-1 x 10% of normal cost, whether 
the  equipment Is legal or illegal in nature. Equlpment is unreliable on a 
IN, and ad ive l y  f h d  (being watched for by authorities) on an 8+. 
Subsequent events are up To t h e  refwee. 

6 The source deals in Information, and can answer questions on 
almost anything In the crimlnal underworld - for a prlce, The referee, 
however, Is responsible for sefllng th is prlce, In accordance with the 
value of the information sought. 

General rumor - - Intel llgence 

A "General Rumor11 on the Crlmlnal Encounters table is handled i n  
exactly the  same way as a +'RurnoP1 in the  Strest Encounters a- 
Entertainment Encounters sections, See t h e s e  entries for further 
infwmation. The 'General Rumorw here 1s n& the same as the listing for 
llDeslred Rumorw, for whlch see below. 



Fence 1 8 lntelllgence 
L 

General Information: A fence Is any individual who deals in stolen 
property. Characters may seek a fence out in order t o  sell tho? 
merchandise or other ill-gotten gainy in addition, the fence functions as 
a "Source11 (see Option Ar5 in that  listing, above). 

The individual w i l l  be armed t o  local law and tech levels, and may (on a 
9t) be protected by I D  bodyguards (use thugs from the appropriate entry 
in the Street Encounters section. 

Playerst Information: When this encounter occurs, the characters have 
met an individual interested in purchasing many different items of 
value.. . no questions asked! 

Referee's Information: A fence w i l l  always be willing to sell stolen 
property to  the adventurers (unless they are suspected of belng police 
sptes - reaction levels should guide this); purchasiny merchandise, on 
the other hand, is subject t o  various options, Roll ID: 

1-2 The fence w i l l  buy any merchandise offered. Roll ID, 
unmodified, on the Actual Value table in the Trade and Commerce rules 
(result of 1 = 3 0 9 ,  and halve the resulting percentage t o  yield the 
percentage of basic value offered in payment for such merchandise. 
Payment w i l l  be made on delivery of the goods t o  the fence. 

3-4 The fence w i l l  not handle merchandise of the kind offered by 
m e  characters; however, different consignments w i l l  be considered. 

5 The fence w i l l  handle the merchandise on commission, only. This 
means that  a buyer for the merchandise w i l l  be located (using the fence's 
various contacts), and the goods sold t o  that  buyer direct.. . with the 
fence getting a percentage of the money paid. 



Determine the fence's Streetwise skill (ID). Each week, a rol l  of 1 O+ 
will locate a buyer, with a DMhatl the  fence% Streehise skill bounded 
up) allowed on the roll. Once this has happened, roll I D  on the Actual 
Value table, DWThe fence's Streetwise sklll, and divide the resulting 
percentage in half as for #I-2, above. This is the price gained for the 
merchandise. However, the fence receives a comlssion of I @  per level 
of Streetwise (Ilk8 a merchant broker), whlch Is deducted iram the amount 
gained from +he sale. 

6 The fence operates as in # I - &  above, except that a local 
crlmlnal boss must be cut in for 10s of the profit on all I l l i c i t  deallngs in 
this part of town. Subtract 10% from the amount tha t  would nosmally be 
received, and explain the reasons for this minor surcharge, The player 
characters may choose to demand al l  the money due them (and will geT It 
if they are sufflclently threatening} . . . but they will be marked for use 
as 'examples1 by the boss. The referee should create subsequent events 
to  suit the situation; encounters with 'Thugs" and "Unknown AssaIlantslT 
(see t h e  appropriate entries i n  the Street Encounters section) are 
especlall y appropriate follow-ups to this particular set of ckcurnstances. 

Desired rumor - - Intelligence 

A desired rumor is one whlch helps lead characters t o  a particular 
corrtact, No actual rumor need be creaTed; players should be informed, 
when the encounter occurs and they achieve the Notice throw, tha t  they 
have picked up a worthwhile lead t o  the person, information, w 
merchandise they seek, On future rolls, apply a DMtI; this is cumulatlve 
for each additiona t tlDeslrsd Humorq1 result, up to a maximum of DW4, 

If the encounter does not occur as a resu tt of the characters 
seeking somerhing speeiflc in Startown, treat this result as an ordinary 
tlRumorll (see the entry In t h e  S t r e d  Encounters section). 

Desired contact - - Intelligence 

When t h i s  encounter Is rolled up, the characters have discovered a 
person, piece of information, etc., which They have bean seeking. Thus, 
i f  they set ou t  to h a t e  a wurce of illegal ueapons, they find tha t  
source, aut,maticall y, with no further dle rolllng. A desired contact can 
be almost anything from this table, or can be someminy not  found here 
that makes sense when %ught among the criminals of StarPown. 

If the characters don't have any clear-cut person w item they are 
seeking {especially when t h e  encounter occurs a t  the behest of a random 
Street or Entertainment roll, rather than by choice), Weat this as a 
t'Rumor't result, ar, optionally (a t  the referee's discretion), as a Patron 
encounter. In the  lalter case, the patron selecSed should be someone 
logical to the situation (a terrorist, arsonist, underworld leader, rogue, 
etc.), or i f  the paW(3n Is a seemingly upright sort f r o m  the mltitary, 
police, governmenT, etc., the patron Is either crooked w on t h e  Take. 



Referee's Notes 
Startown Lib- and similar callections of encounter situations 

cannot, of course, create the encounters fn as much detail as, say, a 
Journal Amber Zone w Casual Encounter artlcie. Flrst, space is too 
I m e  If every encounter were as detailed as one of these  Journal 
articles, we would have one table i n  here., , which l i m i t s  the book lds  
ut i l i ty far Too much, A second limiting factor is detail. These encounter 
situations are such tha t  they can be applied in virtually any adventure 
or campaign, even outside t h e  llofflcial" GDW Traveller unlverse, More 
detall would reduce thls universal applicablllty a great deal. 

The booklet, then, ylves as much detall as possible within the l imits 
noted above. That st l l  l w i l l -  require a cerhln degree of creativiTy on 
the par t  of the referee; the booklet doesn't obviate the need for bad' 
and imaginative thinking on his w her pa* It j u s t  provides a darting 
point, a way of ge+ting a handle on the encounter Shat might spark more 
creativity than the bald notation "2D Thugs L" from t he  basic Traveller 
encounter table% This Is %e real purpose of this booklet, as i n  so many 
Gamelords (and GDW) supplements - t o  give the referee something t o  make 
llfe easier, without actually maklng a referee completely unnecessary 
(for that would result i n  a static, inflexible game, samethlng no one 
wants!). S m e  other ways to sh-eamllne things are given below. 

CHARACTERS 

Encounters wil t requlre t h a t  t he  adventurers meet NPCs - thars  
what iVs al l  about. However, It Ln't always easy t o  conjure up 
characters out of thln air to present to  the party, Here are soma useful 
t ips on sh~rtcui% t ha t  can be taken, 

1. STah aren't always necessary, Many of the individuals here simply 
don't matter in term of sta- Don't bother with stats unti l  and unless 
they become important (never reveal to the players, however, t h a t  you 
don't have a se-t of stats available, w they'll know the character isn't 
really t ha t  Impmant). Deal, as otten as possible, in vague 
descriptions. I'He's a big, heavy-set fellow , . 2' is f a r  superior t o  
"Hds got a UP? of ABB684!11 Do t h i s  for everyone, imporiant NPCs and 
extras al l  ke, and you'll lessen the need for yeneratlng stab all round. 

2. qrFyplcalft Characters. One nice shortcut tha t  Is useful i n  conjunction 
with the ma-terial above is the use of a mall flle of V-ypical1I 
charactws. List them by descriptions tha t  can be commonly used - 
slight, sklnny, big, muscular, fat, etc. If you'vese-tdawn 3 w4 sets 
of appropriate stats, you can use and reuse these as needed to 
correspond wlth a vague descrl pion any t i m e  you need them, 

3. Crea-fe s t a k  o u t  of t h e  alr. Randm numbera are wonderful, but' you 
don't need Shem. If you simply must decide on a number for Intel- 



llgence for an NPC, just grab a convenient number between 2 and 15. 
17s as valid as any other. Also, if you specifically indicated that the 
fellow was less than brilliant, this gives you some control. 

4. Don't worry about skills. Random NPCs don't need t o  have sklils 
spelled out In detail. If a skill suddenly becomes important, rol l  ID-2 
(or some other suitable flgure) and make that the skill level held. Jot 
it down as needed. Otherwise, ignffe the whole problem, 

5. when in doubt, punt! In this case, mis means you should trea k down 
and consider purchasing a play aid M a t  w i l l  provide some ready-made 
characters. The Traveller Book has a l ist of pregenerated 
characters included; better, though, is GDW Supplement 1, 100 1 
Characters. Supplement 13, Veterans, contains characters of a 
military nature, not quite as applicable here, but still useful. 

ADVENTURE SITUATIONS 

When a patron encounter occurs, iVs a good Idea t o  have some 
notlon of whaVs going on. If you have no adventures of your own in mind, 
GDW Supplement 6, 76 Patrons, Is ideal; other good places to look for 
inspiration are Wanted: Adventurers, a Gamelords supplement from the 
wantads series; various Amber  on& and Casual ~ n k u n t e r s  in  the 
Journal; and most published adventures (which usually start with some 
kind of patron encounter). 

FINAL NOTES 

The most important shortcut of all is the simplest.. . i f  you don't 
like an encounter result, ignore it. The various encounters have been 
presented in table wm primarily as a matter of convenience (and to  
introduce a random element where randomness is desired). The best 
encounters are those which are set up with care and deltberation, 
although the players may think it is random. Thus, choose an encounter 
you want to explore, and present it to the group, regardless of the die 
roll. This allows those encounters far which no preparation has been 
made to be convenienti y ignored, while those which would be of greatest 
interest to the group (or t o  the referee - atter all, you should have 
sane fun, too!) can be presented without having t o  await the vagaries of 
the die rol l  t o  tal l  the r ight  way. 

A sufficient interest in this volume w i l l  most certainly generate 
additional books in the series. Booklets dealing wlth encounters In 
Starpork, Bases and Outposts, Cities, Rural and Wilderness areas, and 
other interesting possibilities are all under consideration. We would 
welcome opinions on this series from Traveller players-and referees (send 
to: Encounters Serles, c/o Marischal Adventures, P.O.Box 672, Elk Grove 
Village, iL 60007). Suggestions for encounter situations of any kind can 
be sent t o  the same addrew we donY promise to use or return such 
ideas, and your only compensation w i l  l be a line on the credits page . . . 
but w3d welcome anything you'd care t o  send. 

May all your IlbedIes be pleasant ones11 
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