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Introduction 
The Mountain Environment 

supple~ent for Traveller dea 
with the particular problems con- 
nected with, and means of survlvlng 
in, rugged or  mountainous terrain. 
The material presented here is in- 
tended to  expand, not replace, 

the basic Traveller 
rules. It provides 
guidelines, pro- 
cedures and ideas 
tha t  the referee 
may feel free t o  
apply or igncre a t  . .  . 

discretion. == A his This booklet 
a his divided into v three major sec- 

1 tions. The f ire, 
Rules, presents 
specific sy &ems 
used t o  deal with 
mountainous ter- / 8 rain and the problems it may 

pose to adventurers. In the 
second section, Mountain 

Terrain, guidelines are offered 
for The creation of specific, 

I Q challenging terrain types, in- 
cluding suggestions of the scrk 

of encounters and events one might look 
for there. Finally, Equlpment covws the 
majw Items of gear which may prove im- 
p o ~ a n t  t o  the Traveller mountaineer. 

Copyright @ 1 983, by Gamelords, Ltd. 
A l l  Rights Reserved 
Printed in the United States of America 

No p& of this book may be reproduced in any form, or by any means, 
without permisslon in writing from the publisher. 

A catalog of Gamelords' products may be obtained by writing t o  the 
publisher a t  the address given above. 



Rules 

Except where speclflcall y noted below, all normal Travel lw rules 
and rulings are In effect. The refwee may freely Jgnwe or modify 
individual rules to t a i l w  the  material to the t a d e  and abili+ies of a 
speclfic group; however, care should be taken not  t o  modify without 
being sure that al l  the effects of a given modiflcat1on are considered. 

Characters who venture into rugged a- mountainous terrain should 
have +he knowledge or experience fa cope wlth She special conditions to 
be found Ln these condittons. A general sklll, Mountaineering, and a sef 
of 'cascade sklllS t ied .fo It represent th is expd1se. 

Few characters w l l  l s ta r t  with knowledge of mountalnewlng, as It a 
fairly spaclalized lype of skill. However, there is always a chance that a 
character has had some expdence In climbing s a result of his home 
environmerrt. A character who rolls 1% on M can receive 1 D-3 levels of 
MounTaineerIng skill. D k  applied to the roll should include DM2 if t e ~ h  
level 4-7, w D M 1  Tf tech level $-3. No other  M s  should, general1 y, be 
applied. If the  character comas fram a waterworld, no ro l l  for 
mountaIneerlng shou Id be made. 

A skill level of ld Indicates some famillarlty, b u t  no real e x p d s e  in  
mountalnewing; tf The skll l rol led above Es negative, Ired- ft as skill 
level fi, 

MountaIneerIng skill can be Improved in varlous ways over the 
course of a charactes career. Characters serving i n  the Amy may 
receive Mountalneerlng-1 during any term in  whIch they ro l l  a 9+. 
Characters In  the Cmnmandos (Book 4, Mercenary) au+matfcally receive 
Mrrun-talneerlng-I. Any t l m e  In which a character would normally receive 
+1 Sh-ength, Survival, w Hunting sklll, Pllountalneerlng may be 
substi+uted instead. If desired, characters enbring the Huntlng career 
may Indead be considered t o  be profemlonal climbers (leading 
expedltlons and tours Jnto mountains); all career information is h-eated 
narmall y but  Mourrtaineeri ng is substituted for Hunting throughout. 

Ffnsll y, wrrntalnewiag expertfse a n  be developed by any of the 
training methods normally open t o  Travellrx charactan - self 
improvement, mercenary instruction, &. However, once a character has 
reached Mountaf neerl ng-2, further f ncreases musf be earned thrcwg h 
practical experience, meanlng t h a t  characters aboard a shlp or on a 
wa'terworld would be unable to study and improve Mountaineering. 



Wntdnmlng - The Indlvldud k hntalneerlng 4111, when racelved, 
famlllar wlth m e  of several forms of Is taken as one d three spsctflc skllls- 
cllmbIng teehdques, and understands Mlxed CllmbIng, Rock CllmMng, or ke 
the  problems and procedures of acflvl- Cllmblnp Thew are dscussd fur+her 
t y  In moun+elnous terrah. below r 

Skill levels In these areas are uaed 
as DMs to a d d  spclflc dangers related 
to dlmblng and mounteln survtvd. 

Mlxed Climbing b also known as 'route finding'. I t  Indicates the 
general knowledge of charking a route up a mountain which will Involve 
the lead diff1cult.y and/or danger and the maximum speed. Mixed Cllmblng 
skill Is a sort of tcatchall' fur the vague collection of knowledge, 
expertise, and intuwive understanding thgt makes for a g w d  climber. 

Rock Cllmblng is much more speclflc. It reides to  the process of 
scaling a steep or sheer slope, elther wlth or without artlfIclal 
assIdanee. Rock Climbing di f fes from +he Yokrte finding' of Mlxed 
Climbing In t h a t  route f i  ndlng generally attempts t o  avoid such deep 
appmches, in favor of picking out easler approacheq the rock climber 
slmpl y goes over the obstacle i n  question, 

Ice CllmbIng Is slmilar t o  Rock Climbing, but  deals w I t h  Techniques of 
cllrnbing in snow or Ice. A rock cllmber mlght deal with a deep cliff; the 
ice cllmbw wuold be w e  a c c u h e d  to scal ing a gl acler. 

For m o d  mauntafneers, a mlxhrre of two ar more of these cascade 
skll Is is m e  advisable than heavy expertise In on1 y one. The character 
w1t.h Mlxed Cllmblng skil l wiil srwner clrr l a k  be confrorrted w i t h  a steep 
slope which must be scaled, the rock climber worklng at hlgh altitudes 
w l l l  eventually be faced with snow and Ice, and so forth. I f  individual 
characters don't have such a balanced knowledge, then mountaineeringi 
p e i e s  should be mixed to include each type of expertise - unless the 
object of a partlcular cllmb Is highly speclflc . . . say to scale a! 
partlcular cllff t o  accomplish a commando rald In a temperate climate. In 
this case, rock climbing alone would be necessary. 

P buntainewlng skill must frequently be taken as a total, 
r er than as individual cascade sk i l l s  Because of this, it is 
recommended t h a t  the b t a l  muntaineerlng skill be listed first, followed 
by the various cascade sktlts In parentheses - i.e., Hou~lneerlng-4 
(Mlxed Climbing-2, Rock Cllmblng-1, Ice Clfmblng-1 1, I t  should be noted 
that a level-@ skill w i l l  be held In  at1 cascade skills once the  characters 
holds any bbuntaineering sklll a-t all. 

The speed at which ch&a&ers m a y  cover gound in rugged a- 
mountainous h r r a l n  will vary e n m u s l y  according to the difflculTy of 
the M a i n ,  the ski1 l ot party members, and many other factor% Certain 
basic I1mI-k s h ~ u l d  apply, however. 

On relatively level ground, a character may t ravel  roughly 500 
m e t e r s  i n  10 minutes. When a mountain has been created (accwdlng to 
the rules presented later in this booklet), distances whlch mud  be 



crossed to pass over any particular terrain feature wll l be known. The 
Movement Rate b b l e  shows Ihe modifications caused by  factors such as 
slope, sufiace conditions, and f i e  IIke. Some specific, highly speclalf red 
twraln features w l l l  further affect travel times - these are covered 
mwe fully in +he Spaclal Encounters and Events sedion ot thk booklet; 

SkIl Is: Travel rales are modlf led sl ightr y by mountaineerlng skllts. 
F w  every level of a sultable sklll, .the Base R a h  of travel Is increased 
by 100 mt.ers per 10 minutes. A sulhble skill Is one applicable to the 
speciflc conditions of a cllmb - Mlxed Cllenblng skill is always usable as a 
modifier; Rock Cllmbing is added if the slope Is steep; Ice Cllmbing k 
added If snow ar ice cover is present as well. If a par ty  is travell ing 
togethw, the m v m e n t  rate of the paw wlll be t h a t  of the slowest 
member- unl~ess characters r e  willing to break up the party, usually n o t  
s wise idea. 

Exertion: It is also possible to vary t h e  rate of travel by varying .the 
amount of e f f d  expended, Characters may set the  8ase Rate at 
anyt.hIng frm 300 meters per 10 minutes to 1 OQO meters per 10 mlnufes, 
but  They w i l l  also vary accordingly In  the amount of effarf they expend. 
Sere the Exertion Table for d&Tls. 

bck Climbing: If slopes of greater than 6O" (sheer slopes) are 
crossed, the dMlculty of the terrain makes noanal mvement Impossible, 
The techniques of Rock Ctimblng Iq.v.1 are brought Into play instead. 

HOVEHENTRATETABLE 
(DIsPance Travelled in 10 Minutes) 

Basic Movement Rate 500 me+ers 
Gradual slope (159 Base Rate x 1.0 0 
Cen.He slope (300) Base Rate x 0.75 
Moderate slope (45") Base Ra-te x 0.50 
Steep slope t6O01 Base Rate x 0.25 
Sharp slope ( 7 9 )  Use rmk-climbing rutes 
Sheer slope (90') Use rock-cllmbIng rules 
Tlltback (1 050) Use rock-climbing rules 
Severe Sl l-tb ac k (1 20') Use rock-cltmbing rules 
U g h t  snow cover Base Rate x 0.50 
Deep snow cover Base Rate x 0.25 
Glacier or Ice cover Base R d e  x 0.25 

Note: Apply all applicable modifiers (Le, +ravel on a steep slope wlth - 
ice cover would yield a modifier of Bese Rate x 1/16, or 31 -25 meters i n  
I 0 minutes). 

ROUTE FINDING 

The a r l  of finding the b& possible routes up the slopes and cliffs 
of a mountain is one which requires knowledge and experience; wlthout 
this abllity, climbers face the posslblllty of running into great danger. 
Planning end execwtlon of a cllmb, then, call for caretul consideration of 
a rouTe. 



The section on H o u ~ l n  Terrafn describes the method by which the  
referee prep-ares the mounhln Wain to be conquered. This creation 
process wlll yield the nature d the terrain Porn the  base to t he  sum14+. 
The hazards to be encountered w i l l  elther be created a t  me whim of the 
referee, ar wlll be derlved kom encounyer tables assembled fcr various 
speclal terraln groupings. Route flndIng comes Into play & a goup  of 
characters actually affempts Tackle We challenge created by the 
referee, 

Route flndlng In these sltuatlons will take on two form, The f l r s t  
of lfhese O the ability h plan a route. 

The overall layout of t h e  mcrunl-aln - the pattern of ridges, walls, 
slopes, and w f w t h  - should always be avallabte to the group r igh t  from 
the  &ad+* Using basic common sense, anyone can detwmine distances and 
speeds and come up with the optimum route. Characters who apply 
themselves, however, may be able t o  spot potential hazards M a t  might 
make the apparent 'optimum rouW a deathtrap. 

While planning, The character wlth the highest level d Mixed 
Climblng sklll should be permitted a series of die rolls t o  uncover 
pdsslble problems In the dfmb, One roll is made for each terraln feature 
tha t  M e  group Intends to make part  of I& route. The ro l l  must be equal 
to w less than the charac-Ws Education; Mixed Cllmblng sklll Is 
sublrac.ted +am the roll. If the rol l  Is achleved, any specfal problem 
turklng In the  terrain type In ques-t-ion w i l l  be nollced. Thls permits the 
goup To flnd alternatives or to be prepared for the  problem In question. 

le execution of the climb, route finding 1s also i m p h n t  in 
avoldlng ObsTacles. The MIxed Cl lmbing skll l of the leader (who need not  
be the person of high& climbing skill - leadership skill and other 
crrnsiderations will frequently argue otherwise) is subtracted from the 
ro l l  made for events and encounters. Thls permits skilled charact- to 
avoid dangers which mlght otherwise threaten the climb. 

ROCK CLlMIWG 

The process of scaling steep slopes is called Rock CIimblng in these 
rules. Thls is the sort of ellmblng most people picture when they think of 
mountaInewlng. Depending on the dif fkulty of the twraIn, rock 
climbing can range in oomplexlty from a scramble for hand and foot holds, 
up t o  a climb made using various su% of rnechanlcal aids. 

Each t i m e  Rock Climbing is undertaken, the characters involved are 
referred to asfcllmbing a pitcht. lndivldual p1l;ches are normally rated in 
dHficu1I-y between 1 and 5 - m e  extremely difficult plt.ches, i-hthough, 
under very adverse conditions, may range as high as dlfficulty 8 w 9, A 
level-1 pitch will be comparatively easy; a level-5 pltch will require 
much more time, difficulty, and danger. The methods for determlnlng 
dlfficulty of individuat pitches are relatively simple, and are described 
In more detall in tha  section on Mountain Terraln, as part  of the 
infurmation on WALLS. N m a l  l y, InfwmatIon on pITches is developed only 
fw walls or other faces with Sharp slopes (759 cr greater, but  referees 
may choose to develop pltc hss on faces wlth Steep slopes (609). 



A 250 meter ta l i  shev (a steep to sheer, or worse, face) w l l l  have 
one or rnore pitches; the number of pltches present is determined by 
rolllng (1D+l)/2 - round fractions up. When the resulting number is 
divided into the overall height, the average height of each of the 
varlous companlon pitches for tha t  face is determined. Referees may 
vary the average height of a pitch by 1 Dx5 meters, plus cr minus - this 
amount should, of course, be added to, or subtracted from, the average 
height of one of I ts companlon pitches. Difficulty for each pitch should 
be determined individually. 

When characters prepare to climb a pitch, specific procedures 
should be followed. The referee should determine both the height and 
the dHficulty of the pltch. One character is deslgneed as the  +lead 
cHmberS. Other climbers may follow as the lead climber Is climbing, or may 
wait for the leader t o  reach m e  particular point of the clmb before 
setting off. If the leader is climbing with ropes for ald, a t  least one 
character should be designated as belng in  charge of the rope - 
'belaying1 the  climber. 

The lead climber is the t ra i l  blazer of a party. He climbs, and, in 
climbing, & the pitons and ropes needed t o  get the r e d  of the parby, 
supplies, and equipment up safely. On fairly simple pilcheq or where a l l  
members of a party are skllled rock climbers, several may cllmb 
simultaneously, all using the lead climber procedure. 

When the lead climber is ready to climb, the referee should rol l  s 
number of dice equal to the difficulty level of the pitch. When dlvtded 



Into #e total distance of that part ion of f i e  climb (nevw w e  than 250 
m e t e  at a time), the result ylelds the arnounf of distance that can be 
climbed in a 10-mlnute period. Thus, If the helght of a p1l.ch Is gIven as 
125 meters, and the result of the difflculty level dlce ro l l  w a s  20, a 
clImber could ascend at an average of approxim~tel y 6 metws every 10 
minutes; the t o t a l  cllmb w i l  l take three hours and twenty  minutes [3:20) t o  
complete, Had t h e  result of the dlce rol l  been 1 0, instead, only an hour 
and fwly minutes (1 :40) would be required far the same 125 meter cl Imb. 

Durlng the cllmb, even* w l l l  occur at a fairly frequent rate. One 
event roll should be made for each die thrown for difflculty; thus, 
dlfflcutt pitches are m e  hazardous then those that are camparzrtively 
simple. 

Once t he  Ieeder has completed the ascent of the pltch, ropes can 
be arranged and anchored t o  allow other members of t h e  party to ascend 
more qulckly and safely. A charad* wlth any type of Mountafneerlng 
skill (even at a rat5 ng of can ascend ropes set  by a leader a t  a speed 
of 60 meters every 10 rnlnutes. Gherades with no dlmblng skllI cllmb In 
t h  b fashion a-t 20 meters per 1 0 minute period, 

Each charader rolls sepwahl y tor evenfs, at the rate of one per 
level of dffflculty of the pitch. Some Idea of how the climb Is being done - who Is using what rope, &c. - can heIp the referee to take in to  
account the effects t h a t  an event suffered by one character mlght have 
on andher. 

Rock Cllmbing Skill: A characler wlth Rock Climbing skill subtracts the 
level of this skill from the dlffIculty rol l  of any p k h ,  if the character Is 
climbing independently (a lead climber). Rock Climbing skil l Is also a 
favwable modifier In resolving events and avoldlng hazards, as Is 
outlined in the sedion on Speclal Encclunters and Events. 

CleanIng the Pltch: After a cllmb, characters may want to *clean t h e  
pitch' - removing pltons and other gear used in maklng the  ascent 
(pwT1cuIarly if there is a pcsslbltlty of runnlng s h w t  ot pitons). A 
character with Rock Climblng skill may be designated to clean the pikh;  
t h i s  lndlvidual comes up last, and uses the movement rate for non-ski1 led 
Indivlduals, As he does so, the  character removes gear used by the 
leader to asslst the cllmb. Same (10xlM) ofthe pItons used wi l l  no). be 
recoverable far one reason or another. 

Technical CIImbinq: It. would be passible to  go InPo great d e h l l  
concerning technical aspects of a cllmb. However, to do so wou Id fwce 
players t a  learn more than they may care to know about elimbtng. Thus, 
t h e s e  rules do n o t  focus too much on individual techniques; It is assumed 
t h a t  characters wlth the appropriate ski1 Is know whal- b do, even if +he 
p layers don't. 

A few special cases, however, we covered In sunewhat more deiali, 
as needed. 

Belayin$ Be1 aylng is a process whereby one charaeer uses a rope t o  
anchor another during a climb. This allows the climber a measure of 
safety In case of a mishap. 



During any climb, characters must designate whether or not  #ley 
w i l l  be using s belay. If they do, the dWiculiy dice roll Is  subject to a 
DWI per level of difficulty, Thls represents the e x k a  time (and hence 
the additional posslbl l i-ty of danger) involved In ssttlng and anchoring 
ropes and t h e  hardware to hold them during t h e  climb, as well as the 
addmonal problems actually posed by maneuvering with the ropes 
hampering some motions. 

Belays may also be used when chwadws we cl lmblng ropes already 
set, or when a character b descending. They we not  necessary, and, in 
these two cases, slaw the speed of ascent by 1/3, but can save the lives 
of charachrs In  a danger situation. 

If a mlshap occurs whlle a characters is belayed, the character 
handllng the belay rolls agalnst Streng-l-h to check a fall by the vidirn. 
Mountalrreerlng ski1 l (the tota l  of all available cascade skills) 1s used as 
a neyatlve mdlfier. If t h e  ro l l  is less than or equal t o  Strength, the 
character falls only a s h w t  distance, and is checked by the rope. If t he  
roll fails, so does the belay, and the character is in serious trouble. 
Multfple characters may prxrl the l r  Streng-kh on belay, but only the 
hlghesf mounhineerlng skfll present can be used. 

Pitons: M o s t  types of rountaineerlng equipment are not sufficiently 
Impoltant to track separaTely. Pitons, however, are of canslderable 
Impwlance. These spike- a wsdgellke implemenk are lodged In  
convenient cracks and crevlces; they serve as handholds, fmtholds, 
and, wirt Irnpwfantl y, anchor po lnk  ffor ropes. 

Piton use 1s based on the difficulty of the pitch. The number of 
pltons to be set while climbing a pitch Is sef a t  t he  dlfficutty level of the  
pitch times the height In m e t e r s  climbed, divided by 10. For example, on 
a 100 meter plfch with a difficulty level of 4, 40 pitons (4xIIQ0/101) 
would be used durlng t h e  climb. If this number of pitons i s  n o t  available, 
determine how high the character can get  on the pitch with those he has 
available - unless mangemends can be made to reuse pitons (by having 
someone clean the pl+ch In t he  wake of the leader, for instance), t he  
excess d l ~ a n c e  becomes a new pitch wRh a dlffIculty level 2 higher than 
prevrousl y detwmIned. A charschr  who cllmbs fils does so a t  normat 
rates, b u t  canno* be belayed (pitons are usually needed to arrange a 
belay from belaw). 

Ice Climbing: If conditions on the pitch involve snow and Ice, Ice 
Climblng ski1 l and Rock Cllmbing skill should be averaged (round fractions 
down) to determine t h e  chararker's abill ly t o  deal with that pltch. 
Otherwise a l l  ' procedures we Identica I; speed 1s noT slgnlflcantl y 
affected, slnca the very presence of Ice or snow will already have been 
accounted for In s&Ing the difficulty of the pltch. 

Traverses: A t  times it w i l l  be necessary to move sideways across a 
sheer wall, as when an obskcle blocks the way along a sheer-sided ridge 
or arete. A traverse is sirnil ar to a regular cllmb; determine the  distance 
t o  be travelled, the difflcu l ty  of M e  traverse (treat as a pitch), and, as 
usual, t h e  Mrne required. I t  Is musit c m o n  far belays t o  be used, as 
traverses can be etx;tremet y hazardous to all concerned. Once M e  leader 
has crossed the pltch, belays can be worked from both sldes, 



Descents: Descents are samewhat easier than ascents, since belays 
from above w e  p ~ l b l e .  The rates given for rope cllmblng may be used 
for descents as well 160 meterdl0 mlnutes wlth experience, 20 me+er$/lO 
minutes withoutl. These rates can be g e d l y  increased with the use of 
mechanical assistance, as presented in the sectlon on Equipment. 

World Size Effect 

1 1 2.5$ 
2 25.0% 
3 37.5% 
4 50.0s 
5 62*5$ 
6 75.09 
7 87.5% 
8 i 00.05 
9 1 1 2.5% 
A 125.0s 

I 

1 
I 

Climbing in Different Gravity: In addition to changing carrying 
capacity, climbers wtl l  flnd that  a cllmb In different gravity condltIons 
w i t 1  change certaln aspects of the climb. GRAVITAT1ONAL EFFECTS . 

ClimbTng in a Vacc Su W. Climbers fwced by condltlons t o  wear Vacc 
S u l k  (either because of poisonous st or a lack of air) will f ind t h a t  the 
gear hlndws them severely. The chance of a mlshap Is Increased by 1 ; 
the difficulty of any pitch Is increased by (5-Vacc Sult  skill) po in ts  

The modifier applled to carrying 
capacities should also be applied to 
certain other aspects of climbing as well. 
Use the GravitdIonaI Effects chart  
provlded here la determine the change In 
the dlfflculty number of a pitch, and the 
amount of damage suffered from a fall 
(apply the percentage to the number 
generated using the nwmal methods - 
round fractions up). 

When cllrnblng on a vacuum world, there are - of course - no 
weatYler effects, fhaugh ice may still be present to  Impose Its usual 
pt~bl-rn 

I 
I 

Climbing Tn Zero G: This refers not only to clIinbs made where a lack of 
planetary gravi4y extsts (on e large &eraId, for Instance), but  atso to 
climbs made while uslng a gav  belt on normal plsneb, Lack of gravity 
makes climbs considerably easier; l-t 1s possible to go straight up the 
sheer& cl i f f  wlth a minimum of dlfflculty - just  as If the cltff were a 
level plain. 

However, climbs made wlth g a v  belts  present a few problems. First, 
failure of the grav belt for any reason can be catastrophic - unless the 
chwactw has taken the precsul-ion of using safety lines. Wind, too, is a 
problem; roll once every ten minutes fw wind to cause a mkhap, 
according to the vehlcle rules presented elsewhere In this booklet. If 
not tethered by lines, e mishap can sweep a character away from hls 
current toc9tion. Mlshaps could atso cause the character to  plunge into 
a cliff face, taklng the full damage normally mcia - ted  w i t h  a fa1 I; this b 
the only +ime that  Zero G conditions w l l l  result In a 'tall'. 

Grav belts can be more profibbly used by allowing the owner 
select a specific gravitly ~ W n g ,  and then functlaning as If the gravity 
of the plane* were much lower. Use the &avlta.tlonal Effeck i-able im 
regulate this. 



ACCIDEMTS AND FALLS 

There is an ever-present danger of a mkhap In a l l  forms of 
mountalneer\ng. Climbers face particular problems due t o  the nature of 
the terrain In w hlch they operate; mishaps can cause hazards all out of 
propdlon wlth the usual seriousness of the accident. This makes 
climbing an especially difftcult and often dangerous underl-aklng. 

nlshaps may occur in a variety of ways, each of which should be 
checked as applicable. 

Equlpment Fa1 l ure: There is a c o n h n t  posslbllHy that equipment w i l l  
gIve way - a rope fraying kom too much drain, an old pfton glvtng way 
under a el lrnberls foot, etc. Equipment fall ure shou Id be a stgndard part 
of any Even+ Table, as dlscossed In f i e  section on Special Eneourrters 
and Even-k. If an Equlpment Faflurs result occurs, She refwee should 
choose a speciflc I t e m  of equipment being used by the  party. Each time 
It is used (or once every 10 minutes, If I t  fs In consl-ant use), the referee 
should make 2 rolls. The flrsb Is a saving throw for a randomly chosen 
character to notlee t h e  posslbllidy of equipment- fallure - this tttrov 
should be made agalnst Intelligence, and permits the charader to spot n 
fault  In tlme to take actlon. The second throw Is made agalnd t h e  
rel labl l l ly of the equipment - a figure, usually based on tech level, 
discussed for individual pleces of equipment. 

Should failure occur In  the same perfod as a character rrotlces the 
flan, It should be considered near1 y simultaneous. The charader 
notlc1ng would have an extra chance t o  prevent the disadw, but on1 y on 
a roll of Dehterky w less. 

Wounding: Any time a character hi hurT whlle cllmbing, thwe is a 
chance that ITI h wi l l  cauw a further mlshap. A ro l l  agalnst Dexbr I ty  
mud be made to avold such a mlshap. A DM1 is applied for every die 
rotled for damage on the original Injury. 

Chain R e a c t - .  One character may suffer a mishap as a result of 
s n d h d s  dlfficultjes, especlafly if the two zre Ilnked by a rope. The 
order of a roped par* should always be known; If the indIvIdual 
Immediately ahead w behlnd a charader suffers a mishap, t h e  character 
should rol l  againd Dexterity to avold the same mlshap. This may be 
transmltbd all along a linked chain. 

Fatigue: The rules on tatigue (under Endurance and the buntatn 
Environment) orkl l ne +he possibllitles of an exhaused character suffering 
a mishap during a climb. 

Slips and ~hrmbles: The charader In the lead of a cllmbing party - 
the 'lead climber', 9s deflned above In the section on Rock Climblng - 
should ro l l  once t o  avoid a mlshap aulwatlcal l  y every ten min h s .  The 
ro l l  1s Dexterity ff less, lrrith any applicable moun-hlneerlng skil l applied 
as a nega+ive D b  MIxed Cllmblng for ordinary travel, Rock Climbing tor 
steep or wase walls, or lcs Cllmblng fw Ice rn snow condl-klwns. Failure 
of the ro l l  leads to a mishap. 

Events: Some events cause a chance of mlshap, as discussed In the 
section on Spedal E n c o u m  and Events. 



Mlshap Procedure: When a 
mishap occurs, it nwmall y re- 
sults in a fall. Falls can be 
dangerous, especially fcr 
characters climblng a 250 
meter sheer cli* in less ex- 
treme conditions, a fall can 
cause anything from a bruis- 
ed ego t o  a dangerous wound. 

When a mishap takes 
place, the charader may at- 
tempt a saving throw - Dex- 
terity or less - to avoid the 
w& of the problem. On an 
crdinary slope, this would re- 
sult in a dumble or a slip 
which causes no damage. On 
a steep or wars slope, the 
character may be able to 
grasp a proJecting rock to 
check the fall. In this lat- 
ter  case, the character would 
be required t o  rol l  Strength 
cr less t o  recover himself 
from the dmiculty (one rol l  
every combat round); i f  that 
rol l  fails, roll Endurance ar 
less to hold on for Ihe round. 
A character hanglng in this 
fashion can be rescued by 
other characters i f  they can 
reach the vlctirn befcre his Endurance glves out. 

Falls: A character who falls w i l l  suffer a set degree of damage, 
d d x n e d  from the schedule below. 

Gradual slope (1 9): 1 D-3 
Gentle slope (30'): ID-1 
Moderate slope (459: 1 D 
Steep slope (60°): 20 
Sharp slope (7T"): 1 D for every ten meters of fall. 
Shew slope (909: 1 D for every ten meters of fall. 
Tiltbacks (1 05O+): 1 D fcr every ten meters uf fall. 

A character roped off w i l l  fall only the length of the rope - usually 
(unless otherwise specifled) no w e  than 50 meters. The character may 
throw one less die on the required damage throw for every level of MIxed 
Climbing skill that  individual has. 

If a belay is being used, the belaying character rol ls again* 
Strength as a saving throw; success averts the entire mishap (the 
characier on the line falls only a s h e  dldance before being checked 
by the rope). 

-13- 



ENDURANCE AND THE MOUNTAIN ENV l RONMENT 

The basic Traveller rutes for Endurance are qulte sufficient for 
most purposes. Charact- doing a great deal of cross-country fravel, 
however, w i l l  be subject to fatigue much more 0 t h  than those who 
apwate stwships w stay In an urban setting. And mountain climblng can 
be partIcu l w l  y shenuous. 

Far this r e a m ,  special ruIes tar dealing with Endurance and 
fatigue we partlcularl y useful. The referee should note that these same 
rules can be applied to almost any Traveller situation, lf -the realism and 
greater eomplexlty %om worthwhile. C h a l n l y  any sltuefl-Ion whlch 
involves wilderness travel wou Id beneflt from these ad dltlans. 

Endurance: For the purposes of +these rules, the basic Traveller 
Endurance s t a t  should be used in three different ways. Each character 
should separately keep track of Permanent Endurance, 
and Temporary Endurance. 

Pmnanent Endurance is used as fie term by which the standard 
characteristic Is known In  these rules. Permanent Endurance Is the stat 
against whlch wounding is +racked; when Permanent Endurance Is lowered, 
it can only be recovered by the wound recovery process outlined In 
Traveller. 

Baslc Endurance is used to chart a character's dally abi l i ty to 
function. Basic Endurance Is lowered by fatigue, and can only be 
recovered by sleep; It can never be  higher than Permanent Endurance, 
but  can frequen-kly be lower. When a charactwvs Baslc Endurance 
reaches Id, t h a t  character is exhausted, and must. sleep or suffer a 
reductfon of Permanent Endurance. 

Temporary Endurance tracks a charadePs abil lty to ex& himself 
ovw a short perlod of time. Temporary Endurance is reduced by varlous 
types of exertion, and is recovered by re*. Basic Endurance Is always 
the celll ng for Temporary Endurance. When Temporary Endurance 
reaches 8, the character mud re* each time e character rests, It Is 
necessary to check and see If Basic Endurance is reduced beWe the 
character goes on. 

Tracking these three levels of Endurance Is n o t  as difficult as II- 
may seem at first. Temporary Endurance is always the guldlng stat for 
purposes of determlnlng a character's present ab ilitles. Baslc Endurance 
is on1 y of Interest. a t  tlmes when the character must determine his abl l ity 
-t-o push on after exat ing himself. Permanent Endurance is only 
considered at -the dart of a new day, w for purposes of recovery from a 
wound. 

Exertion and Red: Varlous tasks that  a character undertakes l n  the 
course of a day will weaken t h a t  c h a r a h r .  Even light wmk can cause a 
charader t o  grow fatlgued, and the heavy exertions ot cllmbing a sheer 
cltff face can t i r e  an Individual rapldly. The Exertion table shows some 
typlcal endurance cuds for such exertion; these cosk are taken again& 
Temporary Endurance only. 



A character may recover Temporary Endurance by reding. A res t  
period of 10 minutes recovers 1 point of Tempwary Endurance. 
Naturally, Temporary Endurance cannot In t h k  manner be raised above 
Basic Endurance. 

If Temporary Endurance reaches 8, a rest perlod Is mandatory; t hs  
character simply cannErt go on. Should a single task be such that  It will 
cause +be character 4-0 go below B in Temporary Endurance, the 
character may dl11 aHempt -ha action; the referee should secretly roll 
2D agalnst #e Baslc Endurance. If ,the roll is less than or e ual 4% that 
number, the character may complete the +ask, ending with $ Tempwary 
Endurance. Fallure of the roll wlll result In  an automatic mishap far the 
characfer In question. 

Each tlme a character resk and then begins act lvl ty agaln, the 
referee should roll 20 and compare the resu I t  to t he  character's current 
(recovered by r e d )  Temporary Endurance. If the roll is hlgher than thls 
figure, Basic Endurance Is reduced by 1; successfully making the  throw 
i ndlcates no Baslc Endurance loss. 

A character may rest  longer than would normally be required In 
order to recover Temporary Endurance, up to the Bask Endurance level. 
T hIs doesn't increase Temporary Endurance any f u e h e r  for normal 
purposes- but, as a special case, t he  throw ftr loss of Basic Endurance 
can be made as if t h e  character had the hlgher endurance 'recovered 
through prolonged re*. Thls is allowed in wder  to compensate 
characters who begin with a low Endurance stat. 

Exettion and Altit.ude: The exertion table n o b s  the fact  t h a t  loss of 
Endurance w i l l  be suffered merely tar belng In a particular level of air 
pressure. A character used to a Standard almosphere wll l find I+ more 
difffcult to funchian in a Thln Elrhnasphere, for examp Is. This is true untTl 
such t i m e  as a character becomes taccllmatedl to conditions of a 
p&lcular type. 

Accllmat.lon t o  a specWjc alr pressure wlll take any glven charachr 
2D days. A OW1 should be allowed for ea~h of the following 
circumstances: Strength 9+, Endurance (Permanent) 9+, Mountaineering 
Sklll (any level). Obviously a character ralsed in t h a t  particular area 
and recruked far a mountaineering venture will already be acclimated. 

Fatigue and Sleep: As noted above, Basic Endurance is reduced as a 
character lravels. It is raised, In turn, by sleep. 

Host characters, under normal mndltions, need 8 hours of sleep, I f  
a player wishes t o  argue about this (and H Is t rue tha t  many people can 
get by with less), individual characters can be permitted less sleep. The 
player should ro l l  20, and compare the number t o  Permanent Endurance. 
I f  t he  result is less than or equal to the number, deduct 1 hour from the 
required total; if greahr, add 1 hour. A serles of such rol ls may be 
attempted, but a Dm2 is applied faf each rol l  after t h e  first, making it 
increasingly diff icult to  achieve the throw. 



A t  any event, once s dandard need for sleep is set, th15 flgure nil l 
remain relatively constant. it Is used to set the Baslc Endurance 
Recovery Rale for the character, When a character sleeps for the full 
period indicated by his need for sleep, he recovers sufficient Baslc 
Endurance to bring the level equal to hls Permanent Endurance. 
Fractional amounts of sleep lead to frectlonal recovery of Bask 
Endurance. Thus, a characbr w l t h  Permanent Endurance of A works all 
day, reduclng Baslc Endurance to 6; elght  hours of sleep would bring t h e  
level back to A, four hours sleep would bring It to 5, and so M h ,  
Fractions should always be rounded up. 

A character who reduces 8aslc Endurance to  ld 1s suffering from 
fatigue. If the character d#s not ImmedfaTely sleep, ro l l  against 
Permanent Endurance. A succesful ro l l  allows the chwa&sr to 
tempa-arl l y recover t o  Baslc Endurance 1, b u t  a t  the cost of 1 point of 
'wounding' to Permanent Endurance. 

Thls proeess can be repeated, a t  an Increasing t o l l  +o the body. 
Failure of a roll when fatlgued causes the characfer la pass out 
lmmediatel y, no matter what situation the chwacter may be In. 

If a character sleeps longer than necessary, +here Is no particular 
beneflt, save that every extra four hours of sleep, over and above 
required amounts, w i l l  heal 1 point of fatigue damage to Permanent 
Endurance (only). 

IJoundlng: When a character Is wounded, and suffers an Endurance 
loss, b d h  Permanent and Temporary Endurance levels are reduced by the 
amount of the wound. If elther flgure drops to d, the charac-fsr wIl  l pass 
ou?. However, a wound Is nof considered serious cr fatal unless 
Permanent Endurance Is at 0, together wlth one w -two h e r  sfah. Buf 
It Is true t h a t  a t ired character wlll have a greater chance of collapsing 
In  a fight. 

Altltude and Sleep: Sleep is affected by aP pressure; people in 
thinner atmospheres l end  to need more sleep. One hour b added +a the 
time required for recovery of Endurance tfirough sleep for every 95atm 
difference i n  prewre between the current, hlgher altitude and the 
character's normal alr pressure. Acclimation does not help this; only by 
sleeplng i n  air of the appropriate fnormal' pressure ull l the character 
avoid thIs penalty. 

Characters are assumed to come from law pressure unless the  
referee specifically determines tha t  they we fram a world wlth hlgher a 
lower pressure. 

Very Hgh Altitudes: It Is possible, but by no means desirable, for 
characfers k venture to altitudes rated as having a Very Thin 
almasphwe, without oxygen supplied (the conquest of Earth's Mt. 
Everest; whwe summit air pressure was roughly 35aTm, was fird 
accwnpllshed without carried oxygen supplies). However, human beings 
can never ful ty adjus+ t o  the pressures of a Very Thin atmosphere. In 
sddltlon t o  the usual problems of exertion at an unaccustomed pressure 
(and accllmatlon t o  Very Thln atmospheres Is not possib te), a character 



suffers 2 p0int.s of damage for every hour spent in a Very Thln 
ahasphere without oxygen; Endurance Is reduced first. 

I 
As long as a character can use an ou-klde source of oxygen, +hese I 

effects do not become a problem. Note that  several characters sharing 
one oxygen source would each slaw, but  ncrt ellmjnaTe, t h e t  loss during 
wark in a Very Thin aimosphere. I 

I 

Once Endurance has reached O, damage Is applied fo SSfrength. 

Trace ahnospheres cannot be breathed. A character will die withln 
a ma* at mlnu-tes in a Trace atmosphere, unless in a pressure or Vncc 
Suit.  

When this second stat reaches 0, the charader wll l lose both Dexterity, 
and, as oxygen-starved brain cells are affected, Intelligence. 
Intelligence l a s s  are permanen* others can be recovered by n m a l  
procedures. 

EXERTION 

I 

, 

Actlvlty Endurance Loss Rate 

Light Adiv1Tt.y b u t l n e  wrkl 0.25 polnldhour 
Heavy A&lvliy (hard work) 0.50 pot n M o u r  
Travel on Faot, level ground 0.50 polntdhour 
Travel on Foot, rough or jungle 1.00 polnts/haur 
Trwel on Foot ,  gradual or gentle slops 155 polnldhour 
Travel on Foot, moderate slopes 1.50 poln-bdhour 
Travel on F W ,  sharp w s h e p  slope 2.00 pol ntdhour 
Travel on Foot, tlltbacks 2.50 polntdhour 
Rock ClImblng, Type 1 pltch 2.0 0 poi nwhour 
Rock Ctlmblng, Type 2 or Type 3 pltch 3.00 p o i n t d h o w  
R m k  Climbing, Type 4 or Type 5 pitch 4.00 polntslhour 
Rock Climbing, Type 6 or wwse pitch 5.00 polnt-dhour 
Atmosphere 1 level thinner than accustomed + 1.00 polrrldhour 
Atmosphere 2 ar w e  levels th inner  + 2.00 polntdhour 
Atmosphere is Very Thin + 2-00 polnwhour 

Notes: Activities on the char t  above should be those mod applicable. 
Llght activity, fw instance, would be any quiet, non-strenuous action - 
offlce w k ,  etc. Heavy activHy nould Include hard labor, setfing up a 
camp, carrying a heavy load (anything that encumbers), elc. 

Tlmes here are given in hours. The lo-mlnute periods m a d  
conlmanly used in W~ese rules should be kept track of - If a rnlxtrrre of 
terrain types are crossed, the referee should detmnlne the average 
difficulty of the houps perlod. Add the appllcable cos-h of t h e  maJw 
terraln )ype crossed In each 10-minute perlod, then divlde by 6. Thls 
number Is added to any other modifiers (atmosphere, encumbwance, stc.1. 

Modifiers are cumulative. A charactw frm a Dense atmosphere 
environment (n& acclimated to higher altitudes) -h-avel lf ng up a steep 
slope in a Very Thln ertmosphere (without oxygen) whfle carrying a heavy 
load expends 6-1/2 p o I n k  of Endurance each hour. 



VEHICLES IN THE HOUNTAIN ENY IRONMENT 

Mod ground vehlcles are of l i t l l e  use in an at tempt to reach foe 
summlt of a mountain; terrain diffIcubties usually make this imposslble. 
Badcally, gound  vehicles being used In mountains are 5ubJec-I to normal 
considerations, both of rules and of common sense.  his-means that  a 
cllff or a crevase is [lkety to stop a vehicle; ~1 w l l l  a rise of more Man 
3 4  slope. 

Grav vehicles and air crai? are not, of course, affected b y  these 
same considerattons. Nonetheless, use of such vehicles Is n d  always 
advisable; a i r  turbulance around mounvhlns makes conditions near 
mountains range from dlff lcult to well-nigh impossible. The result is a 
fairly strong chance ot suffering a mlshap whlle piloting such a craft, 
whether I t  Is an individual's grav belt w a space-going small craw. 

When a vehlcle Is belng flown in the viclnity of a mountain, a base 
chance of mishap exists: 7% rolled every 10 mlnutes. This Is only e 
problem when the  craft is talrly near the mountain; &ill, IYs safe to say 
t h a t  any close-In maneuvering, Including atkernpis To toke off or land, 
w i l l  take up ta 10 mfnutes each. An intensive search w rescue operal-Ion 
w i l l  take much more time. 

Varlous modiffws are applied to +he basic mishap roll, as out1 ined 
bslow: 

DFeskitl of pllot/driver (choose appropriate skit I type). 
D M 1  per 10 kph of speed attempted (i.e., base chance when mrrvlng 

up to 10 kph Is autamatlcally decreased to HI. 
DW1 per kph of wind speed (see the High Wlnd event section fw 

wind speed calculation). WInd is normally less than 1 Okph, and 
ncrt a majw factor. 

Dm6 In a storm or blizzard. 
DW2 if vehlcle Is an aircraft-• 
OW3 it vehlcle is a hellcopter. 
DfrSt per ten full Sons of vehlcle tonnage (tor Striker vehicles, 

divlde vehlcle welgM by 15 To derive tonnage). Vehicla less 
than ten tons, w grav belts, do not get a favorable DM. 

DM-2 if vehlcle is a spaceship w small craft, in addition weight 
modifier. 

The exact effects of a mlshap w l l l  depend upon the vehlcle, the 
weather, and other factws. The referee should conslder drawing up a 
specific snmun?er table for use w i t h  vehicles around a part icular 
mounhln; p-sible mfshaps that mlgM occur could range from b llzzards, 
IIghtning strikes, or mchanlcal failures to sudden updratk w 
downdraFks whlt:h could sweep The craft Into a nearby munlxIn wal I. 
Specific suggeeians tor events of a l l  sarts are uffered elsewhere In *Is 
book let. 



Mountain Terrain 
In representing a mountaineering expedition, it is necessary t o  

have on hand enough information on terrain t o  permit a party of 
adventurers t o  pick a path from the base of the mountain t o  the  summit. 
Climbers usually employ topographic maps, with contour lines t o  show the 
shape, height, and slope of terrain; they also, of course, have the added 
advantage of belng able to see the terrain in question, and thus choose 
the  b e d  route possible for t he  party. 

Topographical maps do not work well in  the  context of a Traveller 
adventure, except where the referee has the time, l-he skill, and 
especially the space t o  construct a really detailed one. For most 
purposes, though, it is possible to  assemble enough detail without going 
into the cmplexlt ies of exact cartography. 

THE APPROACH 

The f i rs t  step in putting together a mountain t o  conquer is to set 
up the approach - the country around the mountain. Is the  -terrain a 
desert or a jungle? Is the peak isolated, or part of a chain? Does it rise 
from sea level or nearly so, or is it thrust up from a high plal-eau? 

As the picture begins t o  fall in to place, certain specifics should be 
filled in. Del-errnlne the ahnospherlc pressure a t  the base of the  



mountain; then ddermine the temperature there - these wIll be essential 
facts. Determine some baslc fa& abawt weather, as well - Is ~e area 
arid, or w e t ?  from what direction does the weather come? will t h a t  
weather tend to be w m ,  wet aP masses or cool dry ones, or a mixture of 
the two? If the locale is to have seasonal variations In climate, flgure 
these out, -too . . . al-1-hough the climb will probably only occur once for 
any given group of Traveller c h a r a m ,  Ws b& la ~ o r k  out where 
glaclers and permanent snowlletds can be found based on a loglcal 
picture of t h e  climate, nd on hap hazard g u e w  additional I y, another 
group mlght al-lwnpt the clImb In  a different season. Detalls at the 
approach - specitic W r a l n  types and encounter tables t h a t  w l l l  appear 
- are left up fo the referee to work out. Don't forget that, on a planet 
where cIv1lization hasn't crept too far, the t r i p  t o  the base of the 
moun)aIn can constitute a whole adverrhrre or serles of adventures In 
Il?5eF. 

THE MUNTAIN 

From She base, attention 1s turned l.o the summlt of the mountain. 
Just how hlgh Is It? Once the referee h m  determtned thls fact, several 
others fall into place - the a1r presswe and temperature on the peak 
being the flrsl- Hems. Once this Is known, the Ylmber linsf (the boundary 
a t  which most large plank no longer grow - In thls text, the altltude 
where the temperature never rlses above PC)  and the Snow liner (where 
snow may be expected to tall in wInter1 can be set. The snow llne b of 
Impdance only If a winter cllmb is to be made; the timber line, however, 
is always Impcdan+, for It marks the point where gleclws and snoHlelds 
wl l  l occur, and has a bearlng on animal encounters e ~ s  we1 I. 

With these facts known, H is ttme to produce a visuaIixat~on of the 
rest of the mountain. This can be done off the t o p  of fie head, It the 
referee a desires, b u t  It Is often belter 40 introduce random faGtors to 
make the muntaln somewhat more natural In appearance and challenge. 
A serIes of die rolls and tables are provided to show some of the 
posslbil I t 1  8s. 

The Summ!+k Startlng aT the summit of the mountalfn, the referee 
should roll 1 lh2, fcr a resul-k between 3 and 8. This is the number of 
'faces' to +he sumlt, each of whlch may be a different terrain type, 
offering various advantages and disadvantages for a climblng party. 

Roll on the Summlf Approach table 
(found to ~e righ-t) the appropriate num- sumn APPROACH 

ber of the$ To produce the ache1 nature (1D+2 faces) 

of each face. The resulting terraln types 
show dim pmdmtnant terrain far a 250- 
m e - M  drop In' altitude below the summW. 
O - H w  terrain my be mlxed In, but  this will 
be shown on event and encou* tables, 
and need nwt concern the refwee a t  thls 
Wme. 

Roll Face 

1 Slope 
2 WII 
3 RIdge 
4 Arete 
5 Buttress 
6 Slope h l t lp Ie  Swnmlts: A muntaln may have 

one or rwe sqmlts - 2 and 3 summlt mun- 
+elm we, In fact, qulte common. To create mauntalns of this type, 



determine the altltude a t  the top of each one normally e h e y  may be - 
probably w l l l  be  - different). Work down from each summft normally, as 
explained In  these rules. 

M each altitude level below the  level at t h e  lowest of any pair of 
summlts, the two peaks may be connected by a rldge or arete. When 
either of these terraln bpes appear slmu ltanmusl y at the same altitude 
and Pacing one another (even roughly speaking], they w l l l  canned an a 
ro l l  of 7-k. If they connect, there is no slope along The feng-th of thls 
ridge; it Is constant In  al.tltude between the two peaks, effectively a 
slope of P. I 

From Summit to Base: Fa each of the faces obtained above, the I 
referee may now de)ermlne the terrain lsadlng to  I-b. Each tgrraln type 
has speclfic characterlsklcs that w l l l  help determine +he appropriate 
a u c e n t  terrain. As before, the interval covers roughly 250 meters in 
altitude (far ex-ksrnely tall mountains, referees may wkh to use an 
I ~ v a l  a t  500 meters- if so, remember t o  adjust all of the other faclws 
accordtngly~. 

As each piece of terraln Is determlned, She reteree should make a 
roughsketchmepof~emountaln,f l l l ingIneachterrain~peasltcomes , 
up. Each feature should be clearly numbered or otherwise labelled, to 
facilitate later descrlpl-ion and/or keylng of speclal tables or featrrres 
In t h a t  speclflc I-erraln type. I 

The process is repeated for each level, until  the base of t h e  
mountain Is reached. It should be noted that, when a particular 
approach is Identical to the terrain determlned iu be above k (a ridge 
leading t6 a ridge, a wall below a wall, eI-c.1, this merely denales an 

I 
especial1 y large surface of the indicahd type .  

Fllling In Detail: Once +he m o u h l n  has been mapped, detalls can be 
filled In. Below the timber line, vegetafive cover, lakes, &earns, and 
the I lks can be added; anwnalles can be cleared up or explained. A few 
note5 on each feature, keyed fo the map, can also be made; i f deslred, 
speclfic event tabtes can be consiructed iw sane w all of these 
feahres, as the referee feels the necessity. 

The slopes of individual features should be determined; If desired, 
the number of p i e h s  and t h e  dl f f lcu l ly  of each (on the  1-5 scale 1 
described prevlwsly) can also be determined in advance. In general, t h e  
referee can set out f i e  whole mauntaln In as much d d s l l  as deslred 
before the  climb beglns. If the mountaln Is near a relative center of 
clvIlfzatlon, w is a popular Txrget fw climblng parkieq it w i l l  l ikely be 
e>rtenslvely mapped, and such maps would llkely be available to the 
characters involved In the cllmb. These maps allow the players t o  make 
Judgments on their approach, avold ing obstacles or po+en+lal hazards 
through careful planntng. 

Traversing on the Map: Traverse (sideways) movement on the map Is 
~ossible. A slope from one feature to enother on the same level can be 
kdwmined accb.ding to the procedures outlined on the tables be lo^. 
F w  example, a ridge or arete has one loww face, and two side faces, 
both slopes; the side faces lead Into t h e  adJacent tsrra ln fypes shown. 



Distance can be catcutated essentially a t  random To move from 
one face to an adjacent face at the same aHttude, fake 2Dx 1 00 ~~ 
( w i t h  approprlate modifiers fa- slope) as the effective distance to be 
moved. 

THE FACES OF THE WUNTAIN 

DEGREE OF SLOPE LOWER FACES 

SLOPE: A face r ising more 
o r  less gradually - ro l l  to 
determine the degree of 
slope, A slope has three 
tower faces automatlca l l y; 
roll once per face for type, 

I Gentle (303 

4 Steep (60') 
5 Steep (607 5 ButJress 
6 Steep (609 6 Glacier/Chu-te 

WALL A face which takes 
the form of a cliff - roll to TI LTBACK DEGREE LOWER FACE 

determine type: 1 - the 
wall is Sharp 175"); 2-4 - 
the wall is Sheer (90'); 5-6 
- the wall Is an overhang. 
If the wall Is an overhang, 
roll once for the degree of 
t l l tback - If a roof Is In- 
dicated, ro l l  agaln for t he  
degree of t i l tback up t o  
t h a t  point (It b posslble for a wall to have several roofs). A wall has 
only one lower face - rol l  once for type of face; If tfie result Is 
Rldgehrefe, ro l l  1 D: on 1 -4 It Is a ridge, on 5-6 an arete. 

Roll Tlltback 

6 Rmf*(135"+) 6 GlacIer/Chute 

On walls, a glven podion of the face is called a pitch. A 250 meter 
tall shev or wall w i l l  have one w more pitch% the number of pltches 
present k detwmlned by rolling (10+1)/2 - round fradlons up - add f 
to this number for each roof on the face. Divide the result Into -he 
overall height ot the section of wal I, to determine t h e  average height of 
t he  companion pitches on that face. The average height of a pitch (nay 
be varied by tlD/2)xlO meters, plus or minus - t h b  amount adjusts the 
height of a mmpan Ion pitch. 

Difficulty level tor each pitch should be determined individually* 
Pitches are rated in dlfficutty between 1 and 5; the level of difficulty 
for the tird pitch on a wall t h a t  is not  a continuation of a previous watt 
Is determined as (2D-2)/2 - round l?actlons down, b u t  t rea t  a resul t  of O' 
as 1 .  Modify the base for the following conditions: 

-2 t o  difficulty level if t he  face Is Steep (600). 
-1 to difficulty level 1) the face Is Sharp (75'); 
+I t o  d i f f l cu l9  level If The face is a tlltback; 
+I to difficulty level for each roof on We face; 
+I ta dlfflculty level* if the  face is snowy (not passibla if t h e  face 

is Sheer or a ti Itback); 



+2 to dlfflculty level* if the face is icy In spotq 
+3 to difficulty level* if the face Is varglas (me Special Encwnters I 

and Events); 
+4 to difflcuity level* if the face L complst.el y lea-covered. I 

I 

For each addltfonal pitch on the face, roll ID: 1-2, the next pitch is 1 
level less difficult than the la* 3-4, the next pItch Is the same ES the 
la*, 5-6, It Is 1 level worse than the la&. Tho maximum dlfficulty level ' 
for a pff.ch whlch has not  been adjusted far adverse conditions 1s 5; treat 
any final result of d or less as 1. Adverse condition modifiers should be 
addsd after the base dlfficulty level of the indlviduat pitch Is 
determined; these are marked wlth a d a r  above. Pitches should be 
counted down from The top af the mou nTal n when developed, working from 
the highest pitch on the f a ~ e  to the lowed. 

If the face Is a continuation, the difficulty level far the first pltch 
is developed from the level of the last or lowed plbch on the previous 
face. Normally, Information on pitches is developed only for walls, but 
the referee may choose to develop pitches for any face w i t h  a Steep 
slope (609. 

DEGREE OF SLOPE THIRD FACE 
RIDGE: A long, relatively 
narrow hutnp - roll once for 
the degree of slope. A 
ridge has three lower fac- 
es, two of which are always 
slopes, and are treated as 
such - roll once far the 
type of the th i rd  face. 

1 Gradual (1 9) 
2 Gentle (30") 
3 Gentle (309 

ARETE: PI form of ridge, b u t  OF SLOPE even narrower and more THIRD FACE 

pronounced - roll once fw 
the slope of the arete. 
Like a ridge, an arete has 
three lower faces, two al- 
ways slopes, but  more sev- 
ere - roll 1-3 for Steep 
(609, 4-5 fw Sharp (759, 6 
far Sheer (90') - roll once 
for the third face. 

1 Gentle (3P) 

5 Steep (60") 5 Ruth-ess 
6 Steep (60") 6 Glacier/Chute 

BUTTRESS: A blunt, wide rldge, a rock outcrop- 
ping thrust out from the mountaln - roll once far 
the dope of the buttress: 1-4 b Moderate (459, 
5-6 Steep (60% A buttress has ID lower faces - 
roll to determine each face on the table to the 
left; If a slope results, roll once far dogras of 
slope: 1-4 is Moderate (459, 5-6 Is Steep (60'). 

THiRD FACE I 
Roll Face 

1 Slope 
2 Wall 
3 Ridge 
4 Arete 
5 Buttress 
6 Glacier/Chute 



ELACIERJCHUTE: Two forms of essential1 y the same feature. A glacler Is a 
r iver  of Ice which advances down a rnountainslde under the welght of 
accumulated ice and snow from above (or retreats If melting proceeds 
faster than bull dup). A glacier should be treated-as a rldge far purposes 
of slope. Ll ke a rldge, It also has l-hree lower faces; ot these faces, two 
are rolled on the  second table below, the th i rd on the  th i rd  tabte - note 
t h a t  the faces determined on the second table will normally be faces 
above the level of the  glacier Ian exception to the usual rules); they are 
set up as usual, bu t  form a transition Into terrain already determined. 

GLACIER SLOPE UPPER FACES 

Rol l  Face 

Gradual (1 5') Upward Slopet 
2 Gentle (30") 2 Walt (upward) 
3 Gentle (30') 3 Wall (upward) 
4 Gentte(30°) 4 Ridge (above) 

5 Arete (above) 
6 Upwardslope* 

THIRD FACE 

Roll  Face 

1 Slope 
2 Wail 
3 Ridge 
4 Arefe 
5 Bu+fress 
6 Glacier/Chute 

t - Roll degree: 1-4, Moderate (45'1; 5-6, Steep (60"). 
* - Roll degree: 1-2, Gentle (30"); 3-5, Moderate (45"); 6, Steep (60'). 

A chub is placed if a glacier can not be, due to  the temperature 
(glaciers can on1 y occur above the timber llne of the mountain). Chutes 
are set up uslng the same tables as glaciers; they are basically valleys 
which lead upward Into t h e  mountain. Chu-fes are level at t h e  altitude of 
their base; they modify the lower level of the feature above to match. 
Chutes extend for a distance of 250 meters on each face for whlch they 
are Indicated. 

GROUND TRAYEL 

GROUND TRAVEL: Distances covered 
by gound Wave I are no? the same as 
dls-tance in altitude gained. The 
chart to the r igh t  reflects the  to t -  
al amount of ground dlstance t o  be 
covered, depending on the  angle of 
the  given slope. All distances are 
average - t h e  referee should feel 
t ree to alter them In speciflc cases 
by up t o  +/- 20%. 

PRESSURE AND ALTITUDE 

Slope Distance 

Gradual 0 59 800 mefers 
Gentle (30') 550 meters 
Moderate (4 5") 400 meters 
Steep (60") 300 meters 
Sharp (75') 250 meters 
Sheer (909 250 meters 
Mild T l l t  (1 05') 250 meters 
Severe T i l t  ( 1  203 250 meters 
Per Roof +50 meters 

The almosp herlc envelope surrounding any planet Is thick& M t h e  
wwld's surface, and decreases In densfty the further from the surface 
one gets. The irregu1arZties of a worlds surface cause mountajns and 
valleys to form; where these feajvres we of significant slre, air presure 
w i l l  be noticeably different. 



A base llne ta +he measurement of a planers atmospheric pressure 
Is always set. This is the Surface Level pressure. On planets without , 
w a t e r ,  surface level Is calculated as belng the level, wlthln +/- 100 
Wers, a t  whlch the gredest  fraction of the p l a n e s  surface area Iles- 
this being determined by survey . . . in effect, the referee may se-t thls ' 
base line as desired. Planets with water traditionally calculate Surface 
Level pressure a t  the t o p  of the planet% ,oceans - a t  'see level' - a 
practlce whlch began on both Terra and Wand In pre-spaceflight times, 

Surface level is always set a-t d. Altitudes are then calculated 
above (plus) w below (rnlnus) surface level. Pressure Increasers below 
surface level, and decrees  above it. The curve of pressure change is 
Influenced by a number of fac-h-s, including the  overall air pressure, 
planetary gravity, and temperature. The curve Is n o t  a smooth one, b u t  
pressure tends t o  build more rapldly the nearer -the point in question Is 
to the center of the plan&. Thus pressure below surface level Increases 
at  a fester rate than does pressure above surface level. 

A ~ p h w l c  pressure is measured In ahnospheres (abbreviated ah), 
an abscrluh measurement no t  dependent upon factws t h a t  vary from 
planetto planet. The surface level pres6ure of Terra is IsW, b u t  &her 
worlds may have qulte dlfferent surface level pressures. 

In Traveller, three surface level pressures are of Interest for the 
purposes of this booklet, These bands represent the three broad 
categcrles of ahnospheric pressure where breal-hlng is possible for 
humans and similar races. 

Thfn w Thin, Tainted atmospheres have a surface-level pressure of 
b d E n  .425atm and .75alm. The average, roughly .5a+m, h most 
cormonly used for identifying a baslc Yh1nt atmwpherlc pressure. On 
E m ,  thls corresponds So the  pressure encountered at  an aHItude of 
roughly 18,000 feet, 

Sbndard or Standard, TalnTed ahnospheres have a surface level 
pressure in the ranae between .75atm and 1 Earth's sea-level 
pressure of 1 aim b u&d as an average fl gwe throughout thls booklet. 

Dense or Dense Tainted stmapheres represent a surface-level of 
a v a r t ~ s = ~ h  In thecry breathable to fa ir ly hlgh pressures, a 
dense atmosphere generally will be less than 25atm; #a average and 
c m n  practice for this baoklet is 2atm pressure. 

The Almspherlc Pressure Table shows how t o  calcu lal-e +he presswe 
at various altltudss, depending upon the  surface level pressure of the 
plane% atmosphere. Thus, on E a ~ h ,  we read down the centw column, 
and discover t h a t  3atm pressure Is found a t  5.5km altitude. In simllar 
fashlon, we can find an alt i tude - say, 2.5km - and read across, n d l n g  
that, In a Thfn atmosphere, the pressure at t ha t  altltude Is datm; In a 
Standard atmmphere, It is datm, and in a dense erhnosp here, 1 datm. 

The shaded ranges shovl the I lm l t s  of breathabllity, marked off by 
Thfn, Standard, and Dense atmosphere ranges. Outside these safe zones, 
e i f i c i a l  assistance w l l l  be needed h avofd serIaus damaye, and, 
ultlmal-ely, death. 



This table assumes 'basic altftude* 1n a 1 G field, wlth Thin 
ahasphere a t  0.5ah surface level, Slmndard et. I.OaTrn ssurtacl level, 
and Dense a t  20atm surface level presures. For variations, see the 
appropriate rules. 



Although exact pressures are 
I 

glven on the table, it is rarely all 
that essential To know what the spe- 
clflc pressure is - either you can 
breathe w you can't. If you're in a 
Very Thln atmosphere, It matters Ilt- 
t l e  i f  the pressure is .2 or A at- 
mospheres - you're In trouble with- 
out oxygen, and thars that. 

The precklon fn meas- 
uring pressure, however, is 
useful for some purposes. 
Fw example, It is very ea- 

sy h supply local ' c o l d  through 
varying the surface level pressure 
of a world withfn the given limits. I t  
wll l  make a dlfference if the Wan- 
dard ivtmosp here' wl d is a? The up- 
per end, the lower end, or cmfor 
tably In the middle of the pressure 
scale. Referees can set pressures 
arbitrarll y (or have them furnished 
for various planets), cr can ran- 
domly establish the pressure a t  
surface level far a new world by fol- 
lowing the simple procedure outlin- 
ed in the paragraph below. 

Flnd the lowest pressure falling within a glven categay on the 
the. Rall 20-2; move tha t  nutnbw of bands up the chart (far Thln 
atmosphere wwlds, the modifier should be 20-4, instead) - a negative 
number requires a downward move. 

The results of this throw give the surface level pressure la be used 
far the world. Where the atmosphere thus determined has moved out  of 
the prop* range (too low in Thin atmospheres, w too high in Dense 
ones), an unusual situation has occurred. The planet lg In fact, a mtld 
version of the Type D ar E atmosphere wwlds described fn Supplement 10, 
The Solomani Rim. Surface level pressure is nod- capable of sustalnlng 
human life, but  seitlements at a lower or higher point w l l l  enjoy the 
proper ahnospheric type. This allows fcr this late addition t o  the 
Traveller rules to be incorporated into prevlousl y established worlds; it 
also can be ignored at wi l l .  

Once the surface level pressure Is esl-ablished, a table specific t o  
the planet can be established t o  carrelate pressure and altitude based 
on the specific surface ff gure. 1 

PRESSURE AND GRAVITY 

Gravity has a furl-her Influence on the process af determining 
altitude and pressure. A hlgh gravity w i l l  tend t o  increase pressure and 



compact -the atmosphere; thus, the higher the  gravity, the narrower the 
overall envelope of air around a wcrl d w i l l  be, 

Effects of gravity can be calculated in two ways, depending on The 
deslred information being d*mIned. Firsf; the specific altI-fude a t  
whlch a glvsn pressure occurs can be found; conversely, the specific 
pressure a) any glven alt l tu de may be determlned, 

The Atmospheric Pressure table is set up t o  presuppose a 1G field, 
like Earth's. Gravl+y for any speclfic wwld can be calculakd from the 
standard Travel lw formula (shown a t  t he  rlghf) where G, 
is The planers gavl ty ,  D is the  planel% dlarneter In 
thousands of mlles, and 8 is a constant whlch gives the  
proper relationship of E&hls slze to t ha t  of the p l a n d  
In questlan. To find an altitude when pressure Is known, 
multiply pressure t1ms gravliy, and read The altitude equlvalent to the 
resultln~ pressure. To flnd a pressure when ol.tItude is known, dlvlde 
altltuda by gravity. 

I t  Is wisest for the referee to set up a specific Atmosphere Pressure 
table for each new w l d .  This +able can incorporate vvarlables in  
surface pressure and in g a v l t y  from the very hrt, and may thus be used 
with minimal confusion w mathernaiical calculaTions when dealing with a 
given w l  d's altitud%lpressure relationships. 

WEATHER 

Wedher pa-erns In mountaincrus regions vary enormously accwd tng 
to a variety of factars. Planetary climate palterns, local conditions, 
and specia t considerations of env ironmen* and terrain wll l a l l  cause 
weather to vary tkom one climb to another (even the  same mountain ni l  l 
be startlngl y d'fferent If seasclnsl differences are at all exfreme). Thus, 
no simple set  of rules can slmulate changlng weather to any degree of 
accuracy . . . and, since Traveller is not intended to requ Ire a degree In  
~netewology to play w run, mare leng-hy rules wll l also be avoided here. 
Th- sufflclsn-t-l y knowledgeable and/or Interested are Invited to 
substttute w e  rea llstic slrnuiattons as deslread. 

To deal wlth cllmde and weather in s straightfwwwd Ilf 
unrealistic) tashfon, two basic facts m u d  be def-ermined from whlch all 
other considerations follow. These are temperature, and the base 
chance of preclpitatlon. 

T m p e r h r e  can be determlned in many ways. Often, the information 
is known as a resub of given matffial on the planet, a t  l e a d  
approximately (!.em, a planet t h a t  has been dsmibed as a desert is at 
least gdng to color the referee's thfnking on f i e  temperature, even I f  
no axact data Is given), In other cases, t h e  referee may have the means 
To ca I cu lde  (or arbltrarit y predeterml ne) an appropriate temperature. 

However It Is ed-~blished, temperature should always be se+ h 
reflect conditions a t  -he base of the mountain. The sectlon on Presure 
and Temperature shows how to establish changes in temperature further 
up the mountai nslde. 



The bask chan~e  of preclpltatlon Is an even w e  vague factw, 
I& largely up t o  tho referee to establish. One good rule of thumb is to 
use the planetary hydrosphere number; ml l Ing this number w less on 2D 
w i l t  Ind1ca-b tha* preclpItt.atIon will occur. However, a s n s e  of Iccal I 

modWlcatlons Is Important. A desert on a planet with a 90% hydrosphere 
w l I l  receive less ralnfall than a tropfcetl jungle - and thb should carry 
over as the  referee habl lshes  the conditions of the climb. 

I 
When Weather k Dhrmlned: The Inftlal weather of a climb should be 

determined before the cllmb beglnk Wlw cllmbers tit they have a cholce) 
wlll no t  begin thelr  climb until conditions ara wlthin c d a l n  accept-able 
l i m t k .  However, It Is not always posslb le t o  make such a choice. 

Set the temperature, then rol l  against the base chanca of 
precIpltatIon. If the ro l l  Is less than the indicated throllr, there is a 
threat  of raln or snow. A ro l l  equal to the number indicates t h a t  it 
achrally Is raining w snowlng at t he  time t he  check Is made. Throwing a 
number greater than the base chance means the day is clear, with Iiltle 
or no threat of trouble. All of this, of course, refers sh- id ly t o  
condmons a t  the base of the m u  ntaln, 

Weather remalns fairly constant, once It Is set. Clear conditions 
remain in effect for as long as the group does ncrf suffer a Weather 
Change result on the  event tables; the same Is basically true of the 
Y=hrmknIng weather" resul?, except t ha t  a roll of 8+, made once every 6 
hours, w i l t  cause snow or rain tp begin falling. Once prscIpltatlon 
beglns, it ~ I l t  last for u3 burs; a t  #e end of t ha t  period, re-determi ne 
the conditions us1 ng the Base Chance number. Note t h a t  this could lead 
Po an Immediately renewed perlod of foul weather. 

Any time the Weather Change event Is rolled, weather condltlons 
are re-calculated. 

Temperature: Sudden ternperature changes are less frequent than 
cloud bursts. Temperature should remain relatively constant; hawever, 
wrhen each Weather Change takes place, rol l  2D; s 2 or 12 Indicates that 
a Temperature change wlll occur, A 2 Is an Increase, a 12 a decrease; 
ro l l  2 dice, multiply the results together, and dlvlde by a fac* 
depending on the current a-hnasp herlc pressure (Very Thin, 1,O; Thln, 1.5; 
Standard, 26; Dense, 3.0) to get the resulting temperdure change. 

Local Changes: The referee should not permit more than two dramatlc 
weather change results in a day - I.e., temperwkure and precipitation 
should n o t  change rapidly as a result of a diff lcult climb t h a t  requlres 
several Event rolls. Indead, the referee can Impose local weather 
problems on the p*. These lnclude wlnds, lightning, highly locallzed 
precipltatlon, and the Ilke. These are explained In the Events section; I 

they can be brought Into play as the referee desires. I 

Nlght and Day: Temperahre nil  l vary beheen day lIght and darkness. 
Though exact varla-tlons depend an local condltfons, a good rule of 
thumb Is t o  drop temperahre by 10-1 50C affer the sun goes down. ThIs I 

drop Is n o t  abrupt - no more than a degree or two an hour under normal I 
canditlons. The same is kcre when mamlng comas and the temperature 
beglns to climb once mre. 



Agaln, this is only a general rule. Allen worlds wlll vary wfdety in 
actual condltions, and the referee should fee free to set up unusual 
situations to give a b&er feel for adventuring on e x d c  wwlds. 

R s l  n and Snow: When precipihd?on occurs, the current temperature 
w i l l  determine the nature of +bat preclpl?aTion. Abwe PC, it w l l l  be 
rain: below VC, snow - r lgh t  around the cri t ical ternpffdure (wlthin a 
degree or two eWhw way), the result will be a freezing rain. This  causes 
condltions slmllar to those discussed for Verglas in the section on 
Speclal E n c o u n k  and Events. 

When rain and snow are t o  occur, the referee should determine 
severity of t h e  weather. Roll 1 D: 1-3 Ilght, 4-5 moderate, 6 heavy (This 
can be changed for speclfic planets or regions of a planet, If desired). 

€fie& of Ral n: When raf  n occurs, it can be an i nconvenience; heavy 
donnpwrs can be especiall~ hazardous. Any face wlth a s l o ~ e  60" or 
m e ;  partlcu larl y walls, becomes exfremsl y' dangerous to c'limb, and 
canndt be nego-liated a? all wl-kholrt sane & of aid. Increase difflcu l t y  
level of any pitch by )he amount Indicated for the severity of the 
r al nstorm. 

LIght Rain: Llght rain has no paMcular Irnmedlate effect. In  the long 
term, l ight raln will cause dIsccmfot+. Each character should lase 1 point 
fran 8asic Endurance after spending an hour a- more In l lght raIn 
candltions. Increase plTch dlfflcu l t y  level by 1. 

Moderate Raln: A moderate raln causes the same Endurance loss as 
light rein, and, in addltron, halves all mdvement rates Ilncluding those 
for r o ~ k  cllmblng), Increase pItch difflculty level by 2" 

Heavy Rain: A heavy rain causes an immediah Endurance loss as soon 
as It beg1 ns. This, in turn, can cause further difflcu tties; If a heavy rain 
catches a party climbing, they must roll for accidents J u s t  as they would 
if one were wounded. In addition, movement c& and Endurance loss 
r a h  are all doubted i n  heavy raln. Increase pifch difflculty level by 4. 

Lightning: Lightning is frequently associated with moderate or heavy 
raln. As mentioned above, lightning k a good event to implement if too 
many Weather Change resu lk  occur durIng the space of a slngle day. 
Llghtnlng is covered full In the Events seetlon. 

Effeck of Snow: Snow causes less of a problem for parties i n  terms of 
personal Inconvenlance, b u t  has more abrupt and severe effects on 
travel. Also, because snow accumulates, even a l ight  snowfall can be a 
maw problem if it lasts long enough. 

A Snow Accumulatron level shoutd be tracked as snow continues. I t  
Is the currenS Accurnutatlon value which determines +he maJor effects of 
snow. Light snow Increases the value by 1 per hour, modersts by 3, 
heavy by 5. 

Accurnulal-ion values of 1-6 reduce mvement r a k  by 1/2. Levels 
7- 15 reduce rnovement to 1/4. A 1 dt. makes travel on foot vlrhrall y 
fmpossl ble. 

Snow also causes all terrain (except steep slopes) to assume the 
characterlstlcs of a Pmanent  Snowfield untll t h e  temperskure rises 



above O°C and melting begins (at  a level of 1 level of accumutatlon per 
hour per 2% r ise in temperature above O°C). 

Whlteout: Whiteout is a phenomenon covered in the  Events section. I t  
Is associated with moderate cr heavy snow as llghtnlng Is with raIn. 

Wind: In addition t o  its effect on vehicles (see Vehlcles In the - 
Mountain Envtronment), high winds cause the Wind Chill Factor to come 
into effect. This Is a phenomenon which makes the apparent temperature 
drop below the actual temperature, accwding t o  the force of -the wind. 

Ordinarlly, wind Is not a significant enough problem t o  track 
constantly. On occasion, as directed by Weather events, an especial1 y 
high wind w i l l  be called for. In this case, determine the wind speed as 
indicated by the  event description and then consult t he  Wind Chill table, 
below. 

WIND CHILL 

Wind Actual Alr Temperature In *C 
Speed (kph) O°C -6OC -1PC -lB°C -24°C -30°C 

16 - 7O -16' -22" -29' -37" - 4 P  
24 - 1  lo -20° -2 7' -35" -4 3O -5 1" 
3 2 -14' -220 -31" -4 0" -4 7" -56" 
40 -1 7" -25" -34O -43O -5 1' -6 1 
48 - 1  8" -27" -36" -4 5" -53" -62" 
56 -19" -28' -37O -47O -56' -65" 
64 -19' -29" -37O -48" -5 7" -66' 



Effects of Low Temperatures: When the apparent temperature drops to 
-lO°C, f r o ~ l t e  of unprohcted body parts sets in. Cold Weather 
Clathlng Is rated i n  terms of insulation value, adding a set value fo the 
apparent temperature. Thus, If )he wlnd chill temperature 11s -50eC, and a 
character has on c ldh lng  providing an lnsulatlan of 6@C, We apparent 
temperature will be +1 OeC, and the character Is safe froln freea1ng 
(assuming all budy p r k  are covered). 

FrodbIte may affect indlv f dual ex-tremftles, InsufflcIentl y 
protected hands and feet will become numb and useless, and the 
character suffers I D  damage points every 10 minutes until the cold 
weather effects are negated. 

Characfers cannot wear clothlng that would raise Thelr apparent 
temperature above +30°C. wl-thout dlscmfort.. ExIra elothing must be 
carried, or heakults with internal thernwtats must be used. See the 
Equipment section. 

PESSURES AND TEMPERATURE 

The lower the air pressure Is, the mwe qulchly heat is radtated 
from a surFace. This means that  the temperatures a-t high altitudes w1ll 
be much lower than those found a t  lows attitudes. 

A t  Its rn& baslc level, thls phenomenon is expressed In a 'lapse 
raW t-I-emperahre mduct~on) of 1% for every 200 m e t e r s  of attltude 
gained. Thus a point 1 km above surface level will be 5'C caoler than the 
surface level temperature, on the average. 

Adually,  lapse rate varies mewhst. To allow varlabllity based on 
environmental condltlons, a simple process can be applled by the 
refwee, Slnce w e t  alr cools more siowly than dry air (but by no means i n  
any set, automatic fashion), h o  f a d w s  can be taken Into account in  
producflon of a variable. One is a cons lan t  - the Ilkellhood of tfie 
planet to have wet alr masses, based, In its slmple& form, on the 
planetary hydrosphere. The second Is randam - a roll of 2D-2. Take the 
average of these two numbers; the result, In tenths of degrees C, Is 
added to the I0C standard lapse rate. Thus, s planet with an 80% 
hydrasphere (81, a modlfled roll of 4 will produce a mdlfled lapse rate of 
t &*C per 200 meters (I8 + 41 / 2 = 6; 1 + .6 = 1 .beC). 

The referee should feel free to v w y  the 'conslan? for local 
conditions. For example, If the nwunhln Is In the midst of a deserk, the 
planetary hydr-phere flgure should be Ignored In favor of some low 
ffgwe. I t  may even be of interest fos me referee to  calculate, In m e  
fashlon, local humidity, rather than atways using the hydrosphere figure 
- though M l s  Is the most convenient way t o  deal wi+h local condltlons 
wIThout geHlng too bogged down In complexity. 

I t  Is the lapse rate that explaj ns how a mountain In the tropics may 
have snow on it. Sea level +emperdure may be 3 9 C  In a tropical elty a t  
the base of a mountain; a t  the t o p  of that mountain, I Okm above sea 
level, the temperature Is a frlgld -1 F C .  



Special Encounters and Events 
Once the nature of terrain is determined, the  referee can embetlish 

t h a t  terrain with any of a number of special terrain features or other 
hazards. Some of these should be deliberately established by the  
referee as par t  of the basic terrain; others can be instal led in encounter 
and event tables created fw the terrain in question. 

Roof: An overhanging obstacle projecting from a WALL. Roofs are - 
explained under WALLS in the  section on Mountain Terrain. 

Ledge: A ledge may also be found along a WALL. Such a ledge may 
allow characters a narrow path along the  side of t h e  wall. Movement 
along a ledge is a t  1/4 nwmal rates. There is a basic chance of 8 t  t h a t  
any given ledge w i l l  have a weak spot t ha t  w i l l  give way under a 
character's weight (usually, but not always, the  f i rs t  one to step there). 

Rockfall: Rockfalls are common on WALLS, STEEP SLOPES, or on terrain 
below such features. In a rockfall zone, rocks - varylng in size from 
gravel t o  boulders - may occasionally plunge down from above. Probably 
the  best way to simulate the  variables of a rockfall situation would be to 
ro l l  I D  t o  determine the number of dice damage a character will suffer if 
h i t  by a rock. The character should be permitted a throw of Dexterity or 
less to dodge a rockfall; i f  the character fails the  throw, or Is currently 
engaged in  climbing (which would make dodging difficult), t h e  rock hits on 
a ro l l  of 8t and inflicts t he  indicated damage. 



Verglas: A condition affecting cllmbs on WALLS as STEEP SLOPES. 
Verglas is a condition In whtch frozen water causes a rock face t o  
become extreme1 y slippery and hazardous, I t  occurs on1 y above the snow 
line; when encountered, verglas negates the characters1 Rock ClImbing 
sklll; Ice Climbing sklll Is usad as a favorable DM indead whenever 
verglas Is found. 

Snodield: A snonfiel d 15 an extensive blanket of snow. Snawflel ds are 
found In any condmons where snow is possible (through sultable 
temperature weather patternsl, and the slope of the ground Is no w e  
than 4P.  Crosslng snowfields Is a task calllrrg for ice climbing skill, A 
snowfield should be treated as an exWa terrain type, whlch may In  turn 
conceal other hazards. 

Cwnlce: A l ip of snow exl-ending beyond the  edge of a steep s l q e  ..rr 
 ami ices can form on almost any & of M a i n .  The danger of the 
cwnlce, of course, is the fact tha t  it is hard to  fel l  where a character 
can walk unsupported. If n cornice event occurs, the  lead character of 
a p a r t y  must ro l l  Intelligence or less (DM-Mixed or Ice Cllmblng shill) t o  
spat the danger. FaIlure of t he  rol l  rasults in  a mishap and a potentla1 
fall for that  character. 

bevasse: A crack in a GLACIER. Crevasss are among the great& 
dangers of glacler travel, and offer a variety of different problems to be 
overcome. 

When a Crevasse result occurs, the referee should ro l l  ID; this 
glves i-he number of roughly paral iel crevasses encountered. A second 
roll of 20 establishes meth lng  of the position of the crevasses. An 8+ 
lndfcates that the party mu& travel pard lel f o  themj dhww1se they run  
across the pwty's p lanned path. 

In the flrs-t case, The crevasses pose no parblcular hazard , . . 
unless t he  paw Is forced by further encounws or even* to deviate 
from their planned muss (it should be noted That the referee and 
players m u d  determine which direction the wevasses are in relation to 
the party). Crevasses should remain a danger for 2Dx25 meters beyond 
the  firsf polnt a t  which they are encountered (unless the glacier eomw 
t o  an end Wrst, of course). 

If the pa* m u s t  move parall el la crevasses, cornlces are added tu 
t he  possible events which may be encountered, 

A p a w  faced wlth the  need of crossing crevasses has more sevwe 
problems. A detour can be altmpted; ro l l  20x25 meters to determine how 
far the party needs to divert Its course. However, if the ro l l  Is 1 I+, it 
proves virtually impossible to go wound the  crevasses (due t o  ather 
obstacles, Hc.); wosslng them becomes mandatory. 

A bridge of ice or snow may exist across a crevasse. ThL may be 
solid enough t o  hold a character; each character making a crassing 
should throw 6-k (DMFlce Climblng sklll)  to cross without mishaps occurring. 
A bridge of t h l s  type wlll be discovered on a ro l l  of 9+ In summer, w Bt in 
winter kummer and wlnter referring to seasonal temperawre extremes - 
b u t  remember that the hrnperatzlre wl I1 nu+ adual l  y r ise much above PC 
on glacier terrain). 



Flnally, a ewnIce will be encountered by parties approaching a 
crevess to cross I? on a roll of 8+ (!Bt-lce Cllmbing skilt). Naturally, all 
of this means there are frequent chances fw mishaps when dealing with 
crevmes. I t  is eniIreIy possible for crevasses to defeat a climblng 
party, farctng them to f ind an altwnaie route. 

Col: A col is a shallow, rounded pass through a mountain ARETE or 
RID= When encountered, a col interrupts the ordinary slope of the 
rldge. it Is 1 D-l x25 meters lower than the ridge a+ i ts  lowest. polnt. The 
slopes d a ctlI are rdat lvely shallow; ro l l  10 - 1-3 Gentle (3001, 4-5 
Moderate (45'1, 6 Steep (60'). A col should always be e*ablished pr1w To 
e climb, and should never occur on an actual event table - cols are 
easll y spotted by the most curscry of examinations. 

Notch: A notch Is virtually 1dent.Ical to a cal, b u t  much more of an 
obstacle. Depth Is (10-1)#50 mgters; side slopes are determined by uslng 
1-2 b d e r a t e  (45'1, 3-4 Steep (6m, 5 Sharp (75'1, 5 Sheer (909. 

Gendarme: A tower a- pinnacle =curing on RIDGE a- METE terrain. A 
gendme rises stratght up, with sheer sides; In some cases, It w l l i  block 
progress on foot and force a difficult traverse procedure by the party. 
On a ridge, a gendarme blocks the route on a rol l  of 1-2 on 1 D; on an 
arete, the roll i s  1-4. When a gendarme occurs, an autmatlc ro l l  af 8+ 
wltl &Tab tish elther a cornlee or a weak ledge whlch can trap the unwary 
cl?mber dtempting to avo1 d the obstacte. 

Aigullle: A mare imposing version of a gendarme, the aigullle 
automatically blocks an areie, and blocks a r idge on a ro l l  of 1-4. 

Serac: A serac Is a large block or h e r  of Ice owen found on GLACIER 
terrain, High!y unstable, a serac can topple as a par ty  passes hy on a 
rol l  of 1W. If It does so, t r e a t  it as a Rockfall situation. 

Scree Slope: A scree slope Is any SLOPE covered by mail rocks and 
debris. When ct irnblng any scree slope, speed Is reduced to 114 of nwmal 
rat=. 

Suncups: Suncups are irregular depressions In Ice or snow, found i n  
SNOWFIELD or GLACIER terraln. They are farmed by uneven patterns of 
melting  hen t h e  surface i s  exposed to sunlight. Movement In  an area 
where suncups are present Is reduced by f/3. 

Boulder Fleld: A boulder fleld, as I t s  name indicates, Is an area where 
a variety of large rocks have accumulated. On a RIDGE or ARETE, they 
may hinder progress, btocking the route on a ID ro l l  of 1-3 on a rtdge, w 
1-5 on an are+e, In other terrain, a bu lde r  field may be skirted, b u t  
the detour consumes 1 Dx20 meterr mvemen-t through a boulder f ie ld is 
made at 1/4 t he  usual movement rate. 

If fw any reason a pa r t y  atktnpts to move through a boulder field, 
each Individual must throw a 6+ (DMlxed Climbing sklll) to avold a 
mishap. Avdding a boulder field blocklng a ridge or arete may cause the  
party to be forced into a diffIcuIt traverse. 

The referee has the option to f i r o n  for an addlfional event any 
time a party chooses to datour around a boulder fletd, thus fwclny a 
party, I n some cases, to make a chofce between two evl Isl 



Moraine: A moraine is a form of boulder field found only on GLACIER 
terrain. Moraines are much less stable; the throw t o  avoid mishap in a 
moraine is 9. Otherwise all provisions of boulder fields hold true. 

Avalanche Zone: An avalanche zone exists a t  t he  base of snow- 
covered SLOPES designed as moderate w worse. Potential avalanche 
zones should be designated in advance of a climb (or in t he  wake of any 
snowfall which causes an accumulation of 8+- see Weather). 

An actual avalanche is ,a relatively rare spontaneous occurrence; 
ro l l  once when a party enters an avalanche zone, with an 1 I +  indicating 
t h a t  an avalanche occurs. Additional rolls, however, mud be made each 
time a loud nolse (a gunshot, a shout, et-c.) occurs. 

When an avalanche takes place, each character in t he  avalanche 
zone may adtempt t o  ro l l  ,Endurance cr less to sprint t o  a point of 
rela-tive safety. Those who fail the throw suffer 1  D x l  D  damage. There is 
also a good chance (roll 10j- t o  avoid) tha t  they will be buried In snow, 
requiring rescue. Characters buried in this fashion will suffer 1 point  of 
damage per round until dug out, from cold, restricted air supply, and the  
like. I t  takes I D  rounds t o  locate, and 2D rounds to dig out, a character 
trapped in th is  way. Divide the  time by -the number of rescuers. 

Chimney: A chimney Is a place where two rock segments come close 
enough together t o  permit an individual to  use the  rock on either side 
for leverage. Chimneys are found, primarily, along WALLS, though any 
sheer face may include a chimney. If one is present, I D  can be 
subtracted from the diff iculty dice result for every two levels of Rock 
Climbing skil l of a character climbing the face. 



Caves or Caverns: Caves offer, for the & part, a dlverdon from the 
cllmb - plus obvlous p o s s l b l l i t ~  for shelter (assurnlna no rudely 
awakened 'tenants dispute the rnmltw) and *age of ~ ; ~ ~ l l e s .    he 
referee can detwmlne the size, h n t ;  and other aspects of caves as 
they are encountered. 

Landsllde Zone: A landslide zone Is much like an avalanche zone, but 
the occurrence Is much less frequent, and the danger is from racks and 
debris, rather than from a +I dal wave of snow. The baslc parameters for a 
landslide zone are the same as those for an avalanche zone, save t h a t  
snow cover is n0-F necessary; a roll of 9+ made for each area fIT+Ing Into 
these parameters IndIcaWs t h a t  the area actuall y does sufTer from 
occasional landslides. 

Landslides actuall y occur according tu t h e  same procedures as 
avalanches. Whan they occur, each member of the party who cannot 
reach a safe haven takes 2Oxf D damage from fall ing and rolling rocks.  

Boulder fields may be placed a t  the base of slopes Indicated as 
landsllde zones, both as a clue far the party and as an additional 
obstacle to be overcame. 

Weather Change: T h b  geneal event lndlcates t h a t  xrme ueathw- 
d e n t e d  problem or condition has taken place. See t he  We&= sectlon 
tw details. When the result occurs, determine (In xxns random a- 
arbitrary fashion) whether the result Is a dramatlc change In conditions 
(the appearance of threatsnlng clouds, for example), or e change In  
temperature, or the occurrence of some specIflc phenomena such as 
Iightnlng, whlteout, hlgh wlnds, and so forth, Some specifics are 
d e w 1  bed be low. 

HIgh Wind: If hIgh wlnd Is the weather change whlch occurs, ro l l  20x5 
t o  determine the wind speed In kph. This wlll a f fect  wlnd chllls In tow 
temperature situations; It also should Increase the difficulty dlce result 
of a wall cllmb by an a u n t  equal to the wlnd speed dlvlded by 10. Winds 
remain high for 20 hours. 

LIghtnlnq: Lightning is a great hazard t o  climbers. It can occur any 
time weather Is already Indicated as belng Yhreatenlng'. If lightnlng 
occurs, each character has a slight (roll 1 I+) chance of being hlt. DMs 
applied include OW3 i f located MI a ridge, mete, buttress, w summit; 
DW2 H near a wall, steep slope, large boulder, or other high obJect; D# 
HIxed Cllmblng sklll, OW2 If rain is falling, Llghtnlng rerely occurs In 
snowy condltlonr 

If llghtnlng hlls a c h w a h r ,  damage Is figured a t  2DxlD polnts. 
ThIs can result  In anythlng from a eomparatlvely mlld  shock t o  cerb ln  
deaw. 

W h l t e o ~ l t :  Whlteout Is a phenomenon associated wlth snowy conditions 
- occurring either during moderate to heavy snows, w as a r e s u l t  of 
itlgb dnds sweeping across a snowfield, In whlteout, vlslbfl i jy Is reduced 
nearly t o  zero. Whiteout wlll l a d  far E long as the conditions producing 
It remain unchanged. Fasward progress In whifeout condltlons is 
Impossible. 



To the  r l gh t  may be found a typical 
RIDGE TERRAIN event fable. Each time a new terrain type 

(below wmber 8+ 
is entered, or every two hours, a ro l l  af 8-b 
( w i t h  Mlxed Cllrnblng skill as a negative DM) 
wjll cause an event to occur. A ro l l  of 2D 
est-abllshes the particular event schedul- 
ed to =cur. When bui ld ing  the fable, 
Equipment Fallure and Weather Change 
should be a t  t h e  two extremes of the ta- 
ble. AnImal Encounter (directing the ref- 
eree to a conventional anlmal encounter 
.table) should occur one w mwe t ims  in the 
cen* of the table. Other results can be 
placed as desired, and should be varied 
wlthin + h a  range provlded I n  the Tmstn 
Event Summy below. 

2 Equipment Failure 
3 Equipmen-t Failure 
4 Gendarme 
5 Gendarme 
6 Aigullle 
7 Animal Encounter 
8 Anlmat Encounter 
9 Boulder Field 

10 Baulder Field 
11 Weather Change 
12 Wsather Change 

TERRAIN EVENT SUMMARY 

Teraln Type Possible Evenfs 

Slermltt Snmfield Cornlce 

Rldget Boulder Field Gendarme 
Snowffeld Carn ice 
Co P N o k W  
Algullle 

Pretet Corn ice Gendarme 
Algullle Notch* 

B u t t r e d  Boulder Field Corn ice 
Snowfield 

Slopet Avalanche Zone (Moderat&) Scree Slope 
Landslide Zone (Moderatst) Verglas (Steep+) 
Snowfield ( n o t  Steep+) Rockfall (Steep+) 

Wallf Rockf a I I Verg las 
Roof Chimney 
Ledge 

Glacid Moraine Serac 
Crev ass@ Suncups 
Cornice (with Crevasse on1 y) 

Chutet Avalanche Zone Rockfall 
Landslide Zone 

Snowfleldt Boulder Field CwnIce 
As for base terrain Suncups 

Events marked in thfs fashlon should never be placed In a random 
event table, but should be vlsl ble t o  character as they approach the 
mountain. 

t A l l  *rain types include Weather Change and Equipment Failure. 



Equipment 

A wlde range of equipment lnay be applicable to operations in a 
mountainous area, either fff direct use in climbing, or as support or 
survival gear. The sed-ion t h a t  follows covers a number of these itms. 

BASE MOUNTAINEERING GEAR 

Basic mountaineering gear Includes all those items actual1 y used by 
c timbers i n  varlous situations. 

I t  should be noted that  I iWe  detail Is spwad In th is  section for 
many of +he vi ta l  but hlghly specialized pieces of mall gear used in 
mountai neerlng. Thus one will n o t  find carabiners, chocksttones, runners, 
chock loops, expansion bolts, a- the various speclalIzed types of plton 
avallable t o  contemporary climbers. The reason? - J u s t  as the rules 
cannot afford To deal rrith the chance of discovering each foothold or 
projecting clump of grass, neither can they deal wlth each af them small 
ITe~ns i n  detail. And players should no t  be fwcsd  to worry about whether 
a chockd-ane, an expansion bolt, ar a plton makes the mosl- sense In a 
given situation. If their characters have dimblng experience, l+ey'll 
know what t o  use, and they'll no? be Ifkely to mlsuse the equipment - 
hence The benefits in speed and safety granted to those wlth ski1 I. 

Instead of covering all these Items, the cllmbing gear that Is 
covered ts either very i m p o r k n t ,  very useful, or o-thwwlse of speclal 
Interest, Any item of minor gedr nat specifically covered is assumed to 
be part  of the W n t a l n e d s  Klt. 

MountaIneePsKit: A general collection of ~ l s e f u l  gear which is 
applicable t o  most. mountaineering situations. I t  Includes any .type of 
equipment not specifically described elsewhere whlch would cuskmarily 
be used by cllmbers, fn sufficient quantities to be used on a climb of 
average difficulty. If a more difficult climb Is undertaken, a character 
should have two of these kl ts  to provlde backup gear. 

Tech Level = 4+. Rellabillly: tech level. Weight: 2kg (the klt 
inciudes a carrying bag which flts into a backpack or rucksack as 
needed). Co*. D 100. 

Rope: Rope is the single m W  Impatant  ele~nent of a climbe@s 
equlpment. A varleiy of types and sizes are available; In general, 
however, they are all slmilar in rel iabi l i ty and price within any given 
tech level. Rope equivalent to t h a t  avallable at the nexT higher tech 
level may always be acquired, b u t  a t  double Indicated c&. 

The amount of rope to be required depends upon terraln and +the 
speed of ascent. Enough rope must be present to allow hoisting or 



climbing up the tallest pitch to be encountered on the climb; if the 
minimum amount is present, only one person or load may be hoisted a t  a 
time. fixIra rope allows multiple ascenls, and provldes backups as 
desired. However, individual rope lengths of 60 meters or m e  becme 
dmicult t o  handle. 

Tech Level = I +  (rope is available in almost all cultures yet  
discovered). Reliability: tech level. Weight: 3kg per 10 meters a t  TL5; 
Increase by 1 kg per 10 meters per tech level below 5, decrease by .5kg 
per 10 metee per tech level above 5. Cost: Ct-20 per 10 meters at TL5; 
increase cast by Cr3 per tech level below 5; decrease by Cr2 per tech 
level above 5. 

Pitons: The uses of pltons are described elsewhere. Several specific - 
types are available. 

Tech Level 4 Pltons: The dmplest pitons are soft iron spikes drlven Into 
rock. Reliability: 2 x tech level. Weight: 3 k g  each. C m  Cr5 each. 

Tach Level 7 Pltons: An advanced verslon of the plwns above, using 
supwiw alloys. Rellabillty: 7+1D. Weight: 9 k g  each. Gosh Cr6 each. 

Tech Level 8 Pltom These pi- 
tons are a radical design, not 
drlven into rock a t  all, b u t  u- 
ing a quick-setting super-glue 
to attach them to rock faces. 
Once set, they cannot be re- 
moved wlthout using special sol- 
vents; however, use of these pl- 
tons doubles ascent speeds. Re- 
liability: tech level. Weight: 
9kg  each. CosC: Cr6 each, The 
solvent weighs 5 k g  (500 ap0pll- 
cations), and cask Cr20. 

Tech Level 10 Pltons: The ul- 
tlmats in  pitons, these sophis- , 
ticated devices include a small . 
battery pack and a powerful 
heating elsnrent In the tip. 
When activated, a sudden white- ; 

hot burst of heat helps set the 
plton w l t h  a minimum of e f f d  
(just steady pressure by the 
climber). Reliability: tech lev- 
el - 1D (in event of failure, they 
can funMon as t e c h  level 7 pi- \ , 

tons Indead). Weigh-h J k g  
each. Cotit: CrlO each. 

Pltons can be used as weapons in same cases. Tech 4, 7, and 10 
pitons can funcl-lon as aude daggers for canbat purposes. Switched on, 
a tech 10 piton altacks as a dagger, bu t  does damage as a laser carblne. 



Rock Hammer: A rock h m e r  Is required t o  set a tech 4 w tech 7 
piton. I t  can also be used as a brawllng weapon (treat as Club-1) as 
needed. Tech Level = 2+. Reliability: tech level+lD. Weight: Ikg. 
cost: c f l  0. 

Backpack: Backpacks increase a charahr 's  carrying capaclly. When 
wearlng one, 1/3 of the character's Strength rating, In kilograms, can be 
added to the normal encumbrance figures. Unloaded, the pack has a 
weigM of 3kg; its capacity 1s 25kg. 0bJec-k cannot be sfwed In it if 
they exceed the dimensions of 60cmx45cmx15cm. Tech Level 3, 
Cosk Cr45. 

Ice Ax: An Ice ax Is frequently useful In making climbs In snow and Ice. - 
Any character carrylng an ice ax tntreases his Ice Climblng skill by one 
level as long as he has the ax; he must have Ice Climblng skill to sb-t 
with. Tech Level = 3. Rel iabl l i~:  tech level. Welgh-k 13kgs. 
Length: 1000mm. C&. Cr25. 

Crampons: Crampons are speclal 
spiked Nachments strapped % boats 
In assist in climbs In Icy condltions. 
Wearing crsnpons Increases the char- 
acter's speed aver Ice by 50% Tech 
Level = 4+. Reliablllty: tech level. 
Weight: negligible. Cosk Cr2O per 
pair. 

Jumar: A jumar is a personal hoist 
whlch makes roped ascents and dew 
cents much easier t o  underl-ake. Use of 
a jumar reduces the exertion of rock 
climbing by 1 Endurance point per 
hour, regardless of pitch, Jumars do 
ndhing to Increase speed; they mere- 
l y  make the cllmb easier. Tech Level = 
6t. Reliability: tech level. Welght: 
1 kg. C-. Cr50. 

Mechanical Hoisk A mechanical holst Is used t o  haul heavy weights 
(supplies, people, etc.) up along walls and steep slopes. Hoists of thls 
type rely on people to furnish the lift. A mechanlcal hoist can be bullt 
t o  almost any specifications, the sire of the load being limited only by 
the breaking point of the rope (usually 1-6 tons]. Load capacity Is 
20xSirength of indivlduats engaged in hauling, in kilograms. Tech Level 
= I+ (not commonly used past TL8). Reliabllfty: Mountaineertng skill 
Ctotal)+JOT skill of person assembling the rig. Welght: lOkg per 500kg 
litt capability (mlnImum 1 Okg). Co& Cr5 per 1 Okg of componenh 

Powered Holsk A powered hoist replaces the mechanical hoist around 
tech level 5-7. A power source (generator, engine, ek.) is required; this 
replaces the need for individuals to haul a load up by brute strength. 
Otherwise, all information is as given befwe. 



A powered hoist capable of IItting 1 ton, purchased at TL8, would 
weigh 25kg and c& Cr1 00. Exhapolatlons +om this w i l l  allow varled 
tech levels, sizes, and capacities. 

Grapnel: A grapnel is a hook at the end of a line, used far atbempting 
climbs up sheer pltchen Characters using grapnels must ro l l  1W (once 
per round) 90 hi? the target? DM41 for Dexterity Qt, DM1 for Strength 
1 W, DM-! for each of Strength ar Dexterity 6-. Maximum range for such 
a throw is about 30 meters; thus, 7 separate cllmbs would complete a 200 
meter pitch (planting l%e grapnel on a ledge or projedan, cllmbing +o it, 
then repeating), 

Grapnel climbing bypasses the pro- 
cedure d sending up a lead climber. Each 
climb Is equivalent t o  a regular cllmb 
ernplaced ropes. Tech Level = 2+. Reli 
bility: h c h  level+tatal Mountalneeri 
sklll of throwing character. Welght ( w i t  
out rope): 2kg. C d :  Cr15. 

Grapnel Gun: A t  tech level 7, a grap- 
nel launcher b e c o i ~ s  available. The 'to 
h i r  rol l  becanes 8+, with the same Dex- 
teri ty mods (but no Strength mods). Tech , 
Level = 7+. Reliabillty: tech level. 
Welght of grapnel: 2kg; weight of launcher: 1 Okg. Gosh Cr100. 

CLOTHING AND ACCESSORIES 

Rack Shoes: Lightweig h-t? sturdy shoes speclflcall y designed fcr 
stabfllty; these are very useful t o  lead clfmbers ascending walls and 
steep slopes where toeholds must be constantly sought. With rock shoes, 
a climber treats his Rock Climbing skill as one level higher than usual, if 
he has any sklll initially. Tech Level = 4+. Reliablllty: n d  applicable. 
Wefghk negllglble when wwn; -5kg when carrled. Cask &lo. 

Climbing Boots: Sturdy hlking boots w n  for long excurstons. A well- 
chasen clfmblng boot is valuable In reduclng the wearer's rate of fatlgue 
- reduce all Endurance costs for travel on f a t  by 1/2 polnt per hour 
while wearing climblng boots Tech Level = 3*. Rellablllty: not 
appllcable. Height: negllglble when worn; 1.5kg when carrled. 
Cost ;  cr50. 



Snowshoes: Large, somewhat awk- 
ward, but hlghly effective, snowshoes 
permlt a character t o  increase speed 
over snow by 50%. Tech Level = I+. Re- 
Ilabllity: not appllcable. Weight: 1 kg 
per pair. Cost: Cr60. 

Sun Goggles: Sun goggles are very 
important to  the comfort and safety of 
any climber. Without goggles, blindness - 
- either permanent or temporary - can 
occur both from sun reflected off Ice 
and snow and from the more intense ul- 
traviolet rays present in Thin and very 
Thin atmcspheres. Tech Level = 4+. Re- 
Ilablllly: not appllcable. Welght: neg- 
Ilgible. Cosh Cr20. 

Cold Weather Clothfng: Varlous types of cold weather gear are given 
In other Traveller sources. Far the purposes of this booklet, the effects 
of cold weather garb w i l l  be dlscussed, rather than the actual types, 

One kilogram of cold weather clothtng w i l l  increase the apparent 
temperature by 5*C, with Tech Level 1 fabrtcs. A t  Tech Level 8, thls 
becomes .5kg per 5' change, and at Tech Level 12, .25kg (the change Is 
gradual between these hro values). For every 2kg of clothes worn, 
reduce effective Dexterity by 1 point. Cold weather clothlng &Ill 
doesn't count agafnst the welght a character can carry whlle it Is worn; 
weights are tracked for carrylng purposes, and to determine protection 
value. 

Characters may mt beneflt from more than the  equivalent of I kg of 
cold weather gear If they want the use of their hands (gloves reduce 
Dederity draskically). Thus, when a character is dolng anything 
requiring the use of hls hands, he could suffer froskbite even while 
wearing an adequate amount of body cover1 ng. 

Heatsu It: A skin-tight, head-+toe covering (comp lete with gloves 
and transparent, polarizing faceplate] providing p ro tec t i~n  agal nst 
extreme cold. A power source drl ves a fine nelwork of heat1 ng fI l aments 
woven into the fabric. An internal therrnostwt allows a selting of any 
desired apparent temperature, negating the effects of low temperatures 
and wind chill. Tech Level = 8+. Reliability: tech level+lD. 
Weight: negligible, but t reat  as no armcr In combat. Cosh Cr300. 

Heatsult Bal-tery: Disposable baitst-y capable of powering a heakuirs 
filaments for a period af 72 hours. Tech Level = 8+. Reliability: tech 
level. Weight: .5kg. C&. Cr40. 

HealsultPowerpack: An energy source designed to replace the 
ba-bwy for a heatsuit. It powers the suit for up to 144 hours w'rthout 
recharging, and is capable of recharging in one hour from any dandard 
power source. Tech Level = 1QF. Rellabllity: tech level. Weigh* 2kg. 
Cost: Cr500. 



Usinn this Booklet 

As an exmple fw mferees, the following pages show how a mountain 
area can be construcbd, wlth sane hln-ts about how various speciflc 
elements of the rules can be injected into the basic situation presented 
by this sample mounwin. 

THE HAP 
The map shows a portion of a mountain (generated from the rules in 

this booklet) in an abstrac) fashion. Scale is not presented at all 
on the map . . . any scale which could illustrate 
the entTre map would not sdequaiely 
convey i nformatlon of much 
use anyway. Instead, 
vsious terrain 
features on the 
map are keyed t o  
text  descriptions 
on the pages that 
follow. These des- 
eriptlons note a l t i  
ltydes, slopes, and 
special problems 
fw each area of 
the ascent. 

BASIC DATA 

Shown Is 
Mt. Surimsl, located 
In  the hinterlands 
of Efate (Reglna 01 05 
A646930-9). A i r  pressure 
at sea level Is 65atm (a h i n t  
makes f i l ter masks necessary as well). 
Mt. Surimsi's base Is 1.5km above sea level, where the ak pressure Is 
.60atm. A low mountain, on1 y 6.5km tall, the air pressure at the summlt is 
.13atm, a Very. Thin alrnosphere requlrlng artificial assistance. In 
sumner, W. S u r l ~ l  enjoys a temperature of 30°C a t  I ts  base; a t  the 
sunmlt, the temperature is nearly 3P cooler - a chilly -3%. The Ylrnber 
llne" Is 7.4 km above sea level (5.9km up me mountainside); in summer, the 
'snow If ne' is at the same polnt. 

From these key facts, it is pwstble b begln a detalled examination 
of the mountaln Itself. 



THE MOUNTAIN 

1. Sumnit. Altltude Is 8000 meters above sea level. 
2. Are-ke. 7750-8000 meters; Moderate (45'1; 400 meters. West. slope is 

Steep (60'1, east slope Steep (60'). 
3. Arete. 7750-8000 meters; Gentle (30'); 550 meters. North slope Is 

5 heer (90°), south slope Steep t60°1. 
4. Valley. 7250-7500 meters; Gentle (30"); 450 meters. Fcrmed autc- 

matically between two aretes, #2 and #3. 
5. Wall. 7750-8000 meters; Sheer (90"); 2 pitches, 4(115m), 5(135m). 
6 .  Buth-ess. 7750-8090 meTers; Moderate (45O); 400 meters. 
7. RIdge, 7750-8000 meters; Moderate (45'); 400 meters. 
8. Slope. 7750-8000 meters; Steep (60'); 1 pitch, 1 (300m). 
9. Wall. 7500-7750 meters; Sharp (75'); 1 pltch, l(250m). 
10. Wall. 7500-7750 meters; Sheer (90"); 2 pltches, 3(135rn), 4(115m). 
11. Bullress. 7500-7750 meters; Sharp (75'); 4 pitches, 3(95m), 4(85m), 

3[40ml, 2(30m). 
12. Hall. 7500-7750 me-ters; Sharp (75'); 2 pitches, l(160m1, Z(90m). 
1 3. Rldge. 7500-7750 meters; Gentle (30'); 550 meters. North slope runs 

to glacler 11 4, south slope Sharp (75'). 
1 4. Glacler. 7000-7750 meters; Moderate (45"); 1 050 meters. South side 

is rldge #I 3, north side is ridge Hl5. 
15. Ridge. 7500-7750 meters; Gentle (30"); 550 meters. South slope 

merges with g lacler # 14, n r t h  slope Steep (60"). 
16. Wall. 7500-7750 meters; MlId (105"); 2 pitches, 6(90m), 6(160m). 
17. Are-te. 7500-7750 meters; Sharp (759; 2 pitches, 4(175m), 4(75m). 

E& and west sides are both Steep (60"). 
18. Hall. 7250-7500 meters; Sharp (75"); 3 pitches, l ( 1  1 Om), 1 ( 1 1 5m1, 

2(25m). Continuation of #9. 
18. Buth-ess. 7250-7500 meters; Moderate (45"); 400 meters. Valley #4, 

a t  same level, torms part  of buttress. 
20. Ridge. 7250-7500 meters; Moderate (45'); 400 meters. Nwth slope is 

ihderate (45'1, south slope Steep t60°). 
21. Wall. 7250-7500 meters; Sheer (90'); 2 pitches, 4( 1 55ml, 4(95m). 
22. Slope. 7250-7500 mel-ers Steep (60"); 1 pltch, 3(300m). 
23. Ridge. 7250-7500 mel+ers; Gentle (30'); 550 meters. #13 continues. 

North slope is Modaate (45', to chute #241, south slope Steep (60'). 
24. Chute. 7000 meters; Flat (0"); 450 meters. South slde is rldge #23, 

Moderate slope (459 up, nwth slde ridge #25, Q-adual slope (1 5') up. 
25. RIdge. 7250-7500 meters; Moderate (45'1; 400 meters. South slope 

Gradual (1 5", t o  chute #241, nm-th slope Sharp (75"). 
26. Wall. 7250-7500 meters; Mild (105'); 3 pitches, 5(75m1, 4(55rn), 

5( 1 20ml. Contl nuation of # 16. 
27, Arete. 7250-7500 meters; Sharp UT); 3 pitches, 1 11 1 5m), 2(65m), 

l(7Om). Continuation of # I  7. Eas t  and west sides both Steep (60'). 
28. Are+?. 7000-7250 meters; Sieep (60"); 3 pitches, 2(125m), 311 OOm), 

2I75m). North and south slopes both Steep (60'1. 
29. Wall, 7000-7250 meters; Sheer (90'); 1 pltch, 6(250m). 
30. Slope. 7000-7250 meters; Steep (609; 2 pitches, 3( 1 70m), 2( 1 30mL 
31 . Buthess. 7000-7250 meters; Steep (60"); 2 pitches, 1 (1 20m1, 2( 1 80ml. 
32. Arete. 7000-7250 meters; Steep (604; 3 pltches, 1 (75m), 1 (80m1, 

Z(145m). East slope Is Steep (60'1, west slope Sharp (75'1. 



33. Slope. 7000-7250 meters; Moderate (45'); 400 meters. 
34. Buttre$& 7000-7250 meters; Moderate (45'1; 400 meters. 
35. Rldge. 7000-7250 meters; Gentle (309; 550 meters. Continuation of 

#I 3 and #23, W h  slope Is Moderate (4541, south slope Steep (60'). 
36. Buttress. 7000-7250 meters; Steep (609; 2 pitches, 2t190m1, 311 1 Om). 
37. Rldge. 7000-7250 meters; Gentle (300); 550 meters. Cantin uatlon of 

#15 and #25. N d h  slope Is Steep (60'1, south slope Moderate (4TO). 
38. Slope. 7000-7250 m e t e r s ;  Moderate (45O); 400 meters. 
39. Arete. 7000-7250 meters; Sharp (75'); 4 pitches, l(351-111, 2(85rn1, 

3(90m), 2(40m), Contl nua+lon of #17 and #27. E a d  and rrred dopes 
are both Steep 160'1, 

40. Valley. 6750-7000 me-brs; Steep (609; 250 meters. Occurs bafween 
aretes #28 and #39. 

Gontinuing the Process: As is evtdent, It t a k e s  a great deal of w w k  to 
map out  a mountaln (but no m e  than t o  assemble deck plans fa- a 
starship of 54,000 tons). Each successive elrcle of t w r a l n  can be 
added from the appropriate tables, leading In  the  end to a comp tete map 
of the mountaln. The key yfelds distances, slopes, and other basic 
informailon. 

When this sfage Is cmplehd, the referee may go back to add In 
obsfactes (gendarmes, cols, etc.1 in speclflc locations, and can note them 
In the map key. After t h a t ,  event tables should be drawn up for each 
terrain type to be encountered, as well as a normal anlmal encounter 
table or two; It Is suggested t h a t  a+ least two such animal tables be used, 
one below +he timber line, one above. tf m e  areas are designated as 
w d s d ,  w lakes are placed, w other variations In terrain provlded, 
these present toglcal places im dock with different anlmal types. The 
referee may wlsh to actually map out  specific terraln features In more 
detall; If a p r l l c u l a r  valley or pass Is Itkely t o  be crucial t o  the 
adventure, a map should be presented. F f f  basic guldel I nes, the map key 
can be consulted; however, there Is no need to worry about wact 
retationshl ps between this local map and the overal l map of the mountaln, 
Intended str lc t l  y as an absh-act representation - no mwe. 

The map, by ltse If, does n o t  provlde much information - but the map 
and the key together can. F w  inslance, In the  parflon that has already 
been provided, an easy approach t o  the suml t  can be spotted, The 
rtdge at #35, #23, and #I3 Is a long I1650 rne-h-1 gently sloplng path up 
to bullress #6 and so t o  the summit. Assuming that access to this ridge 
frm below proved manageable, this would be the easiest route tor a 
cllmbing party. 

For an In-depth look a t  s mountain (and an adventure set against 
t h a t  backdrop), see Ascent to Anekfhor, a Gamelord9 Traveller product. 
This adventure makes us8 of these rules, demonskates many facets of a 
climblng expedition, and provides a fully mapped out  mountaln. 



Adventures in the 
Mountain Environment 

The materlal presented In thls booklet makes It posslble for players 
and referees t o  put together adventures which elaborate1 y recreate the 
hazards and challenges of mountaineering and wilderness travel. Not all 
t h e  rules need  be used, of course, but it is possible t o  present such 
actlvlt les in as much detall as may be deslred. 

Since such extensive rules are available, th is  sectlon will present 
same ways t o  make use of them In the context of normal Traveller 
adventuring. Mountaineering can be a fascinating diversion, and makes a 
flne change of pace from more routine operations. 

EXPLORATION AND INVESTIGATION 

Mounfaineering parties may be required t o  penetrafe a rugged 
wilderness. Some speclflc goals mlght Include a climb of a volcano (wlth a 
whole additional magnitude of dangers and obstacles not even considered 
in  these rules, but easlly assembled and added i n )  t o  conduct selsmlc 
tests or other scientific observations; archeolog lcal expeditions 
searching for rel lcs of a past mountain-dwelling clvil lzation (the 
discovery of the Peruvian archeological si te at Machu Pichu 1s a good 
Terresh-la1 example of this); or a search for some specific form of mineral 
wealth. 

RESCUE AND SALVAGE 

Mountalneerlng can come lnto play in cases where an accident has 
befallen some party, aircraft, or starship, and &anded it in the 
mountalns. If weather- conditions make it impossible to  land vehicles in 
safety, climbers might be dispa-t-ched to  carry In supplles or medical aid 
t o  the stranded survivors. O r  climbing might be necessary to reach a 
downed craf t  In terrains where vehlcles slmply cannot go. Climbs will 
tend to  be short - base camps can be established a t  some safe point 
nearby, without the  need to make a full-scale climb f rom base to  summit - 
but  t he  situation Is no less exclting. 

HUNTING 

A group dealing in  safari work might be forced to become 
mountaineers if on the Wack of some type of game found only In hil l 
country. Thls sa - t  of adventure would be excellent for breaking t he  
routine of an ordinary hunting expedition. 

MILITARY OPERATIONS 

Commando assaults up steep cliffs we a staple of exclting milltary- 
oriented adventures, and mountalns have had a profound effect on 



m i l  Itary operations since the 
days when Hannibal led hls ele- 
phants through the Alpine pas- 
ses into Italy. Raids on moun- 
taln top command pods w sig- 
nalllng stations, defense of a 
forward observer's position (as 
in GDWs Double Adventure 5, 
Horde), or ambushes set up to 
t rap enemy fwces moving 
through a pass could all be sub- 
jects for adventures taklng 
place In a mountain sel-tlng. 

Actual adventures 'could 
also revolve around groups of 
muntain-trained mercenaries 
attwnptlng to escape after the 
fallure of one of the opera- 
tions deswlbed above. Virtu- 
ally anythlng Is possible, wlth a 
l i t t le imaginatlon and plannlng. 

SPORT 

In the last analysis, the 
purest fwm of mountalneeri ng 
w l l l  be found In sp& climbing. 
Thls Fs not neeemarlly an af- 
ternoon's expedltion up a pop- 

4 
m- 

ular, well explored muntaln, 
either . . . any cllmb undertaken for the pure glwy of t he  conquest - 
whether IYs the Grand Can yon or Mt. Everest - is a climb made far s p d .  
Adventurers might themselves wlsh to undertake such a venture, for glory 
or  for rnoney - w they might be hired by some patron In need of 
experienced climbers t o  assle In such a challenging ascent. 

These suggWions touch upon only a few of the more obvious 
adventure pwlbl l i t les, Jud  as the rules, events, and equipment are by 
no means complete. Referees are encouraged to  make use of the material 
presented here in  whatever way best enhances the course of their own 
Traveller games. . , and, i f  interesbd in the Mountain Environment, 
should feel free t o  introduce additional materlal as needed. 

Thls booklet has been designed to be representative, rather than 
deflnltive - t o  show the way for others t o  follow. You w i l l  get as much 
out  of Traveller as you care t o  put into it; it fs our hope that, using 
these rules and Ideas, you can get  just a l i t t l e  b i t  more than was 
previous1 y possible. 
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