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Introduction 

The Desert Envlronment is a supplement for Traveller which allows 
the Traveller referee to simulate the special problems, encounters, and 
Yeel' ot the desert tor his role-playing group. This material is intended 
t o  expand and enlarge, rather than replace, the rules fw Traveller. It 
provides guidelines which the Traveller referee may feel free to apply or 
reject as he chooses. 

This booklet is presented in six sections. The first, Rules, yives 
systems and guidelines for simulating desert conditions in Traveller game 
terms. Desert Terrain gives guidelines for creating specific encounters 
and events which the referee may wish t o  incorDorate into his 
adventures. survival in the Desert details ways of dealing with problems 
In the desert in securing the necessities of Ilfe. Danger in the Desert 
provides descriptions and methods to handle the many difficulties facing 
desert Wavellers. Equipment describes hardware and gear which may be 
useful to Travellers in the desert. Finally, Adventures in the Desert 
outlines several possible adventures which the referee can develop more 
fully, using Baslc Traveller, this booklet, The Desert Envlronment, and 
his own imagination. 



Rules 

Unless specifically contradicted, all normal Traveller rules apply. 
The referee may freely ignore or modify fndlvldual rules in this material 
t o  tailor it t o  a particular adventure or Traveller group. Remember, 
however, that  changes in one set of rules may well affect others and 
upset the balance or the realism of the game. 

SKILLS 

A new skill has k e n  created far use by Traveller characters in arid 
environments. Called Desert Survival, it is similar to the Survival sklll 
described in Book 4, Mercenary, and represents a character's abillty t o  
find food and water, construct shelter, and travel in the desert. 

Desert Survival can be a 'cascade skill1 of the yeneral Survival 
ski11 presented in Book 4, Mercenary, if those rules are being used. Any 
receipt of Survival sklll can be specifically designated as Desert 
Survival instead. For characters with general Survival ski1 I, two levels 
of Survival skill can count as one level of The mwe specialized Desert 
Survival skill. 

If Mercenary is not  in use, Desert Survlval skill may be earned any 
time a character would normal1 y receive +1 Endurance tin lieu of that  
increase). Most impartant, it can be bestowed upon a character if i t  has 
baen specified (by the referee or the player) that  the character was 
born and raised in a de~jert environment, Such a character is going t o  
know tricks for finding water, for protecting himself from extremes of 
temperature, or for predicting a nasty turn in  the weather. 

When a Traveller character is being creaTed, the player may wish to 
specify tha t  he is from a desert environment. This could be a desert- 
planet (as defined in Basic Traveller: a world with a hydrosphere of IZj 
and an atmosphere of 2+), but night also be a desert area on any planet 
similar To Earth (it should be remembered that  earth, with i ts 70% 
hy drosphwe, still has arid and semi-arid regions which aOd up to 30s of 
ib total land area). 

Characters coming from a desert environment w i l l  have an automatic 
Desert Survival skill level of ID-2 (less than 1 = I ) ,  which they may apply 
in desert survival situations. The referee may wish to reduce this skill 
levbl by 1 (less than 1 = 1) for characters awempting t o  apply their 
Desert Survival skill in deserts on worlds other than their own, especially 
in  NPC characters from primitive, pre-spaceflight tech level worlds. This 
restriction reflects differences tn flora, fauna, and survival lore; the 
differences be-tween Swo separate deserts on the same world can be 
enomus. This survival limitation should not be applied to characters 
who receive Desert Survival as a cascade skill from the service. 



Servicbaquired skills tend to include general techniques drawn from a 
varie-ty of worlds, and are applicable anywhere, 

Some characters may not have been born in a desert environment, 
but  their players may ulsh to argue that they spent qul te  a b l t  of time 
thei-e - perhaps during a tour of duty in ?he Service, A t  the refwee's 
d lscretion, these characters may be allowed a Desert Survival slci ll level 
at f$ suggesting familiarity wlth basic desert survival techniques. These 
characters should have spent aS least tour years of i-helr Service hitch 
on s world (L.B. not aboard ship), and they should have lntelljgence 8+. 

bsrt Survlval - The Indlvldual Is hsert Survlval skill can im used as e 
famlllar with the spec14 problems of DM lo many dTuotlons where t h a t  sklll 
survlvlng In arld and seml-arld could reasanably be applled - such as b 
envtronments. attemp* +o kcete water or to w d d  

the effects of extremes of 
temperature, or In +ravel. 

The referee can also pass spectat 
lnformstlon t o  any character filth 
desert sklll t o  dfrect the course of an 
adventure or to warn the party ot 
danger. Thus, o character wHh thls 
sknl wlll be the first to  s- and 
recognize slgns of an approachlng 
sandsbrm w of heal exhaustion h a 
conpanlon chara&er. and may be glven 
spedal tlps and lnslghfs by the refwee. 

APPLYING OTHER SKILLS 

Most Traveller skills ara applied normally in desert envlronments 
but  some may be modified somewhat, depending on conditions and on the 
refereds discretion. These are listed below. 

Elech-onlcs: Any die ro l l  representing work on electronic circuits or 
components while they are exposed +to desert sand w dust has an 
autanatic OM-2, 

Gravities (Book 5, High Guard): Any dl8 roll representing repairs or 
adjurhnents to grav units or devices while they are exposed to sand w 
dust in the desert has an automatic OM-2, 

Hunttng (Supplement 4 ,  C ~ x e n s  of the Imperlum): Any application o+ 
Hunting sklll is reduced by 1 In the desert unless the character also 
possesses a Desert Survival skl I1 rat ing of 1 or bswer. 

Mgchanlcal: Any dte roll representlny aHempts to repair, adjust, or 
build mechanical devices while exposed to desert sand o r  dust has an 
automatic W 2 .  

ProspecTlng (Supplement 4, Clt iwns of the Imperluml: If characters 
also have Desert Survlval skill of 1 or better; Prospecting skill may (at 
the discretion of the referee and of the player) be inTwpreted as 
applying only to prospecting In desert environments. Tho character can 
recognize we- bearing rock outcrops or anomalies and Is able -to search 
for mlneral deposits in the desert, 



Tactfcs: Characters unfamil lar with the desert environment may have 
trouble directing men in combat In the desert, with its special problems 
of cover, survival, and supply, Unless the character has had experience 
in desert conditions (Desert Survival level 0 or better), his Tactics level 
f s  reaucea by 1. 

V e h k l e :  The desert environment affects the hand IIng of cwbln 
vehicles, as follows: 

ATVs: - 1 to  driver's skill level in soft sand w dune areas. 
Tracked vehicles; Same as ATVs. 
Wheeled vehicles: -3 to driveps skill level In soft sand ar dune 

areas, - 1 In rough or rocky regions. 

These effecls on drivlng skit1 are eliminated if the character has Desert 
Survival sklll of 1 or bemr. 

Uependtng on t h e  %ch level of a particular world, native NPCs may 
posses one or more of the- skills adapted to the environment In whlch 
they live. These NPCs would be expecbd to have Desert Survival, plus 
other skills without the negative OMS listed above. If, however, these 
NPCs leave their native envlronment for some reason, their skills wtll be 
reduced by 1 (or more, a t  the referee's discretion and depend jng on the 
parPiclrlar situation). 

Fw example, a deser-living NPC might be hired by a Traveller 
party for his skill In huntlny - a level 2, If this NPC goes with the party 
to another world, however, even If They vlslt a d e d  on that planet, t h e  
NPCs Hunting skill will be reduced to 1. Types of game, hunting slgns. 
weather, and many oTher factors will be vast1 y different on another 
world; in reality, there would be tfmendous differences in h unring 
techniques, lore, and quarry between two isolated deserts on the same 
planet, I t  Is a t  the discretion of the referee whether the ~ k l l  Is of either 
player characters or NPCs should be modified if they move from one 
location to  another on the same world, or whether conditions might be so 
different between two locations (either on Me same or different worlds) 
that  skll  Is adapted to a particular env lranment might lose more Than one 
l eve! - w even become cmpletel y useless! 

HOV EMENT 

The basic rate of travel fa- Traveller characTers on flat, open 
ground Is 1000 rn-rs in 10 minutes, or 6 kilometers per hour. The 
nature of the terrain t h e  charac+er crosses, however, can have a 
tremendous M e c t  on his actual speed. 

The following table gives nmdifiers which are muttiplled by the baslc 
distance covered in a given time to give the actual distance covered. 
The first par t  of the table gives broad types of terrain, and Is based on 
I-hour periods. The second portton of the table gives more localized 
terrain -types which can be encountered i n  considerably less than an 
hour, and is based on 10-minute tlme periods. The referee keeps track of 
the cumulative effects of terrain and lets me players know how far and 
fast *heir characters have come, 



The values given under Endurance Loss are also cu~nulatlve and are 
discussed in  the  following section, toss of Endurance. 

DESERT TERRAIN MOVEMENT 

Movement Rate Endurance 
Terraln Type Multlpller L o d i o u r  

Flat, open ground, hard-packed sand, x 1.00 2 
salt  w alkalai f l a t  

Rough w rocky ground, uneven x 0.50 3 
&ace, loose rock 

Very rugyed terrain, badlands, canyon, ~ 0 . 2 5  4 
broken lava bed 

Loose sand (less than or equal t o  .5 x 0.50 4 
meter deep) 

Very soft sand (greater than .5 meter x0.25 6 
aeep), dune seas 

*Large boulders, area of very loose x 0.50 6 ( 1 )  
rocks or gravel 

%derate slope (windward face of dune, X 0.50 12 (2) 
or normal hill) - ascent bnly 

*Steep slope (leeward side of dune, or  x 0.25 24 (4) 
steep hlll) - ascent only 

*Arroyo or gulch, steep sided gully - x 0.50 24 (4) 
ascent and descent 

* These areas take less than an hour t o  cross. The exact time is la x 
10 minutes. The parenthetical number is the  Endurance Loss per 
10-minute period of time. 

By way of an example ta show the cumulative M e e t s  of travel, 
consider a character who sets out to cross a stretch of deserr. For  t he  
first two hours of travel, the ground is f l a t  and hard, and he travels a t  
the basic ra te  of 6km per hour. In the th i rd hour, the ground gives way 
t o  loose sand, and his movement ra te  is multl plied times 5,  giving 3k1n per 
hour. In his fourth hour, he finds himself in very sof-t sand, and, af-ter 
walking half an hour, he encounters a sand dune of moderate slope which 
he mud climb. His movement for the t i rs t  half hour is 25 x 1,000 meters 
for 3 10-minute periods, or 750 meters, Climbing the dune face for the 
remaining half hour, he travels a t  the rate of 2 5  (for the  sand) x .25 (for 
the moderate slope) x 1,000 meters tor each of 3 10-minute periods. This 
works out  t o  2 5  x .25 x 3,000 = 187.5 meters . . . or a l i t t l e  less than one 
kilometer for the entire fourth hour's travel. 

Using these tables together, the referee can simulate passage of a 
variety of terrain types and estimate a party's progress and course on a 
map. 

LOSS OF ENDURANCE 

Crossing desert terrain takes i ts  t o l l  on the human body, anQ a 
variety of factors work together to weaken the strongest character - 



most especially if he Ignores the time-tested body of Desert Survlval 
wisdom whlch compels travellers t o  move by night, to rest In the shade, 
and to conserve their body enwgy and water. 

The loss of a character's Endurance In desert travel Is simulated by 
the use of Endurance Loss Polnts (or ELPs). The tables for desert 
movement gave the Endurance loss values for movement across several 
types of terrain. Additional causes of Endurance loss are given below. 

ENDURANCELOSS 

Cause Endurance Loss 

TEMPERATURE: For every 5OC above 30%: 2 per houfl 
If character stays in shade: 1 per hou+ 

For every 5'C below 10°C: 1 per hourY 

* Endurance losses are applied only when the character is 
unprotected. The referee may make allowances for ~haracters who 
find makeshift shelter (construct portable sunshades, or bury 
 ems selves in the sand to  stay either warm w cool); protected 
charactws (remaining Inside air-conditioned structures or 
vehicles, etc.) suffer no ill effects from temperature. 

LACK OF FOOO: For every day without food: 3 per dayt 
Meager subsistence: 2 per dayt 

On half rations: 1 per day* 

t Character loses no Endurance points on his first day without food 
(including half rations). Half rations are considered to be one 
meal's wwth of food, eaten a t  one time or spaced throughout the 
day. Meager subsistence is ernythinq less than half ratjons. 

LACK OF WATER: No water (character mvlng by day): 5 per hourll 
No water (character in shaddday): 3 per houd 

No water (moving a t  night): 3 per houd 
No water (resting a? niyhff: 1 per hourll 

Limited water (moving by day): 3 per hourll 
Limited waTer Ir&i ng in shade): 2 per hour! 
Limited water (moving by night): 1 per houd 

q There is no Endurance loss for the first 2 hours after a chara~ter 
has had as much water as he wants (a t  least 1 liter). 

For movtny a t  a slow run (which w i l l  cover 3 x usual Endurance 
twice the distance Indicated for a sgecifje lass for terrain type 
terrain in the movement table): EVERY 10 MINUTES 
For moving a t  a full run (covering three 5 x usual Endurance 
times the distances given for specific loss for terrain type 
terrain types in the movement table): EVERY 10 MINUTES 
For engaging in violent or heavy exercise 
-such as hand to hand combat: 5 EACH 10 MINUTES 
For a character encumbered 1 per excess kg per hour 



Fa- example, a charactar walking In sow sand would accumulate 4 
ELPs each hour, while coverlny half t he  distance normal for walking 
(about 3kdhr). 1) the character beyan running a t  a slow run w joy, he 
wou Id loose 12 ELPs each 10 minutes he continued to run, and a? the end 
of the  hour, he would sMll pick up 4 ELPs for crossing that terrain. His 
jog would carry hlm across twice the distance he would normally cover 
walking, cr about 1 kilometer per 10 minutes. 

APPLYING ENOURME LOSS POINTS 

An Endurance Loss Point is not the same as one of a cha rac tds  
Endurance levels In his UPP code. However, the accumulation of enough 
Endurance Lo% Polnts w i l l  result In a drop in the characterjs overall 
Endurance stat. Any addltlonal loses In character stats after 
Endurance reaches fd are applied randaml y against the charactefls 
Strength and Dexterity. 

Elther the referee or the player can keep track of a characterls 
accumulated f ndurance Loss Points If a t  t h e  end of any period of time, 
the characterrs tota l  accumulation of ELPs equals that character% 
Endurance stat, t ha t  s ta t  is reduced by 1. This loss Is permanent until 
t he  character has a chance fcr cmpleTe r& and recuperation. It t h e  
character's Endurance level was reduced t o  0, and if he suffered damage 
t o  other stats as well, he w l l l  requlre medical treatment and 
hospitalization for a complete recovery. 

As on example, lei% return t o  the lone character discussed earl1 w, 
who managed to c r m  15 Wlmters In four hours' travel. He has no 
water with him, b u t  drank his fill before he set out. The temperature is 
35'C; his UPP is 75946A (the Endurance of 9 is most Important for the 
consideration of tho d e s e r t  aossing), 

The charactefls first hour of travel is across f l a t  ground, and hs 
has an Endurance loss of 2 for the houl-ls walk, plus 2 fur the 5' above 
30°C, or 4. 

Afier two hours, he has lost 4 more, for a Tdal  of 8. 

Durlng his third hour, he loses 4 points for his struggle through 
Iwse sand, plus 2 for the high temperature. I t  has also been three hours 
dnce he last had a drink, so he loses 5 mwe points to thlrst. His total 
lass after 3 hours, then, ts 19, The fir* of th ls  houps lost points brings 
him up to t h e  level of hls Endurance - 9 -, and at  t h a t  point the 
charaeeps Endurance level drops from 9 to 8, The remainder of the 
Endurance loss points (10) is greater than his new Endurance level, so 
t h e  Endurance level drops by one more, from 8 to 7, He now has 2 
Endurance Loss Points left over t o  add to hls next hour's losses. 

Thingsget rough during the fourth hour. In l-heflrst half hour, he 
loses 3 polnts walking in very soft s n d  (total: 5). In the second half 
hour, he loses 3 more points far soft sand, plus 2 points fw each of the 
10-rnlnute perlods spent cllmblng the sand dune, plus 2 polnts for 
temperature, plus 5 points far lack of naTer. Durlny his fourth hour, he 
has accumulated 2 1 Endurance Loss Polnts HIS present Endurance drops 



to 6 with 14 polnts leff over, then 5 with 8 paints leH over, then 4 with 3 
poin-ts left over. 

This charact&s next hour In the daserP w i l l  render him unconclous 
(his Endurance level Is reduced To 01 from Shirst alone. Any addltlonal 
losses in  character st& after his Endurance reaches 0 are applled 
randomly against th-e charad-&s Strength and Dexterity on a one-to- 
one basis. That  is, for every Endurance point loss &er t he  charactefls 
Endurance level Is reduced t o  0, he w i l l  lose one full level of either 
Slrength or Dexterity. 

ENDURANCE LOSS AND OTHER ENV IRONUENTAL SWLElrlENTS 

The Deser t  Environment goes Into considerable detail wWh 
Endurance lass - with good reason, since th i rst  and heat are the two 
great& dangers facing deser t  traveller% The system crf Endurance LOSS 
Points developed for this supplement differs in s o m e  details fram +ha+ of 
other EnvIronrnenjs rules supplemen% in this Gamelords swiss. 

Referees who wish to apply the sys?em presented in other 
supplemen-ts stmu Id not find eonverslon difficult. A characf&s 
Endurance is tracked by three separate values: permanent Endurance, 
basic Endurance, and temporary Endurance. Losses of Endurance cawed 
by heat, thirst, and fafigue are subtrac-ted from the character's 
temporary Endurance level, whlle the results of wounds are applied 
agafnd his permanent Endurance. Basic Endurance ref1sc-k hls need for 
period I c sleep. 

The special Endurance Loss Point system developed for The Dese r t  
Environment allows the referee and players to quite clearly monitor the 
physical decllne of charact- suffering frm t he  effects of heat and 
water loss, it need only be applied in such sltuatlonsg outslde of the 
desert, or wfthin an air-conditioned base or vehicle, normal Traveller 
rules applying to Endurance are used. 

CAUSES OF ENDURANCE LOSS 

The Endurance Loss Table li- a number ot ways by which 
charamers can lose Endurance In the desert, These causes are mcre 
fully discussed below. 

Temperature: D e s e r k  are not all hot, nor are hot deserts always ho-t - even on earth, On a planet like Earth, t h e  deseds lack of moist.ure 
and cloud cover allows far  more sunlight to reach the  desert ftoor than 
other environment types, and thls usually means hlgh daytime 
temperatures. A t  night, the same atmospheric condltlons of low humidity 
and no clouds allow mos t  of t he  d e H s  heat t o  escape, resulting in 
dramatic temperature drops of as much as 40%. Travellers In the desert, 
 en, musf often contend with both extreme heat and extreme cold. 

The section In +his booklet entlTlsd Deserts and World-building 
describers how the referee can dwterrnine the temperature of a desert he 
Is creating. He should keep track of the temperature, which may change 
from hour to hour. 



Characters can reduce the effects of temperature in several ways - primarily by staying out of the sun and by wearing ciothlng which 
minimizes the sun's effects (or by dressing warmly In the cold), and by 
taking shelter. These are discussed more thoroughly in the section 
entitled Survival In the Desert. 

Lack of Food: Starvation is rarel y a desert h-avellePs most serious 
concern; humans can survive for a month or more without food. However, 
lack of food can contribute t o  a character's over-all debilitation, 
weakening him when he needs every b i t  of strength to survive. 
~nduranc; Point Losses are not inflicted until the second day after the 
character's last full meal; in other words, he can go one full day without 
food without ill effects. Half rations consist of approximately as much 
food as would normally make up s single meal, though the referee may 
have t o  arbitrarily determine whether the characters are consuming rnore 
or less than that mount. Less than half rations is meager subsistance, 
and is included to represent occasional mouthfuls of food as they are 
found. Endurance point losses from lack of food are tallied a t  the end of 
each day; the referee may decide that a character found enough morsels 
throughout the day t o  add up to the equivalent of half rations. 

Lack of Water: Water loss is the single most important danger In 
desert travel. There are seven separate conditions in which characters 
w i l l  lose Endurance points as they lose water; only while asleep a t  night 
with limited water available w i l l  they not ioose enough body water t o  
cause an Endurance Point toss on this table. 

Contrary t o  popular opinion, old Army survival manuals, and laye  
night Foreign Legion movies, rationing water does l i t t le  to extend a 
character's survival time (desert travellers have been found dead of 
dehydration with rationed water st i l l  in their canteens). Even when 
water is In short supply, survival time can be lengthened by drinking 
what water is available, rather than trying to sh-etch It out. When 
charactefs have the oppodwnity - and always before felt ing out on a 



desefl journey - they should drink as much water as they can, stocking 
up, as I t  were, for the ordeal ahead. Characters who are able to drink 
the i r  fill suffer no loss of Endurance points from lack of water for two 
hours after their drlnk, ex-tending thelr wrvivel time by tha t  much. A 
man's stomach can hold up to about 1 liter of water; the referee can use 
this figure to  detwmine what constitutes o'drlnklng onds fillf1. 

In temperatures much above 35*C, the average adult can lose as 
much as 1 to 2 l i ters of water per hour as sweat, water which must be 
replaced if t he  badyfs fluid balance Is t o  be maintained. The chart below 
gives a rough Idea of how w a k  requirements Increase with temperature. 
Game referees can use this to approximate the anwun* of water their 
players will need t o  survive. 

WATER REQU IREMEWS 
(per man per day in t h e  desem 

Temperature LImtted WaTer Ampie W a i w  

below 30°C 1 liter 2 l l ters 
30% to 35°C 2 l i ters 4 liters (1  gallon) 
35°C to 40°C 4 l i ters 8 l i ters I2 gallons) 
40qC to 4 5-C 8 I l t w s  16 l i ters (4 gallons) 
4 5% t o  50% 10 liters 20 l i ters (5 gallons) 

These figures are intended as approximtionr Numerous factors 
can affect havr much water a man requires. For example, men wearing no 
shirts are not  coaled as efficlentl y by evaporation as men wearing llght, 
loose clothing, and therefore have i c r  sweat more (lose w e  b d y  fiuid) 
t o  keep their bodles cool. Men with sunburn lose a considerable amount 
of water through burned skln and into damaged tissue. Men eating hods 
hlgh i n  protein (such as meat) or salt  (such as salt-preserved fmd$ 
require more water than men on vegetarian dlets (high protein diets 
require extra water to eliminate nitrogen from the body system, whlle 
diets hlgh In salt  require watw to maintain a proper electrolyte balance 
in blood and tissue tlulds. 

F ive gallons is too great a load for a man to carry on his back 
across the desert; obvlousl y, only a vehicle of some klnd would make thIs 
possible. Characters unable to carry such large quantities of water 
a b u t  with them must carefully plan thelr journeys around available 
watar - both what they carry and what they expect to find - and they 
must plan to  cbnserve their water thrbuQh such facwcs as ttavslllng a t  
nigh*. Foresight, careful planning, and a generous portion of good luck 
are vjta t for safe crossings of particularly arid and Inhospitable deserk. 

The sectian entltted O W  Survival discusses several ways of 
finding, trapping, and c o n ~ v t n g  water, whlch characters with Desert 
Survival shill will Lnaw. 

Mher factors apply as well. Any type of violent act lv i ty  - hand- 
to-hand combat, running, hard work - increases water loss and, worse, 
forces the individual to use up h i s  reserves 'of energy i n  a remwkably 



short time, The Endurance Loss Polnts g lven in these rules reflect +ha 
exhaustion brought on by vigorous activity in a matter ot rrsoments in 
d m  heat. 

PROTECTING AND RECOVERING ENDURANCE 

Desd Travellers can Jow thelr loss of Endurance in a rlurnber of 
ways. In general, the referee should l e t  the players think of these 
techniques themelv.ss; however, any characTw wit'h Desert Survlval 0 or 
better uil l know them as par? ot his background and experience. When 
necessary, the referee should pass these techniques an to players with 
Desert Survival Skill, and let them pass them on to  othar characters who 
are newcomers to the desert. 

Endurance can be protecW (that Is, the loss at ~ n d u r a n c e  points 
slowed) by the foilodny: 

Travel at night, 
Stay out of direct sunlight. 
Drink water whenever possl b 18. 
Avold vlolent or vlgorous actlvlty (running, f lg hting, hard work). 
Wear protective cldhlng. 

Of these, tho effects of t h e  t l rs i  four in surviving a desert 
Traveller adventure are taken into account by the tables showing 
Endurance loss under various conditions. The f i f th - prortectlve 
clotfiing- will vary in its &ects, depending on t h e  clothing and on the 
environment. 

PROTECTIVE CLOTHlNG 

Protective clothing can take one of several f m s .  A broad- 
brimmed ha t  wlll reduce the apparent temperature by 5% if i t  Is worn 
when the charactsr is out In the sun. Thus, a character In full suntlght 
w i t h  a temperature of 40°C will earn 2 Endurance lass PoinTs an hour for 
t h e  temperature If h i s  head Is bare, but only 1 point per hour if he wears 
a hat. There Is no b e n e f i t  tw wearing a hat in the shade or a t  nlght.  

People who live in or near the desert develop farms o) dress over a 
perlod of years through a process akln to natural selection. Native 
dress wllt nearly always be desiyned to  give the wearer an edge to 
survival In that particular area - by shielding +the wearer kom the sun, 
by promoting body cooling through evapwatian, or by protecting him 
tram the effects of sand, wind, w weather. Such clothlng will reduce the 
apparant temperature by 10% in direct sunlight, and by 5% in the shade; 
a t  night, naTive clathlng will increase or decrease the temperature by 
5*C, whichever is necessary for comfwt in t h a t  pafiicular environment, 
providing warmth in cold desert nights, cool lng the wearer in  heat (since 
native wear will invariably include same type of head protection, 
characters cannot combine the effectr of a broad-brimmed hat ui?h 
native garb; they may choose one cr t h e  other, btrt not both, 

Flnall y, speclal cases may be made for various types of survival 
gear. A vacc suit uil l protect the wearer against desert heat as long as 



it remains sealed and operatiny, Special types of environmental suits 
exis-f w h i ~ h  give fhe wearer varying degrees of protection against the 
desert. Some of these are listed, with their effects, in  the rules s f i o n  
entitled Equipment. 

f he referee may make special judgment ca l Is H the players m e  up 
with ingenious or clever ways of beatlng the heat, such as umbrellas or 
makeshift sunscreens made Crm pieces of wreckage. The guidelines given 
above fw hats and native garb should enable the refwee 50 come up with 
a reaxlnable reduction in Endurance Loss Points for such tnventtveness. 

RECOVERING ENDURANCE 

Once a playerls Endurance stat ha5 been reduced, he cannot raise 
it again in  the course of a single adventure, Long perlods of rest  
(several weeks or more) are required To geT -the body back into shape 
af-ter it suffers fram heat, exposure, and dehydration. If a character has 
lost 1 or more Endurance levels, the referee should add the result of a 
M rol l  t o  h i c e  the number of Endurance levels lost. This w i l l  glve  t h e  
number of days required for a charactw to bulld his Endurance level up 
i o  its former level (he cannot, of course, increase his Endurance level ?o 
more than It was previously), If his Endurance level was reduced to Q, he 
w i l  I require medical care and psi bt y hospital I ration to'recover. 

In the course of a single adventure, a characterrs accumulated 
ELPs can be reduced,  s!owlng the charactMs loss of Endurance. The 
following table shows t h e  ways this may be accomplished. 

RECOVERING ENDURANCE 
b 

AcSI v ity ELPb Reversed 

Resting 10 minutes per hour of travel 1 
(in shade or a+ night anly) 

Drinking as much water as desired 5 
(minimum 1 l i ter) 

D r l  n kt ng some warer 3 
(up to  a b u t  It2 liter) 

Rrlnklny 1 mouthful of mtsr 1 
(120cc-or 2 fl.oz.1 

Resting for 1 full hour 4 
Resting for a+ least 6 full hours 10 

Note t ha t  the toTal ac~umulation of Endurance Loss Points is 
tall ied first at any given time, and reductions in the character's 
Endurance levels are Immedlatel y determlned. Any reduction of 
Endurance Loss Points is applied aysind I&-over ELPs, after all other 
calculations nave been made, 



Desert Terrain 


There are different types of deserts, and how and where a desert 
was formed determines the kinds of terrain features found within it. The 
following list gives some of the factors which cause deserts in the first 
place, and how this is likely to affect the deserfs topography. 

Continental Desert: Deserts form in the interiors of very large 
continental land masses, where the prevailing winds are such that they 
bring little or no moisture from surrounding seas. Fertile areas occur 
along rivers, but in a large landmass, rivers will be relatively few and far 
apart, leaving very large stretches of arid land between them. The 
primary cause of erosion is wind; hence th'i'1se deserts may tend to be 
sandy, with vast 'ergsl or dune seas. 

Windshadow Desert: Deserts form when a range of mountains blocks 
moisture-laden clouds billowing in from the sea, causing the clouds to 
drop rain on the windward sides of the mountains only. Seasonal melting 
of mountain ice will cause numerous rivers and drainage gullies on the 
leeward slopes, however, resulting in he<avy water erosion. These deserts 
may tend to be badlands types, with water-carved mesas, buttes, river 
canyons, and harsh and rugged terrai,l. 

Coastal Desert: Deserts may begin where the beach dunes leave off on 
the coast of an ocean or large sea This effect is caused by the effects 
of cold ocean currents and offshore winds which prevent rain from ever 
falling on the shore. Coastal deserts are extremely dry, otten completely 
rainless, though they may frequently be drenched by periodic dew or fog 
when COld, moist air moves inland. 

w 

Land Erosion Desert: All deserts suffer from erosion to varying 
degrees, but man-made deserts are created when indiscriminate tree 
clearing, poor farming techniques and overgrazing by domestic animals 
results in the loss of vegetation which holds down topsoil and protects 
the land prom the effects of wind and water. These deserts are otten 
windblowf and dusty, and found borderiny agricultural or grazing lands, 
upon which they are encroaching at the rate of many square miles each 
year. 

Artificial Deserts: On some worlds, deserts will have been quite 
dramatically created by the hand of intelligence, as the result of 
weapons or ecological disasters which leave the land incapable of 
supporting life. These d.eserts will display a variety of terrain features, 
will usually have more moderate (and moist) climates than natural deserts, 
and may include both widespread ruins of former inhabitants, and, 
possibly, remnants of whatever caused the desert in the first place, such 
as areas of radioactivity or lethal microorganisms. 
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High-Altitude Deserk: High mountain plateaus, ff the surfaces of 
worlds w i t h  thin or very thln atmospheres may be deserts because of the 
thinness of the atmosphere. Thin atmospheres cannot carry moisture 
efficiently, but do p r o ~ t e  the rapid evaporation of bodies of water. 
Ultrb.violet radiation from the sun is not screened by atmospheric ozone 
layers, presenting a serious problem for any native life forms, and heat 
trapped in the rocks during the day Is very quickly lost to space a t  
night. These deserts tend to be ulterly barren, and no matter what the 
daytime temperature, the temperature a t  night w i l l  be bi-ly cold. 
Erosion is caused by wind-blown sand (which can be moved about even 
within extremely thin atmospheres), and by continual freezing and 
thawing, which tends to split rocks over thousands of years into a 
uniform rubble which covers the ground. 

Technically, the surfaces of airless worlds or moons could be called 
deserts by this definition. Slnce lack of water is not the biggest problem 
travellers on such worlds have, however, Vacuum environments are not 
covered In this book. 

Exireme Climactic Deserk: On worlds where the temperatures are 
simply too high t o  suppot9 life, the result Is a world-wide, lifeless d e w .  
If the world is far enough from it's sun that  only the equatwlal regions 
are subjected t c ~  killing heat, tropical and even sub-tropical zones might 
be found a t  high latitudes, with a world-glrdling belt of desert a t  The 
equator. ~ h e i e  deserts w i l l  be lifeless, and the worlds on which they 
exist might exhibit two radically different families of native life isolated 
from one another by the dividing band of impassable temperatures. The 
main erosion twces in such deserts w i l l  be wind and sand, resulting in 
dune seas. Water run-& a t  the edges of the deserts w i l  creaTe water 
erosion features, such as badlands and canyons. 

Arctic Deserk Technically, polar, mountain, cr glacial ice caps are 
deserts, since water, while present, is not readily available. The air is 
extremely dry, and over-all climactic conditions can reelistlcall y be 
described as -arid. The problems of survival in polar desert. conditions 
are different in several pa~ icu la rs  from other deserk, however, and are 
not  dealt with in this booklet. 



CREATING DESERT TERRAIN 

How much desert a given world has depends largely on how much 
wabr is available. A world with a mall  hydrosphere (less than 10%) will 
most assuredly be desert over nearly a l l  or most of its land area. 
However, even planets like Earth (hydrosphere 709) can nave large 
desert areas, particularly in the centers of very large continents, or in 
the lee of high mountains, Temperature extremes are nearly always a 
minor factor in the creation of deserts - usual1 y a result of deserk 
r a t h w  than a cause - and deserts are as likely some dlsfance from the 
world~s eq u a h r  as they are in t he  Wopics. 

Planetary Desert as a 
Hydrographic Percentage 
Percentage of Land Area 

>80 <la% 
70-80 20% - 3 4  
60 - 70 30%-408 
50 - 60 408- 50% 
40-50 m-7M 
30-40 60%- 8G$ 
20-30 70%- 9% 

c 20 90%- 100$ 

OESERTPERCENTAGES The table on the left gives a 
rough means of estimating how much 
of a world's land mass will be des- 
ert, depending on t h e  hydrographic 
percentage. T h b  should be Taken as 
a very rough approximation an l y; 
large continents w i l l  tend to have 
large deserts In their intertors no 
malter how large the over-all per- 
centage of land to water. 

The referee should remember 
t h a t  there w i l l  always be excep- 
tions that change the tablds re- 
sults. For example, a planet with a 

relat ively law hydrographic percentage may be envlsioned wiSh a surface 
covwed by extensive swamps, marshes, and small, shallow seas, wiyh very 
I lWe (if any) desert. Another world with large oceans could be In the 
grlp of a glacial period which has locked up so much of the planel% fresh 
water that most of the non-glaciated land is arid. These w i l l  be special 
cases, howevw, created far spe~if ic purposes by the referee. Nearly al l  
other planets can be assumed to have the typical pat terns ot winds, 
currents, land masses, and ~ u n t a i n s  which will contribute to the 
formation of at leas? some desert land. 

Small worlds tend to lose their DESERT AREA INCREASES 
store of water faster t h a n  planets 
with hlgher surface gravlties. 
Wwlds wlth thin atmospheres tend To 
lose Their water stores faster 
through evaporrtion, and because 
thslr aWsphwes  admit more heat 
and l I g M  to me surface by day, and 
aliou more heat to escape a t  night. 
The percentage of desert land area 
on any planet is increased as shown 
In  ttce table a t  right, 

Desert Area 
Planet has Increased by 

Size 6 +lo$ 
Size 5 +20% 
Size 4 +40% 
SIze 3 or less *a 
Atmosphere 4, 5 +2@ 
Atmosphere 2, 3 +40% 

Far example, a particular planet has a UPP code of 456775 (size 4, 
atmwphere 5,  hydrographic percentage 60161. The first table, Deswt 
Percentages, tells u s  that some 30-40$ of the plan&s land surFace w i l l  
be arid, The second table, Desert Area Increases, adds 4M for the size 



and 20% tor the thin atmosphere. The land area of this world will be 90- 
10Q% desert; 

Totals of more  l%an 100% are considered to be loo$, though the 
refwee can, it he wishes, interpret values of m e  than 10m to indicate 
extreme1 y arid and inhospitable condltlons, 

It is impwtant to  remember that even worlds largely covered by 
deserts are l ikely t o  have some regions whlch have enough moisture to 
alleviate the harsh environment, so tong as they have hydrwpheres of a t  
least I O$ and their atmospheres are thick enough to permit liquid water. 
Water will evaporate from even snail seas, and fal l  elsewhere as rain w 
snow. In the example given above, it is ll kely That most of the coastal 
areas af th is  small planet will support l i fe easily, as will r iver valleys, 
and the reglons surrounding lakes and oasis. 

When t ry ing to survive in a dew? ,  it is important t o  have m e  Idea 
how hot or cold it is going to get. Besides this, the referee of the  
adventure wtll need to know how hot it is fw determining Endurance Loss 
Points from hour to hour, 

The referee must f i rs t  create a maan $empernl-ure for t h e  particular 
area of the world he Is interested a t  the particular time of the 
adventure. Tempera-ature can vary wldely and wildly on different worlds, 
depending on such fac- as how hot the local sun is, how far  the world 
i5 from I t s  sun, whether w not  the planet has an eccentric wbit,  and 
even the density af the ahmxphers. 

When dealing w i t h  a planet l ike Earth In mas? of these respects, it 
is  convenient t o  use the  following temperatures as averages: 

Tropics (0' t o  20' n w t h  and south latitude): 30% 
Subtropics (20" t o  40" north and south latitude): 20°C 
Middle latitudes (4QO t o  20" n w t h  and south latitude): 1 0°C 
Polar latitudes (beyond 60" north and s u t h  latltude): 0°C 

On Earth, these temperatures rise and fal l  as t he  m a n s  (brought 
about by Earth's axial ti It) change; mid- l a t i h d e  temperatures can range 
from -20% w less in the winter to +4 OQC or more in summer. 

On worlds different from Earth, the referee must use his own 
judgment, based on the  kind of planet he is trying fo  create and the 
needs of the  adventure he has in mind. A lmost  anything is possi bte on a 
planet with large seasanai or orbital variations. 

The following chad gives positive and negative values for 
temperature, with d itferent causes for temperature change. The referee 
can pick those causes which seem to apply and tota l  the TemperaTure 
modifiers, adding th is  figure to t h e  basic temperature he has chosen fa r  
the planet. Temperature means are based on conditions at dawn w dusk, 
in spring or fall, in calm, dea r  air. The result  w i l l  be a general range of 
temperatures (such as 30-40"); if t h e  referee needs to determine an 
axact temperature (as when he must calculate Endurance Lass Polnid he 
can use any randomizing method he deslres to g e t  a precise value from 



this range, or deliberately choose the  value which bs+ sutTs the 
siTuation he is creating. 

TEWERATURE CHANGES 

Cause Change by 

Summer season5 + 1 O C  - 20°C 
Winter season l - 10%- 20°C 
Day, atmosphere type 6 or 7 + 5 ~ -  IOOC 
Night, atmosphere type 6 o r  7 - 5°C - 1 0°C 
Day, atmosphere t y p e  4 or 5 +lO°C-20°C 
Nlght, atmosphere type 4 or 5 -20°C- 30% 
Day, atmosphere type 2 or 3 +15"C- 40% 
Nlght, atmosphere type 2 or 3 -2a0c- so0c 
I Seasonal variations do not  affect a planers equatorial regions 

unless they are brought on by a highly eccentric orblf. Summers 
w i l l  be hotter and winters cooler a t  a world's equator only H the 
entire planet is nearer to or farther from Its sun, not because of 
The worldfs axial tilt. 

To Illustra?e the preceedlng, In the  world used as an example 
above, with a UPP of 456775, the  referee i s  determining the range of 
temperatures for a d e s m  near the equator. For various reasons, he has 
decided that  this world is colder, on the average, than Earth (perhaps It 
is m a  distant from i t s  sun, ar circles a cooler star), and has assigned a 
mean temperature of 1 O°C to t h e  equatorial regions. He decides tha t  the 
planet does have seasons to about the same degree as Eamh, and that 
the adventure he is creatlng wlll take place during the local winter (all 
of this information is determined arbltrarl l y by the referee]. 

Since the seasons are caused by axial t i l t  rather than an eccentric 
orbit, seasonal variations do not  affect equatorial temperatures. The 
rnqjor cause of temperature extremes will be t h e  world's thin atmosphere. 

By adding up t h e  appropriate figures from the third table, 
Temperahre Changes, the referee arrlves a t  a daytime mean temperature 
of (+I0 plus +lo-20" =I 20-30T. A? night, The temperature plunges to 
(+ 10 plus -20--30' =I 10-20 below O°C. 

The referee should remember that  these figures are to  be us8d as 
approxlmat[ons only. So many factors can effect the actual local 
temperatures - including such variables as altitude, local vulcanism, 
storms, the length of the planers day, and even cloud cover - tha t  the 
referee should Treat this Information as vague guidelines only, rather 
than s k i  c t  rules for determining temperature. 

This intormatlon can also be used by t h e  referee to simulate the 
increas8 in temperature as the day wears on. Temperatures will near the  
local mean (modified tor season, of course) a t  about 3 hours after dawn. 
They will be a t  thei r  hlghesT a t  around 3 hours after noon, and they wlll 
decline until they are back a t  the local mean a t  around 3 hours past  
sunset. The rise in temperature durlng the  day should be spread out 
evenly f r o m  9am (w i t s  local equivalent) to  3pm, and the hourly Increase 



taken into account when detemining a character's Endurance Loss 
Points. Obviously, travel in the desert is easlest In late afTernoon and 
early morning. 

This cycle is repeated tor t h e  drop in M p e r a t u r e  a t  nigh* (though 
In fact, the temperaYures remain a t  their lowest point from 3 hours past 
midnight until almost dawn). 

Other planets w i l l  be unlikely tu have 24-hour days, ot course, 
though for various reasons, wwlds like earth wi l l  tend -to have days of 
bebeen 18 and 29 hours. Referees needing a precise (random) figure can 
rol l  20-1 and add this figure to  17 to get  an hourly value t o  work with. 
Dividing this tlgure by 4 will break the day into quarters - 'forenoon1 
(the temperature rlses from mean t o  maximum); 'aflernoon' (temperature 
Palls from maximum to  mean); 'formldt (temperature falls from mean to  
minirnuml; and l&termidl (temperature remains around minimum, then 
rapidly climbs to mean a-t dawn). 

Referees interested In an extra degree of realism can ca lculaw the  
hourly Increase or fall In temperature based on a 24-hour day, then 
change the Temperature each hour by the Indicated amount regardless of 
t he  actual length of the local day. This means t h a t  on worlds w i t h  
shorter days than earth, the temperature w l l l  start out a t  the m a n  and 
rlse, hour by hour, but by the beginning of afternoon, when the 
temperature sTarts falling again, it w i l l  not have reached the high 
Indicated by the temperature tables. On planets w1J.h longer days - 
hence w e  hours - the Temperature will climb past She indicated hlgh 
until mernmn, and fall past The Indicated low clurlny the nlghi. This 
method is opTiona1, of course, and can be modified in any way the referee 
sees fit in wder to increase the realism of the situation he Is creating. 

PLACING DESERTS 

There are no hard and fast rules far placing deserb on a world the 
referee is creating. instead, the referee should use the list of types of 
deserts llsted in the section below entitled Desert Terraln t o  place 
deserts where They mlgM logically be formed on the  planet. The largest 
w i l l  be planet-wlde deser-, of course, created by a planetary 
hydrographic percentage of 0, by low ahospheric pressure (h igh-altitude 
dessrts), w by extreme climatic conditions. 

On worlds like Earth in most respects, the largest arid regions will 
be continental deserts, which may in fact  occupy belts from one 
continent to another, but which generally are restricted to the interior 
of large land mases. 

Windshadow deserts are malls and are found tylng next To 
mountain ranges whtch block the prevailing wind; usually, but not always, 
there w i l l  be a narrow s k i p  of very fertite coasttand next t o  a large 
body of water on the opposlto, wlndward side of the range. 

Goastal deserts lie next to the sea. Since they are partially 
caused by cord, deepwater currents, the body of water adjacent to a 
coastal desert is usual1 y large, quite deep, and is open al t #v way to  the 
cold polar waters. 



It is pos i  ble for various Types of deserts to blend Imperceptibly 
lnto one another. 

The land wrderIng a desert will share m e  of the de@s Char- 
act~ist ics,  ol course. Except for special cases, such as river valleys 
and desert oases, the transjtlon from desert to another environmenlal 
type will be quire gradual, Usually, the land next to a desert will be 
semi-arid, receiving more water than the desert, bvt stll l dry by mst 
standards. Such environmen* types include steppes or prairie (seml-arid, 
f lat  or rolling grasslands), tundra (land with permanently frozen subsoil 
and sparse, slmple vegetation), Ice caps tin environments where the ice is 
no? melting and watering surrounding lands), and any dry, barren, open 
territory be* for grazing than for yro~lng.  

DESERT TERRAIN 

There Is m e  to most deserts than endless sand, and desert 
travellers we IIkely to encoun-b a variety of desert  features In the 
course of their wanderings. The following section lists some of the mare 
common terrain feal-ures, and notes speclal problems, dangers, and 
oppwtunities tor each. 

There are three basic types of d e w  surface, each distinguishd 
by the slze ot the particles thaT make them up. 

Hamada: Rocky desert, generally a weathered, wind-polished 
plamau, Hamada generally exhlblb unusual rock formations shaped by 
wind erosion. 

Reg or Serir: D e s e r t  surface composeed ot gravel (reg) or pebbles 
(serir), often laid dawn in a mosaic pattern, These surfaces we usually 
f m e d  by water action, and may be b u n d  as alluvial plains a$ the end of 
wadis or arroyos (see helow). 

Erg: Vast, sandy wastes formed as accumulations of medium to very 
fine sand, and occupied by dunes, The sand may be hard-packed and 
firm, ar quite loose and SOH* 

L ~ S S  arid regions may have surfaces composed of what are known as 
'semi-desert soils', which will support grasses, scrub brush, and other 
hardy vegetatlsn. True desert soils contain no.humus and will support 
only plant life radically adapted to desert condlilonx 

Within various types of dessrk, a varlely of terrain features w i l l  
be encountered, The m5t c a m ~ ~ ~ l  are IlsTed below, 

Dunes: On Earth, t h e  Sahara D e s e r t  of Afrlca and the Empty Quarter of 
Arabia best typify the popular cancept of deserb- endless sh-eTches of 
burning sand sculpted by She wind lnto t h e  successive wests and valleys 
of a dune sea. ~ h h r e  are four types af d u n e s  

Longttudinal w Self dune% Strong, single 
direction winds crea$e These sword-shaped 
dunes, divlded by deep troughs or valleys 
parallel to  the wlnd direction. 



Barchan dungs: Wesent-shaped 
dunes formed in areas where sand 
is relatively scarce. They move 
slowly with the wind which shapes 
them, In the direction the low ends 
of the dunes are pointing. 

Stellar dunes: Stellw Eor star) 
dunes are created in areas where 
the wind blows from different 
directions. Unlike Other dune 
types, they are stationary. 

Transverse dunes: These are 
produced by moderate w l  nds 
blowing steadily from one direction 
which shape fhe sand by removlng 
fine particles and piling coarser 
wains into a series of ridcies a t  
Fight angles t o  the wind, $9 behind 
the next. Each dune may be many 
kilometers long. 

In any given erg, one Type or 
anol-her of the dune types listed above 
w i l l  predominate. Rarely w i l l  more than 
half of any desert be covered by 
dune topography; dunes are made of sand, particles of eroded rack 
carried by WIG wind frcm some other  parb of the desert. 

Dunes vary In sl ts, and can be enormous, Some have been measured 
a t  over 200 meters tall. f Re slops facing the wind (the bindward! slope) 
Is usually f t ~ i t w  than its opposite side [the rleewardr slope) whlch may be 
precipfious, though it can &Ill be quite steep. Active dunes (that is, 
dunes which are still growing and moving with the wind, rather than 
overgrown and anchored by vegetation) we considered t o  be composed 
of very 50t t  sand for movement purposes, and can be quite difficult +Q 

climb. 

Hwlraada: Hammada is the name given to di3se-t or near-desert terrain, 
mostly bare rock scoured and carved by wind-blown sand and water- a 
more familiar term is tbadlandd. The fact that some kind of rock 
(sandstone, limestone) weathers faster Phan other kinds af rock (basalt, 
granite) results in le bewildering variety of strange, fantastic, and 
beautiful rock formations in badlands country. A few of thse formaTiions 
are dexr i  bed below. 

Canyons: Canyons m y  be created by seismic activity - along a fault 
in the planers crust, for example - but are usually the result of water 
erosion, caused by swift-flowing rivers literally eating their ways down 
through layers of sandstone w other soft rock. For this reason, they 
are excellent windows into a world's geological pad, since they allow 
scientists to examine successive layers of rock, one atop another, as 
they were laid down during the planetrs history. Rivers or stream w i l l  



nearly always be found in young canyons, b& may havs vanished f rom old 
and weathered onsa 

Canyons may present Traveller adventurers with serious obstacles; 
young canyons havs sharp, near-vertical sides, whlle older canyon walls 
may be eroded and precwlousl y placed. The adventurers w i l l  usually be 
unable t o  scale these slopes without special cllmblng gear and 
experience (referees are referred To aaMher volume In t h e  Envlronmenls 
series frm Gamelords, Ltd., The Mountain Environment, for rules and 
equipment d e w l  ptions for slmulaTi ng atlempl-s t o  scale cl Iff faces). 

Canyons may be mal l  ar vast. f he Wand Canyon on Earth, carved 
by t h e  Colorado River, Is 349km long and l dkm deep, and ranges between 
6 t o  29km across. On Mars, the Yallls Marineris (a rlfl- valley) Is 40,000h 
long and 6km deep. For the purposes of these Traveller rules, the 
difference between a small canyon and a gulch (see below) is whefher or 
not  the sides can be climbed wlth relat ive ease in an hourls time. 

A particular danyer presenied by canyons Is tbe posslbillty of 
uandering into a dead-end. A party w i n g  to move through a canyon 
along its floor can be delayed for days by entering the wrong branch of 
a many- branched canyon chain, and being fwced t o  retrace I t s  steps. 
Travelling downstrsam (assuming There is stll l a stream to follow, and 
assuming the stream Is known not to disappear under a cliff a t  the end of 
a cul-de-sac), or recetvlng navigational aid f r o m  a satellite or wbitlng 
space cr* et imlnatss thls problem, 

Other dangers in canyons are presented by rockfalls, by animals 
which take advantage of concealment offered by the jumbled rocks and 
cliffsides, and by The possibilities of ambush by enemies w hostile 
natives, if any. 

The advantages of travell ing along the floor of a canyon include 
the prewnca of water (assuming a r lver  or sl'ream is d i l l  present), game 
IwMch nlll live close t o  water), and shade f rom the sun (a real bonus, 
especially in deep, si-eep-slded canyons where the sun may penetrate to 
the f l ow  fa- only a few hours around mldday). 

Gulch: A gulch is a r lver  bed w k l n g  its way down t o  canyon datus. 
It Is cut Into the deserk f l o w  by moving water, and, like canyons, often 
(but not alwayd has a r iver  or stream a t  the bttm. Unllke canyons, the 
sides of a gulch can be climbed without special equlpment w climbing 
experience, though they may stil l be ra-ther steep, especially near the 
top. 

The effort required to climb the sides of s gulch may he dmulated 
by roll lny against the characters' Endurance levels every 10 minutes 
they work their  way down or up the side of a gulch; failing an Endurance 
ro l l  fwces the character to rest for ten minutes or results In t h e  loss of 
one Endurance level (in addition to any othw losses due to the 
accumulation of Endurance Loss P01nt.s). It will Take I D  bn-minute 
periods to go up or down the slopes of a gulch. 

Characters navigating the sides of a gulch risk injury from falls or 
sliding rocks. Each charac* should rol l  2D once during b T h  ascents 



and descents, An accident of thls nature vi l  l occur on a rot1 of 1 W, but 
the charaeer will have one chance t o  make a savinQ ro l l  against 
Dexterity; If the 2D rol l  is less than or equal t o  his Dexterity, he wll l be 
able to leap aside from the falllng rocks, grab me#Ing solid as the 
ground goes out from under him, stop hls fall, or whatever is appropriate 
in the situation. Event tables created by the referee may create periods 
of danger for everyone In t h e  pa* in addition 50 tbIs roll. 

m y o :  Arroyos, also called wadls, are (usually) dry sheambeds wwn 
into t he  deserF Ilow by runoff from periodic ralnsTorms. FrequenSly, 
they open OUT into broad alluvlal plalns called playas, made of sedimenjr 
o r  mlneral encrustations deposlTed by evaporating water. 

Arroyos M a r  no particular hindrance to desert travei, but do 
present one particular danger. Flash floods can race down through dry 
yulleys many mlles from where it is actvally raining, and travsllers who 
happen to be walking or encamped in them are i n  serious trouble, f he 
problems they cause are discussed In greater detall in the section on 
Dangers of t h e  Desert. 

There Is also a part icular opportunity presented by arroyos - 
water, always a concern in the desert. Even the driest dry sheambed 
W e n  has  water under the sand, perhaps a meter w two bneath the 
surface. IT can be wached by digglng, or, in same places, by using a 
long tube as a straw. Obtaining water i n  thIs fashion Is descrl bed In more 
detail in the section on Flndlng Water. 

Mesas, Butfes, and  Columns: As a river erodes its way down through 
layers of desert rock, it may isolate an Island of rock lei? standing to 
mark where once lay t h e  surface of the d e s e .  Mesas are flat-Topped, 
ve ica l -s ided plat&aus which may cover may square kilo~neten. Bud++es 
are mesas That have been norn down till they nave IiWIe or no f lat  top a t  
ail, A column is a vwficle spire of rock, possibly hundreds of meters 
high, but only a few metwt-s or h n s  of ~fieters thick. 

The maln usefulness In these Terrain features lies In the fact that 
their odd shapes provide the desert with easily recognizable 
navigational markings. While one sand dune will look very much like 
another, rock formations In Inhabited areas are &en di s t l  ngulshable 
enough to have names, and bearlngs can be Taken on Them using compass, 
sun w slxs ,  m guesswork. 

Other peculiar erosion features which can be u-d In this way are 
natural bridges or arches (where water w sand has worn a hole through a 
rock wall), pedestal rocks (columns made ln to  hour-glass shapes by sand 
which is n o t  liWed more than a few meters above t h e  desert floor), 
votcsnlc dikes {watt-like lntruslons of very herd, basaitlc rock lnto 
sandstone which are exposed when the surroundlng z0f-t rock is worn 
away), and capped pillars (columns balancing large boulders, an effect 
caused by t h e  fact that  the bou tders thew1 ves have protected the rock 
d lrect l  y below them frm srosian). 

CiImbIng any of these geological oddities, for whatever reason, Is 
usually difficult and dangerous, requlring climbing gear and experience. 



Flats: Large b d l e s  of waTer may, steadily dwindle as desert - 
encroaches on the region, leaving behind a layer of mineral deposits 
collected by the water and concentrated by evaporation. Inland seas 
turn Into salt  lakes whlch may be surrounded by hundreds of square mlles 
of encrusted salt. Eventually, t h e  water is completely gone, and only 
the salt  f la t  Is left. Other rnlnerals deposited In this way Include borax, 
gypsum, and a varlety of minerals which form what are categorized as 
alkalal: f l a k  

Salt and mlneral f l a b  are dangerous to cross. Water is particular1 y 
scarce, and what can be tound is usual1 y contamlna-ted. The mlnerals 
themselves can cause bllndnass when windblown, and t h e  effects of the 
s u n  can be worsened by light and heat reflected from the  brlght whlTe 
desert floor. Since flats represent the M m m  of an ext inct  seabed, 
-they are usual1 y lowland h a t i o n s  - valleys or depressions - which 
help trap and Increase daytime heat, These dangers are discussed In 
detall in the section on Dangws In f ie  De&. 

Oases: Wherever ground water seeps to t h e  %dace of the desert, a 
ferFile zone with growlng plants called an oasis is created. Oases m e n  
- but not  always - are created around stand lng, open water - a pool or 
small pond, Sometimes, the available water 1s trapped underground, but 
in such amounb that  vegeTafion can take advantage of It, 

Saw desert pools (even bodies such as large lakes w inland sead 
are salty. Remnants of a sga which. once covered t ha t  area of de*, 
evaporation has re5ulfed In the voi urn8 at t h e  water becoming less, while 
the concentration of salts and other minerals in the water grew. Sal t  
takes of this Type are usually marked by extensive salt w mineral flats 
Surrounding them, Vegetation may surround such pmls, but usual1 y the 
area w i l l  be quite desolate and Inhospltabls, since t h e  salt  tends to 
polson The ground. 

Pools which are not  salty may Im contaminated by other agents - 
notably alkalal chemicals or disease mlcro-organlwns - and be unfit 
(even deadly) to drln k. Polsan w a b  holes m e n  give grim warning - t h e  
carcasses or skeletons of animals suggest. deadly water, Unfortunately, 
water hoies so Instantly fatal (or f a e l  to both native animals and &- 
wwlders) are nay nearly x, common as those whlch produce symptms 
hows - or even days - la*=, W e  Information is glven on t h e  dan gars 
of  impure water In the section on Danger i n  the Desert. 

Oases with pure water are offm the basis for travel in  t h e  desert, 
Im most deserT crossings are planned reaching from oasis t o  oasis. Since 
f e w  expeditions can manage $0 transpoi? the recommended 5 gallons (20 
Iiters) of water per man per day fw desert travel ,  h q u e n t  stops at 
water holes become the only feasible alternative. 

Another bonus a t  an oasis Is shade; The local equivalent to palms 
and other tropical trees and plants w l l  l grow In great profusion around a 
waterhole. Large bodies of water may suppork many square kilometers of 
greenery in the  rnldst of t he  must inhospitable environment, and even 
small oases will have enough vegetation to provide shade for relief from 
the d e s e  sun. 



Still another advantage a t  any water hole is the availability of 
food. Desert anlmals congregate a t  desert watering spots - especially 
around dawn and dusk. In fact, one way t o  locate a nearby oasis is t o  
follow animal trai ls encountered in the sand, which In the mornlng lead 
away from the hole and in the evening lead towards it. Animals which are 
suitable as food may be taken a t  a water hole, while larger oases may 
provide a wlde variety of fruits from the trees and even fish from the 
water. On inhabbd worlds, there is a good chance that a permanent 
s&lement has grown up wrthin a large and well-placed oasis- especially 
in deserts erizi+crossed by trade routes which depend on certain oases 
as rest and water stups, Water and supplies, equipment, diredtions, 
native guides and other necessities w i l l  nearly always be available a t  
inhabited oases- as we1 l as opportunities for Traveller adventures. 

DESERT MAPPING 

With the general information presented above, the referee can 
create detailed maps of the desert where he Is plannlng a Traveller 
adventure. Any reasonable scale can be used, so long as typical travel 
distances can be calculated on It. F w  example, a map on hex-grid paper 
with a scale of 1hex:l km would be u&ul for pIo+tiny hourby-hour 
travel; a t  t h i s  scale, most of the terraln features listed above would f i t  
into a single hex, and would be encountered by an adventuring party 
aver they entered that hex, a t  a time determtned by the referee. Daily 
travel can be recorUed on a map with a scale of I hex: lOkm, though the 
referee w i l l  need grea-rw detatl for events within Indivldual hexes for 
encounters and terrain features 

Conspicuous landmarks such as buttes or rock columns can serve as 
directional or navigational markers acrms distances of as much as 30 
kilometers during the  day. These should be marked on the r e f e f d s  map, 
and a notation made 50 tha t  the feature can be described t o  players who 
state during the course of the game that they are looklng )or such. 

The referee can use any map symbols he desires, so long as they are 
consistant. When mapping a desert area for a Traveller adventure, he 
should take note of the following recommendations: 

* The general desefi type (erg, hammada, of reg/serir) should be noted. 



Sand m m s  ~ 1 1 1  be faund in any af The thme d- l-ypmN but erys 
am enf'k~ly s n d ;  m&tS ~f t r t jn  an Wg & pWFIkule~ & sand can be 
n&ed an the Mere& m p  tuFt should no* ba revealed to players unless 
a land survey of some kind is assumed t o  have mapped and marked it. 
* Barchan dunes may be hund  In hammada or reg desert types, but 
nkely, and usually Toward the edge adJacent to an erg. Longitudtnal, 
transverse, and star dunes are found only In wgs. Because t h e  shape of 
dunes is determined by prevail fng wind cond ittons, various types of dunes , 

are seldom found Interming led. When mapping a dune region, t h e  referee , 
should determine from which direction the wind is bIowing, how strong it 
Isr and how variable, This information can be used to pick one of t h e  I 

four dune types, 

Arroyos and gulches lnay be found anywhere, but are associaTed wlth 
pertodlc (If infrequent) ralnfall, and w i l l  not  be found in deserts where I t  
never rains They may end In extensive mineral f lats or in reg or seri f  
type terra l n. 

* Salt or mineral flats w l l l  be found i n  los~land areas such as desert 
valleys, and may possibly be associated wlth a salt lake, 

I 

Rivers can exlst wlthin deserts, though they will be isolated and rare. 
They nearly always wlll have ch-l a canyon for t h e ~ l s e l v e s  intoThe rock In 
reg or hammada-type terrain. In ergs, the presence Of water and 
accumulated Btt wjl l  c r e a t e  a fertile sh ip  on either side of the r i ve r  
whtch will serve To hold the sands of the  desert a t  bay. The width of This 
green zone w l l  l depend on t h e  size of t h e  rlver, and it may be thought of 
as a very long, narrow, meandering oasis whlch can cross thousands of 
kilometers ot desert territory. The classic example of th is  type is the 
Nlle River Valley on earth, whlch Is malntatned and exfended by flooding 
and irrigation. 

* Oases are n o t  necessarily permanent desert features. Those marked 
on old maps which the travellers may have In thek  possession coutd be 
dry or, If positloned in w near an erg, overwhelmed by the encroaching 
sand dunes. The referee should use hls discretion in frustrating his 
players in this way; a dry waterhole can easily mean t h e  difference 
be-tween I lfe and death for an entke party. 

* The desert itself w i I l  be surrounded by seml-arld land such as 
grassland or prairle, The chief differences w e  found In sllghtly more 
rainfati, and in soil capable of supporting a variety ot plants. Mountains 
are also a possI bllily, particularly when the desert i b l f  Is a ralnshadow 
deserf created by drought-producing blockage of raln bear1 ng winds. 

Traveller referees creating maps for an adventure In t h e  desert a 

should especlall y remember t h a t  d d s  are emply. The most lmedla-te 
obvlous fact  about desert terrain is that i t  contains miles and mlles ol ' 

nothing i n  partlcular except sand and rocks. hlhlls dune regions will 
have many dunes of a partlcular fype, the entlre desert will be glven 
over To less than half dune terrain, and the  dunes themselves tend to be 
repetitious and uninteresting, lnterestlng terrain feahtres - rlvers, 
canyons, arroyos, odd-shaped rocks, and especially oases w i l t  be, 
relalively few and far between, and should be introduced sparingly, 



Survival in the Desert 

Characters with Desert Survival skill w i l l  have a number of tr icks 
tar surviving in arid country. It is up t o  the referee - based on a 
character% skill level and likely past experience - t o  decide how many 
and whlch of the techniques listed in this section t h a t  character is 
likely to  know. 

FINDING WATER 

Without doubt, the most serious problem facing desert travellers is 
shortage of water. There are a number of t r i cks  known to desert dwellers 
and others with first-hand experience of desert conditions for finding 
and obtaining this priceless commodity, 

Animal tracks: Desert animals seek waterholes a t  dusk and dawn. In 
sandy country, Their tracks may be encountered and used t o  guide a 
party t o  nearby water. In the morning, these tracks w i l l  lead away from 
the waterhole, since the animals w i l l  have finished drinking and be 
seeking shelter from the sun. In the early evening, they will lead 
towards water. Confusing tracks made earlier may still exlst, but are 
usually erased during the  course of the day by desert winds. The referee 
should rol l  10+ on 2D for characters to encounter animal tracks (assuming 
the planet they are on has animal life, of course). Interpretation of the 
tracks should be left t o  the players, but the referee may guide 
characters with Desert Survival-1 or  better since they would be 
expected to  know the siynificance of the tracks. Unless the referee has 
deliberately planted the  tracks t o  h int  a t  the existance of a waterhole 
known t o  the referee, the distance t o  the water w i l l  be 1W km (I&., 3 = 
1.5km). 



Waterholes: 13aterholes may be anythlng from a muddy puddle among 
the  rocks t o  a desert oasis surrounded by many hecTares a) lush 
vegetation, They provide unlimited amounts of water, The rewee 
should roft 2D to determine ahead ot time whether or not a wal-erhote Is 
safe to drink frm, The w a t e r  wlll be safe on a ro l l  of9 or less, If She 
result Is 10 or more, roll 20 again on the table below. 

WATERHOLE WNDITlWS 

Roll Resu1.t 

2-7  WaTer bracklsh or $alty. Characters who drink It anyway wlll 
become sick within 10 minutes, and suffer ID damage polnts. 
Characters wiTh Desert Survival skill Ot will know better  than to 
drink It. Such pools may be surrounded by salt or mineral 
encrustations; a small sip (not enough To cause damage) will give 
warning also. 

8-9 Water seems okay (possibly I+ has an unpleasant smell and/or a 
scum around The edge of the po l l .  In tact, it contains micr* 
organisms which make any who drink it sick. Effects of drinklng 
the water may show up anywhere from 4 hours to several weeks 
afterwwdq the exact effects, the severity, and the course of 
the disease are up ta t h e  referee, though it w l l l  cause at lead 
10 damage points when it first appears (due t o  vomiting, 
diarrhea, excess perspiraSlon, general deb11 lty, andlor other 
symptoms). 

1 @ The waterhole Is poisonous. It causes an Immediate 2D+3 damage 
polnts to any who drink frwn It. Warning may (though not alwaySI 
be given by bones w bodies of poisoned anlmals nearby, or by 
warnings posted by lucal natlves, if any. 

Water wlth microbial contamination can be purified by boiling it lw 
I0 minutes, af ter  which it will be sate to drink. Satty w poisonous water 
can be made fit to drink wlth chemlcal or mechanical purification rn&t.hods 
(see Equlpmentl or by wing I t  to charge a solar s t l l l  (see below), 

One serlous danger is encountered on worlds made desert by 
nuclear warfare. Depending on how recently the war ended, It is possible 
t h a t  all waf.er supplles, both ground wabr and rainfall, are radioactive. 
Qbvio~sly, any Traveller party venturing onto a plane* with restdual high 
radiation should take its own water supplles, and carefully avold local 
contanlindted SourCBs. 

Dry Arroyos, dry gulches and streambeds, and wadis may 
appear bone dry, but  W e n  water can be found within a mTer or two ot 
t h e  surface. Runoff water frw a recent ra in wltl have flowed through 
the gully, seeped down into the sand, and becomes -trapped In a clay or 
rock la ysr nher% It may remain access! ble for monf h r  Characters can dig 
for water with their hands if i t  is wlthIn 5 meter of the surface. Shovels 
(Including rnadeshif? implement-$ can be used to reach water up .to 2 
meters down wlth ID x30 minutes a r k .  Digging w i t h  bare hands is harder, 



and w i l l  require 10 hours t o  dig no deeper than 1 meter. The water 
recovered w i l l  usually be muddy and may taste bad, but wlll usually be 
drinkable. If It is undrinkable ( 1 1 t  on 251, It can be used t o  "chargeBt a 
solar dl l l (sea belod, or flltered t o  remove Impurltjes, 

To find w a t e r  In a dry sheambed, the 
refweerolls 20, The rol l  is  rnodlfled by -2 
In  sandy areas and ergs, or by +I In reg or 
serlr deserts. 

On results af I&, the referee may rolt 
ZD a second time. On a roll of 9+, the wa- 
ter  wi l t  be so near t h e  surface that It wll l 
create a 'damp spM, apparent to local na- 
t ives and to characters wwlh D e s e  Sur- 
vlval-2+, In these areas, water can be oh- 
talned by slipplng a shaw Iprefwably with 
a cloth fi lter) Into the  sand and suckIng 
water directly from the  ground. 

The amount of water obtalned w l l l  va- 
ry. The referee rol ls 20 to  determine the 
amount available to  each character. 

More water can be obtained by uslng 
damp soil t o  charge a solar st i l l  (see below). 

Roll Result 

0- 5 No water 
6-7 Water at depth of 

1.5m-2.0m 
8-9  Water a t d e p t h o f  

0.5~ 1.51~ 
I Wateratlessthan 

0.5411 depth 

Roll Result 

2-6 <0.1 l i ter  
7-8 0.1 to0.5l l ter 
9- 10 0.5 t o  l .O l i ter  
1 1  1.0 to2Dl i te rs  
12 Unlimited water 

Smelling water: Desert natlves may have the abillTy t o  'smell' w 
ofherwise guess t h e  existance of water where it would not &herwise be 
expected. Characters with Desert Survival-3+ may, at +he referee's 
d iscre-tion, a [so enjoy th is  ta  len?. Charactars who a w p t  to tsmel l outr 
water w i l l  find It on a roll of 13 on 20, using their Desert Survival skill 
level as a positive DM. I t  can be recovered in precisely the same way as 
water In dry sheambeds, save that  it Is no* restrlctwd to streambeds, but 
can be found anywhere, This ta lent  should be given and used with 
cautlon, to avold ellminatlng entirely the problems caused by lack of 
water in the  desert. The referee may wish t o  allow characters w i t h  
pslonic skill (either clairvoyance or speclat) to aYtempt to locate water 
in This way, using their  skill level as an additional modifier. 

Water- bear Ing vegetatian: Some deserb plants have adapted to 
survive in arid climates by stor1 nq water. The referee may wish to invent 
such plants when he creates thedesert;  their descri ptioh and potential 
w l l l  be known to natives who llve in t h a t  region, but not  t o  of-worlders 
(even those with Desert  Survival sklll, since plant species vary from 
desert t o  desert and world t o  world) unless they have specifically 
researched the flora at that planet. 

The referee should remember t h a t  a certain species of plant w i l l  n o t  
necessarily be found In more than one desert reglon of a pariicular 
planet, nor wll l It grow everywhwe throughout a sing lo desert. 

Contrary to poputar rny-th, wawter-storing dessrT plants do n o t  contain 
pure water {there would be no survlva l advantage In their doing so, since 



It would be too easy for the  store t o  be lost), Instead, certain parts of 
the  planrs interim - withln We pulp of stems or the b d y ,  or inside 
subsurface tubers and roots - will be extremely rnolst. It may be possl ble 
to squeeze or suck moisture from slices of the plant. It is Ii kely t ha t  
water obblned i n  This way w l l l  be cloudy and have an unusual - posslbjy 
a very bad - taste, and it is posslbte thar such water could be 
poisonous. The =fed course k to use chunks c u t  from these plants to 
charge a solar still. 

The tota l  amount of water strained or sucked from a single wabr- 
bearing plant will be 2D x .I liter (bebean 2 and 1.2 1 ttersl. The referee 
Is responsible far creating the physical dexr lpt lon of the plant, and for 
determining its frequen~y and IocatIon. A ro l l  of 20 Is made to determine 
whether water from such plants Is f i t  to drink. Natives, of course, uili 
know whether or not i t  Is safe +o drink such water. 

VEGETATIVE WATER QUALITY 

Roll Effects 

2-3 No taste. 
4-5  Unusual t a d .  
6 - 7 Unpleasant taste. 
8 -9 Extremel y unpleasant taste. 
10 Bad taste, and causes vomiting. Characters accumulate 5 extra 

Endurance Loss Points t h a t  hour, 
I I +  Poisonous, causes 20 damage polnts to any who drln k it; on a 

separa* 20 ro l l  of I O+, the Iiquld wll  l taste good. 

Native water stores On worlds with native in habitants, especlafly If 
those Inhabiyants are at tech level 2 or less, It may be possible to find 
stores of water cached by natives against future need, These wi l l  be 
very  ell hidden; usual1 y, they can only be discovered if t h e  party 
observe a native hiding them, w If one d the party Is himself a native; 
or if one has Desert SurvIval skill acqulred on tha t  planet, so that he Is 
familiar with t h e  natives and their ways of marking hidden water stares 

The water may be sealed In native poffery, or In stranger 
containers such as the  eggshell w par l  of +he anatomy of a large bird or 
animal. The manner of dorage, and the  amount of water recwered is up 
to t h e  referee; also up to t h e  referee Is the n a t l v d  response to 
strangers stealing what w i l l  almost certainly be their  m o s t  precious 
possession. 

Solar still: A solar .still can be easily conshucted from simple and 
l ightnelght  materials. A pi* is dug In the  sand up t o  .5 meters deep and 
1 meTer wide. An open container of some kind, to collect water, is 
posItSrrned in the center of the hole, and a plastic sheet (It should be 
transparant. to be most Mectivel  is l a  id acros the top, anchored around 
the edges with rocks or dli-t from the excavatlon. A stone or ather 
wely h t  is placed on t he  plastic above the  container to force the plastlc 
into a cone shape; In hot climates, the stone shoutd be wrapped In cloth, 
p lssklc, or s o m e  other insulator to keep it from melting through. 



Water in the ground is evapw&ed quickly within the greenhouse 
effect under the sheet. Beads of condensation rapidly form, which 
tr ickle down the plastic cone and drip off into the container. Water 
collection is pafl~cularly rapid if the sf i l l  is 'charged' by adding moist 
material To the p i t  before it is covered, such as the pulp from water- 
bearing plants, moist sand or clay ftm a damp spot in an arroyo, w mud 
from an otherwise trackish waterhole (poisonous water can be purlfied in 
this manner, but not water contaminated by microbes - only balling w l l  l 
kil l gwms or microscopic parasites). 

To avoid disturbing the set-up, It is handy t o  have a long, slender 
tube which can be inserted and left in the container like a straw, 
allowing people t o  drink without dismantling the plastic. 

It w i l l  Take I D  x 10 minutes of wwk to dig the p i t  and set up the 
still. Water w i l l  begin t o  h 2 hours atter it is completed. 

In ex$emely dry regions, where it has not rained in many months w 
years, and in sandy or stony areas, only a few mouthfuls of water can be 
obtained wiTh a sflll. In regions where it has rained recently, in semi- 
arid grasslands, and when impure water or moist plant material can be 
added, a solar still w i l l  produce 2 liters of water per day. Stills should 
not  be made larger than about a meter across, for this would reduce their 
efficiency. A number of stll ls can be constructed, however, t o  increase 
the  yield of water. The referee w l l l  have t o  use his judgment about the 
actual amount of water which can be collected In this way; obviously, 2 
liters of liquid will not be extracted from a handful of mud. The referee 
should make a rough guess as to the total amount of liquid whlch might be 
held in the material used To charge t h e  still, and allow one half that  
amount t o  be collected during the ilrd day, halt of what remalns on the 



second day, and so on unti l  the characters give up, or until t h e  sNII Is 
charged with more moist material. 

Obvlousl y, a solar stil l w i l l  not provide al l  of a man's water needs, 
but  f t  is very useful for extending his water supply, and for retarding 
the accumulation of Endurance Loss Points .  

Ralnstcms: To 4tate the obvlous, it rarely ralns in the desert. tn 
some, i t  may never rain, o r  it may do so once In many years. Areas of less 
extreme environments, however, may enjoy periodic rainfall. Animal and 
plant l i fe in these deserts are adapted to the Infrequent rain% seeds may 
lie dwmant far many seasons before sprouting wlth the  comEng of 
moisture, and numerous species of an lmats 1 tve most of thelr I[ ves burled 
i n  baked-solld dried mud from whlch they  emerge 50 mate and reproduce 
on1 y &er the rain disotres thelr prisons. 

The referee mu& determine if rain is even possible during the 
course of a desert adventure, Usually (and partlcularl y if natlves of the 
p tanet are around to provlde In fmat ion~,  the adventurers wi  l I be aware 
that it is the rainy ssason, If there is such in t ha t  area, The sfage is 
then set for a desert rainstorm a t  the referee% discretion. He should 
avoid, if possible, arblirarily rescuing The players from d e a t h  of +hire 
by havlng it rain on I-hem- though this is certainly a posslbillty if there 
is no &her way to save otherwise promising characiws! Characters 
prepared with suitable containers can capture as much rainwater as they 
need, andmwe will be available atter t h e  rain in pools and streams. 

Within 24 hours of a desert rain, the desert w i l l  be transformed by 
rapidly growing and blooming p l a n k  Animal l i fe will be abundant, bo,  
particularly in and around standing pools of watw, Some pools may 
survive fw a moni-h or more aHer  m hard rain, and many animals depend 
on them far continuation of their species. 

Des& rains alw bring special dangers to desert travetlws, which 
are d i s c u s e d  in detail in the sectton entitled Danger In the Desert. 

Tachnoloqy: Modem technology can be applied in many nays to 
overcome the  absence of wabr In the desert. Some of th- are 
discussed in the  *ction on Equipment, and iinclucle such items as 
stlllsults, fuel cells, 'vaporstors, hydrogen snglnes, and fusion sf11 Is. All 
of options suffer to one degree or another fran their weight, 
clumstness, cost, or l l  kelihood of breaklng down. They are, however, 
particular! y useful within or near hign-tech settlements, or a board 
e x p l o r a b y  vehicles. 

The need for food i s  basically unchanged in the desert f r o m  any 
other wiIdern6ss area, and i n  m5T TravelIer adventures will be met with 
preserved rations w concentrates, Hunting skill may be used to bring 
down edible game, and food will be available for sale or barter a t  any 
native sertlmnunt. 

Characters wlth D e s e r t  Survlval sklll will know "that eating foods 
high in protein (such as m e a l ?  requlres more wsrer to eliminate nltrogen 



h m  the body, and increases the badyls water needs. Characters wlll 
accumulate I extra Endurance Loss Point every hour during the day 
after they have a large meat meat (more than would be had, say, in a 
typical ration or concentrate meal), This loss is encurred the same day 
they eat heavily salted food, and meat whlch has been salted as a 
preservative will cause the incrwsed loss far two consecutive days. 
This Is because extra water is required t o  keep the  body's tissue and 
ftujd eleclroI ytes balanced. Contl n ual lass of sa I t  through persplratian 
can cause muscte cramps, and for this reason salt tablets are usually 
Included In deserT survlval gear. Traveller referees can usually ignore 
this, slnee aclequte salt will be provlded by normal rations. 

SHELTER 

The th l rd requirement In consideration of survlval Is shelter. 
ShelTer of some type, even if only shade by a large rock, is absolutely 
necessary for endurlng the heat at the d e w  sun. Crevasses in racks, 
clifC overhangs, and caves are better yet, though there is always the  
problem of dangerous desert anlmals havlng the same Idea as you. In the 
desert, shelter Is necessary to escape the sun, as protection from wind 
and sand when both begin to blow, and for warmth during cold desert 
nlghts, Many different types of portable shelters are wallable, and some 
are  described In t h e  Equipment section. Human ingenuity can Turn a 
remarkable varlety of materials into portable sunshades or windscreens, 
Any sunscreen will reduce the actual temperature by 5°C for a character, 
and some technological products can be quite effective a t  kseplng 
travel1 ers cool. A t  nIg ht, t he  temperature can be ralsed 1 O'C by dlgging 
down into the  sand; proper warm clothing, or uslng heat-reflective 
blankets or matorials can Increase this effect considerably, Mwe 
information is given in t h e  Equipment section of t h i s  booklet. 

NAVIGATION 

If a planet has a magnetic field (not a certainty1 and if the players 
have magnetic compasses, deserf navigation becomes a relat.1 vel y 
straight-forward task, t t kewise, If the characters are fami l lar with the 
w o r  ldts roTaiiwn and know the ap proximare l a i i tude of their position, 
they can use the loca t sun or stars to  set a sh-aight course, since ~louds 
rarely block the desert sky. None afthis Inhrmaiion needs to be worked 
otrt in detail by the referee, and usually i t  w i l l  be set by t h e  
requirements of a particular adventure; if the referee wants t h e  players 
t o  be lost in f i e  desert, he can arrange for their inMia1 guidance 
sys-kwn to be broken, their magnetic compasses to be useles on tha t  
world, and tor fio one to have a clear idea of which direction to go, w e n  
It they can see the sun and sTam 

In thls case, players may have an approximsPe idea of which way a 
particular goal is, and roughly how far; the crew of a crashed spacecraft 
mlght, tor example, know that the s tarpwt  they  were headed for is 
somewhere off toward the rising sun, a t  a distance of some two w perhaps 
three hundred kilometers. I t  is necessary, then, for them to sber  a 
straight course across t h e  d e w 9  in the lndlcated dlrectlon. This 



usually means taklng a bearlng on some prominent terrain feature 
directly ahead or behind and keeping it there as they walk (keeping 8 

landmark on the r igh t  or lef t  Is a good way to proceed in circles, unless 
the landmark is exWwne1 y distant). 

If the players have a map of the area, *hay can use orlentatton t o  
roughly plot thei r  positlon - possible if they can see two landmarks, 
widely separaTed and both shown on the map (one landmark may be a 
navigational ald, such as the point of sunrise, if i-t is known on t h e  map). 

Many lost- in-thedesert Traveller adventures can be enjoyed as 
t h e  reteree follows the adventured course on his map, mdl ty ing their 
course and positlon according to what The players te l l  him they are 
doing. As always, the refwee may guide or suggest ideas t o  any 
characters wlthln the par ty  with Desert Survival ski! I. In some cases, 
characters with Navigation skill may be expected to have v i ta l  
Information, such as direction of sunrise, latitude, or star positions. 

A watwhole - or even a large oasis - is a t iny  target in t he  midst 
of a desert% immensity. Once a party enters the area where the target  Is 
Iwated (whether w n o t  they know they've entered the area), whettrer or 
not they find it depends mostly on how large that  targei  actual1 y is. 

When the referee is using the convenient I hex:l km scale for 
tollowing the t rave l l ed  position on a map, the following table can used 
t o  determine how close the party must be to see a particular landmark w 
destination. 

SIGHTING IN THE DESERT 
--  

k 

Target or landmark Distance a t  which seen  

Waterhol e without vegetafion Roll 9+ on 20 t o  see I t  within I km or 
less; not spotted a t  greater 
distances. 

Single vehicle or bulldlng Detin i te l  y seen a t  2km or less - ro l l  9+ 
on 2D Yo see it within Skm. 

Small oasis or setPlement Definitely seen a t  5km ar less- ro l l  9t 
on 2D to see it within 10 km. 

~ a r g e  oasis or vi  l [age Detlnitely seen a t  lOkm or less - rol l  
9t on 20 50 w e  it within 20 km. 

I She 20 ro l l  fa see a glven target can be made every other 10 

I mlnute perjod whlle the characters are wIThin the range given for where 
they might see It, and any Tlme a character states that he Is speciflcall y 
looklng for t he  target. There is a D+I far each 3 Endurance levels a 
character has lost' a t  That point, and a DM- l lor every Intell igence level 

I he has lost (see the section entlt led Loss of Menhl Faculties in She 
chapter on Danger in the D e W ) .  

I Terrain features such as bumes, mesas, and very large cliff or rock 
iormatlons can be seen across 20 or 30 kilometers. Streams, rlvws, and 

I canyons (when approached from the side) may no t  be seen until they are 



quite close - say, wlthin a kilometer w two - unless they are surrounded 
by vegetation, in whIch case they can b e  seen as if they were a large 
casls. If a stream or canyon cuts across the party's line of march, 
however, there is no queWion tha t  they w l l l  run lnto It eventually; it is 
quite possible t o  walk r ight  pas? a waterhole, however, and never see it. 

Signals from radio beacons, broadcast gations, w navigation 
satellites or orbiting spacecraft are good navigatianal aids if the party 
has the proper equipment for recelvlng them. Some radio directional 
devices are llsted In the Equipment section ot this booklet. 

DEALING WITH NATIVES 

If i ntetligent natives inhablT the  deswt region a Travel lar party is 
visiting, things can be either (or both11 vastly slmpler w more complex, 
Natives - whether they are wandering nomads or inhabitants of a desert 
village, town, o r  c i ty  - imply accessible sTockpiles ot whatever the 
traxellers might need, including food, water, clothing, shelter, weapons, 
t r a n s p ~ t l o n ,  and guides. Locals will have clothing adapted td 'local 
conditions, and w i l l  have a store of lore and folk wisdom which can help 
strangers survive in an unfami l iar environment, 

At  the same time, of course, natives create the bi l i t y  of a m c k  
by inSelllgent and hostile adversaries. Nomad cultwss, shaped by 
conditions that favor survlval of the slmng, &en glorify strength, 
dominance, pride, and self-reliance; they may (though rarely) attack any 
strangers who invade their domains, or they may attack tecause they are 
desert bandits who survlve by p Iundsring strangers, The inhabitants of a 
village or city will become hosti le  toward any stranger they consider a 
threat. 

The usual rules controlling encounters wlih local NPCs, including 
rol ls on Reactlon Tables when appropriate, should be used $0 govern 
encounters wlih desest natives, Wen, the adventure itself will revolve 
around one or m e  desert cultures, and the referee wlll already know 
whether the natives are frlendly or otherwise, It should be noted tha t  
primitive natives (Tech 3 or below) w i l l  nearly always barter almost 
any-khlng the off-world- want in exchange for metal and modern 
weapons. In extremely arid condttions, wahr may become priceiesg 
someThing shared w earned or owned joint ly with the rest  of the 
conanunity, but not, strict1 y speaking, for sale, In other cases, water may 
become the currency base agalnst whlch al l  other values are judged, and 
the medium of exchange whlch buys anything else, Salt, another 
necessity in t h e  desert, may also become currency - though rarely to  
the  same degree as water, If possi ble, travellers planning on vlsIting an 
inhabited area should become acquainted with the culture first, through 
library research w conversations with people who have been there. t n 
particular, the custms, outward moral conduct, and (especial1 y !) I3 boos 
of the natives should be studied in order t o  avold accidentally offending 
someone and starting a flght or worse. A general knowledge o+ The local 
economic system - do they barter, or trade, water, gold, palm leaves, or 
whatever? - may also be invaluable. 



Gettlng across a deserl- Is much easier wlth some fwm of Wansport. 
1 For an exped Ition mountad b,y a technical civ i t i zation, transpork usually 

means vehlcles - alr/ra)ts, ATVs, w even a traditional landrover or jeep, 
These  are invaluable for explwing desert country, since cross-country' 
Travel t i m e  is reduced, I t  Is possible much larger &wes of watw and 

I other ne~ess l t les~ and the vehicle itself represents pa-table shade or 
even enclosed or air-conditioned comfort no matter how empty and I Inhospitable the terrain. 

Unfdunate l  y, vehlcles also offer more opp&unities for things To 
yo wrong. They can go deeper into dangerous territory, leaving 
survivofs of a breakdown or accident in ta r  greater psrll than otherwise. 

The chance of mechanical fallure varies with t e c h  level and 
uhether or not t h e  vshlcle was designed for the local environment. This 
chance Is determined by creating a number agalnst which a periodic 20 
rol l  ismade for mechanical failure. 

I /  Native vehicle: If the vehicle was deslgned and bul l t  fn a" near the 

/ local desert ,  t h e  following formula is used: 

2D-4 + Tech Level 

Vehicle designed far desert work: If the vehicle was specifically 
designed fw d m  work In a desert type other than the one In which It , is belng used {efther on the same w&ld or another wwld), the following 
tormula is used: 

20-5 + T x h  Lwel  d b u l l d m  
I Vehlcle from elsenhere on planet: If t h e  vehicte was brought t o  the 
I d~from~omewhereolseontheplanet , theto l lor ingtonnr l la Isu~ed:  

20-6 + local Tech level 

Vehicle from d i f f e r e n t  planet: The formula for vehicles Prought from 
off-world (if not  covered by prev lous descri pTions) is: 

20-7 +Tech Level of butlders 

In each of these cases, 20 are rolled against the resultlng value- 
usually once on each day the vehicle Is used, though the reteree may 

I decree t h a t  the ro l l  be made more or less frequently, depending on the 
sJtuatlon. If the result Is greater than this value, the vehicle has 

I s ~ e ~ e d a m e c h a n i c a l f a i l u r e o f ~ m e k l n d ,  What~thtsvalueis,andhowit 
I affects t h e  adventurers, is, of course, up to the referee and t h e  actions 
I ot the players. 

I Thew formulas we n o t  umd for velat ivel y) non-mechanical forms 
of transport, w c h  as wagons, animal-drawn carts, or the like; rather, 
they apply to rnecnanlcal conh-ivances using engtnes and/or numerous 1 moving parts. 

I Charactws with Desert Survlval sklll as we1 l as Mechanical ski1 l may 
have gome advantage in repalring vehicles under desert conditions (see 

I Several d W  vehicles are described in the Equipment ssction in 
greater deTall. 
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ANIMALS 

Primitive desert cultures very often use anlmals tor Transpork, and, 
Indeed, some cultures are centered on the breeding and raising of these 
animals. ulhlle every culture encountered may no? have the local 
equivalent ot t h e  Arabian horse or camel, rderees interested in creating 
complete, compreheslve, and interesting desert environments should give 
some thought t o  them. 

The form of the animal Is l e t  t o  the referee's imagination. 
Prepared adventures set in the deserf w l l l  &en give the inbfmatlon fa- 
native creatures with an eye towards their use as pack w riding animals. 

It is impcrtant to remember that in all but the m o s r  alien cases, 
domestlc animals wlll need water too- usually much more than humans, 
The amount can be calculated by dividing the animal% mass by IOOkg, and 
muttiplylng the result  t i m a  5 gallons a" 20 litws. This is The amount of 
w a t s  needed per animal per day t o  keep it healthy and in top dic iency.  
An animalls Endurance can be determined by roll ing 2W2. This number 
(which is the same h r  all animals of the same specied or less m u d  be 
rolled an 20; the rol l  Is made once per day, and there Is a OW3 if the 
animal has had no watw a t  all t ha t  day, OW2 If It has had half as much as 
it was supposed to, or OW1 it it had mwe than ha If, but less than the full 
amount. There is also a DWl for each day She animal continues to go 
without any uater a t  all, If t h e  modlfied 2D ro l l  is greater than the 
antmal's Endurance, the Endurance level 1s dropped by 1 for t h e  next 
Endurance roll, When the  animalls Endurance reaches 0, i t  is dead. 

The referee is free $a imagine truly alien r5ding bea* [such as 
giant creatures which eat sand, and to whom water is poisonous), but he 
should introduce Them carefully, and wlth restrictions, to keep deserk 
crossings +om becoming too easy. One of tne most difficult decisions t o  
make in desert crossings Is when to stop providing water -to anlmals or 
vehicle radiators, becaus humans need it more. 

Travel by animals in t h e  desert is rarely much faster than travel on 
foot; while riding an lmals are faster, generally, than people, no animal 
can maintain such a pace far long In t h e  desert and survlva. The 
advantage of rlding is that animals (which are adapted to travel in local 
conditions) can carry characters acrass varied terraln, allowing those 
characters to ignore the rnul t ip l im which reduce distance covered and 
the  accumulation of Endurance Loss points for terrain (ELPs are still 
accumulated fcr a l l  other factors, of course). 

Anlmals can also carry heavlar loads of water and wpplles than can 
a man. The usual maximum load an anlmal can carry is one half i t s  body 
weight, though t h e  referee may specially deslgn animals capable of 
carrying a larger percentage; animals forced t o  carry more than half of 
f heir maximum amount w l l l  lose 1 Endurance poi n i  each day they do so, in 
addition to  oiher losses. For example, a riding anlmal welghing 400kg 
(about the same as a horse) can carry a maximum of 200k9, it can carry 
up to l OOkg without suffer1 ng Endurance loss. 

OTher capabilities - such as t h e  animal's speed i n  a charge o r  
whether Shey have weapons useful In mounted combat - are up to the 
referee, and can be hand led using basic Traveller anlma l creation rules. 



Danger in the Desert 
A careless or thoughtless traveller can come t o  grief In qulte a few 

ways in the  desert. This sectlon llsfs some of the most dangerous 
problems whlch can arise, how they come about, and what the characters 
can do a b u t  them, 

LOSS OF MENTAL FACULTIES 

Characters suffering from extreme th i rs t  and exhaustion can run 
infa real trouble as cr l t lca l  a n d  anal yticai abll lt les vanlsh, and 
halluclnatlon mlngles wlth realify. Every t ime  a character suffers t h e  
loss of 1 Endurance level, he also loses 1 Intelligence level, then roils 
20 agalnst his new Intelligence level; If the  result if greater than the  
new level, hls lntelligence level w l l l  drop by one more. 

When a character's lntelllgence drops t o  half its original level 
(fractions rounded down), the character will have trouble concentrating, 
speaklng, or making decisions. Naturally, it will be more d l f f l cu l t fw  him 
t o  make any saving rolls against his Intelligence which might be required. 
He may also tend to become hys-t-erical, lapslng into helpless giggles or 
f l ts  of laughter when frustrated w even simply spoken to. 

When a characTeFs lntelllgence level reaches 0, he may be 
considered to be total ly irrational - driven mad by thlrst and heat. He 
may a-ttack other characters for their water, or for no reason a t  all. He 
may w may not be able to  use weapons or tools. He may wander off Into 
the  desert during midday, or he may withdraw into himsalf and not  
respond to  any external stimulus. Desert travellers have been found, 
dead of thirst, with Their t racks showlng tha t  Sheyld c r o w d  several 
streamsalong the way, but never seen them. The player may continueto 
role-play such a character, or the charachr may be taken over by t h e  
referee as an NPC, a t  least until he recovers. 

Recovery requires hosplta l care - a t  least 20 + twice the number of 
lntelllgence levels losS, in days to return the character's Intelligence to  
i t s  former value, This recovery w i l l  prove impossible if a 2D rol l  gives 
the  result of 10-k; there is a Dm2 for each ful l  day the  character has 
had an Intell lgence level of 18, and Dlrttl for each full day hls lntelligence 
was a t  half or less than its usual value. 

MIRAGES 

Mirages are famillar to  all desert travellers. They are not a sign af 
loss of mental faculties, but  characters already suffering the mental 
effects of heat and th i rs t  may weli misinterpret them. Mirages are caused 
by the diffraction of i ight  rays through dense layers of air close to the  
desert floor; they may be images of landscapes far disl-ant which seem 
much closer, distorted, or even inverted. The most common type is a 



reflewion of the sky whlch creates a shlmmerjng blue or sl lver Image that  
can k mlstaken for a pool of water. 

Mlrages occur as a result on an event table, or the referee may 
introduce them to liven up an otherwise dull stretch of hlklng. They are 
also useful tor refereees who wish to sidetrack w delay their players 
tempwarll y. 

Travellers with no desert experience may be faaled by a mirage If a 
roll ot 2W2 exceeds their  lntell lgence level, Travellers w i t h  Desert 
Survlval sklll slmply roll 2D against thelr currant lntelllgence level, and 
may use their skill level as a negative DM. Characters with lntelllgence 
levels already reduced to less than half of their normal value suffer a 
further DWZ. It the modified result exeeds t h e  character's current 
lntelllgence, t he  referee should te l l  him tha t  he sees water in the 
d lstance; th is  1 I1 uslm w l l  l seem to recede as he travels towards it, and he 
m u d  rol I his current Intelligence level w less In order To declde  t ha t  he 
1s following a mirage, 

The roti against Inbl l lgence Is made for each member of a desert- 
wandering parPy. The f i rs t  rol l  is made tar one of the  characters picked 
a t  random. It he believes the mirage to be real, the ro l l  made for the 
next character has a DM+\; ff That character accepts the ill udon, the 
next rol l  has a DMt2, and so on for each character until atl characters 
have bean rolled for, with a maximum of DMF4. This simulates the very 
real power of suggestion people can exert to one another in such 
conditlons. 

SUNBURN 
Sun burn aggravates dehydration. Characters who suggee t o  the 

referee that they are going to remove their s h i r k  In an effort To geT 
cool can be allowed to do so [though characters with Desert Survival 
sk111 $ or beew n i l  l know beiter, and should be warned by the referee). 

Characters who do not wear hats or take advantage of same other 
t y p e  of sunscreen during hours between mid-morning and mid-ahwnmn, 
and characters who wear short-sleeved shi rk  or no shirts a t  afl will 
Decome sunburned, and suffer I D  damage, The number of damage points 
lo* also becanes the  number of ex-h-a Endurance Loss Points accumulated 
each day for 10 days after the burn occurs, It Is possible )or characters 
suffering from burns to get m e  sunburn, and have the effects 
accumulate. 

Characters can avoid sun burn by nearing hats, wearing loose b u t  
long-sleeved shirts and long pants, and by remalnlng out of the direct 
sun as much as possf ble. 

HEAT CRAWS 

Cramps can be brought on by lack of salt in conditions O f  e>ctreme 
heat and physical labor. Surv lval rations contain t h e  sa IT necessary to  
forestall cramps. Characters who are not eating packaged rations, 
however, or who engage in heavy work (such as digging, for water or to 



make wlar  stills) may .iose so much salt that cramps can incapaciete 
them. 

Cramps w i l l  strike a CharacTer on a roll of IOt on 2D during any 
period of physical exerlion In temperahres of 35°C or more. They are 
ImdlaTely relleved by salt tablets w a saline drlnk. Until they are 
relleved, the character cannot walk and w i l l  be in  considerable paln. If 
untreated, cramps can cause 1D damage points per hour, resulting 
eventually In unconciousness. Unlike damage suffered by wounds, this 
damage can be reverwd by proper treatment- rest, water, and salt. 

I HEAT WHAUSTION 

I Heat exhaustion is a comnon problem for any characfws exerllng 
themselves In temperatures of 35°C w more, A 20 rol l  is made fw heat 
exhaustion for each characfer during each period when they are working ' a walking in  We sun; there is a DM1 lor each 5* o v a  3%. On a 
modlfled rol l  of 1 O+, heat exhaustion w i l l  sel- in. 

The character w i l l  become extremely tired, and complain of 
headache, dizziness, and nausea. Hls pulse w i l l  become weak, and his 
skin w i l l  be moist and clammy. If untreated, he w i l l  have to begin making 
20 rolls against current Endurance, once every 5 minutes. If the rol l  
exceeds his current Endurance, he w i l l  become unconcious, and remain so 
for ID x 30 mlnufes. When he comes to, he w l l l  st i l l  have the symptoms of 
he& exhaustion, and must continue rolling against Endurance every 5 
minutes. Each time he becomes unconclous, his Endurance w i l l  drop 1 
level; when it reaches $, he w i l l  be In a coma, and cannot be awakened 
without medical treatment. 

Heat sxhaustlon may also set in with cramps. Any character who 
beglns suffering from either heat exhaustion or heat cramps should 
Inmedlahly rol l  for the other condition, and apply a DM1. Thus, a 
character who rolled an 11 on a roll for heat exhaustion would also rol l  



2Dtl for cramps, which he would suffer wlth a modifled result of 10 ar 
more. 

Treatment consisk of siwing In the shade and r~st ing,  and drlnklng 
plenty of waTw (up to 1 11- or so). Salt or salt  solutions will relieve 
cramps. 

HEAT STROKE 

This is the m s t  serious of the heat shes5 problems described here, 
and can cause rapid death. Charac-s with h s a t  stroke w l l l  suffer a 
sudden r ise in skin temperature, with temperatures as high as 105'F or 
more; sweatlng Increases, and the skin feels hot  and dry. They will 
collapse, heme disorientafed, and passib1 y dellrlous. 

Again, players ro l l  20 for thelr characrers during each period of 
work or walk exposed to temperatures above 35%. There is a W1 for 
every 10 degrees atmve 35". Heat strake occurs on a roll of 12 or w e .  

Characters suffering hsat stroke wil l Imnedlately lose halt of Thelr 
remalnlng Endurance levels and half fRek remaining l ntell igence levels, 
They will lose 1 addiTional Endurance level each hour they are 
unh-eated. When their Endurance reaches 63, they are unconc ious; a t  t h l s  
point, on a 2D ro l l  of 9+, they w i l l  go into convulsions which cause an 
additional 2D damage, They will con.tinue to lose 2 additional damage 
points each hour after that untj l they are dead, 

Treatment Is to cool the  victim as rapldly as possible, Immersing him 
In cool water 1s best, though n i t s  is admiWedly difficult In desert 
conditions. Soaklng his clothing wlth at least 1 I l t w  of water and 
fanning him vigorously t o  promote cooling through evaporation may work. 
Further loss of Endurance levels wl l  be stopped on a 2D rol l  of 7+ with 
immersion, or 9+ wlth wak ing  and fanning, Once Endurance loo5 is 
stopped, cooling must stop, w shock [the candit ions described above 
under heat exhaustion) will set in. The character wil I remain at th is  new 
Endurance level until he can be placed under hospitalization fa" 
treatment. 

NoTe t ha t  t h e  symptoms described above for heat stress problems 
(aamps, heat exhaudon, and heat ~ l roke)  should be described to those 
play- whose charabet-5 are suffering from She indica-ted condition, 
that the players can a c t  out their charac tes  Illness. Otber characters 
must then base their  actions on the syrnpbms described, rather than 
having the referee ?el[ them t ha t  one of them h a s  heat stroke. 
Characbrs with Dasrt Survival skill I +  and charactsrs with Medical ski] l 
I+, can be expected t-o recognize the a hove symptoms for what they are, 
and should be guided, if necessary, by the referee. 

I t  seems strange to discuss the risk of drowning in the middle of a 
desert, but many peopIe have lost their  lives In just this way. The dry 
streambed features known variously as dry washes, arroyos or wadis are 
fwmed by rushing water during the infrequent deserk rains. Their level, 



soft sandy bokbms make them attractive places t o  camp - doubly so 
since water can sometimes be found notfar underground. These channels 
can flll with raging tarrents a) water with almost no warning; rain many 
miles distant in the mountains can create a flood In a dry streambed with 
the sun shining. 

The possibilliy of a flashflood is remote - so remote ?hat no die 
rol l  values can be given for the posslbillty. Their occurrence is lett to 
the referee, who must take into account such factors as the time a) the 
year (rainfall w i l l  be most 11 kely in early spring), whether or no? water Is 
abundant elsewhere on the world, and whether or not there are nrountains 
o r  hills in the distance from whlch the h r r e n t  could flow. 

Warnlng signs of a flashflood - all significant ta characters with 
Desert Survival skill 2 or m e  - would be heavy clouds over The 
mountains (perhaps on the horizon), or the sound of distant thunder. 

Characters caught in a gully by a flashflood are knocked down and 
Inmediately suffer 10 damage points. Atter that, each character is 
required to make ID-2 rolls against Strength and against Endurance. A 
character who rolls hlgher than hfs Strength at any time w i l l  have lost 
his grip on whatever he was clinging to, be swept downstream, and suffer 
20 mare damage polnts as he goes. A character who rolls hlgher than his 
Endurance has gone under and is in danger of drowning; he immediately 
loses half of his remaining Endurance levels. 

Any character whose Endurance is reduced to 0 is unconcious and 
w i l l  mast likely drown. Characters may help other charactars who have 
failed one a- another of their saving rolls by making an extra two wvlng 
ralls against their own Strength, one for them, and one for the person 
they are hy ing  to  rescue. If )he rol l  for themselves fails, they lose 
their grip and suffer 20 damage, as described above. If the rol l  
succeeds, they w i l l  be able to grab the other character, but w i l l  be able 
-to hold onto hlm (saving him from the effects of his tailed savlng roll) 
an1 y If they rol l  less than their Strength on the second rol l  as well. 

The ability t o  swim (dekr i  bed in Gamelords! Travellw supplement, 
The Undwsea Environment) does not help in this sltuation. As an 
optional touch of realism, however, the referee may apply a DM+l fo the 
saving rolls of any character who cannot swim, to simulate their panic a t  
soddenly being engulfed by so much water. 

A party may encounter an arroyo which flooded while they were 
(fcrhnately) elsewhere. An attempt m y  be made to  cross flooded 
streambeds If the characters are desperate enough by following the 
I n ~ u c t l o n s  given abovq the characters do not get knocked down and 
suffer an Immediate ID damage point loss, however. They w i l l  fall the 
first tima +hey fail a rol l  against their Strength. They do not need to  
rol l  agalnst their Endurance until they have been knocked down. If the 
parky elects to join hands and attempt to cross in a chain, a character 
who falts may be saved from falling by having each person holding on to 
him rol l  against thelr own Strength levelq these rescuers do not need to 
rol l  against their Strength twice (since they already have a hold on their 
comrade), but make a single rol l  to keep him from falling. 



Once any character falls in an a tkmpt  to moss a tloaded stream, 
he must make the ID-2 double saving ralls against Strength and 
Endurance until he makes it ashwe (if t h e  referee judges that the fallen 
character was almbst aaoss when he was washed away, he may require 
on1 y a sing Ie set of rol Is sgalnst Strength and Endurance), 

Characters with unprotected eyes may flnd themsetves temporari I y 
blinded by the unrelenting glare of reflected tight. Characters out In 
the  desert between mfd-mornlng and mld-afternoon should roll 2D once 
each day if they have no protective goggle% bllndness will occur on a 
roll at. I I+, and w i l l  last 20 hours. Characters on salt ar mineral fiats 
have a DW2 added to t h e  roll; t h e  reflected llght from a salt bed is 
brighter than from sand, and there Is the added danger at salt  blowing 
inta the eyes and burning them. 

Blindness Is tempwary, but may Incapacitate characters a t  a 
critical moment, preventing them f r o m  saeing wahr,  rescue, or 
approaching enemies. 

SANDSTORMS 

Characters wlth Desert Survival ski1 l of 1 or better will be able +o 
Narn of +he approach af a sandstorm by pointing OUT a mlsT af suspended 
dust and sand a mder or two above the deser t  tloor. The m i d  clears, b& 
the sand remains suspended, resembling a va&, thick, rolling carpef 
whlch seems to  glide across the desert. 

5ands-b-m~ are rarely more than 2 meters deep; the air above them 
is cl@ar, and people walklng a b u t  In one may appear to be wading chin- 
deep in water. Heavier, coarser sand never rises more than .5 m e t e r s  
from t h e  ground, and It is here that wind-blown sand causes t h e  most 
problems. Characters with thelr feet unprotected by boots or sturdy 
deserf cloThing may suffer 10-2 damage points frm t h e  abraslve effects 
of the sand. 

On m a l l  planets wlth lower gravity than Earth, The sand can be 
moved a t  higher speeds by t h e  wlnd, and Ilfted farther Info the 
aTmosphwe., For every 51 ze code In t h e  planers UPP less than 8 (Earthls 
sl ze), t h e  sand can rlse an add Itlanal 1 meter Into the air; the thickness 
of the ahosphere does taot affect windblown sand, whlch can occur even 
on worlds with trace a h p  heres (Mars is an example). 

Characters who canno? get their heads a b v e  the sand cloud may 
have trouble breathing they wll l begin receiving ID damage polnts evary 
Ten minutes un ti1 they are out ot the cloud, with a W1 for every level In 
the worldts UPP size code less than 8 (1.8, DMt3 on a world of size 51. 
Characters in enclosed shelters can s i t  out a storm In camfork- but will 
flnd themselves buried under 10-3 meters of sand when they emerge, and 
be torced to dig their way clear. O f  course, filter and afrmasks w l l l  
protect charactws from smothering in the sand. Climbing hlgh ground, 
if possible, will also l e t  a characTer escape t h e  sand cloud, t h ~ u g h  If t h e  



rise k gradual (such as a hil l or sand dune) instead of Heep Isuch as a 
boulder or rock column), the sand w l l l  slmply flow up the hl l l  m e r  htm. 
The referee should use hls discretion In such cases. 

Sandsbrms may be over In a few hours, buf have been known to last 
for days. Their length should be detemined by the referee, depending 
on the requ lremen-k of t he  adventure. They are not particularly common, 
and are glven here as a rare event which the referee may introduce to 
an adventure a t  his discretion. 

Duststorms are not s a n d s f o m .  Sand, being heavier than dust, 
cannot r ise far  above the desert floor, but a dusMorrn can fling 
suffocating clouds of dust hundreds of meters Into the slr. 

Warning Is g Iven to characters with Desert Suwlval- t or be* by 
an approaching blue-black cloud roll lng across the sky, and flawing over 
the landscape. There are  no abrasive effects as with sandskrms, but 
charact- caught in d u s t s t o m  will have trouble breathing, and will 
take 10-2 damage pofnts every 10 rninuSes they are exposed w1Thout 
prdection. A cloTh t ied over the mouth w i l l  change this to 10-2 damage 
polnts every 30 minubs, and a f i l ter  or airmask wlll Mer comple-te 
prErfection. DusMorrns w l l l  no t  bury characters inside shelters or 
vehicles as sandstorms nlll; but, Ilke sandstorms, tfiey can last for days 
(their length should be dictated by the requirements of t he  adventure), 

VEHICLE BREAKDOWN 

Even the  most modern technology can fail, leaving one stranded* 
The formula for detmninlng the chance for a vehlcle breaking down is 
given In the mctlon enTltled T r a n s m t i o n .  The appropriate 20 ro l l  
shou Id be made once each day the vehicle is used, and also each Hme the 
vehlcle Is p u t  under severe stress - such as driving over rough and 
rocky ground, or durl ny or after a sandskorm 

Vehicles descrlhed in baslc Traveller run On balteries w m a l l  
fusion plants, and do not requlre water to cool them as do prlrnitive 
in3-mal-combustion engines, In some cases, such as when a local culture 
has a tech level of 5-8, large quantities of water ( 1  to 6 lit- may be 
necessary for t h e  operation of locally produced vehicles. Since t h e s e  
nil l be exceptional cases, de-talls are left up to The referee. 

Characters with Mechanical skil l may be able to repair broken 
vehicles; their attempts may be modlfied by whefher or naT they have 
D e w  Survival skill and hence are famtllar wiTh the spaclal problems of 
repafrlng equipment in t h e  midst of desert sand. 

A special fwm of vehicle breakdown may Include havlng t h e  vehlcle 
become trapped In soft sand, a particularly common problem in erg 
terralo, Sand flrmness varles with time; sand whlch can be driven across 
without problems one day can be Impassable the  next. Vehicles may 
become trapped in very soft sand on a ro l l  of Q+; tracked vehiclos 
become trapped on a rol l  of 1 I+. Freeing them requires a ro l l  of 9+ with a 



[IWDrivtng skill, and a DM2 for blankels or planks brought along b 
provide traction for the wheels. 

DRUMS AND 

TDrumsandl, 'barking sands', tthrummlng sands', 'singing sands1, and 
tboaning sands' are five of the many names for an unusual phenomena 
which occurs very rarely In erg terrain, and i s  not, by itself, a danger. 
In %me way n o t  understood, sand disturbed by animal or human passers- 
by is set into vlbratlon, causing very large areas of sand to r w n a t e  
and echo, creating a reverberating sound like thunder, barks a- chirps, 
whlnlng or shrieklng, or booming; metlmes these sounds are $0 loud t h a t  
people must shout to one another to be heard, Drumsand can be an 
Inconvenience, however, If the characters are +Ing to remain 
lnconspicuous with enemies nearby, or If dangerous anrma Is are attracted 
by noise. The sound, ance begun, wlll last ID minutes, 

Drumsand is a very rare event, introduced only once In a very 
great while by the referee. The posjtlon of drumsand In a given area 
should be noted, however, since the effect seems t o  associated with 
parkl cu l ar areas. 

ENCOUNTER AND EVENTTABLES 

The referee should prepare event and encounter tables In the 
usual way for Traveller adventures set In desert. Separate tables ~ h o u l d  
be prepared for different types  of terrain thammada, erg, reg/serir) and 
should take into account whether or not t he  party is using vehicles, 
w hethw w not  there are natives on that norld ,  and other factors whlc h 
might create interesting encounterr Some examples are given below. 

EVENT TA6LE 
(Travelling by ground vahtcle 

in h m a d a  Iroughl terrain) 

Die ro l l  Event 

2-7 No event 
8 An imal encounter 

9 - 10 Vehicle Weakdown: the nature of the breakdown should be 
determined by the type of vehlcle and conditions, hut it wl l l  
strand the party for 10- l hours 

1 1  Rockslide: a landslip Is triggered as the vehicle moves 
along the base of an %carpmen+. The vehicle wl l l  be 
damaged (requiring a t  lea* ID hours to repair) on a rol l  of 
1 0t.. Characters riding or waIRiny outside should each make 
a saving t h r o w  of 8+ to avold 2D damage from falling rocks. 

1 2 Ai-tack by natives: local nomads catch vehicle as It passes 
through a narrow ravine, using dislodged boulders to trap 
their quarry. A t  least 2D+4 natlves are In tfra atfaeking 
party, on bath sIdes of t h e  ravine. An anlma l encounter can 
be subsyitubd fw hostlle natives, H appropriate. 



EncounterTable for DESERT (hamnada) TERRAlN 

25kg 15/4 none 8 claws+l 
200k9 21/16 none 13 thrasher 

4 Intermlttants 50kg 16/7 none 11 hoovesBteeth F4A9S2  
lOOkg 2U 7 jack 10 claws+ 1 

4 teeth+ I 
1Intermiftant 3kg 4 / 1  none 6 teeth-7 

200kg 21/16 none I8 thrasher 
7 Flying Carrion 3ky 5/ 2 none 12 clawslteeth-4 A4 F6 SI 

tor 10 hours. To escape, party mud button down inside vehicle, or  
climb rock columns or cliffside t o  ge-t above cloud. 

The event table serves as a model for events which the referee can 
create depending on the exact situation. Rolls can be made on such 
tables periodically - usually once or twice daily. 

The animal encounter table was created using basic Traveller rules 
for generating animal encounters; a planet simllar to Earth in sire and 
atmosphere was assumed, and the table was created tor l ifeforms dwelling 
in the badlands (hammada) t y p e  terrain. The referee will want t o  create 
a number of tables for each world for different areas, different terrain 
types, and even different tlmes of the  day o r  year. 



Following is a l ist of equipment useful in desert conditions. 

Goggles: Lightweight, plastic eye goggles which provide protection 
against both windblown sand or dust and sunglare. More primitive 
versions (which w i l l  not reduce glare and provide uneven protection from 
sand) may be available a t  lower tech levels. Tech level = 5+. Reliablllty: 
NA. Weight: Negligible. Price: Cr15. 

!R Goggles: Allow wearer t o  see 
exothermic (heat-emiltlng) sources 
in the dark such as animals, fires, 
o r  hot engines. IR goggJes also 
provide protection from windblown ( 
parFicles. Tech level = 6% 
Reliability: Tech Level+ I .  Weight: 
2509111. Price: Cr500. I 

L1 Goggles: Light intensifer 
devices allow the wearer t o  see in 
darkness so long as there is a t  
least some ligh-t (even as l i t t le as 
that  available on a dark, overcast 
night). They also protect the 
wearer's eyes from windblown sand. 
Tech level = 7+, Reliability: Tech 
Level, Weight: 3OOgm. Price 
a-500. 

Inertial Navigatcr: A mall (IOcm x 6cm x lcm) inertial navigation 
computer which allows the user to backtrack on his path by 'rememberinqi 
m v k e n t s  and turns. I t  is switched on a t  the p i n t  from bhich the user 
sets out, and w i l l  allow him t o  find his way back from any distance. A 
simple math func?ion can also allow the user to determine a straight line 
distance and direction To hls starting point no mTter where he is. Tech 
level = 8t. ReliablliTy: Tech Level+ 1. Weight: 150gm. Price: Cr1500. 

A t  tech level 10, the device becomes small enough t o  be worn on a 
wrist, costs half as much, and is  of negligible weight. 

Navigational Satel lite: A small satellite placed In synchronous orblt 
over the hemisphere where exploration is taking place, It provides 
mo~nsnt-by-moment information on the precise location of a tracking unit 
on the ground with an accuracy of 1 meter or less. For twice the size 
and price, the satellite can relay to the fracking unit (which is also 
about twice the dimensions listed below, and includes a TV-like 
viewscreen) a plot projected on an accurate map of the reglon, which is 
created by the satellite through a combination of laser and radar 



I mapping Techniques, A ma l l  nuclear power plant p rov lds  over a yew of 
operation without servicing, and the satell Ite can be retr ieved and used 
over and aver. Tech level = at. Reliability: Tech Level. Size 
(Sateliite): 1 me* x 3 meter x 3 meter (tracking antennae unfold to 8 
meter 'wingspanl). Weight: lOOkg. Size (Tracker): 15cm x 1 Qcm x 4 cm. 1 Weight: 3509m. Price: Cr35.000 

Desert Clothing: Rugged, lightweight clothing far uw In the desert. 
includes uhIte, long-sleeved shlrt; white, comfortable long pants, sturdy 
hiking lmw and s broad-bf~mmsd, light-colored hat. Tech level = 3. 
Reliability; MA. Weight: Megllgible. Price: 0 3 5  

I Desert Survival Suit: Cover-all garment with shiny outer surfa~e 
whlch prevents major water loss in the cleserl. The wearer Is caoled 
through evaporstlon of pmpiratlon, but a series of traps and chemlcal 
tllfers condenses and purlfies lo* b d y  Ilquid, stwing it as pure water In 
pouches wlthin the sult. A hood, goggles, and breathing mask (which 
traps moisture exhaled through me nose and mouth) are Included. The 

1 chemical f i l ters must be changed once a month. a t  a cost of Cr50. 

A t  tech levels 9- 1 1, the suit reduces by 4 p e r  hour The wsareps 
accumulated Endurance Loss Polnts, and will supply him with 1 liter of 
water e v s y  three daytime hours, and 1 l itw every night. 

I A t  tech levels 12 and above, the stilt rllmfnates all Endurance Lass 
Polnts  except those due to t w a i n ,  

The wit has cerkaln disadvanlages. A t  tech levels 1 1 and loner, ' t h e  wearer wffws -2 to Dexterity. Alu l ,  the suit is extremely shiny, 
I maklng it almast impass! ble for the uearar to sneak up on anyone, even in 

rocky terrain. This last disadvantage m u l d  be an advantage Por 
characters lost in the  desert who are hoping to be spotted by alrcraff. 
Exactly how the  sulys high visiblliTy affects an adventure Is I* to the 
referee, and w i l l  depend on the situation, t he  terrain, over-ali visl blt lty, 
and other factom 

In cmbat, the suit is treated as jack a m r .  Tech level = 9+. 
Reliablllty: Tech Level+l. Weight: 5kg a t  TLT 1 or less; nsgliglble a t  
higher levels. Price: Cr7,OOO. 

Mote +that vacc sults and combat armor wlll also - by their very 
nature - provlde e o m p l h  profec.tian for desert travellers, a t  l e a d  as 
long as thelr  air supply holds out. 

Protective suit: S imi lar  -to protective suits used for sharT periods i n  
indd ious or corrosive atmospheres. I t  is sealed, air-cond ltioned, and 
has i t s  awn air supply (good for 6 hours). The suit  has no w a t e r  supply of 
I t s  own, nor will it the wearer once the air supply gives out,-but 
so long as it works, The wearer w i l l  not  accumulate any Endurance Loss 
Points except those for terrain. In combat, the suit is IreaTed as Jack 
a m .  Tech level = 6+. Reliability: Tech Level. Weight: 7kg. Price 
Cr1,OOO. 

Na-Five Clothing: Mative populations living in desert conditions tend 
t o  develop fashions of clothing whlch ulll help t h e m  survlve In ar id 



climates. The mwe severe the cllmate, the more extreme these 
adaptations t o  the environment tend t o  be. The flowing robes of Earth's 
Bedouin culture help circulate air and protect the wearer frm the sun; a 
mare extreme climate mlght result in the use of elaborate water-trapping 
garments (I ike the desee survival suit above), and masks which pro'tect 
the eyes and prevent the loss of moisture through breathing. 

The nature of native clothing w i l l  be up t o  the referee who is 
creating a particular native culture. In general, native clothing wwn by 
Traveller adventurers w i i  l prevent the accumulation of Endurance Loss 
Points due t o  heat, but not those accumulated by lack of water a- 
terrain. The raferee should apply cammon sense here; desert dwellers 
also know better than to go out in the mid-day desert sun (on1 y mad dogs 
and Englishmen . . 3, and native dress w i l l  not help off-worlders in 
conditlons which even the natives w i l l  not kave. 

Tech level and reliability are not applicable. Weight and price 
vary. 

Desert Survival Kit: A k l t  con- 
taining a variety of items useful in 
the desert. Includes a I-liter 
canteen; first aid kit; salt 
tablets; folding shovel; 
plastic, watertraps, straws, 
and directions for building 
three solar st i l lq  a knife and 
sheath; a signal mirror Ofw 
attrading the attention of searchers In the day- 
time); three hand-held distress flares (for 
nighttime use); and a water purification k i t  (see 
below). The k i t  comes in a JOcm x 12cm x 12cm pack which can be worn on 
the back Or hip, or attached t o  a larger pack. Tech level =. 9. 
Reliability: NA. Weight: I kg. Price: 0450. 

Water Purification Kit: A bottle of 250 table& used t o  make water 
contaminated by micro-orqanisms safe to drink. One tablet dissolved in 1 
l i ter of water ;ill rsnder ihs water safe within 30 minutes. Tech level = 
9. Reliability,: NA a t  TL7 or higher; reliability equals iech level if 
tablets are more than 6 months old a t  TL5 or 6.  Weight: Negligible. 
Price: Cr5. 

Fusion Still: A bulky device which breaks water molecules free from 
material placed within it. The amount of uaTer delivered w i l l  vary with 
the type of material fed t o  the still, but ranges from 1% for very dry sand 
t o  70% for organic material such as wood, plants, or bodies, This 
percentage of weight in kilograms gives a one-t-one yield of water in 
liters (thus, IOOkg of sand w i l l  yield 1 l iter ar water). The stil l require 1 
hour to set up, and 30 minutes for each lOkg of material processed; the 
hopper must be cleaned out after each load, requiring SO minuter Tech 
level = 13+. Reliability: Tech Level-5 Size: 1 meter x .5 meter x 3 
meter. Weight: 60kg. Price: Cr4,500. 



Solar Vaporator: A device whlch collects moisture trom tne air, 
especially a t  nlght. Yield is 2 liters per 24 hours in standard o r  dense 
a-pheres, 1 l i ter per 24 hours In thln atmospheres, and .5 liter per 24 
hours in very thin atmospheres, The fvaporator Is stored in a compact 
CfjOcm x 20cm x 20c3 package, but unfolds (an operation requlrlng 5 
minute3 t o  200cm by 10cm x SOcm, and stands on a trlpod whlch takes up 
1 square meter. 

If the fvaporator Is not running throughout an entire 24 hour 
pwlod, partial yields can be calculated by assuming that 3 times as much 
water can be collected a t  night as during the day (.S liter during the day 
on a standard atmosphere planet, 1.5 liter at night). 

Solar panels provide power directly during the day, and accumulate 
and store power for operation a t  night. Tech level = 1Oi. Reliability: 
Tech Level. Weight: 8kg. Price: Cr\,250. 

Wheeled ATV (Land Rover): A rugged cross-coun4ry vehicle useful 
for desert travel. It has a speed of lOOkph on the road w on mo th ,  
open terrain; this is reduced t o  20kph in sott sand, or in very rough 
terrain. Tech levels 6-7 use diesel, alcohol, or electric-battery driven 
engines to provtde a cruising range of less than 1,000km. Tech level 8+ 
vehicles use baltwles o r  mal l  fusion power plants fueled with hydrogen 
or water. The vehicle may be pressuri red, and holds up t o  16 passengers 
o r  32 tons of cargo (humans are equivalent to 200kg of cargo). It w i l l  
comfortably carry up t o  8 with adequate sleeping and eating facilities. 

Rovers may be specially ouffilted for military w sclentlfic 
expeditions. Tech level = 6+. Reliability: Varies. Weight: 10 tons. 
Price: Cr30,OOO. 

Tracked ATV : Similar in m o s t  respects to the wheeled ATV described 
above. I t  can travel on roads or open terrain a t  up to 80kph; in very 
rough or sandy terrain, it can make speeds up to 30kph. Though slower, 
lt is generally more reliable than wheeled ATVs. Statistics for weight, 

I range, and load are identical t o  the wheeled version. Tech level = 6+. 
Reliability: Varies. Price: Cr30,OOO. 



Adventures in the Desert 

The materlal presenSed in th is  booklet makes It possible for 
referees to simulate the  hazards and challenge of adventurkng In an arid 
environment. What the content of those adventures might be is, of 
course, up to  the referee, but a few possibilities are outlined below. 

SEARCH FOR THE LOST RUINS 

A vast continental desert is rumored t o  hold the  ruins of a 
fabulously wealthy vanished clvllization, and a par ty  of archeologists is 
preparing t o  explore a p a r t  of t h e  desert never before visited. The 
adventurers may be hired as escorts t o  pratect the  paw from hos-tile 
natlves (who regard any and al( rulns within the desert as the  dwelling 
places of thei r  gods). O r  the adventurers themselves may be the  entire 
expedition, lured into the  desert  by stories told over drinks in the local 
spaceport bars, of ptatin um towers and jewel-encrusted thrones 

The adventurers are aboard a shuWIe which crashes l n ta  the desert 
some hundreds of kilometers short of the spaceport fac i l i ty  which was i ts 
goal. Each person aboard w l l l  have to ro l l  for injury sustained during 
the  less-Than-perfect landing. The referee will determine how much 
water and food they have, and how clear a notion t h e  group has in 
regard to  the  direction of, and distance to, civilization. Good luck! 

BROTHERHOOO OF THE WASTES 

Dakaar Minerals - a less than scrupulous corporation operating in 
the  Reavers' Deep Sector - has mounted a campaign of extermination 
against the notorious Brotherhood of the Wastes, a human, nomadic tr ibe 
llving on the fringes of a vast, planet-wide desert r ich in various 
chemical salts and metals. The Brotherhood began a guerilla war againsb 
the  many company outposts some years ago; it is rumored tha t  Oakaar 
Minerals uses drugged natlves as slave labor in its mines, The 
adventurers are approached by representatives of the Brotherhood; the 
nomads desperately need modern arms and man able t o  traln them In their 
use. They want to  stage a general uprislng again* the company, raid its 
mines, and free the  slaves, for members of the Brotherhood prize freedom 
above all else, and will d ie  rather than submit. The nomads w l I t  win their 
freedom, and the adventurers will wln a sizeabie reward if they can rnake 
the planet unprotitable for the  corporation by destroying outposts, 
stores, roads, and vehicles, ambushing convoys, freeing captives, and 
eluding the large corporate paramilitary security fwces sent to catch 
them 



ARABIAN KNIGHTS 

The adventurers (or mercenary unit) are hired to eseofl a caravan 
of great  Importance across desert terr i tory inhabited by trl bes of wild 
and bloodthirsty nomad barbarians. WWh the caravan Is the daughter of 
an Important c i ty  ruler, on her way to wed the ru ler  of a neighboring 
state to form an alliance impwtant to off-worl d carporate i n te resk  To 
have her killed or captured might bring on war and the loss of ofade 
agreemen% wlth the very independent local rulers - and mlght even 
result In the  adventurers belng stranded. 

VERY FOREIGN LEGtON 

The adventurers {or mercenary unit) have been hired by an off- 
planet corparal-ion to protect a corporate mlntng community from desert 
raiders w h o  have declared a holy war ayalns't t h e  alien desecratars of 
sacred lands. The community Is protected behind adobe walls erected for 
defense, but there are a very great many of the nomads, and If t h e y  ge* 
over The walls, bere nil1 be a massacre. One variant of this adventure 
would be to have the adventurers tvolunteered' ta sneak over the wal Is 
a t  night, sllp past The surrounding nomad encampments, and crass the 
de- to the corporation-malntalned starport some hundreds of 
kilometers distant In order to briny help (loss of radios and a 
misunderstanding of reports could have suggested -lp the starport that 
the cornmun i t y  was a [ready destroyed). 

Many &her adventures w i l l  suggest themselves, including milltary 
operatlans, rescue and salvage, exploration or surveys, and hunting, Ln 
pai-tlcular, milltary operations in the d e w  have fascl nated leaders 
slnce long before Rornrnel - or oven Sciplo Africanus Almos t  any 
earfhltke planet can be expected to have at least xxne arid 
envlronmenf's where adventures such as these can take p t ace. 

Dunera-alders is a TravslIer adventure f rom Gamelords set In the 
desert. T hls booklet, The Desert Envlronmerrk, provides the information 
necessary to exkact the greate* realism and excitement from +hat 
adventure. 

FINAL NOTES 

This b k l e t  Touches upon only a few ot the possl bi l ities for desert 
adventurlng. Referees are encouraged to use She materlal presented in 
The Desert Envlronmsnt in any way which enhances thelr own Traveller 
games and campaigns. 

The rules and information in  The Desert EnvIronmenT are 
representative rather than deflnltive, and should bs used, changed, or 
disregarded, In t h e  best interests of smooth, fast, and excitlong 
Traveller acflon, 



ENV IRONMENTS FOR ADV M T W E  

Explore the different environrnanjs 4-o be found in the T r a v e l i d  
universe - in the ENVIRONMENTS series from Gamelords, Ltd. Deslgnad by 
J. Andrew and William Keith, the series consis% of palrs of books fcr each 
enviranmenS. The f i rs t  of each pair describes rules to  simulate t h e  livlny 
and travel l ing condiTlons of each different environment, and includes 
equl p e n t  descri ptions, events and encounters, and possible adventure 
situations fw each environment. The second book in each pal r  is a full- 
length adventure, maklng use of rules and situations detailed in the 
rules book. Challenge your players to  broaden their hwizons and enter 
new ENV IRONMWTS FOR ADVENTURE. 

The Undwsea Envtronment - 85.95 
A T r a v e l l e  supplement dealing with the particular problems found 

in an aquaTic environment. Specific rules systems simulate underwatw 
activities and hazards, gear and equipment available far underwater use 
is deTailed, and the  referee Is offered y uldel ines for underwater events 
and encounters. 

The Drenslaar Quest - $6.95 
Adventure awaih on the watery wwld of Yarhfahl, as players 

aWempt t o  dodge both hostile fwces and local sealife in a race to 
salvage a valuable cargo from Drenslaar, a sunken starfreighter, The 
Drenslaar Quest is a full-length adventure for Travell*, making use of 
material presented in The Undersea Environment. 

The Wuntaln EnvIronment - 59-95 
A T r a v e l l f l  supplement dealing with travel and survival in rugged 

h lgher altitudes. l ncluded are rules for mountaineering, descriptions of 
gear and equipment, and guldelines far wltiny up special events, 
encounters, and adventures In rugged, mountainous tmaln. 
m e n  t to Anekthar - 5 5.9 5 

Players join a wealthy daredevil, Lady Sandra Lockhad, in a daring 
(and perhaps foolhardy) aitempt on the peak of Anekthor, the  highest 
mountain on the planet, Excltlng high adventure for T r a v e l l d r  this 
b o k  makes use of y uideli nes presenTed in  The Mouniafn Environment. 

The Desert  EnvIronment- $6.95 
A Travel leP supplement describing the dangers of t ravel  and 

problems of survival in a desert climate. Included are rules designed to 
slmulate a l l  aspects of desert survival, descriptions of g a r  and 
equipment available far such terrain, and guldelines for setting up 
speclal events, encwnters, and adventures on desert wwlds. 

DuneraIdersI - $695 
Riches, danger, and mystery l ie within the arid wastes of 

Tashrakaar, a desert world peopled by t he  savage and enigmatic 
Duneraiders The players soon Learn that  desert nomads and desert heat 
aren't the on1 y enemies they face when they find themselves in the midst 
of a corporate war! A ful I-length adventuure for Trave l l e  making use of 
materials presented in The Oesert Environment 

. . . . and more to eolllellI 

http:Envlronment-$6.95
http:Environment-$5.95
http:Quest-$6.95


Other supplements for use wlth T r a v e l l f l  

LECS GUIOE" t o  Interstellar Adventure, Vol, 1 - $5.95 
From the Journal of the famous galactic traveller Admiral Aramais P. 

tee come ten worlds for u s  with Travell* - each wwld keyed wlth 
GDWs Spinward Marchem and Soloman1 Rim*: Each of the worlds presents a 
varle-ty of unique adventure possiblitiss, tw the wwld, not a patron, 
creates the adventure ssttuatlon. 

A P I l d s  Guide to the Drexl l thw S u b ~ e c t w  - 55.95 
From t h e  navlgatlonal computer files of t h e  tmpwium comes a 

dd-ailed examination of a slngle subsector of Reaver's Deep on the 
Imperial frontiers. Background Is provlded on t h e  Drexilthar subsector 
and the Deep, and each world is  explored in sufficient depth to be She 
sei-tlng tor mws spec if ic advenTures, used wll-h TravellerPD. 

WanTed: Advenhrws - $5.95 
From the want ads of a starport news swvlce came 20 s h w t  

adventure situations fw use nlth T r a v e l l 4 ,  provlding p b  opportun itles 
that can lead to anything from a luxury cruise to a mercenary 
expedition, Ideal for referees who need quick InsplraSion or a way of 
enlivsnlng an ongoing campaign. 

S ta rnun  L l b d y  - 35-95 
STar-bwn - t h e  rough and tumble district on any world where 

travellers can flnd anything from enter+alnment to t h e  wars? sorts of 
crime and corruption. Starbun L l h l y  Is a collection of detailed 
encounter Tables deslgned t o  generate interesting randm encounter 
sltuatlons -Ew Travel]&, providing flavor, atmosphere, or even new 
adventures in the back alleys and night spots of a "wrekhed hive Crl 
scum and v i l lany~~-  Startown. 

Gamelwdd Travel ld  S u p p d  Products Order Form 

The Underwa Environment $5.9 5 
The Rrenslaar Quest 56.95 
The Mountain Environment $5.95 
Ascent t o  Anekthor 85.95 
The Desert Env lronment $6-95 
D unera i dersl 56.9 5 
LEE'S GUIDE to Interstellar Adventure, Volume I $5.95 
A PILOTS Guide to the Drexllthar Subsector f 5.9 5 
WanTed: Adventurers $5.95 
STarbwn Liberty 55.95 

Send Gamelords, LTd. 
Subtotal 

1 86 1 6 Grosbeak Terrace S 8 H 
Galthersburg, PO 20879 Taxes 

Add $1.00 fw shipping and handling Total 
($1.50 lor UPS - with money orders only). 
Maryland residents add 5s state sales tax. No cash p leas - money 
Please allow 3 to 4 weeks for process1 ng. orders or checks only. 

http:Adventurers-$5.95
http:Subsector-$5.95
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