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Introduction 
Wanted: Adventwers is a collection of short adventure situations 

for Traveller. In the course of any given on-going Traveller campaign, 
t h e  referee frequently finds himself in need of a short adventure t o  
bridge t h e  gap between major, planned situatlons. While t h e  use of 
ordinary patron encounters can be used frequent1 y t o  fill th is  need, 
referees often find the patron encounter rocess diff icult t o  implement. 

No patron encounter (or adventure, far t h a t  matter) w i l l  work for a 
referee if the  players are not pwtlcularly Interested i n  a given 
situation. The usual frequency of patron encounters in Traveller, and 
the  need t o  spin ou t  the details of the job before the  players can say 
yes or no t o  t he  deal makes it slow going with a group unwilling t o  
respond t o  just any adventure opportunity. This frequently leads t o  an 
unfwl-unate syndrome: the  Referee Ultimatum ("Okay, fine, since you 
don't want t o  do the Job, game's over for th is  week - I'll wwk out 
something new for next session.") 

Copyright @ 1984, by Gamelords, Ltd. 
All Rights Reserved 
Printed in  t he  United States of America 

No part of th is  book may be reproduced in any form, or by any means, 
without permission in  writing from the  publisher. 

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



Wanted: Adventurers is one way around this problem. Presented as 
the 'Want Ads" of a !=tarpw+ news service, Wanted: Adventurers contains 
20 sh& adventure sltuatlons. Characters bdwean Jobs and looking fw 
wwk need only look as fw as the Want Ads, where they'll see 20 different 
pcsslbl1ltIes h choose from. F f m  the referee's point of view, this has an 
Impcrtant benefit - a t  least one of the situations will probably look 
Interesting to  the group, and they can slngle this out and look into it 
further wii-hthout having to go through any number of other encounter 
situations fir&. 

REQUIRED MATERIALS 

A set of bask Travellsr rules (Books 1, 2, and 3, The Trawllsr 
Book, ar S h r W  Traveller) is esenflal +a allow play of these adventure 
situations. One of the ads (#6) requires B d  4, Mercenary, and/or 
Strlker minfahrres r u l e .  

Several of the sltuatlons make reference t o  skills from booklets 
other *an The basic rules, such as Books 4 and 5, supplement 4, w 
Specia t Supplement 1. However, these are always provided in addition to 
skills fron basic Traveller. If an unfamfliar ski l l  appears, ignwe It, and 
concentrate on those of whlch you do have knowledge. 

Other GDW Traveller booklets which may be of same interest for use 
conjunction with Wanted: Adven- include: Suppiemeni 1 , 1001 
Chmeters (good for quIckly supplying charac+erIstics of individuals 
encountered In this bmkle*; Supplement. 2, Animal Encounters 
(especial1 y for sltuatlorrs 4 and 1 3); Supplement 3, The Spl nward Harches 
(as a possible setking fas these advenhred; Supplement 4, Citizens of 
the lmperlum (for addItlonal character types and skills not found in the 
basic ruls); Supplemen+ 6, 76 Patrons (providing Patron Encounters 
whlch can be interspersed wlth or converted into Want Add; Supplement 
7, Traders and Gunboerk 1especIally for situations 7, 10, and 12); 
Supplement 10, The Solmani Rim (another potential setfing); and 
Adventure 6 ,  ExpedltIon trr Zhodsne (which also uses .the Want Ads 
concep+). 

M o d  other GBW and Gamelords adventures can also be used In 
conJuctIon with Wsnhd: Advenhrers, especial! y If the referee choosed 
t o  mi te  additional want ads. Also of potential value are Issues of The 
Journal of the T r s v e l l d  Aid Socleiy, t h e  Amber Zone adventures and 
Casual Encounter situations of which being excellent sources for further 
Want Ad material. 

A Iso requlred for play of these situations are the usual asswtments 
of pencils, paper, square-grl d graph paper, calculators, and 6-sided 
dlce always important to the remlution of Travelter gmes. 

USING THIS BOOKLET 

Yanted: Adventura  Is Intended as a handy rsource far referees. 
When a situation comes up where no planned adventure extsls, the 
adventurers can be dlrected to the local s k p o r f  Hews and lnfwrnatian 
Terminal (or the mwning newspaper, the t r i d e u  news channel, or the 



butletin board a t  the local equivalent of the YMCA- whatever s u i k  jhrir 
needs and your campaign best).  Want Ads are disp tayed on a reutar basis; 
depicted in this booklet are the ones most llkely ta appeal to the 
adventuring group. Caoks, waitresses, clerks, and other jobs of a lesr 
generally active or interesting nerhrre are n o t  included among tflose ads 
shown here. 

The referee may show the group +ha page of ads, permitking them to 
look brough and discover those whlch seem most interedng. If thsre 
ate same ads on t h e  page which have atready been used on prevfous 
adventures, or which the referee prefers not to get involved in, the 
players can be %Id k3 ignore tha+ ad, as it has j u s t  been cancelled. Cs, 
If the referee wants specifically ta hold a paryicular ad open, but  
doesn? want to play through that one rfght away, charactem can be 
p m l l t e d  to  apply there and then be infwmed that applications have 
been tempwaril y held up, bu t  will resume a t  a given time, Applicd-ions 
might even be filled out and left there; the referee could then have the 
characters 'contacted' srt %me Ider  time to sta? off the adventure 
s i tuat ion .  

Four of these s i t u a t i o n s  - numbers 5,l D,15, and 20 - are not want 
ads, but rather other classified advertisments which may prove J u s t  as 
interesfing in sparking adventures. 

Settings: The locations of the Indlvldual adventures have been kept 
deliberately vague, This is done To allow the referee to freely u s  These 
adventures in any campaign, whether It Is set in The Spinward Marches, 
the Solomani Rlm, Reavwd Deep, or a +&a l ly  dwerent Traveller 
'unIverset of The refere35 devising. The referee shoutd be sure to 
delete any ad tha t  involves some 1mpossibilit.y t i h e  yacht voyage in ad XI1 
requires another wid wlthln Jump-l of the point of origin, for instance); 
at.her items can be changed, If necessary to meet speclflc cuntlnuity 
needs. W ads should Involve work either on +be original world, or 
s w i n g  there. However, The ad calling fa- a safwi might lead the 
p l ay91-s t o  other wl ds In t h e  system, W a safwl j u s t  isn't practical on 
that world; it could even lead To a near-by sydem. lndfvldual 
adventures can be changed very readily, and should be, if the referee 
feels there is the slighted need for such a change. 

WRITING WANT AOS 

Referees should feel free To draw upon these ads as xrurces of 
Insplatlon for &her adventure situattons. These can be more closely 
tallwed to  particular groups t w e  mercenary-type ads for a mllitary- 
wIenied group, etc.1; moreover, they can include items designed to lead 
Into a specific adventure or campalgn, as In GDWs Expedl-tlon ID Zhodanel 
If the reteree is makf ng use of Gamelards products such as The Undersea 
Envlronmenl- or The Mounbln Environment In +he campalgn, ads can be 
devehped requiring the special ski1 1s presented in these book lets, 

This book was designed to appeal to the broadest possible cross- 
section of Traveller p l a y e n  . . . but Individual referees need n o t  be 
haund by these considerations, and should feet free to focus on The 
areas that. will work best for them, and for their players, at all times 



Want Ads 

Wantsd: 

U 
Spsctall~ts In armed and unamed combat 
needed for maor =urce af temporary 
p d e c t l m  services. 

tantact: blond WMalley 
Securlty Servlcss Unllmlted 
Starpmt Annex, Sulte 97 I5  

d 

Seeur1f-y Psrsonnel 
needed for short-term employment. Gwd 
pay, chance for permanent poslllon for 
I h e  r lght people. 

hppllcatlons w l l l  be .taken at: 
Sulte 1724 
Band Womenode Hotel 
Wand Rorpenade 

Veterans Needed 
for paramltltary tratnlng p r  ram. h- 
cellant pay; 6-mon+h cont ra2  required. 
Combat experience helpful, bu+ not 
essential. 

Apply In Person: &mau of Hltltta Affalrs 
CapfSal 8uIldlng 
horn 8001-A 

I 

Travel . . Dangsr . . Advenhrre . . 
can be expedltm fltt'ng 
& nmds skllkd gun guards, 
bearers, guides. 

Contact: &x 796d 
Starpwt lnformatlon Center 

The Englns UasnY Mode that  I can't flx. 
Fully qusllfled englnwr (certlfled In jump, 
Maneuver, Power-plan+, Mechanlcd, E k -  
tronlc, GravlRc systems) seeks posltlon. 

Ue wely n Spencer 
Box 95-E, fhs 

Do= Have Wha? IIt Takes 
TO Be A ERC? 

Mol'tor's Madmen need tra'ned 
sddler  s and offtcers. ncke+ pendlng. Top 

andbendts. Apply at: 

Mercenary Gulld Hafall 
Starport Avenue 

Star town 

Repo Work Available 
Indlvlduals needed to locate and repos- 
sess stolen starshtp. Expenses plus 5$ 
sh1p value; success only; permanent em- 
ploy ment possible. 

Contact: Bank and Trus t  of Alpharez 
Planetary Off Ices 
Starport Mmln Complex 

INVESTIGATORS NEEDED 
by Insurance underwriters. CrlM)(Ywk + 
eXP Per perm. 'mmed'ate assignments 
avallsb'e' 
Contact: Planetary Premiums, In& 

Mvlslon of tbr talez et Cle, LIC 
ND. J Enprw 's  Courf Bvd. 
Sulte 7602 

Wanted 

T R A V E L L E R S  
to ,,p,,,nt a r t  collec+or In t h e  ac- 
v j s f t h  & C o m m l s s h  work; 
extra money wl~hout  extra effort. 

InteresW7 Urlte to: 
8m( 8878-2, TAS 

4 

u 
Hodlfkd T y p  N Far Trader; 20 years old. 
Assume pa ments; pay Just MCr5.5. Good 
mdl t lon ;  )(ull $of+ ware, weapons, extras 

&X 693, T M  



kslgmatd Tradwo nseds YOlR 
No* r~cruf t lng  stnff far trading s t a w n  
On If rpou *ant to make 
money, thls Is the Job for you1 
Apply tn person: Amalgamated Traders 

SSwport mice 
Main Cmwurse 
Sectbn Alpha-Three 

Wmhdl 
STARSHIP CREM 

for IUI posltbns 
op~fl, extra personnel psslble.  *an- 
dwd salarks t 1 % free room and bard  
Included. b the subsectw and earn 
mom y tool 

Apply In p e r m :  Pockfng Bay 7 
S a r p a t  Orbital faclllty 

PartnerrhFpInMmdranc8daMethd 
weat opportonlty - certaln return on 

!hy:??k i?! T$+GLc$ 
deep-space salvage mlsdon. 

Cantact: LMmcton 
901 - 6 W p h a  

I 

Spechnens Needed 
for extrapianet ring of cPFy a Rat 
paymenf per speclmen, w ongoing m- 
tract. Reass enquire k r  further detalls 
a h  

~ f l c e  of the Admlnlstratw 
Zoological Wudy Center 
39 t --We (Extansbn 73# 

r I 

Qpenlngs Now Available 
far pudHbd Personnel. MfplancPr Sewch 
L kncue wwk. W e d 4  shfp m u ,  res- 
cue terns. Exaelknt pay and bmndts. 
tn+ervlews t o  be held at: 

Starport MmIn Center Alpha 
R m m  752 

ml1+17W hrs kcal 
r 

LooMng lior -go? SpacId pr lwtty  shfp- 
m t ,  top dollar pdd fw raptd ~ t v w y .  
Inquke at; Wavan and 50n 

*asrage 
% Stargote Way 
Slurtown Pstrlct 

Yaw 
S m L  TEAM QF -AT SPECIALISTS 

:stt!: ~~~~c~~~ 
qutpment supptkd. 
htsrvlews for next three days at: 

Cclonlal Wnerals 
Cobnlal Mlnerals Bultdlng 
Emperw's WurT Blvd. 

TAKE A CRUISE a , 
on US! 

Starlines, L f d ,  Interstellar muises 
needs undercover securll-y opetatlvek 
Hgh Passage I l c k d s  for enWre cfuisa 
elrcult plus R-5,000 expense money. 

Con- WoHmsLtd. 
St- Main Offtce 
---# 

Wp Mm Flnd My m .  before ltts 
tw la* Mmay w obje&- 

80# I m I , T A S  
u 

HAVE A SKILL? 
NEED A SKILL? 

L w n l R p  
p ~ p l s  and skllls - 3 0 g d - h ~ .  

CmU 60- br detalls. 



PLAYERS' INFORHATION 

Security Systems Unlimited is a company specializing in all manner 
of servlces related t o  personal and corpwate security; their chartered 
bodyguards (derisively known a5 "Rent-a-cops'9 are on1 y one aspect of 
t he  business, albelt an interes-tlng one. 

Bodyguards are hlred out for a cool Cr5OOQ per week to visiting 
executives, dignitaries, nobles, and d h e r  individuals with a real w 
imaglned need of protection. Each bodyguard recefves a salary of 
Cr1000 per week; there 15 always the chance, in addition, t h a t  
bodyguards w l l l  receive t ips or bonuses for good service from their 
tempwary patrons. 

Colonel OIMalley, a tough ex-Marine who heads the conpsny's 
bodyguard service, will hire an indIvtdusl who has G u n  Combat-2+, Bfade 
Combat-2+, or baw l ing -a  adventuring groups w i l l  oHen be kept 
Together for use in larger operations, and a character in such a group 
wi-thout the required combat expertise might wtlil be hired If he or she 
has Tactics, Leader, Steward, Vehicle, Recon, os other similar useful 
ski t l~ .  

REFEREE'S NOTES 

Once hired, edvemurers w i l l  recelve their salary regularly, no 
matter how they are employed. Acbal  asslgnrnent to a temporary pairon 
occurs on a roll of €+, made once a week. 

The referee should we&e the patron, possibly using a patron 
encounter table, ObviousIy, some results we mwe appropri*~ than 
ol.hers (an arsonist hiring a bodyguard Is probably not a good idea). 
Inappropriate patrans can be thrown out, and a more betlevable one 
substituted. Somefhlng of the patron% buslness and the pcrssibilities of 
an adventure involvlng t h e  indlvidual w l l l  came from this process of 
selecting t he  patron. 

Once this Is established, determine the pa-tronls basic Reaction to 
the adventurers. An 'attack1 result wl l l  Indlcate a major persanalfty 
clash; t he  patron will probably requed  new guards in such a case. Mher 
results should be nofed to serve as an overall guideline of She 
individual's behavior. 

Roll 2D fi#- each patron and consult the table below t o  determine 
what sort of advenTure Is possible wlth t ha t  individual. 

2-3 Patron Is somewhat paranold, b u t  there are no actual threats. 
The week passes snodhly. 



4-5 Same as above, except +he pairon does not believe the 
adventurers are doing thetr vtmcrst to protect him. Roll Resctlon or less 
t o  amid a complaint, whlch would result In being fired w suspended 
[referee's cholce). 

6-8 P e o n  tlkes charad-er's performance. Roll Reaction or less* 
bonuses. Roll Rsactlon cr less for We patron to offer a tempway cr 
permanent Job to the group. 

9-1 2 Ineldent, The referee should s& up an attack on the patron, 
and plsy it through. If the patron survives, roll Readion or less for the 
palron to give a bonus t o  the player-chara&srs, Reaction or less agaln 
for a commendation to the company whlch resulk In a company bonus of 
Cr1000 each. Then roll Reaction or less for a Job offer. 

Exact setup and resolution of assassination altempts a e  up to the 
refwee. These may be es slmple, or as canplex, as may be desired. 

This Is, essentially, a very straightforward situation, bu t  it does 
have Its USek Advenlurers can plck up Income, conlads, and posslble 
future employment. all at the same time. Most of the campllcatlons to the 
baslc situation Involve personal tnteract1ons for Instance, the pelronts 
son or daughter mlgM seek help from the characters to escape hisher 
father's Influence; character involvement could get them into deep 
trouble. Faetws uf this soft can be tossed in snyflme the referee feels 
the need. 

.-- 



Security Personnel 
PLAYERS' INFORMATION 

Application a t  - h e  hotel w l l l  bring the party in to contact wlth 
Mashu Gakldun, a hiring agent for Planetary Chemical Products, l t d .  This 
company is a divisIon of SuSAG, t h e  giant megacwpwation well known 
bo-th fos its pharmaceutical and I t s  chemical production and research. 
SuSAG has a very bad name In many areas due $0 some unfortunate 
Instances Involving Its chemical produetion and festing fac i l i t ies  (and, 
generally, due to public distrust of wak with dangerous chemicals by any 
company). The megacwpwation often makes use of subsldIarIes and 
dlvidons In areas where prejudice agalnd the SuSAG name is strong, to 
a t  least diffuse the criticism somewhat. 

Gakidun wlll explaln tha t  a PDPL plant is being constructed on the 
planet, not  far from the starport (and, hence the cepftal clty, too). An 
environmentalid group has threatened actlon - everything from IawsuiTs 
t o  on-si+e protesk to out-and-out sabotage - to  block the cmpletlon 
of tbe plant. The company, therefore, Is hiring security personnel to 
beef up their exlsting staff. This job will be c d a i n  for the next 30 
weeks - the eelmated time before completion of t he  plant - bu-f could be 
longer, IF h-ouble continues after the plant opens, There Is a h  the 
chance that individuals who perform well could be placed wHh ttrs 
permanent security staff, or even reommended for employment wlth the 
SuSAG security force. 

The company is lmking for Individuals vi4-h skills such as Gun 
Combat, Leader, Electrenlcs ( to maintain eleckonlc surveil t ance 
sydem), Recon, Interroga?ion, and similar sk l l l s  of potential value In 
security sHuatIons. Characters w l t h  mllHary or weenary b s c k p u n d s  
are of par)lculsr value. PaymenS 1s 02000 per person p e r  week; mIl h r y  
and mercenary veYsrans receive a M J O  p e r  week bonus and posl.tSons of 
greater responslbllity, and any veteran wi+h Internal Security or 
Intelligence School background (see Boak 4, Mercenary, or Bosk 5, High 
Guard) will earn IN more, due to this experlence. Hiring w l l l  be 
automatic If a Readon Throw of 7+ Is msde by OskIdun - one *on 
covers the entire group. 

The adwal seurity work involves four shWk, two daytime, two at 
nlght. Darnme shltts deal prlmarlly wI# the problems of controlling 
crowds of prdesbrs athmptlng to Interfere with construction. Local 
autfioritles are under a great deal of pressure fo reJect the company, 
and planehry pollce are largely Ineffectual. If, however, corpdrate 

' security personnel should k i l l  or severely tnJure a proteder, the pollce 
would be eager enough to intervene against the company. Thus 
prcrPesters musf be controlled as gently as possible. 



The adventurers nllt probably be asslgned as a untt to some 
particular s t r e t c h  of the plant pwlmeter; subsequent actlvlt les w e  up 
t o  the refwee. Prdeders may attempt to penetrate the perimeter b 
deface m p l e f e d  structures, to chain themselves to condructjon 
equipment, w just to attack anyone a s m l h e d  with the company (such as 
security personnel . . 3. They w l l l  have no cmpunctions about violence. 
Generally, there should be about 10 lnctdents of th ls  & each day. 

Two weeks of day-tlme duty is followed b y  one week of nlght 
security. The principal diff iculty here is guarding agaInsV sabotage. 
The referee should prepare a map of the site; the adventurers w l l l  be 
responsible for W i n g  up perimeter patrols and spot checks to make 
sure noThing is damaged by saboteurs. 

Again, t h e  referee can regulate actual encounters. A break-in 
attempt w i l l  be made on any nlght on which a 10+ Is thrown. Ta-gets for 
sabotage would Include the construction vehicles, the alreadycwnpleted 
sdmln center and power generator, w the cornmunicd1ons tower t h a t  
l inks the plant to  the outside warld. Once again, t h e  death of a 
h-espasssr could have unfwkunate legal complications with 
unsympa+hetlc locals. 

Another encounter which mlght take place could involve a rather 
famous (w no-twiouq depending on your point of vlew) environmental 
crusader known only as The  Nlght ThIs lndivlduai Is a daring, 
Inventive ralder who has penetrated several sirnIlwly controversial 
projeck, evadlng al l  manner of securtty precalrtlons, to leave behind 
'messagesf for the management - usually i n  the form of stinkbombs, 
garbage, or spray-painted p r h *  notes on building walls. He Is 
smethlng of a popular folk hero, wli-h an unknown identlty and a 
reputation as a master of dlsgutse and evaslon. 

The Nlght Caller, unlike some of hls feltow envlromentall!i+s, Is non- 
violent- he merely enjoys maklng company men look l ike foals. He may 
adopt any of a number of ploys (disguising himself as another guard w 
company man, h g i n g  a one-man commando raid, or just abou-t any-bhlng 
else t h a t  mlght m e  to rnlnd) to get In; once in, he w l l l  leave h l s  
'message' and then a-ttempt a rapid gdaway. 

If caught by The adventurers, the Might Caller w I l l  make them very 
popular with thelr employers - he Is s long-festering sore in their local 
operation -- b u t  very unwelcome an the planet. Media Interviews with the 
people who finally brought the Night Caller t o  bay w i l l  make the group 
well-known . , . and his suppwters will make l i fe unpleasant fw -them 
wherever they go. 

The envlronmenlalist Is a smooth and likable sort of kllow, and 
adventurers might be sympathetic enough to him and his cause Ifor PCPL 
d w s  have quite a few safety and environmental problem on i3s recwds) 
t o  lef  him go if they should catch him. In this case, they w l l l  l ikely be 
flred . . . buT will avoid many of the problems catchlng the  man would 
mlse. 



Veterans Needed 

PLAYERS' IElFWlMATlON 
The p a d y  is intwvlewed by Rene Kaalgashiiru, a bureau 

undersecretary responsible for defense (though they haventi- been 
employed in combat in  75 years.. . and tha t  was only the supression of 
unarmed rioters protesting a government land reform bill). In addltion, 
the militia handles civi l  engineering projeds, provldes backup to police 
forces 1 n need of s u p p d ,  w g a n i z e  relief *from natural dlsadrs, and is 
emp toyed t o  operate and maintain various weather and communications 
stations around the globe. 

This lat ter  duty Is rather Impcrtant. The planef 15 dependent upon 
t he  neiwork of signal and relay sSaffons, whkh (with the  help of wbl t ing 
satellites) lInk the world togeThsr. Thee  &atjons are the core of the 
plan&s unlty, and an obvious tar@ to anyone who wlshes to strike a 
blow against ~e planetary government. 

Recent polit ical tension and local agitation has been a cause far 
concern. The sudden appearance of an anti-government faction, one 
which apparently has been stockpiling maments for a coup, suggests 
tha t  the safety of t he  various datlons Is ffireatened. The new tralning 
program Is designed t o  prepare m1fitla personnel to dafend effectively 
agal n s t  the possible upridng. 

The adventurers, as milltary veterans, wou Id make excel lent 
officers fw the new program, partleulsrly if any of them have Instruction 
ski1 I, A salary of 0 5 0 0  per week will be paid fw a 26-week tour of duty 
dril l ing a specific militia company Into something approaching an 
effedlve state of preparedness. 

REFEREE'S NOTES 

This seem a ra ther  simple, shaIgh+forward, and m e w h a t  dull 
adventure. There are, however, compticaTions which make It more than a 
simple instructional job. 

Flrsf off, the adventurers draw an unfa-tunaTe station for their 
tralning tour - a weather statlon north of the wwld's Arctic circle. 
Condltlons a t  thls station are cold and unpleasant; dril l ing the  milli-ia 
Involves training In Arctic Combat techniques. 

The second problem stems from t h e  fire the mllitia are not at all 
happy with thek duty station. In tact, the unH was assigned hsre in thjs 
remote, obscure earner of the planet because many of I ts  mmbers are 
deemed poIItically unreliable . . . R was reawned t h a t  they could do 
little harm f i i s  far  from the h e r  sta-flons and from clvllization. BUS this 
was a case where bad t r e h e n t  has turned unrellabillty into ouh-lght 



disaffectton, and the mllitia company is a tinderbox about to be Ignited. 
I Orders to engage in  combat training exercises in severe weather w e  
I enough to trlgger a therough-going mutiny. 

The adventurers, plus a handful of unlt officers, w i l l  be on one 
t 

side; 175 cold, angry, and dangerous sumertime soldiers make up the 
other. Luckily, one of the officers discovered the plot from his orderly, 
who was sympathetic to his superior and fipped him off before the troops 
could strike. The defenders can take refuge In a partially fortified 
bunker that  makes up part of the station; fran here, a siege sjtuatlon I begins 

1 The course of the adventure from thls polnt is left largely to the ' players and t o  the referee. Possibilities to consider include attempflng 
I t o  sway the mob and take control of the mutiny, giving the adventurers a 

chance to spearhead a coup detat. Anather possi bl l l iy  would be to , attempt to slip past the surrounding mllltimen, stealing a speeder or 
snomnablls from the station garage and attempting to travel cross 
counh-y t o  alert the authorities Many other options can be explored, as 
well. 

The referee, of course, w l l  l need to map aut the station and the 
I area around It, providing animal encounter and event tables, 

descriptions of the militia unit in terms of persannel, weaponry and 

1 equlpent, and any &tr infmnation that  could prove useful to the 
pa** 

This adventure would also make an excellent backdrop t o  the play 

1 o f  Striker miniatures battles, as long as allowance was made fm the 
effects of severe neather. A l l  in all, i-t possesses many different options 
t o  be exp lared. 



Safari Ex~edition 

PLAYERS' l NFORMTlON 

A wi t ten appllcstlon fo this address w i l l  yield, In I D  days, a call 
fa a personal Interview. This w l l l  be wlth a professional hunter, Danby 
Halliers, a tight-lipped, highly competent man who specializes in leading 
hfgh-priced safarb for r ich patrons. 

Halllers has a safari comlng up soon of great ImpWance - a retired 
Imperial Army Colonel, a prominent local pollticlan, and a party of three 
others w i l l  be embarking wlth Halliers. The safari was arranged by the 
politician, and has certain political overtones, for the Colonel Is in a 
position t o  influence certain lrnperlal authorities t o  grant important 
economlc and cmerc ia l  concessions fo the politicianls planet. The 
politician has informed Halllers that  he wants a "good showtt for the 
Colonel, and Halliers b ddermined to give k 

The hunter is seeking lndividuals with Hunting, Recon, Gun Combat, 
Jack-of-all-Trades, Gunnery, and Steward skill; in  addltlon, he may 
consider Individuals wifh useful starship-oriented skills, and vehicle 
drivers. The object of the hunt Is to brlng back prime trophies of 
Spencer's pseudophant, a huge grating beast vaguely reminiscent of the 
Terrestial elephant. 

The adventurers w i l l  be hired if they have the requislte skills, and 
if Halliers makes o single Reaction rol l  of 6+. Halllers w i l l  provide 
weapoq c&wmd&o& end necessary supplies and equipment for tho 
e7cpedlfh a d  ppay sfE Wm rate uf a2000 per week fw each person in 
the pg-)rr 41~mgM Qt tM expedition w i l l  be varlable, and largely up +o 
+he ref-. 



REF €REPS NOTES 

It is deliberately kept vague whether the safari is being conducted 
on planet or off-world. If off-world, the adventurers w i l l  accompany 
Halliers and the shootlng party aboard his safari ship, Dlands Bow. On- 
planet safaris make use of G-carriers. The declsion should rest on how I many adventurers there i r e  (donV exceed the capaclty of a single safari 
ship with the whole shooting party), and the particular planet on whlch 

I the adventure is taking place - a mall, very crowded, high-tech world, 
I cr an asteroid belt or alrless wld le t ,  are obviously not good places to 

stage wilderness safaris. 

Some specific problems tha t  might be expected t o  be encountered 
on the expedition include the normal difficulties of a safari (anlmal 
encounters, primarily), plus special obstacles ralsed by the relationships 
within the party. 

The polHiclan, Minister of State E n d  Kaagir, is a furtive and 
cautious man who is changable in all-itude accordlng to whatever seems 
mosk advantageous to  hls political and personal future. Right now, this 
involves keeping the Colonel happy and In a receptive frame of mind. 
Unfortunately, thls is not nec-rlly an easy task t o  carry out. 

Colonel Jason Foley, Imperial Any  Iret.), Is s gruff, short-tempered, 
peppery military man wIth an over-inflated opinlon of himself and hls 
abllitles, and a complete disregard fur the wants and needs of others. He 
fancies himself an expert on firearms and a great hunter; in fact he fs 
neither. He is, instead, the sort of man who w i l l  use an autorifle (on full 
automatic) t o  brlng down his qumy  . . . when he doesn't miss entirely by 
belng ovweager, 

Folsvs wife, a wanan over ten years his junior, is also on the hun.); 
unfwtunately, Foley tends towards jealousy, and Andrea Fole y seems lp I go out of her way to Invite it. During the course of the hunt, she ls 
likely to latch on to one of the adventurers, causing considerable 
problems for all concerned. Foley is easily goaded into rash actions, up 
t o  and including taking pat shots at Andrea and her chosen companion, if 

' the opportunldy presents Itself, 

Because of the hatr-trigger nature of Foley, and the desire of 
Kaagir t o  keep on his good side (not t o  mention Hallierg wish to keep the 
paying customers happy), thls job could turn ou t t o  be considerably m e  
complicated than adverbised. If the adventurers can overcome these 
obstacles and help make the safari a success, they might be offered 
other jobs by Halliers. Should things get out of hand, they could earn 
powerful enemies (Foley, Kaagir, and Hafliers1 . . . but Andrea Foley, who 
Is independently wealthy in her own rlght, might easily offer money t o  the 
adventurers to help h& escape her unpleasant husband. This could lead 
t o  furkher adventures down the line. 

This ad, incidentally, could also be used to lead Into other safarl 
situations, includlng that described in  the GDW adventure, Safarl Shlp. 



Engineer Available 

PLAYERSt INFORMATION 

Should the need wise for competent, specialist personnel, the 
adventurers may have t o  hrrn to hirelings .I.o supplement thelr own ski1 Is. 
Thfs ad provldes a potential engineer, especially useful t o  groups 
operating thelr own starshlps. 

Llewelyn Spencer Is s large, untjdy man who seems t o  be perpdually 
clad In a work-grade coverall stained ulth gea- and glme. When first 
interviewed, he comes across as h c l t w n  but. hlghl y cornpentent, the klnd 
of born mechanic w h o  can fix anything b e t t e r  than H was when it was 
brand new. 

REFEREFS NOTES 

Llewelyn Spencw 

Ex-WsrchlM ! h c m d  Offtcer A8B783 Age 42 7 terms Crl ,000 
Englnaerlng-4, Mechanical-2, Jack of All  Trades-1, Shdgun 
Electronic-1, ShaFgun-1, bawling-1, Vacc Suilcl  

Spencer is, Indeed, a top-notch engineer, but isn't without hls 
problems and fralltles. Hb rlse through the ranks of the m c h a n t  
servlce war slow, and it was, in  tad, only due to his superb qualltles as 
an englneer ?hat kept hlm employed at all, Spencer, unfwhnately, Is 
something of an antl-social indlvldusl; he has trouble relating -to and 
geRflng along wl i% others. Thls Isn't helped by a short temper and a 
powerful physique; Spencer was once suspended from duly, whlle on the 
liner kgsrd, fw rlpp1ng apen a passenger's cabln d m -  when the 
occupswt was slow ta answer, and then nearly kil llng the *wards m a t e  
sen? -la place him In eonfInement. 

Spencds behsvIw h- earned hlm the nlckname of Bea# 
Spencer. He has been blackllsfed on m o s t  of t he  ma& shlpplng Ilnes, 
Actual1 y, he lsnlt a bad he Just doesn't l ike t o  h k s  unwelcane 
orders, and can make this altitude stick when he loses hls temper, 

Spencer's other main problem Is the fact tha t  he regards the engine 
roam as his p-nel danaln, and shl pls brldge offIcws as buttan-pushers 
who are &ly along for the rlde. The englneer has a habtt ofstrlpplng 
down the  drives fa- unscheduled repalrs wlthout getking permisslon or 
Infwmlng anyone; thls can be an embarrassment t o  adventurers who 
develop an urgent desire t o  leave a suddenly unhealthy cllms. It is 
affsmp-k t o  enfwce regulations and orders sgalnst thls dlfflculty which 
usual! y h - i g g m  )he engineer's fau l temper. 



Spencer should always take a Dk2 on Reaction rolls. In addition, 
Leader skill (w Liason, if in usel won't serve as a modlf1er on such rolls. 
Attempts to crder the engineer about donv+ work; it is necessary t o  
approach him wlth patience, respect, and no hint  af superiority in order 
f o  deal with hlm successfully. 

I f  the adventurers check on his background, they w i l l  learn the 
general opinion circulating on the man (a fine engineer, but crazy and 
meaner than a Crested Jabberwock with an empty stomach) on a rol l  of 7t. 
Otherwise, they're unlikely to find out about him until thefre already In 
space, as he makes a good enough first impression. 

Spencer can be a problem, but he can also be an asset, and a group 
which needs a crackerjack engineer would do well t o  put up with hls 
faults and make use of his many talentn 



Mercenary Openings 

PUYERS' INFORHATION 

ServIce with a mercenary unit is an excellent way for military 
veterans to earn a living. Mercenary Guild Halls - centers for 
recruitment, employment, I n f o ~ o n a l  exchange, and social activities 
for mercenaries be?ween Tickets - are fairly common throughout Imperial 
space. After a misslon, Merc units run ads like the one above, attract 
trained personnel as replacemen* for canbat casualties. 

Mol l tds  Madmen are a Reglmenhl Cambat Team under the conunand 
of Colonel Jason lgMad Doggt Molltor, an ex-Marine with an Impressive 
record and a reputation for unorthodox methods. The team was formed 
around remnan-k of his Marine regiment, demobilized after a budge-t 
cutback several years ago. It is a tough unit with a fine record of 
s m l c a  on a wide vrrriaty af tick*. 

blitcr k nqqt Ifi lwarted in officers to  f i l l  vacant sl& in the 
RCFs flprt (assauH mmpmy. In addMan to army and marine veterans, 
he d l  msitkir appI IE~ans by w-fiavy a ex-scout personnel t o  serve 
as basr cmp W M ssw4-t module cutters. Molita has a 
slmbg wed& r cr &gainst march* elwacters, and is unlikely lo hire an 
intflvldual w l t h  a mmhstr t  back-nd, no m a i t e r  how skilled in useful 
areas. 

T M  RC7 is ~h@dndul& to evmBak wiihin a mafiw of days to 
urtQePW@ a amtandQ mldm on b@haW of a corporation whIch has 
e M  a l d m r ' q @ l n *  a flval. The target world Is a small, 
airiosa Body cm wMch #w 6j3psWbl mtclhins a number of manufacturing 
facilities guarded by an understreng-th brlgade of tech 10 cwporate 
security troops reinforced by n tech 13 bathlion. The Madmen, at Tech 
1 2, w i l l  be a t  a disadvantage, but Molltor intends t o  use speed, surprise, 
and numbers to offset the tech superiarlty of the foe. 

The assault company has the task of opening the attack wlth a 
strike again* the cerrtral administrative cenbr  on the worldtet. This 
must be taken and held long enough (2Dx2 hours] to divert enemy 
adtentton from MoliWs real objective - one of the manufacturing 
facilities. 

Play of thls adventure should involve Book 4, Mercenrry, or the 
miniatures rules In Slrlkw. The refwee w i l l  be responsible far setting up 
the situation In detail, and resolving the flow of events once the assaul.t 
campany begins Its attack. 



In terms of ordinary Traveller adventuring, Interesting offshoots of 
t he  Mercenary action can develop as a result  o f  the larger military 
situation. For example, referees might wlsh to explore such options as a 
small force (Including all the adventurers) pinned down in an lsotated 
posltlon, or t h e  problems tha t  arlse when an assault cr& crashlands off 
target  behind enemy Ilnes. These, and Jmilar sihrailons, can make for 
Interesting adventures even If the p u p  has no deslre t o  get  Involved in 
Mwcenary/Sirt ker. 

After the flrst mld, advenhrrers may wlsh t o  stay wlth the  Madmen. 
Book 4 contains information on how to run a mercenary-oriented 
campaign - includlng recruiting, iralnlng, mwale, large-scale combat 
resultS, and information on new equipment. Supplement 6, 76 Patrons, 
provldes additional mercenary tickets as well. 



Repossesions 
PLAYERS' INFORMATION 

Repossession work on stolen st-irships can be a dangerous, but 
lucrative, task. Most- stolen vessels are lost when a captain/owner 
chooses t o  'skip' t o  avoid bank payments, when this happens, the owning 
bank cf other lending institution must attempt t o  repossess the ship in 
question in order t o  protect their investment. Many banks maintain a 
permanent staff of repo employees; there are also independents, who 
make their l lvi  ng doing repo work on a strict1 y bee-l ance basis. Now and 
then a deal somewhere in between is offered, as In the ad above. 

The Bank and Trus t  of Alpharez frequenlly finences the 
construction of siwshlpn When the adventurers contllct the office In 
search of the repo job, the background of the spe~i f ic  problem 8t hand 
w i l l  be explained. 

Captain Richard Torres, &ber a spectacular payoff from an asteroid 
strike four years ago, canmbioned the local shipyard to build an 800- 
ton crutoer of the Broadswad c l m q  Tarres and his parbars had decided 
t o  set up a small mercenary opersrtlon built around the new ship. The 
bank financed the  ship an the  bask of the asteroid sklke, unaware of 
the fact t h a t  Torres had lied on hfs loan application. 75% of the value of 
t h e  shike turned out -to be cornmlited to past debts, other backers, and 
the like. Unfwhnately, this dldnV came out until the captain and his 
people took delivery on the ship and set owk t o  flll their first mercenary 
contract on a nearby m i d .  

That plan&, unfudunately, Is in the middle of a major war between 
the varlous balkanized nations of the wwld. Torres Is employed by a 
national government which has established relations with the Imperium, 



bwt which b touchy about nwli-em of bpt pr- and Internal 
autonomy. foras, after suffering a defeat that left mast of hls l n k n t  
mercenary unlt  dead w herwke out of the p l c h ~ e ,  decided So b a d e  
fa- escape from a m n i n g  sljuatIon by offering 4-0 $el I his ship 4-0 the 
gsvwnmemh Already In default on his  paymen* T m e s  has been dodging 
bank-employed repo men fcr months The govment intends to 
ndlonetllze f i e  ship; Turers dl1 be able to dlssppear, and the bank wl l  l 
have no e f f d v e  mwns crf gming thst tnveshnent back (save through 
panderour- and by no means sure - legal a p p f f h s ) ,  

The national govenment has already taken possession of the ship, 
pending final mangernen4-q a repo team employed by the hank was 
politely but firmly wdared to leave +ha planet, as they were meddllng In  
internal affairs. Further direct actlon on the par t  of the bank a t  this 
point would not be advisable, since the government is being backed by 
lrnperlal diplomats eager to sse them win the current conflict. 

Into this cmpl fcated set of mIrs cams the adventurers, If The 
missing a u i s e r  were to be repcsessed by bank employes3 the 
gcrvwnment could make qulte a b t t  OT trouble through the Dlplcwnatic 
C w p q  and the ult imate  result would be a bad effect on the stockholders. 
B u l  If the cruiser were taken by an independent . . . 

The bank, therefore, wants to M up s hlghl y secret tied wlth the 
adventurws. They we i n f m m d  tha t  the bank wll l pay 5% plus expenses 
for recovery of l%e I& cruber, However, they are not being dIciaf ly 
hired by t h e  bank to repossess it.. . and the hank will dlsavow any 
claim to t h e  conh-my. B u t  If &m Independen% expressed an Inter& In 

I 
the shjp, the bank would be happy to provlde background informatlor! an 
the planet and the sl-hadion. And, whlie .the bank coutdnit affer an 
advance to independents, a loan might be arranged k, enable those 
independents +a mt up thefr n e w  business. 

I REFEREE'S NOES 
Aside fram the wnvol uted  sltuat.ian, this is a fair! y straightforward 

A adventure. The referee should d a b l l s b  an appropride nearby w l d  as 
the s&ing, and then davalop all the neccessary background on the 
plan*, the rnillhry situation, the security precautions the players must 

r overcome, etc. 

In addltlon to the recrrvery of the shtp itself, the adventurers 
could e m  a reward of M5,OOO if they can return RIchard Torres to 
face charges of fraud, nan-payment of deb* conspiracy, and rrthw 
charges rslatlng to a series of %am slmilar to -the one he pulled on the 
bank during esFabllshment. d hls memenary operation. 

On tke other karld, T a r e s  now has CrS,000,000, payment f rom the 
national governmerrt fw the shlp, parf of wh lch he would probably Mer 
as a bribe to the ehwactm 50 allow him to vanbh quietly. 

Referees and players Interested i n  repo w k  should also consul.t 
"Giving l-he Bank a Fightlng Chance", by  Jolly R. 8lackburn, an H c l e  In 
the JOt1rna1 of #e Trawl l& Ald Soelely # 1 6. 



PLAYERSr INFORMATION 

Hwtalez et  Cie, LIC, is a megacoporation involved in numerous 
fiscal deallng throughout the Imperium, and is one of the largesf 
undewlters of Insurance In human space. Divisions and subsfdiwles 
such as Planetary Premiums, Inc. are maintained on many worlds i n  and out  
of lmpwlal space. 

When the adventurers apply a t  the address given In the  ad, they 
are Interviewed by Edwln Jurgess, a company vice-preiIdent. Jurgess is 
interested In acquiring the services, either te rnpar f l y  o r  permanently, 
of any Individuals with the skil l and +den t  needed to check out  
insurance clalms and look for fraudulent claim filings. Skills such as 
Streehise, Brlbwy, Forgery, Interrogation, Llason, and Carousing would 
be useful for the lnvestigatlve end of the business, but investigators 
should also be capable of protecting themselves; many other skll Is could 
be qulte useful as well. Sufficiently good infelligence and education is 
often enough t o  make a character a good Invedigatw. 

If the adventurers are sufficiently Iniereded i n  the job, Jurgess 
will propose a h-la1 period. A psrkicularl y worrisome claIm has jusb been 
filed; t he  company wanfs t o  discreetly buT thoroughly check it out  
bafora paying off, Should te adventurers do a satisfactory job on this 
first assignment, others w i l l  follow, 

The assignment involves investfgating a clalm fl l led by ane Gilenkur 
Kashguraan, a wealthy, reclusive indudrial id. Kashguraanvs personal 
yacht, a modified 600-ton liner was recent1 y lost; according t o  the claim 
it was dash-oyed when a feeder valve In the fuel scoop system jammed 
during wilderness rehrellng, and sparks from the defective mechanism 
ignited the hydrogen and blew the  tanks  The shlp was a total loss; the 
rep& was based upon a skack of evidence - maintafnance logs, comn 
reports, etc. - produced by Kashguraan's admlninsh-atlve staff. 

Ordinarily, the  company wouldnlt question The word of so emlnent a 
figure as Kashguraan. However, the loss of this yacht was the foutth 
major clalrn filed wIth the company for the destruction of a starship in as 
many months. . . and one of the other incidents Involved a Type 5 scout 
owned by Kashguraants holding company, Gflurco Ltd. Whlle this could be 
a pure coincidence, the company feels +he need to make an exlra effort 
on this newest inveskigation. 

REFEREE% MOTES 

Under rrtost circumstances, insurance investigation is unlikely t o  be 
the mort spectacular of employment opportunities for a band uf 



adventurers. This particular assignment, however, has many 
cmplications which make it Intriguing. 

Investigatory work w i l l  require a thorough look at records and 
examination of witnesses; strangely, t he  various sworn depositions that 
acmpany the claim filed by Kashgurasn on his big yacht do not have 
any witnesses t o  back them up anymore. Two company employees have 
been transferred out-system; one starport communlcatlons operative 
resigned rather suddenly and took passage off-planet (and strangely, 
bank records show that he deposited a large amount of cash, then 
withdrew everything, shod-ly before his departure); a maintenance tech 
died in a sk rbwn brawl. Thet  sworn depositions are legally admissable 
for the clalrn . . . but the lack of available cross-checking looks more 
than a l i t f le suspicious. 

Should .the adventurers begin checking into the background of the 
other two ship losses, they w i l l  prove t o  be very interesting. Registry of 
the other two ships not directly connected wlth Kashguraan turns out to 
l i e  In companies which are owned, through a chain of subsidiaries, by 
Gilurco . . . which makes the whole thing look doubly suspicious. 

During thek investigation, the adventurers w i l l  also turn up the 
f a d  that  a fadcry facility on the planefs moon belonging to a GIlurco 
subsidiary was recently listed as lost in a fire; the Insurance company 
(not Planetary Premiums, in this case) paid out on the lass. The factory 
was a remote installation, accessible by a small corporate starpa-t 
facility, The owning company made the decision not t o  rebuild. 

The whole chain of events may lead the adventurers t o  the correct 
conclusion that the Industrfalist has been sydematically defrauding 
several insurance companies. In fact, Kashguraan has managed through 
his series of fake accidents to set up a small f leet of ships, a base a t  an 
airless, remoTe site, and money (from the insurance payoffs) t o  finance a 
m a j m  undertaking. What w i l l  start as simple piracy Is probably ultimately 
intended to  lead to  bigger and better -things, perhaps a co~ip  brought otf 
In the face af the understaffed planetary navy. 

The exact course of investigations including additional 
complications and the gathering of sufficient proof to expose the plot, is 
up to the referee and the  ways in which players interact with the flow of 
the game. 



Collector's Re~resentatives 

PLAYERS' INFORMATION 

Lushar haut-Klinur is a wealthy nobleman with an extendve 
col ledlon of a r t  and antiquities. If characters respond to the ad, he 
wll l contact them afbr 20 days, and arrange a meeting a t  his estate. 

During thls Interview, haut-Kllnw proves t o  have quite a b i t  of 
Information on the group's past expldts on t h b  planet, and on nearby 
worlds. He may mention a few of the I- reputable Incldents, maklng it 
obvious fiat he sdmlres their boldness in applying for a job which would 
make them his financial agents in the acqulsltion of a r t  for his 
collection. If the group has no bad record, he w l l l  remark upon that, 
happy to find such trustworthy travellet% t o  carry out his needs. 

haut-KiInur's Job is undemanding and slmple. As the group travels, 
they are t o  keep an eye out  for pleces af artwork t ha t  appeal t o  hlm - 
he'll give them a l ist of specific pieces, ar types of pieces, t h a t  he warrts 
J.0 add h3 the collection. They wit !  be given a leiter of authorization 
and credlt  which w l l l  permb them t o  bid on & w o r k  and pay for It bom 
haut-Kilnur's account; it is set up so t h a t  a bank official must also 
approve I t ,  and take passession ot the f l  piece after H. Is purchased t o  
shlp it back t o  haut-Kflnur. Out of .the letter of credit, t he  bank wlll 
also pay a 105 cammisslon t o  the adventurers. 



It the group has a shady background, t h e  nobleman's &w Is 
slightly different. He offoffers 208 of the appraised value for any of the 
pleces in  which he is in te redd ,  T'should you happen to  acqulre thrwnm. 
This is an open Invitsffon to the group t o  became h b  own personal band 
of rw I ng a r t  th t eves. 

The offer Is open-ended and ongoing, in either case, Slnce i t  
doesn't require the advenhrers ta actually go anywhere w d o  anything 
out of their ordinary wanderings, Is Ideal fcr a group which Is engaged 
in  some venture already (merchant wwk, w a long-running quest of m e  
kind>, as a way of plcking up extra money. 

REFEREC S NOTES 

Lenitimate ActlvitIes: haut-Kll nur's letter of credlt Is good for 
MCrI 00; once art worth that  amount has been purchased lover a period of 
time, or in one lump sum), the letter must be replaced by another visi5to 
ha&-Klinur, Commissions count as partof t h e  purchase price, 

If the characters decIde W carry Through wlth their end d the 
bargain, they wlll lacate pieces of a r t  on the nobleman's I1s-t on any 
prHcutw w l d  on a rult of 1 Dt. 2The value d d-h? piece Is set by rolling 
(2D+2)/2, as a power of 10 (1 0 = Cr100, to 10 = &10,000,000), then 
uslng a multIp ller from 1 to 9 (entire1 y up To +the referee). 

The purchase of a r f  Is conducted according to Reaction ruleq a 
reaction of g+ will result in a sale; a reaction of 5- in oufright refusal. 
Q n  a 6 or 7, the sale costs double the given value. If thls happens, the 
bank, which must appraise the value of t h e  painting, will pay only the 
narmal commission, not an infl a-ted one based on the sale price, acewdlrrg 
-fa +he term of the lerttsr. 

On each transaction, there is a chance t h a t  the bank official 
Involved will attempt a swlndle (roll 12 exactly). If this happen% 
subsequent events are up To fhe referee; the playws wlll be caught 
between an angry nobleman and a suddenly weal-khy crooked bank 
afficlal . . . with some Interesting possib [Ill-les fcs fwFher adventures. 

Illegal A d i v t t i e s :  H the group is indulging in a r t  the f t  a t  their  
p&-d~vid~al adventures can be set up around the ac- 
quisition of particular pieces, WM the referee determining security 
arrangements and rewlvlng +he rhdk, srrfndlcs, or &her methods used 
by t h e  adventurms 

Oppwbunists In an adventuring group might see other ways d 
making money. FIW, +hey could adtempt 4-0 suborn a bank official and 
split  the Crl00,000,0110; thts would Irrvdve locating and convincing such 
an official to coopwh - us1 ng Sfreetwlse, Bf bery, etc. 

Secondly, the c h m c k s  might steal the art drm its rlgh-l-ful 
owners, then turn around and 'sell' It to haut..Klinur. By assuming false 
I dentitles and working a convlnclng scam on the bank represarrtatlve, the 
adventurers earn no t  only f helr camrnlsion, but the value uf t h e  palnttng 
as well. Of course, if tfrls is ever discovered . . . b u t  thars another set 
ot adventures entlre t y. 



For Sale-Soaceshir, 

PLAYERS INFORMTION 

The baslc type A2 Far Trader Is a MO-ton variant of the Free 
Trader, capable of longer range. The ship description of a Typical Far 
Trader Is given below: 

Far Trader (Type A2): Uslng the type  200 hull, the far  Trader Is 
capable of 1-13 acceleration and Jump-2. Fuel tankage Is 50 tons, and 
the ship lncwporatas fuel scoops far wildern- refueling. The bridge is 
standard and has a complrter Mdel/l bis  Inzitalled. Two tons of fire 
control suppwt the ship's Jwo turrets. The ship has ten sbteroorns 
(three for the crew, seven for passengers) and four low berths. A single 
air/raW 1s carried for various shfp duties. The ship itself Is dreamllned 
for atmospheric landlngb Cargo capacity Is 61 tons. 

The Far Trader c o d  HCr66.175 to construct. ThTs Includes 
archlT&s fees and desfgn plan cads, but does not Include weaponry to 
be added la-tei-. 

If the adventurers are Interested In  purchasing t h e  shlp, a 20- 
year-old Fw Trader for only MCr5.5 plus payments is a good investment. 
The full price of the shfp, countlng the payments y e t  t o  be made, Is 
(271,674,960; t h b  is hr less than It would mst to  flnance s new vessel. 
And, in sddltion, thls shlp has, apparently, worthwhile additions such as 
weaponry, extra soffware, and unspecified mod lfications 

Should they be interested, the vessel's owner w l l l  show them tbe 
shlp, and glve further information. Weaponry includes two triple turre+ts 
(one t r ip le  beam isssr, one triple m h t  le); the soffware package is w&h 
MCr2 all by  itself. The mdiflcrtions we . , . in-trlguing. 

The shlp has operated on both sides of the law for m e  time now. 
Smuggling has been a regular employmeni. t h e  shlp Includes 5 tons of 
cargo area completely concealed by  hidden panels In passenger and mew 
cablns; no one would suspect t h s e  hidden areas unless accurate 
rna8suremen-k of lnslde and outside dlrnensions were taken and compared. 
T h e e  hidden cwgo weas are large enough to hIde several people, w a 
full 5 tons displacement of CEU-90. 

The ship also includes a special1 y modifled transponder. Ordinarily 
a tamper-prmf "black box" t h a t  transmits coded registry informatSon, 
the transponder on thls ship can be ehsnged 4-0 one of several different 
preprogrammed regisb-ies. The ship can, In effect, completely change ih 
Identity wlth the touch of a but-ton (Though exhrnal markings would 
require w e  Time and e m  to  change). Complete ship's papers for each 
regisky are included as wall. 



REFEREE'S H O E S  

If asked his i-easans fw seltIng such a versafile ship (and It Is In  
excellent condltlon, as any Inspection by skl l led lndivlduals  wllll quickly 
t m f y ) ,  the  owner will admit t h a t  he has gat  himself In over his head. 
The MCrT.5 Is enough to buy hlm an identity change (down to pla*lc 
surgery .to change his v e r y  appearance) and a Ticket outsydem, whIch he 
badly needs t o  avoid the u n d e r w l d  figure fw whom he did much of his 
work. 

If the players can pay (frm the  proceeds of a previous adventure, 
or b y  raising a loan, w whatever), and erre interested In  She deal, the 
owner will be glad to sell out. Checks Into registry (the offictaf reglsh-y, 
t h a t  Is) show that -HI the ship Is legitimate, e v e n  if its uwk fraquentl y is not ,  
a n d  thwe seem absolutely no-thlng to  worry about, 

Appearances can, however, be deceivfng. There Is one ma& thing 
t o  worry about concerning t h e  ship - hIs name Is Frederick Vanderhagen. 

Vanderhagen is the underwwld leader the shlpts owner Is running 
irm. t t  seem that Vanderhagen advanced much of the money used to  
modify The ship, and provided the spscIal equipmeni, such as the 
transponder. Since the owner is now out of his- reach, Vanderhagen feels 
t h a t  the adventurers are now responsible fw maklng things right. 

By this, Vanderhagen means t h e  party has a chalce: they  c a n  glve 
him the  ship (he'll pay K r l  for the tiSle). They can pay hlm WlO for 
the modifications. They can provide sport  for Vsnderhagents team of 
four rather large, rather shw-tempered bodyguards W they can make 
e deal wi?h the mobster. 

Vanderhagen will allow them to keep the ship, the i r  money, and all 
thelr bones Intact on We condltkn t h a t  they continue where their 
predecessor left off In the smuggling racket. Vandwhagen will credit 
t h em with Cr100,OOO fw each run they make; only 100 runs will work off 
the debt entirely, and they'll be free to  9 on +heir way. 

Whatever their final decision Is, this slmple s-krshlp purchase can 
lead the g-oup further into an Interesting series of posslb Ie adventures .  
It simultaneously can be used to provlde the 'glmmlck' (the transponder 
and smuggling buys) and the 'pusht or 'pull' (the wath of the mob boss) 
to any campaign. 

A plan of the Type A2 Far Trader is available in Supplement 7, 
Tradm and Gunbods 



Trading Post 

PLAYERS' INFORMATION 
Amalgamated Traders t a ma l l  bu t  growlng f i rm, made up primarily 

of farmer lndependenk who have pooled their resources t o  compete w e  
effectlvet y with some of the larger corporations In  t h  k region of space. 

When the adventurers apply a t  the Amalgamated office, they w i l l  be 
Interviewed, and given a brlef description of what the company needs. 
The f i r m  has established relations wHh the  principal government of a 
nearby war1 d t i t  Isn't speclfled - and, if the adventurers t r y  to push for 
the name, they are told that Amalgamated doesn't want t h e  Information 
made public just yet). Now they need t o  set up a factor - an agent of 
the company on the planet - along with e sfaff and some warehouse 
facllitles. Amalgamated is still small In numbers, and sothe decision was 
made t o  recrul t  new ta lent  t o  fill the openings at th ls  new post. 

The company Is looklng fcr indfvlduals wlth a merchant background 
t o  flll the position of Fador - preferably wHh skills such as Adrntn, 
Brlbery, Jack-ot-All-Trades, Liason, Broker, and/or Trader. Other 
personnel - up to -ten people could be assigned - would have a broad 
range of skttls, Including Gun Comb&, Vehlcle, HechanIcal, Electronics, 
Jack-of-Al I-Trades, and Steward, plus alm& any other ski1 l which might 
be usetul on a smal t post off She beaten track. 

The company wlll set  up the faci l i t ies near t h e  planetary starport, 
provldlng l iv ing quarters, equtpment, and food; a SIX-mon-h Tour a t  the 
post w l l l  be required. The factor receives a salary of b4000 per month, 
plus a 10% commission on all products sold on the planet by Amalgamated. 
Other personnel receive 03000 per month and a 5% commission to be spl i t  
among them. 

REFEREE'S NOTES 

Amalgamated's representative left  ou t  two or three points In hls 
recruiting pitch, which, if known, might cause the  advenhrers to thlnk 
twlce about what f i rs t  appears -to be a pret ty  good deal. 

The world In quedion Is pcsted as an Amber Zone by t h e  Travellers' 
A l d  Socie-tr; t he  population tends ta be more than a I i l t l e  b i t  
xenophoblc, and off-worlders find it dangerous to move about In society. 
The government has reluctantly agreed to t he  presence of an 
Amalgamated &ice and warehouse in the capital city, but  probably won9 
do much t o  protec* it should the populace cause trouble there. 

A starship wlll arrive from the cmpany every Three weeks, usually a 
Far Trader or a Fat Trader (400-ton subsidized merchant). . . The 
referee should create the cargo using the kade and  speculation rules. 



This w i l l  be off-loaded and stored at  the warehouse; the adventurers 
(particularly the factw) w i l l  be responsible for finding a buyer 

1 according t o  the usual procedures. The adventurers cannot hire a 

i 
broker (that is, in effect, what the factor is supposed t o  be). 
Commissions are paid as a percentage of the calculated Actual Value of 
each cargo sold. Only 3 different lots of cargo can be sold in a week; 
the rest remalns in the warehouse untll sold. 

Dangers t o  the group come, first, from the populace; an anti-off- 
wwlder r i o t  w i l l  break out on a rol l  of 9t in any particular week. Rioters 
w i l l  attempt to break intn the warehouse, and loot and destroy the csrgo 
stwed there; their success or failure depends on how referee and 
players interact. If cargo is destroyed, the company w i l l  charge the 
value of the lost merchandise (full base value) again& the salaries and 
comnisslons of the adventurers, untll it is pald back. 

The second problem is the outbreak of a full h-adewar sll-udon 
between Amalgamated and one of I ts  eskabltshed competitors Tradewar Is 
a no-hol ds-barred extension of normal business competition between 
rival companies that  can involve major outbreaks of violence - 
sabotage, raids, destruction of property, etc. 

I f  the referee decides that a tradewar has Indeed broken out, a 
DW2 is added t o  the chance of mob violence (enemies infiltrate the 
planetary population and begin inciting riots). There is also a 8+ chance 
that  a scheduled ship w i l l  not  arrive, and a 1 0 t  chance once a week tha t  
the enemy carporation w i l l  mount a raid bent upon burnlng down the 
warehouse and i ts  contents, and destroying the administrative offices on 
the planet. If cargo is lost t o  tradewar, it is not charged to Me the 
adventurers; however, a successful raid would leave the p a w  (those 
that  survived) without a secure place to  stay - and thus a? the mercy of 
the xenophobic populace. 
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PLAYERSf INFORMATION 

If the advenlurers use thr given corncode number, they w l l l  be 
answered by a woman. She W - s  up en appolnfment M ddlccuss -the job 
offer In ddpth a+ a h p w f  lounge later t h a t  sfbrnoon. 

Sharlk Maxbn nea-s the shfpbeard u n H m  of a purser Srm a m&r 
shlpplng line, b u t  wWh the rank insignla r m v e d  Po indlcate that she b 
no long= on actiive service. She Is in has wl y thirFles, by appearance, 
and sh-lkw the guup as leverbheaded, cool, and %It-possessed. 

In a highly confldeMal manner, t h x b n  explains hw proposltlon. 
The I I n e  Evening Sta, whlch WEIS awned and opwfrl-ed by the llne she 
used to wwk fw, WEIG k t  whlle h n s i t t n g  this syrsteafs adw~ld bek 
several tnmffis ago. it was never revealed just wha-t happened to the 
shlp, and no one ever found f after +hat fateful voyage. 

SharIk MaxTon has dbcoverd the answers. The Chlef Navfgator of 
the l i n e r  was her lover before the last voyage - Indeed, she had a t m d  
transferred to the liner to be with hIm, but was ill and unabfe to do so 
thai-tr ip. Bu t  he had been showing her some of the secrets of hls trade, 
using the  coming voyage of Evenlng Star as an example. Sharlk has a 
complete f l ight  plan for the liner in her possessjon, 

The liner's disappearence had never been fully investigated, and 
some research b y  Sharlk had revealed the reason why. Highly secret 
company records disclosed t h a t  t h e  liner had f l  unked a pre-flight safety 
inspection - the check had revealed a faul t  in the a i r  recycling system - b u t  the company official on the spo* had brashly declded that. the  
Chief Englneer could handle the problem unti l  the ship made It t o  her 
next scheduled pod. There was a valuable cargo of rare metals aboard, 
wlth a shipping deadline and heavy penalties for lab delivery, and the 
official dld not want to hotd back saillng on what he considered a minor 
problem. 

Both the captaln and #e Chief Engineer had pro-tested the 
declslon, b u t  were overruled. Eventng S%w had made one final 
transmission, never made public, over t he  company's scrambled 
communications channel - and t h a t  transmbsion confirmed t h a t  it was a 
life suppol-t. faflure that struck the shlp. The captain's last act- was tp 
a l t w  t ra jecwy i n to  a solar orb i t  w l t h l n  the asterold belt; hls last 
transmission trailed off in mldsentance, and it was assumed that he, and 
all &hers on board, were dead. The company faced a m a j m  crisis, and 
clamped a l id of kcrecy on t h e  whole affalr; even now they we 
attempting t o  organlze a secret recovery misdon. They are worried t h a t  
the public mlght g e t  hold of the s b y  of J u s t  how the  I i nw  came to be 
lost, and have been proceeding slowly, cautiously, and turlivety. 



Sharlk was dlscovwed in the process o f  accessing same of these 
secret files, bu t  managed to convince the company tha t  she had not  
actually been successful. They suspended her Immediately. Now she Is a 
free agent, with ful l  details on the fate of the liner. 

Under Interstellar law, ships discovered derelict in  space can be 
salvaged by  thei r  discovererq the shlp and everything on board becomes 
the p r o p d y  of the salveglng party. The llner and her cargo were both 
extremely valuable . . . and Sharik has all the Information needed t o  
mount a salvage expedltlon. What she lacks, however, Is a ship and crerr; 
these she wants t o  hire, tor a percenlage of t he  profits. 

If the adventurers have a shlp, they are ideal for her purpose. If 
they dont+, Sharik will sfill hfre them if they care t o  Invest in chartering 
a ship (she does not  have much In the way of financial resources to draw 
upon - only the discovery of t he  liner wlll enable her t o  pay much of 
anythingl. She offers a 50/50 split, half for herself, half to be dlvided 
among the adventurers. This Is a f i r m  demand, and w i l l  not  be negotiated. 

REFEREE'S NOTES 

Locating the missing lIner is no major problem; the technical 
aspects of the rntsslon are n o t  dlfflcult. The ship is a 600-ton subsidized 
liner; she Is completely intact, b u t  the ship's air plant has been turning 
out breathing sir heavily contaminated by carbon monoxide. No one on 
board had enough warning to break out  vacc s u l k  w escape in the ship's 
I lf e boat. 

ComplIcai-ions to  the adventure can come from the  company, which 
sends a sh lp  at about the same t i m e  as +Re adventurers make their 
voyage. The company t e r n  Is under orders t o  cover this thing up, at any 
c&- and wonf+ hesiMe t o  carry out  those orders to the 1etl.w. 

Stemming from this si-tua-tion are other possible adventures and 
oppwluni t leq such as the blackmail of company officials ar ongoing 
company oppasition ta the adventurers and their actlons. 

Plans of the 6004on liner can be found In the GDW adventure, 
Slgnal GI(. 



Zoo Hunters 

PLAYERS' INFOCWAT10N 
Animal life frun a& ic  warlds Is an Inlerestlng p a d  of any zoo In 

We 37th century: when the local zao declded to expand its fadlltles 
recently, It was an obvlous choice to Include the sddlwon of an extra- 
planetary wing. 

Adventurers who rre Interested in thls offer can c h m  between 
two alternatives. F i b  1s In go on a swt of Wee-lancetf basls. The KK) 
pays, generally, CrfOO per kllogram fa- inter&lng allen, life fwms. No 
creatures smaller than 12 kllogams, ar larger than 800kg, will be 
consldered. If a t  all pcu61blep several of any particular s p e c k  should 
be dellvwed .. . at least enough lm  allow the animals to breed In 
captivity (whlch can be a vtwlable number, dependlng on the species and 
Its life cycle). 

The other possiblllty Is to accept a con-tract frcin -the zoo to lacaim 
end bring In speciflc specimens. The contract pays 0-3000 per person 
per month, plus nee- expenseg and includes the use of a 7:-owned 
Safari shlp, Unfcrtunately, this w61-k tends t o  be somewhat m e  
hazardous, since the roo frequently assigns the caplure of m e  
dangerous animals to teams an mnh-acl (free-lancers usually slick wlth 
easy collections). 



All  In  all, elther job offers a good source of income and the 
opportunity to continue moving fairly freely (very useful If the 
adventurers are Involved In an ongoing campalgn tha t  requires h-avel). 

EFERECS NOTES 

The zoo, of course, needs Ilve, undamaged specimens, which tends 
t o  put  a damper on the average adventureps soluffon to an anlmal 
eneounk I1.e.. s M  u n t l l  it stops coming). Traps or tranqullirer guns 
w l l  l be necessary t o  make llve captures. The operation of traps Is falrl y 
slmplq allow a trap to work on s roll of *, w1-I-h D k  ts Jack-of-All- 
Trades and Huntrng skills, one roll per l ~ a p  per day. Traps tend to be 
undlsa-imlnatlng; unless the adventurers take measures h secure a 
speciffc animal type (by driving a herd through the h-apped area, w 
balting It a c h i n  way, a slmllar approached, the animal caught by a 
t rap should be random1 y rol led on an appropriate anImal encounter table. 

TrsnquIliters mu& be prepared to deal with speeiflc body 
chemlstrles, and in speclflc doses. A tranq round for a standard rifle or 
cablne can be prepared to render a speclflc number of thiSs' - these are 
tempwary - again* the target  animal. If the number of hits Is greater 
than the number needed t o  put  The animal out  of actlon, the tranq round 
has served I t s  pwpose. If hHs sufflclent t o  ktll are inflicted, an 
overdose has been adrnlnistered and t h e  animal w i l l  dle, Trsnq rounds 
cost twice as much as the usua I ammo prices. 

Locating animals can follow the usual animat encounter procedures; 
whole adventures can be bullt  around a psdlcular 'safarit. A group w i l l  
have +a do more than just  hunt, however, fw It w i l l  be necessary to keep 
the anlmals allve and lrenspa-t -them back -ID the rods plane?. 

Animals can be placed in  low berth; there are a varlely of such 
b&s available, ranging In  slze from 5Okg to 2000kg, and coding &I00 
per kllogam. A low b&h can contain an animal of up t o  1/2 +he 
displacement o f  the berth (the remainder is i-aken up by machinery and 
the  like), Animal berths can be purchased at any class B t  s k r p r t ,  or 
from t h e  zoo. 

The $am rlsks as humans run with low b e d h s  are applied t o  anlmals. 
Attendent medlcsl personnel apply the usual decreases to sklll for 
xenomedlclne situaffonk The risk of lw ing a valuable and hard-won 
speclmen may cause c h s a c k s  to consider t r a n s p d i n g  +he animals live, 
In cages. 

If thls Is done, cage can be purchased or fabricated; price 
depends on source, reliability, and sl ze. Anlmals must be fed and cared ' fw; cc?its vlll be In the neigh bahood ot Crl -6 per kilogram per week. 

There Is a chance (roll 1 W, once per week) t h a t  a captured snlmal 
uIll become Ill, requiring medleal treatment; this can be a hazardous 
proposition In some InsPances. Gther pof~ntlal  problems, such as snlmal 
escapes, local huntlng resstrictions, run-In w Wh envlronmentallst 
organizations that protest the confinement of anlmals i n  zoos, and otRer 
obsifacies to +he succes of the  parky may be thrown In by l+e referee, as 
derlred, 



Search and Rescue 
PLAYERS1 INFORMATION 

This government-sponsored seach and rescue program (available 
only on worlds of tech level Qt) is intended as a pi lot operation for a 
system-wlde network of emergency-response shl ps and stations to 
improve safety in space. 

The program Is In need of a varlety of tndlvtduals, lncludlng those 
wMh Pllot, Engineering, Mechanical, Ele&onic, Gravities, Medical, 
Steward, Jack-of-All-Trades, and other slmilar skills. A premium Is set on 
charaderr with Vacc Sult or Zero-G experience. Any group of 
characters with a number of the requlslte skllls w l l l  be hired upon 
application. 

The government furnlshes all equipment (Including shlpd, and pays 
Cr1500 per person per week, plus a bonus of Cr10,OOQ t o  be divided 
among crews whtch psrfam a successful rescue. A l l  room and board Is 
provided; characters receive a month's leave for every nine months on 
the job. 

REFEREE'S NOTES 

This job Is a good one for a party of adventurers down on their 
luck. It provfdes a good, solid income; for m o s t  of the *time, It can be 
ra thw bwing, but characters can use their free time to plan, shidy, 
traIn one another In new skllls (see Book 4, Wcenary), and dherwlse 
take cere of things that  need t o  be cared fcr in this 'breathing space' 
between adventures. 

Nor is the search and rescue duty completely without action. 
Characters we assigned to a small ship - usually a converted Type S 
Scout - and given a sedar to patrol far perlods of three months at a 
time. Sectws are usually high-traffic areas - the wb f t  of a gas giant, 
the region around the main planet, etc. 

Once each week, a referee rol l  of 9+ indlca-k that there is an 
emergency call. The referee should choose the type of ship making the 
call (a standard ShIp Encounter Table Is a good source far determining 
thls), and can create the nature of the emergency. The adventurers are 
called upon t o  locate the ship in distress, match vectors, and render all 
aid possible. 

Location of the ship calling for help is fairly easy, unless the 
dktress signal goes off the air. If this happens, the adventurers w i l l  
have only a general location plot, and must use sensors and a careful 
search pattern to  narrow it down. In operations of thls kind, rol l  1W 
once per hour to locate the target exactly; positive DMs fw Navigation 



and Ship Tactlcs skil l are allowed. Once located, matching vecbrs  is n o t  
overly dlfficul* see t h e  rules on Space Combat In baslc Traveller, cr use 
GDVs Mayday as an easy method of resolving shlp maneuvers 

Once the  ships are slde by side, rescue operations can be carried 
out. Rescue work can involve emergency repaLs to shlp sydems, 
treatment of casualties, and/or rescue of survivors ~ T M  a badly damaged 
vessel. Each of these tasks can demand a different set  of skllls. Sam 
rescue work w l l l  be very simple, others extremeIy comptex and dangerous 
(referees are encouraged to consult the GDkl Travellar adventure Slgnal 
GK, whlch covers many aspects of rescue and repalr work In deep space). 
The exact nature of each rescue mrsslon w l l  l be up to the referee. 

In addition to ordinary pay and bonuses, t h e  adventurers may 
occadonally come scrws a derelict shlp, In  whlch crew and passengers 
have died or abandoned ship befare rescue. Derelicts can be dalmed 
and salvaged by whoever flnds them. Clalm Is established by IeavIng a 
marker beacon and flting claim with the sktrpbrt adminshatfon office. 
Salvage involves brlnglng the shlp to the starpor l  where the claim is 
filed; t he  adventurers cannot do thb whlte on duty, but must wslt untll 
+hey are on leave (or have qu1t the Job) +o perform + h e  salvage 
operation. 

Thls Is a goad method of allowlng a group to acqulre an I n h c t  
starship of their own (a1 belt, perhaps, In need of m e  extensive repairs 
whlch can t r igger further adventures), or of gaining money from the sale 
of a hulk t o  finance lder mlsslons and activltles. Obviously, it is the 
s r t  of payoff tha+ should be offered only rare1 y. 

The referee should ride +ha+ +he coverbed scouts used by +he 
search and rescue program have been stripped of jump drives (fuel 
tankage rernalns normal, to  give the shlp a large reserve and sufficient 
fuel to transfer to a rescued vessel a t  need). The space saved Is used 
for dorage of spare park for a variety ot crucial shipboard systems. 
The cargo bay Is converted to s cramped b u t  serviceable medlcal ward 
for casualty treatment. All +hsse c o n v s ~ i o n s  mean t h a t  the adventurers 
w i l l  no t  be in a position to d e a l  a ~ a r e h l p  from the government search 
and rescue program (they might, of course, hljack some trusFIng shlp in 
distress, i f  they're really de-terrnlned to  be antl-xrcial). 



Brokered Cargos 

PLAYERS1 INFORMATION 

Groups more Interested In flnding a cargo than In flndIng s Job 
shoutd have their attantlon drawn to -HIIS ad. 

An inquiry wlth +he brokerage of Calavan and Sons could be more 
than s b l t  dlsconcerklng, slnce i-he office is located in the sleaziest par t  
of Starkown. The head of the firm, Edouard Calavan, proves 30 be a 
genial and, t o  all appearances, competent enough fellow, however; he u l l l  
be businesslike, but ptalnly gs te fu l  to s e  m n e  responding to his ad. 

Calavan explslns tha t  a very important cl1en-t needs to ship some 
nhighly perishablen merchandise to a system bur jumps away; the trouble 
Is, he needs it there In no more than 6 weeks. This wouldnv be 
Tmpossible, w e n  far a Jump-1 ship (sssuming wilderness refueling or the 
use of extra tankage), bu t  Calavan hasnY had much luck, so far, in 
finding ships heeding that way. 

Calavan Is plalnly anxlous to see the  adventurers take thls job. 
He'll offer three times the gorng rate on cargo t ranspwt pef Jump, 
payable by the reclplent on delivery. If the group presses hlm even a 
l i t t le  fcr better terms, he'll pay half of the sum up front, with the 
balance due on the delivery of the cargo. 

Background checks on Calavan ul l l  reveal him to be the  wrt of 
f rewhee l l ng  entrepreneur perenlally on the edge of ruin, b u l  never 
quite down and out entlrel y. He k honest, but has a reputation for being 
t i g h t  with a credl t  and no brighter than he absolutely has 1-0 be to 
survive. 

REFEREPS NOTES 

Should the adventurers decide la take the cargo, Calavan w l l l  
produce a shndard contract (common to all fwms of csrga transpwt) and 
ask them to slgn. He w i l l  be genwally evasive about t h e  nature of t h e  
cargo, finally sdrnittlng t h a t  the cl lent never told hlm - but  he wjl l no+ 
question t he  clien+ at thls Is+e ddate (this 1s a chance for a real ly big 
score, and Cslaven has no desire to weck it by hassling the man behind 
the deal). If pressed, he ulll flare up, showing m e  backbone than 
anyone would have given him credlt for. '"Look, you guys are getting 
mwe for this job than your cargo space is worth. Elther you want the Job 
or you don't! Stop asklng me sh~p id  quesHons- I f  you wanf-the money, 
slgn, if you don't, get lost.. . and don't think 1 wont+ let the  other 
brokers know how uncooperative you've been, either. You might not  be 
able t o  l i f t  a kilogram off this plane+!" (thls Is an empty threat, b u t  
should sound credible enough to nwry the group). 



The conh-ac-t contains al l  the usual provisions - the crew assumes 
IIsbflIty for damages incurred in transit, and pays a stiff penally far 
non-completion, b u t  the con+ract Is vold if tho cargo should prove t o  be 
Illegal, or If failure to dellver should occur as a result  of an errw on 
the pert of the shlpper or  his agenS. The should be sufficient to 
put to red any concans about fhls baing a shady deal (it is, in fad, 
toht  ty honed and legal). 

I f  the sdvenhrrea do sign, the cargo w l l l  be delivered early the 
next day. It consists of 20 50-k11ogram low berth unlts (2 tons of cargo, 
total), each contalnlng a number of 8 rare, extremely valuable, and 
highly polsonous variely of mnlvore hunter known as the Leapsnake. 
Leapsnake are uwkh Cr1000 apiece, primarll y .f.o research facitltfes and 
hospitals as a source fw a broad-spectrum nntt-venom of some value In 
combatting a number of dangerous anlmal poisons. They are, of course, 
p e r f d l  y safe as long as they remain in low berth conditions. 

During the course of the fllght, however, an accldent may occtr (a+ 
+he dlscretlon of the  referee). An equipment explosion w mehroId 
Impact m u  l d jolt the ship bad1 y enough to Jar some of the cargo loose. If 
extra precautions were taken wHh the low berths, adJacent cargo might 
stll l fall on one of the cases w debris could be thrown Into the side of 
the low b w f h  uni*. S.h&ever the specific cause, the low b e ~ h  w i l l  prove 
+o have been of rather shoddy consh-uctlon (Calavan's flrm provlded 
I+) . . . t h e  damage opens a hole in the casing, and knocks the power out 
t h a t  mainTains the low temperwture Inside. 

The Leapsnakes, belng cold-blooded, requlre no drugs t o  keep them 
In hlbernatlon; lack of coollng w l l l  revlve them within a s h m  while . . . 
and they wlll begin to move around, seeking shelter and food elsewhere 
on the ship. Thls poses a very real danger to the crew. Of the 10 
Leapsnakes in -the damaged container, mod wlll escape, fir& into the 
cwgo bay; later, through conduh and ventilators, they can find thei r  
way all over +he ship. 

teapsnakes get thelr name 60m theP sbil l t y  to Jump, by s powlerful 
thrust of thelr muscle% over distances of several ntdws. Otherwise, 
they are rather slow, end resemble Twrestrlal snakes In mod respeck 

I* A 3 F 5 S l t  

* Dmage equa Is 1 from bite, plus 5 p e r  cmbat round f rom venom fw 

t Speed Is nwmall y 1, but a leap allows S3 far 1 round mer 3 rounds 
preparation, 

This situation can range from a mf nor annoyance to s ma& threat, 
depending on the referee. Once the adua l  danger Is over, further 
reverbwatlons - in the  fmn of legal clslms and the like - can be the 
source fw further adventures of many kinds. 



A Starship Crew 
PLAYERS' INFORMATION 

The yacht Wonderlend is a standard design 200-ton Type Y Yacht, 
owned by the  Baron Michael haul+-Chavrleul, n local noble of 
considerable wealth and influence. Uonderland has only recent1 y been 
completed and delivered, hence his need for a cmplete crew. 

haul+-Chavrieul will interview the par ty  when they apply a$ the 
docking bay in the wbital statlon of the planetary starport. He is 
specificail y interested In jndlviduals with Pilot, Navigation, Englneerlng, 
Medical, and Steward skills (to f i l l  those five posltlons on board). He will 
also be Interested in characters who have Gun Combat, or technical 
(Mechanical, Electronics, etc.1 skllls. He w l l l  no+ explain hls Interest in  
these skill areas durlng t h e  Interview, but merely runs through a llst of 
these skills as he quedions each applicant. 

hault-Chavrleulls Reaction t o  each character must be noted; If he 
rol ls a 5- for any character, t ha t  individual will be denied any 
o p p d u n l t y  To get  the bb.  Characters with Leadership, Liason, 
Streetwlse, or Brlbery sk i l l  can take any one of these skills as a posltlve 
DM. Note tha t  no brlbes are involved; bribery skll l merely assumes tha t  
the character knows how to present himself in an Ingratiating manner. 

REFEREFS NOTES 

The Interview wlll conclude with a promise to contact the 
applicants soon. Wlthin 1 D days, haul+-Chavrieul will make up hjs mind 
and make t h a t  confact. 

The Reacfion Roll made during the interview serves as the basic 
chance t h a t  the character w l l l  be hired. The player must ro l l  that 
number w less on 20 t o  get the Job. Applicable DMs: far the regular 
shipboard posts, -1 If skill1 in the  position applied for is 3 or higher, and 
-1 far any level of each of the non-shfpboard skills hault-Chavrieul was 
intereaed in, If the player-character admitted 4-0 having the skill. 
Characters in the running for non-shipboard positions get no die 
modifiers. 

The referee should not spl i t  up a group If some adventurers fai l  
thelr rolls. If most of the adventurers are successful, t he  whole group 1s 
hired; If most fail, none we hired. Should all of the rol ls be succesful, 
hauli-Chavrieul will take t h e  group into his confidence - otherwise, the  
p l ayer-characters are dupes. 

hault-Chavrieul is, in fact, engaged in some extreme1 y profitable 
smuggling activit ies among a chain of worlds llnked by jump-1 routes  
Wonderland Is his third yacht lp be engaged In this sort of work; the 



first, kr l lyn ,  was desh-oyed by a mHerious exp lasion (probably se-t by a 
rIval smuggling operation or a dbgruntled customer); i-hs second, 
Sapphire, along with its crew, was sIered by authwltIes and Impounded. 
No evidence w a s  found Implicating haul+-Chavrieul himself, and he 
intends using Wonderland as his means of s t d i n g  up the business once 
more. 

A check into the  nobleman's bsckgwnd would reveal news itms on 
t he  explosion aboard Marilyn and the slezwe of Sapphire, and could lead 
t o  characters deducing a l l  is n& as it should be. hault-Chavrieul 
rarely )ravels aboard the yach-t himself, bu t  "business asso~lates'~ 
frequently do, carrying small packets of dreamweed (a mild narcotic 
subject  to high I m p d  tariffs an many worlds) in  thei r  cargo. If haul+- 
Chavrteul takes the  group into his cofldence, they w i l l  handle the  
cargoes themselves. tn slther event, haultChavrieul Is well-known and 
well-respected, and hb yachts usual1 y escape close Inspection by 
C u d a m  and Revenues egents (the Sapphire Incident was probably 
triggered by sane kind d tip-off, possibly, again, +am one of the 
nobleman's rivals or enmies). 

Characters hired aboard Wonderland w l l l  f ind themselves making a 
serles of k ips  to and from nearby ww1ds. The referee shou Id feel free to 
impose any number of encounters and adventure situations on them, 
Including close brushes with local Customs agents and the possiblllty that 
hault-Chsvrisu19s ensmlas will sh-lke again. A great deaf of latitude Is 
left far the referee, so that a vwle ly  of situations may be developed. 

Should the adventurers be caught smuggling, local planetwy laws 
come I n k  force - whleh means the referee can base the penalty on the 
severl.ty of the law level, probably opting fw Imprisonment, fines, &c. 
{on m e  worlds, especially. -those with sh-I& rellglous rules againsk mind- 
altering substances, smuggling such Ifems can lead to Ilte tmprkonment a- 
even csplhl punlshmentr). haul+-Chavrleul takes excel lent  precautions 
agalnst belng conneded dlredly; the only way to implicate him Is to 
have Mme kind of hard evidence, end &tempts to Impllca+e hlm wll I leave 
t h e  adventurers with an enemy of geat wealth and influence, 

Any mew positions not  filled by the player-characters w i l l  be fi l led 
with NFCs, who are In haul*-Chavrieu 1's mnfldencs, and w l l  l tend to react 
bedl y t o  snoopers w &I ies. 

Wffklng for hault-Chavrleul, the player-characters can earn +he 
promised salaries for as long as %ey cere +o ' o y  on. If Shey cuk loose, 
and know nothlng of the operatfon, +here Is no problem.. . If they do 
know about the snuggling, it is llkely there w l l l  be ?rouble unless they 
get  out crf the nobleman's reach rather qulekly. 

Players may wlsh To conslder conbctlng Cushns agents and 
offering to gather evidence, especlall y If they become suspicious of 
their employer and learned of of.her yachts In this case, there 1s e 
reward of Cr5000 per person fw successful completiun d t h e  undercover 
operation . . . but b i l u r e  w l l l  lend t he  group In great danger from the 
smugglers, 



Combat Specialty Team 
PLAYERS INFORHATIOH 

Colonial Minerals Is a m a l l  but  growing f i r m  which opwates a 
vsrlety of mtnlng and mineralogical research facilft ies In the system In 
th is  reglon of space. The company is small, practlclng a "lean and meantt 
policy regarding MI and hiring s u p p w t  personnel on a per-job basis. 

When the  adventurers show up for an lntervlew, they are given a 
sketchy description of the nature of the  job comlng up. A Seam is being 
sent t o  explore a tlt-tle-known wilderness area up a wide, long r iver  In s 
semi-troplcal ra lnfwsst  sefflng. Deposlts of scarce and valuable 
mlnerals were detected by a recent orbital survey In sufficient. 
quantltles +o attract  She company's Interesk. The terraln Is noS su ihb  le 
for a dlrect Ian ding from space - bogs and marshes abound, and a mlshke 
In  p l l o t  judgement could prove very cod l y  Indeed. Therefwe, the 
expedition wlIt use hovffwatt to Journey up the r iver  In search of the 
deposits. 

The adventursrs are needed as the securl4y t e r n  fw the 
expedltlon, The raInfwe& are Inhabited by savage animal I l fe and 
occasional savage tribesmen, and the  company Is also somewhat 
concerned with the  posslblllty of ccarpwate esplonsge by s r i va l  
corporEvtion. This is why the brlefing is n o t  particulevly thorough - no 
mentlon of the  planet name (or informa-tlon t h a t  coul d essll y Identlfy It), 
and no mentlon of the  exact paramefers of the  Journey w i l l  be made. 

The party wlll be paid Cr2500 pa" week aplece (including the  
hazmd bonus) If they take t h e  Job, for It Is a dangerous one. If They 
accept the Job offer, Mey w l l  l not learn thelr destination untl l after l%e 
sh lp t h a t  carries them Is nearly & the planet. An air of secrecy prevails 
over everything. 

REFEREE'S NOTES 

Thls Is a la-ge expedition - 10 Indlvlduals, plus the adventurers. 
The NPCs should Include several geologkkI a dodw, m e  ski1 led 
backwoodsmen (hunters, fram Supplemen* 4, are good for this), and a 
couple of hovercraft opw&wk The characters can draw on equipment 
up t o  tech 10. The planet should be reasonably Terresfrold in nature 
($he best such available among the nearby worlds In the  referee's 
campaign), xr t h a t  there slll be no need fw real ly elabarate 
environmental gear, 

The expedition I k e l f  can, of course, be a source of considerable 
actlon - anlmal encounters, brushes wtth +he natives, events, etc. can 
al l  play a part. In addwion, t h w e  are several compHeatIons which can 
be I nJected into the  situation a-t the  referee's option. 



Flrd, up fo two af the expedmon m b e r s  may In fact be in the pay 
d a rha l  company. If there we two, one is unawege of the  othm the 
first will etmh dIfficu Wes far the parky through llttle a& of sibofage 
ar misdirecfian, whlle SRe second lies low. The advent'urm may d b v w  
the  firsf$ and Wink fflelr problem we over, only +u find a fresh 
o-ak of Wouhle frm a new end u~mprdud srrurce. Tho indudrlai 
s p t ~  are hoping to weaken the expedrtlon - primarily by r m i n g  
met&& of i-hm sscwl-ly %am lt.e, the adventurwd - w l ~ ~  a h a l l y  
halWng % pmgress undl f i e  flnd has been d s t e e l ~ d ,  sur*vsy&, and 
evaluated. Then they In%nd to dlmlna+e expedmon and -take Me 
Informa-Hon back to their mpioy8r5. 

A sewad and nwm sub-tle comptlcation Is possible. One Q# the 
advemhmm mlght be approached, ~ W B T  the tntervleu brit prtor la the 
group's embarkdon, by this m e  riral cmpany. The adventurer is  
offend a very Iwge sum gf money tCr500,01001 k b&my tits employers 
and his friends by pwfwmlng thd sabetags and esplmage described 
above. 

This can be manged by having a meetfng with one of t h e  players 
priw .to the gamlng aesslon and explaining the sihration in advance. 
Should I-ha play* dad&= to betray the O-HIEVS, We referee can wwk out 
ways fa pass nubs or arrange signals to implement vsrious activities. 
The hunt. W $he sabdeur can be adlvely foiled by +he player charader 
who w i l l  probably be trudad by the others Impllcltl y. 

The opposi-Hon wlll have a sew& backup w two In  She p* even 
if the player-chw8d-w Is brfbed. TFr- p e a p k  are under orders h, 
flrd, let the c h a r a h  h k e  -he rap F there h a search for a sabateur, 
and, !second, To ellmjrrate The chsac-kr Man all Is over and done wkh, 

The playsr need no+ aecefl the brlbe. He might f lat ly refuse . . . 
w w u  Id slrlng l i ~ e  bad guys along and altempt a ktrf plecrass to expose 
them [in hopes ofstlll gaiw ward$.  l-t Is entirely up to the player to 
declde what, If anything, the red of the group wIll ha told. 

All In all, thk b an dvenwe whlch will c m b l n a  the wchaent of 
a sI#ighlfayWd don/9dventure wlldwness journey with sph1sHcaed - afsd Imlcate - I n.hfgue. 



Cruise Security 
PLAYERS' INFORMATION 

Starlines, Ltd. is a major local shipping Iine that operates luxury 
aulses on a regular ckcu l t  of ma& worlds in th is  and adjolnfng 
subsectors. The ships used are fair ly lafge - 30,000 to 50,000 tons 
displacement - and quite elegent In appofntments and facltities. The 
servlce and luxury of Starlines Is a byword among connolsseurs of ships 
and \n-el lar travel in the reglon. 

When answering thls advertisement, the adventurers w I l l  be 
Interviewed b y  a team of Iine representa~ves, including a business 
agent, and the captain and security officer of t he  l i n k  currently In 
port ,  the 40,000-ton Ne Plus Ulh-a. They are looklng for irustrrorthy, 
experienced k a v e l  lers to  serve in a special capacity on board the liner 
during Its upcoming crulse. 

Starlines makes a habit of planting several 'passengersf on board 
who are In real l ty securlty personnel. These individuals can watch for 
cheating in the shlpboard casf nos, unobtrusivel y protect VIPs, watch 
valuable Jewelry o ~ e n t a f ~ o u s l  y d lsplayed by passengers with more money 
than sense, and so forth. They even serve as a check on the crew, for 
only a handful aboard know who t h e  company agents are. Reports on the 
quallty of servlce, the courtesy, and the  conduct offered hy crewmen are 
another major funcjion of these agents. 

App l i cank w i l l  probably be refused if they have any klnd of record 
of i1lIci-t actlvity . . . with one ma& exception. A f i rst-rate gambler is 



offen hired J u s k  because of his reputation and skill, and given 
instructions to look fm cheating In -the course of hls own gaming - from 
either passengers or the house. 

The adventurers are warned that they muld  be under the scrutiny 
of some pwt icular l  y trusted crewmen, just  as a precau+lon. By and large, 
though, they are on their own, responsible for actlng only if some 
flagrant or dangerous situatlon develops The l ine pays their pasage 
far a complete ctcuit  of the linw, back to po1n-t of origln; Cr5,OOQ is 
given to each adventurer t o  spend as desIred on the  voyage. On 
returning, the llne wlll then provide free passage to any destination 
serviced by $Tarlines as payment for the job. 

REFEREE'S NOTES 

This Job In itself is probably not  the gateway to any really unusual 
adventures It would be possible to set up varlous genwal shipboard 
sltuatlons - a hijacking, fw example - to lend splce to the activ8ies, 
but this bn't the real goal of this job offer. Rather, If makes possible 
some Interesting oppcrhnities for the adventurers t o  exploit as they  
wish. 

Aboard the Ilnw; T t  B possible -fo approach weatfhy patrons, earn 
money st gaming tables, even engage In elaborate con games and out- 
and-out t h m m  The referee can set up and guide the ackual 
oppwtunities, keeping In mind the fact t h a t  the adventurers may 
themselves be under scrutiny. 

In addition, the adventurers can use th is  Q3b as an easy way t o  get 
passage elsewhere - either legltlmertaly, hy cornp1e-t-lng the ckcult and 
then taklng the Itne's passage payment deal, w by I1Jumplng ship" at 
port of call along t h e  way and ddng  a M fade so We company doesn't 
discover thelr actions. The passages they hold are specific to that  ship, 
and can't be used elsewhere; however, a character with Slreeiwbe skill 
can sell them on the skeet by maklng a unmodified ro l l  on the Actual 
Value table. The result  gives t h e  percentage of the usual Cr10,000 hlgh 
passage ticket price received. 

Tho ship Itself is very large, !I* can be designed, it desired, from 
the rules +u High Guard (Wok 9, but t h b  Isn't real1 y necessary. Deck 
plans are not Irnp&ant either, though specIflc situattons may call for a 
cabln layout or &her mal l  s& of plans. Llners this sire are veritable 
palaces In space; for an idea of what mlght be found on board, consult 
any book on the luxury IIn- t h a t  plled Earth's oceans in the 1930's . . . 
paMcu lady shf ps like Normandie or Queen Elizabeth. 

This is an adventure backdrop which calls for good manners and an 
eye to the main chance, ra-ther -than hardware and fad- trigger flngers, 
Played proper1 y, IT puts the adventurers into the clrcles of t he  very rich 
for Interestlng and chaltenging sftustions f i a t  requlre m a  w f t s  than 
guns. 



Find M y  Brother 

PLAYERS INFORMATION 

A response to this ad w i l l  lead to  an appointment with one Nashu 
Kanrshunlr, a young, fashionably dressed, and obviously very concerned 
woman. 

Her brother, Enli, is three years younger than she; they have 
always been close. Recently, both their parents were kllled in a 
shipboard explosion on an Interstellar voyage. Rather to  their surprise, 
Nashu and Enti discovered that  they were joint heirs to a surprisingly 
large estate, W h  perhaps CI-200 million or more. They had always been 
well off, but never expe&ed t o  inherit this much money. 

Unfci-tunately, news of the  inheritance got into the local media. . . 
and now Enli has been kidnapped. Nashu paid the MCrSO the kidnappers 
demanded, but, i n d a d  of her brother, received andher ransom note. 
The kidnappers want the same amount again. 



Nashu would gladly pay the  price, b u t  she no longer belleves t h a t  
t he  crlmlnals have any intention of re-turning Enli alive. She offers t h e  
adventurers the CrSO milllon tf they wll l track down the  kidnappers and 
free Enli unharmed. It is a access-only confrad, obviously, b u t  Nashu 
Is willing to do anythlng In her power t o  help the p s e y  In thel r  e f f w k  

REFEREFS NOTES 

T h e r e  b a surprbing Sutdto Thk adventure- Enll Is not  onty alive 
and unharmed . . . he is behind the so-called kidnapping. 

Entl Kamhunir was always his sider's confidant and beloved 
brother, but she has k e n  away a t  school for the past twa years, having 
returned home onty after the death of their parents. Dwlng those two 
years, Enli went his own way - a way that  led t o  gambling, riotous living, 
a n d  increasing debt. In two years, he has become n o t a  11HIe bltruThlhless 
and moral, and no longer cares even fw h b  sister, 

Kamshunlps debts were large enough that payment would dent, it 
not actually break, his newfound rrealfh. Nor did he wish to expose the 
extant of those debts to his sister or the farnli y buslness managers, who 
might take It into the i r  heads t o  deny hlm access to the funds until h15 
2-h blrfhday, the legal 'coming of agel d a t e  on this world. Therefore, 
he h'rt upon a unique schwe; dropping out of slght, he faked a 
kidnapping and ranxlm plot, collectjng a cool Cr50 million and #e 
chance, a+ least, of w e .  When Nashu flnslly gats wise end sbps paying, 
En11 and his money vanish, supposedly killed by the  ruthless kidnappers+ 
Enlils creditors are left In the lurch, along wlth his sider, while EnlI  
himself skrk up again wIth a slzab le Iiltle ne* egg. 

Discovering these facts would take qulte a bW of digging by the  
adventurers. Since Hashu has no due as to who might have done It, but 
does suspect tha t  It mlght have been someone who knew En lils hab'h and 
hang-outs, -the group m y  be moved 3-0 d a ~  researching hls Ilfe. Thk 
would lead them to his gambling debts and Ilfewle; blind alleys 
Iespeclally revolving around kidnapping by m e  disgruntled creditor) 
could well lead them &ray. 

A dlllgent enough search, making use of Streelwise, Bribery, ek., 
will eventually lesd them t o  Enllts accomplice, the lndivlduat who has 
been hls go-between In the ptcrt. This, in turn, could lesd to Enll. 

Things wonrt be easy, though. Enli has money enough abeady tu 
obscure hls trall well - and to hlre thugs to make sure i.f stays obscure, 
Nashu Is unllkely to belleve anythlng i l  l of her brather unless confronted 
with fhe truth in some undeniable tashlon. And, un-til such proof Is 
frkhcwnlng, she  will absolutely fdrbld calling in the awbrit ies,  
convlnced that such a move would result in En115 deafh the hands of 
the "kidnapperstr. 

Wrthln these general guidellnes, the adventure can flow as the  
referee wills, and as +he players react. It is an excursion into the 
seamier side of llfe In a d-ypicat cfiy of the Impwlum, and should be 
played wll'h an alr of mystery and suspense. 



The Learning Exchange 

The Planetary Learning Exchange offers s number of lnterestlng 
prospects. 

1.  Ernpfoymen~ C h a r a d w s  with Inshuetion 2+ (a Jack-of-All-Trades- 
3) W I  1 be paid Cr100 p e r  week to instruct small groups of students t201 
in speclfic sk i l l s  - usually urh&ever skill w skIlls the Insh-uctw i s  b e d  
in. Sesslons take up t o  3 nigh% a week, for a minimum of 6 months. 

2. Instruction: Characters may receive lnsfrudion In most skills 
(anything but Fwgery, Bribery, Carousing, Interrogation, or any 
weaponry skills mare specialized than Gun Cambat or Gunnery) by paying 
Cr25 per week, and spending 3 sessions per week, far SIX month courses. 

4. Recruihent: The PLEX places individuals with various spec1altIes In 
tempwary or permanent &jobs. For a 5% flnder's fee an She fir* mnthTs 
salary, a group could hire specisl1sts with specific, needed ski1 Is. 

4. Placemeni: For C r l O  per week, a character can sign up for -the j o b  
placemen+ program, looking for work relating t o  a speclfic skill (a 
separate Ilstlng for each desired sklll placement, each c&ing Crl 0, is 
necessary if the chwacter i s  loaklng for several types of wwk at once). 

REFEREE'S NOTES 

1. Em I merit This is a fair ly routine job, but  it does have one 
po-ten * la payoff to adventurers. Once each week, a s tudent  in  a 
chmacter's class w i l l  approach the  character on a ro l l  for 1 1+, and ask 
t h e  charactw for special assls-tance. This becomes an extra patron 
encounter fcrs the week. The referee should determine the nature of the 
pahon and the pafronls problem, as usual; thls w i l l  probably be 
associated In soma way with the skll l belng taught by t h e  character. 

2. Inskuctlon: The rules fw Ins t rudon  presnted here come from Book 
4, Ftercenary. In t h a t  bwk,  Instruction skill is introduced and  used In 
the Indructlon procedure. Jack of A l l  Trades sklll, at one level higher 
than stated required Instruction skills, can be  subsl.ltuted Instead, bvt 
only Ff the character does no+ have Instruction ski1 I. 

Single Inshuctors may teach kainees specific ski1 Is. Each skill 
class m u d  be taught  by an Instructor wEth Insh-uctonal skills of 2 w 
greatsr, and with a sk1ll of 2 or greater in each subject taught. Each 
such class takes six weeks, and wt the end of the period, each student 
receives a level-1 skll l in the subject taught on a die roll OF 9t on 2D. 
The following DMs are applied: student Intelligence of 8+- +l; student 
Intelligence at IN- +2; +1 pw level of lnshuctlonal exp&iss above 2. 



Each skil l class consists of up t o  six dudents, normally, but may be 
increased beyond this a t  the  cost of a decreased DM for successtul 
completion. F o r  each six dudents added t o  t he  class, apply a D k 1  t o  
t he  completion die ro l l  for each student in the  course. 

Students may be given additional instruction in the  same skill t o  
raise their skil l above level-1, but no student may learn a skil l higher 
than one less than the instructor's skil l level in t he  subject taught, cr 
one less than his Instructional skill. Thus, a character with Instruction- 
4 and Demolitions-4 could t ra in students t o  the level of Demolitions-3. 

3. Recruitment: If characters are in need of hirelings, students and 
instructors from the exchange may be sought out for t he  position. Each 
week, 10 exchange referrals w i l l  apply for t h e  position; thei r  reaction t o  
the  adventurers w i l l  receive a DMt2. 

4. Placement: For each character signed up for job placement- and for 
each individual skil l a character is signed up under - there is an 8t 
chance of an extra patron encounter in any given week; again, the  
patron encounter w i l l  be for the specific skil l listed. This 1s a good way 
t o  speed up the  patron encounter process during a slack period. 

An element of fine pr in t  in the contract for placement indicates 
that, while instructors and students can participate for the given (2-10 
per listing per week, other individuals must pay a special registration 
fee of Cr100. The registration fee covers the character for as long as 
he or she remains continually signed up; if there is an interruption in the  
signup period, the character mud reregister and pay another Crl00. 

This ad is not, in itself, an adventure, but  it serves the  twin 
purposes of giving the  characters access to unusual skills (either 
through training or hirelings), and opening the  gate for extra patron 
encounters and hence, other adventure situations. 



SUPPoR T FOR T RAVELLE Re FROM GAfiELORDS 
ENVIRONMENTS FOR ADVENTURE 

Explore the dlfferent condltlons +a be 
found In the Travelled unlverse - ln the 
EWlWmMEHTS serles, by J. Andrew and 
WIIITam Kelth. Palrs of books handle each 
essor+~d envlronment; the f f r s t  crf each 
palr descrlbes rules to  slmulate the con- 
djtlons of t h a t  envlronment, equipment, 
&vents and encounters, and posslble ad- 
venture sltuatlons, whlle the second Is a 
full-length adventurg rnaklng use Of rules 
and sltuatlons presentad In I t s  mat& 
Challenga your players t o  broaden thelr 
hwlxons end enter new ENVt!?ONMENTS for 
adventure. 

The Undersea Environment . ..deals wlth the particular problems 
found In an aquetlc envlronmentm 

The kenslaar Quest . . .on the water world Yarhfahl, players 
sttempt t o  dodge both hostlle forces and 
bcal sealHe in a race t o  salvage a valua- 
b!e cargo from mnslaar, a sunken 
starfretgh+er. 

The Hountaln Envlronnent .. .deals wHh t r s v d  and survlval In rug- 
ged hIgher alSItudes and mountaln terraln. 

Ascent to Anekthw . . . players Joln Lady Sandra Lockhart In 
a darlng attempt on the hlghest moun- 
taln peak on the  planet, Anekthor. 

Duneralders 
..amid the arld wastes of Tashrakaar, 
players soon learn that desert nomads 
and heat aren't the only snamles they 
face, as a tradew a r  erupts. 

Other supplements 
for use w i t h  Trsvelle* 

LEE'S GUlW 
)O bterslmllsr Adventure, Vol. 1 

...from the Journal of galactlc traveller 
Aramals R Lee come ten uorfds for use h 
Travellercl - each keywd t o  WWns 
Splnrard Marchesuand Solomnl RImg. 

A Pllo+'s hide 
tothe k 8 x M h w S u b o e e t w  

The navlgallonal computer flles of the Im- 
perlum provlde a detalled examlnatlon at 
the 27 worlds In the Drexllthar subsec- 
t o r  of Reaver's b e p  on the lmperlal 
frontkrs. 

Wen* Mventumrs 
20 wan+ ads from a s+artoun news ser- 
vtca provlde short adventure sltuatfons 
for use In Travel- campaigns. 

Startown L l k i y  
A d lect lon of detallrd encounter tables 
generate Interestlng random encounter 
sltuatlons for Travellers, provldlng flavor 
and adventures h t h e  back allevs and 

The tbsr t  Envlronnent night spots of a Iqwretched hlve 03 scllrn .. descrlbes travel dangers and prob- and vlllanyn - Startow n. 
lems of survlvat In a desert cllmate 

Gamelwds' Travel I d  S u p p w t  Produck Order Farm 

The Undersea Environment $5.95 
The Drenslaar Quest $6.95 
The Mountain Environment $5.95 
Ascent to Anekthw $5.95 
The Desert Environment $5.95 
Dunera lders! $5.95 
LEE'S GUIDE t o  Inier$tellar Adventure, Volume I $5.95 
A PiloYs Guide t o  t h e  Prexilthar Subsector $5.95 
Wanted: Adventurers $5.95 
Startown Llb- $5.95 

Send to: Gamelwds, Ltd. 
Subtotal 

1861 6 Grosbeak Terrace S 8 H 
Galthersburg, MI 20879 Taxes 

Add $1.00 for shipplng and handling Total 
($1.50 for UPS - wlth money orders only). 
Mary landres identsadd5%~atesa les tax .  Nocashplease-money 
Please allow 3 t o  4 weeks fw processing. orders or checks only. 



From the want ads of a starport news 
servlcs come 20 short adventure situaflons 
for use with TmreUrras. Job opportunities 
abound for adventurers in thie eollsction of 
scenarios which can lead sr band 0.5 cham- 
ters into anything from a luxury cruise to a 
mercenary expedition. 

Ideal far referees who need quick inspi* 
tton or a way of enlivening ern ongoing a m -  
paign, this TmvdlH supplmment rerakes ad- 
venture as claw as the nearest new8 stand. 
Let your player16 find the job thisy've always 
wanted . . . just turn the pages to Wanted: 
Adventurun, 


	GDW-ClassicTrav-WantedAdventures.pdf



