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Introduction 
This booklet containr two mmprehenr~ve adventures for Traveller printed 

back-to-back. Each adventure is complete and ~ndependent. This adventure, titled 
Annlc Nova, deals wlth s derelict rtarship encountered orb~ting a small gas giant 
in the Keng stellar system. 

I t  is assumed that thir adventure wll l  be administered by a referee who has read 
through this adventure. and who 19 famillar ~ 8 t h  both i t  and 
the ruler for Traveller. This situation calls for only the basic Requ~rer only 
T~aveller booklets (Books 1, 2, and 3). and no additional BaricTravrller. 
rupplemcna, books, or other information As usual, paper. 
pencils, six-sided dice, and squaregrid graph paper will prove necessary during the 
course of the adventure. 

STANDARDS AND ASSUMPTIONS 

The fallow~ng standards and arrumptlonr are used ~n the text of thlr adventure. 
The referee may alter them as necerrary to  correspond to  a local r~tuation. 

Dater: All dater herein correspond to  the Imperial calendar. The date for this 
situation 8s rometlme in 1105; that 8s. rometlme 8n 
the 1105th year follow8ng the founding of the Date: Sometime in  1105 
Imperium. The referee rhould ~ndicate the exact date 
bared on the local situation. Once the adventure rtanr, time rhould flow normally. 

Place: This adventure taker place in the Regina rubrector ~ 8 t h ~ "  the Spinward 
Marcher o f  the Imperium, in space near a rmall gas 
glant ~n a stellar ryrtem with only one rign~flcant Place: ln space 
inhabited planet- Keng 10805-E2718CA-31. The Keng stellar ryrtem 
Keng ryrtem has two gas giants, a large one much Regina Subrector 
closer to the primary, and the rmall one very far out. the lmperium 
As a result, rtarship traffic to the rmall gar giant IS 

mlnlmal, and there is little chance that anyone would normally be anywhere near it. 
Keng, of interest only because 11 IS the nearest habitable world, is a small world 

wlth a high population and a charrlmatlc oligarchic governmment. 

USING THIS ADVENTURE 

The referee can use thir adventure ar an ~ndependent situation with pregenerated 
characters (as writtenl, or may use i t  with 

REFEREE'S continu~ng characters from an existing cam. 
1. Assign characters. paign. Changer necessary for an ex~rting 
2. Allow eoui~ment ourchase. camoaian should be both rimole and abv8ous . " 

3. State r~tuation. Referee's Checklist: T h e  nepl  shown ~n the 
4. Guide characters through referee's checklin should guide the referee 

situation bared on their actions. through the elements of sdm~nirter~ng thir 
adventure. Characters are covered next ~n thir 

rectlon, as is equipment purchase. The rituatlon Is stated on page 4, with additional 
mater~alt contained in the remainder of the adventure. 



CHARACTERS 

This adventure is intended for a band of adventurers numbering at least two and 
no more than eight. Agroup of preqenerated characters ir supplied below, although 
the referee may allow other individuals instead. 

1 Retired merchant Captain 779C99 Age 55 5 termr Cr2.000 
Pilot9. Vaee.1. Cutlars-1, Oagger-1, Body Pistol-1. Electronic3. SMG-1 Ship 

2 Merchant FimOfficer 6A7C8A Age 34 4 terms Cr1.100 
Pilot-1. Vacc.1, Navigation.2. Forgery-1. Computer-2. AutoRifle-2. Steward-1 

3 Merchant Second Officer 756987 Age 38 5 terms Cr500 
Engineer-3. Vacc-1, Mech-1. Jack of all trader-1, Gunnery-1. Auto Pistoi-2 

4 Merchant Third Officer 659848 Age 30 3 terms Crl.OOO 
Gunnery4. Vaccl, Mechanical.1. Eleetronic-1. Computer-1, 8lade.l Blade 

5 Merchant Fourth Officer 7958C3 Age 26 2 terms Cr500 
Vacc-1. Steward-1, Bribery-1. Body Pistol-l Body Plstol 

6 Ebother (working palsagel A92789 Age 26 2 termr Cr1.500 
Vacc-0, Streetwire-1. Brawling-1, SMG-1 SMG 

7 Ex-navy Lieutenant (high passagel 89C7B7 Age 30 3 termr Cr800 
Ship's Boat-2. Vace-1. Gunnery-2. Shotgun-l Travellers' 

8 Ex.scout (middle pauagel 684387 Age 25 2 termr Cr900 
P8iot.l. Vacc-1, SMG-1. Gunnery-l 

A rki l l  level of 0 (for example, vaccQ1 has been sa~gned t o  show some familiar- 
i ty with a rkill, sufficient t o  allow use, but no real expertise. Ark i l l  level of 0 with a 
gun (for example, carb~neOl shows the preferred. or best, weapon for an individual 
otherwise without weapon rkill. 

EQUIPMENT 

Referees .$on9 an onqo ng camw gn snould ognore the rema nder at lnrl sect on 
w lh In? pou o e exeem on of tne ava an e eq- pmenl tab e on wgs 3 

Cnaracters snob o rev ew me r ea. ompnr and msv orrcnsre more However ot . . . . .  
is essential that one of  the characters be the merchant captain (character number 

SHIP'S LOCKER 
11, because he provider the ship which 
serve 85 transport for the adventurers. 

eight V r .  Suits, each with oxygen The merchant captain has porrerrion of a 
tankt for eight hours,and far trader, the Emprea Nicholle (a type 
medium rangecommogear. A2. 2 W  tons). Itr ship's loeker contains 

four Sholguns, eaeh with ten loaded the equlpment shown in  the table. Before 
magazines 1100 rdrl. the characters are told d the deta~ls of 

two Automatic Pistols. each with the adventure, they should be allowed to  
ten loaded magazines (150 rdr). purchase any other equipment they feel 

four Cutlasses, eaeh ~ 8 t h  a belt will be necessary or desirable. Any 
scabbard. equipment available may be purchased. 

one Long Range Communicamr. subject to  the following restrictions: 
1. It must be mentioned and described 

in  Book 1 or Book 3 of Traraller, or in the available equlpment table below. Items 
from SuPplemonO or fmm other books are not available. 

2. The price indicated must be paid. Since the only assets available to  the 
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characters are the credit balancer above, some ltemr (baale dress, for example) are 
precluded because of expense. 

Merchant Ship Equipment: The Empress Nicholle i r a type A2 far trader, 200 
tonr, now fifty yeam old and finally without a mortgage. It has rlx staterooms and 
four low berths, cargo capacity Ir 61 tonr. It is rtreamltned and can refuel by 
~kimmlng gar glantr or drawing water from oceans. Armament conrlrtr o f  one triple 
turret fltted with a heterogeneous mlx- one miuile rack. one beam laser, and one 
randcarter. The rhlp carrier an alrlraft in a fitted hull compartment. 

AVAILABLE EQUIPMENT TABLE 

1. Csble- fine flexible plarteel cable, capable of supporting 250 k~logramr. 
Available in 50 meter coilr, each weighing 3 k~logramr. Up to  ten coilr are 
available. Price: CrlOO per mil. 

2. Wall Patcher- steel backed plastic patches faced with adhesive. The 
patches measure lOcm by lOcm (rrnsll enough to  carry in  a pocket) and are 
sCt~vated by peeling off s paper backing and then $lapping patch over a hole 
or l ~ a n  T ~ C I C  palcnes are goo0 any  'I app ed on the n gn prerr.rc sae of 
Ihe eak, 041 *r I serve for severa aavs P m c '  CrlO IDac* of 10) 

3. Extra CaoaclfY Automa~c Pistol Maaazine- an exlendea enoth ma08 - -- 
zinc for an automake pistol, containing .% rounds. The magazine extends 
beyond the bun  of the pistol. Three such magazlner are available. Loaded 
magalme weighs 500 grams. Price: 025 .  

4. Atmmphere Terter- a solidstate device with read.outr ~ndicating the 
atmospheric percentages of elements present. In  additlo", a red light g l ow  i f  
the atmosphere 85 not breathable, and a green light glows i f  the atmosphere ir 
breathable. Three are available. serial numberr 10994899.3. 1099-2356-2. 
and 1099-47234. We~ght: 1 k~logram. Price: Cr150. 

5. Pocket Magnet- a small alnico horseshoe magnet capable of lifting 1 
kilogram against 1G. Size and weight are negligible. Only one Is available. 
Price: Cr20 

The referee rhould allow 10 minuter for equipment purchase before beginning. 

REFEREES NOTE 

The ~nformat~on in  this adventure IS intended for the use of the referee Only 
rpecif~c Items of information rhould be made available to  the players. 

Introductory Material: The data on pager 1 through 3rhould be madeavailable 
to the players through the referee, rather than allowing them to read ~t dlreefly. 

Traveller's Advisory: The illurtration and advisory report on pager 4 and 5 
rhould be shown to  the playerr, and rhould be available for reference throughout 
the adventure. 

lnlnde the Stanhip: The material dealing with the interior features of the ship, 
and with its deta~ls, pages 6 through 16, is for the referee alone, and becomes 
divulged only through the courle of the adventure. 

Referee's Notes: Pager 17 and 18 are mncerned with the rtarrhip A n n ~  Nova, 
and are for the use of the referee alone. 

Library Data: A variety of information is provided ~n the library data section; 
i t  should become available when adventurers mnrult data filer. 
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Aboard the Starship 
This derelict rtarrhip rtandr ar an obvious object for Investlgatlon. Once it is 

boarded. checked out, and fully understood. ~t promlrer t o  be a useful starship for 
nearly any t y p e d  adventurer. The rhlp appears t o  be in good eonditlon, and can 
probably be made functional is a rearonably short period of tlme. 

ENTRY POINTS 

The computer rupervired scan of the starship indicate several obvious (and not 
lo obviourl entry points. After some deliberation, the group of adventurer$ must 
select one and enter the rhip. 

1 .  The keel.11kr structure projecting from the bottom of the rhipir the furthest 
extension of the central communicationr a d  access rhafi which connects the four 
lowermost decks. At its very lowert point, an operational lrir valve Ir located; 11 
opens t o  reveal a rmall interior chamber whlch is obviourly an air lock. Safety 
interconnects prevent the inner iris valve from operating unless the outer valve is 
closed. 

2 .  At the t o p  cemar front of the rhip is a transparent astragation dome wi th  a 
bearing race along the front half of itr cirwmference. Mounted on the race is an 

CRCO m l ~ n a n  sexfan1 connected to the eomp-ter: whenever the snap's m c r  
0% on. Inns sextant a n constant mot on Smarhang tnlr dome w I1 a low acccrr to  
tne mter 01 t o  a verttc.1 shaft lead no down tnro4.h tne car00 O C C ~  lort w t  
opening onto ~ t )  and t o  the quarters deck. The quarters deck wtll be rendered airlerr 
by thlr action. 

3. Outboard on the port pod tr a large access d m r .  I t  apwarr t o  be opnable, but 
wil l  render the interlor of the pod a8rlerr. 

4. At the very rear of the lower decks ir an arched indentation wi th  a single 
sliding panel. Forcing the panel open wlll allow accwr m the cargo bay, although 
decompre~ing it in the procerr. 

5. The transparent obervation dome at the extreme rear of the rhip covers a 
cantilever platform holding four fixed cham and a m a l l  contml panel mounted on 
a vertical column. The dome Ir light.renrit~ve, and turns opaque when subjected t o  
any strong light lruch as a spotlight). slowly returning t o  transparency after the 
light Is turned o f f .  The dome may be broken or rhattered.allowing entrance at the 
cost of decompressing the entire engineering deck. 

5. The shafts leading from the rear hub to  the pods each have hatch- toward the 
pod ends; there hatcher lead to  rmall a8r locks. The port hatch 1% locked on a thmw 
of 4, 5, or 6. The starboard hatch IS jammed shut, wlth marks indicating the after. 
effects of a minor mlllslon. Forcina this hatch o a n  is a mechanical oroblem. and 
can be rerolved by mechan~cal-1 skill 

Simdiaic rolutionr t o  the entry problem (such ar cutting thmugh the hull. or 
blasting the ship with laser f ire) should be discouraged, either by the referee or 
through the ship's computer. The time spent determining whlch manner of entry 
t o  be uVd should be reasonably limited t o  perham ten mlnuter. 



EXTERIOR FEATURES 

h the starrhip is remnnoitered from afar, instruments indicate no tranrmirrionr 
from the rhip. Ar the adventurers move closer. renrors produce 
an image of the rhip, but 11 Ir rhowing no I8ghts. with the 
exception of low level red showing through the forward lower 
bank of windows. There is no sign of life or activ~ty. 

Still closer. painted markings on the exterior of the stanhip 
become visible. A string of characters ir placed on each of the 
pods to the rear, and on the top of the shaft leading aft to the 
hub. The characters are not anglic. being geometric in form, but 
an approximation of them would read Iroughlyl ANNIC NOVA. 
The port pod is marked ANNIC NOVA I, and the starboard pod 
is marked ANNIC NOVA V. The markings are actually numer- 
als, although th!r should not be apparent to the adventurers. 
The Numeral Chart shows the actual numeral represented 
(column 1 I. the rymbol painted on the rhip imlumn 21, and an 
approx8mation of a rlrntlar angllc Inter lmlumn 31. Note that in 
addition to a zero, there IS a dirt~nct symbol for the double 
zero. Any player who determiner, in the course of play. that 
they are indeed numerals i~nclud~ng the double zero symbol1 
has demonstrated that he or she has a comprehension of th; 
rhip to at least a limited extent, and is allowed a DM of +1 thereafter when attemp. 
ting to underrtand other aspects of the rhip. 

INTERIOR FEATURES 

The rtarrhip interior is initially dark, and itr intruders will be in vacc ruin. ma 
following informat8on should be used by the referee as he or she adm~niners 
the interlor. 

Power: The ship is at low power, sufficient only for standby lightimg on the 
bridge, and for emergency operailon of the iris valves within. All locationr are at 
zero-G. Thestarship is dark. and  ~ndivlduals will find their actions doubly clumry- 
from zero-G and from thelr encumbering vacc ruitr. 

A pmminent power.on switch s situated on the bridge; and another is on the 
cantilever platform at the rear whlch will turn power on (but cannot turn power 
affl. Power-on putsall anterior lights on and activates thegrav plater. 

When the grav plater go on, any individual not rpeeifieally stating that heorshe 
il Itand~ng with feet on the floor, or sitting in a chair, ir subject to a fall. Each 
throm 8+ to avoid an injurious fall: DM +2 i f drxter~ty 8+. +1 i f strength lo+. 
+ vaee ruit skill. If the fall ormrr, the individual rscelver 2D hltr. 

Amaphors: The nnterlor of the rhlp 85 fully pressurized. and an atmorphers 
tester will mdicate breathable garer; there is no apparent lor reall dangerof losing 
preaure. Fracture of domes, or other decompression activity will render a specific 
area ln vacuum; Its extent can be traced on the diagrams. Iris valves will automatic- 
ally close to limit this effect whenever porrible. 

Vacc ruit discipline rhould be broken ar roon ar possible, either by ranruring 
the adventurers that there appears to be no danger. or emphasizing the dumri. 
nar of the van: ruttr. Apply a DM .2 on weapon ure by individuals without vacc 
suit skill, and reduce personal dexterity by -2 In addition, the rhip is oriented to 
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2. Computer Room. Nearly all of the available space in  this room is taken up by 
mmpllter equipment of large bulk, and requiring heavy cooling arrangements. A 
maintenance eonrole for the computer ir present in  thir room, but five other 
mnroler similar ~n construction are installed on the bridge control panel. 

3. Office. mlr room contslnr a derk, a computer terminal. and several drawers 
of papers covered with indecipherable rymbols. 

4. Ready Room. Thir room mntainr a pair of bunks (clean and made-up), and 
simple toilet facllltier. 

5. Avionics Room. This room is filled with a wide variety of detection and 
mmmunicat80n Instruments. lndividualr with electronlcr.1 or better wlll recognize 

each of  the following on a throw of 7 t :  long range detectors, long range mmmuni- 
catlonr equipment, short range scanners, and deep radar. 

OUARTERS DECK (Locations 6-19] 

Painted on the iris valve at thir level IS the figure V. 
6. Living Area. Thir lounge ir rpaciour and carpeted, and reveral comfortable 

chairs are scattered about around rmall tables. On the wall to  starboard is a bar. 
while to port is s floor-to-ceiling visor screen. Each ride wall has a hallway lesd~ng 
off laterally. 

The bar is well stocked wlth I~quors, mon  having indec~pherable labels. A close 
check (to take perhaps 15 minuter) will reveal st least one bottle labelled in  anglie. 
and a date about 20 years ago. The quality o f  the llquors is excellent (by reputation 
to a eonnoireur, and by taste i f  taned). If thlr deck has been rendered alrlerr, all the 
bottle$ wil l  be broken, and the contents spilled and evaporated. 

The wror screen responds to  the controls Ion-ffl on the wall next to  it. or wil l  
mme on (with round at full volume1 i f  someone rlu down in the lounge chair 
directly fac~ng it. The program shown ir (throw I D )  1- an animated film with a 
great deal of violence, but no apparent iniur~er, 2- an abnract color projection 
with an aemmpanying soothing music roundtrack, 3- a head and shoulders view of 
a bald, eyebrowlesr, humanoid talking in  an unknown language while graphic maps 
projected behlnd him mnrtantly change, 4- an apparent travelogue showing a 
variety of animals in  their natural habitatr, 5-an anmated lecture on the chemical 
elements, with accompanying text and voice-over, and 6- static. 

Close investigation of the vlror will show a concealed set of controls (in a r l id~ng 
panel on the walll. including a volume control, a channel dial marked IV7AJU. and 
a rpeed control. The channel control wil l  select among the six channels indicated. 
The speed mntral will slow down or rpeed up the program being rhown; i f  channel 
6 IUI  IS slowed down, r hemmer s children's ~llurtrated dictionary. Study~ng 
channel U or channel J wll l  teach the rhlp's language (studying 12 houn per day) 
ona throw of 14+, DM + l  per day spent. D M t l  ~f ~ntelligence 11+. 

7. Sleeping Room. Thir small room Is obviourly sleeping quarters. and mntainr a 
bunk, fold-out derk, several drawers, mlrrar, and reclining chair. There are, how- 
ever, no cloth~ng, and no rlgn of personal articles. 

8. Sleeping Rwm. This small r w m  is rim~lar to  room 7, but has a lived-ln look. 
In the top drawer IS a box mnta~ning reveral rings mounted with gemstones (each 
with an apparent value of Cr500). Under the bunk's matrerr IS an envelope mn -  
taining reveral bills (apparently moneyl, marked JO. IN,and lN0.a~ well as various 
statements and phrarer in  the ship's language. A full length mirror is mounted on 



lh. wall. If power is on low &I. i t  is inded 1 mlrmr. If p w r  Is on full, the  
mirmr ir m apnt ing mlor Rtranrmimr screen, which means Ihat i t  Icu like a 
mirror, but presents an unrewrrd image. A prron standing in fmnt of i t  would sss 
h~mrslf or henmf as otharr do, rather than as a mirror imwe Unlm w m n e  
ac1uaIIy  FIB^ n hont of t b  m nor and ndratcr h t  h. or & << dwckw '"81 wt. 
m. .+f.n w I he than anvnr in the room v n l l  b w  an -nd.f#nsd. ~ n s ~ l v  fsel#no ~ ~ . -  .. . 
The meeh.nirm for the ratransmiltn is bshind thr ~ ~ e r n .  accessible if a mnwled 
lrtch or lowed and t r~ppd .  

9. Unpin9 Room. Thir m m  E I w r ,  and mnmlnr a double bsd rmher than 
bunks Penonai eftects far bah  male and female lndivlduals are pment In the 
o r a m .  

10. m. In this rom. the mom oouio*sfeatum r Ihs pnmca of the four 
ma I barn slow -1 I. Yvsral mall p.ca of f ~ r n l N m  a r e r c a n d  ebo~t. and 
a lot of rlmnnng is Nrmn n doloroer. A3de from s far  small toys. thra is mth ng 
of v.lus has. 

However, atrsr all haw Is* the latarsi hallway, a mall mbot-like devio (about 
rXlmm high, cylindrical. and emitting small peeping mi- while an electric b lw  
spark wadsrr amurd its headhopl will m a r * .  It will orient on one p m n ,  and 
follow himher around anywnne on thir dek, the rwrkr eniw more vioient 
vrhsnvsr it approrher clorer than one mefer. Thir devics is actually a child's my. 
easily bmkln by a kick a blow: i t  can be wrned off by touching it wim an un. 
do& had. and will turn on w i n  at menen much. 

11. B n h m a .  Thir small rwm mnai l r  toilmhcilitisl end a rhowsr. 
12 Pmlmbly a & d m .  The intsrior of thir room has hen charred b1lek.s if 

bY flame llloniblv bv a olarma aunl. Nothim remains of im or10in.l furnishins. 
' 13. 8.;imom. ~ h ' k  room is much like r&m 8, but the full-knnh mirror"ir 

aacksd. If the latch (mnmladl ir found, the the area behind the mirror is found 
m h empty. tha retranrmlnar haviw been mmod.  The area is now used for 
SIOrags. and mnminr 1swr.1 clrmnr of books with wrirh mven. In sddbion, a map 
bax with a chip installed for I -ifin world (Victoria, locrtad in ms hmk Sub. 



rector n tn r  SP nwara Marcner. Victor a r covereo n qreater oeta n an art  cle n 

rhe journdr of rhe Tru,ellerr'A.d Sooer,. No 3, 
14 Bcdrom. Thml room I mJcn r p  room 9 our mnla nr two o.nrr ratner 

than the double bed. Aride from ordinary articles of clothing, the only Items of 
Interest are an instant print camera, and a battery powered typewriter. Close 
examinatlon of the typewriter reveals that i t  can be used as a remote (up to  500km 
dlrtantl terminal for the rhip'r mmputer. 

15. Locked Bedroom Door. Taped to  the door is a crayon drawing lsr ~f by a 
child) of a coiled snake When the door Is forced, a terr~bly foul odor and mn -  
riderable quantities of durt roil from the room. Inside are four dead bodies, three 
adults and one child, all exhlb~ting mnr~derable corruption. In addition, dirty lhnen 
is piled in the cornerr of the rooms, and the floor is filthy. 

Breathing the unfiltered a8r of the room exposer an individual to  an extreme 
chance of infection The durt will slowly spread to  the entire deck (w~th ln  ten 
mlnuterl, after which anyone on the deck is subject to a strong chance of infection. 
If an irlr valve ir opened to  another level, that level bemmer a polrlble source of 
Contamination 1 ~ 1 t h  a low chance of infectlonl The effects of thlr direare are 
covered on page 21. 

16. Bathroom. This small room mntainr toilet facil~tier and a shower. 
17. Kitchen or Galley. Thlr ares is studded wlth tables and chairs, between 

kitchen facilities along the lateral walls. The tabler and chairs are mllaprible, and 
the kitchen srear have rlidins screens which ean be used to  conceal and orotect 
them 

The floor of thir area is uncarpeted, and bears markings similar to  that of a 
basketball court. obviously for some sort of game. Thir concept is furthered by the 
mntentr o f  one drawer ~n the kttchen area: several resilient balls and some handball 
gloves. A remote control switch in  the drawer will turn off (and on) the grav plater 
in the galley/k#tchen area. 

la Maintenance A re .  Behind the cold box l i t  wivelr out1 on the port side ir a 
maintenance area filled with life support systems, such as main temperature and air 
~ i r ~ u l a t l o n  ducts. 

19. Pantry. Behlnd the cold box an the starboard ride ir a pantry stocked with 
canned and preserved foods, including many delicsc8er. Much of the food ir from 
mmmerc8al preparerr, and can be identified ar edible. 

CARGO DECK (Locations 20-27) 
Thir deck has three iris valves in the central accerr rhaf t~ they lead starboard, for. 

ward, and port. Each is marked with a 7. 
20. Forward Cargo Ares. A large chamber nearly 20 meters wide and 9 meters 

deep Well lit, i t  Is empty except for a few empty crater in  one corner and a bale of 
vegetable leaves near the iris valve. Closer 8nvertigat1on wil l  reveal that the material 
is tobacm. which is a rarity in thir part of the Imperium. It wil l  re11 for Cr20.000 
for it$ full 50kgl ~f sold in  the reedier parts of a rtarport town; it IS also probably 
lllegal on any world wlth a law level Bt. 

21. Corridor. This parrageway leads to  port and makes a right angle bend aft. 
where it Ir then blocked by marrive steel doors. Before the bend, large cargo d w n  
open fore and a f t  into cargo areas: scratch and scuff marks indicate that cargo has 
been dragged across the mrridor many timer. A set o f  wall rtudr near there doon 





29. Metallurgical Shop. Thlr m a l l  room contains fac#l#t#er for detailled rmsll 
scale metal work, from one gram to ten k#logramr, and can be used lo produce such 
dlverre #terns as jewellery, gun parts, and mechan8csl sparer. Such a shop is qulte 
urable by a penon with mechanical-2 or better. 

30. Electronic Shop. This area IS similar to  location 29, but designed for elec- 
tronics repsirs. While thir shop cannot create rmsll electronics components. ~t 
doer have a large rupply of such parts, which can be identified through the rhlp- 
board computer. This shop ir urable by a person with electronic-? or better. 

31. Gangway. Sloping at an angle upward, thir corridor leads to  the next deck. 

DRIVE DECK (Locations 32.42) 

This deck 8s accessed wlthln the rhip only through the gangway leading from 
the Engineering Deck. 

32. Hydroponics Area. Thir entire ares Is overgrown with plans. An iris valve is 
obvious aft, but the two mrridarr leading forward are not, being concealed by the 
extenwe growth. Overhead, the area is roofed by transparent rlop~ng celling panels. 
and banks of lights. The vegetation is covered with thorns, but ir not erpec~ally 
dangerour unlerr a person were to actually fall into a group of plants, 8n which care 
about I D  hit$ would be ~nflicted. 

33. Forward Control Area. A complete set of jumpcontrols are ~nnalledat this 
wint, including a computer terminal. If there controls are tampered with, the drive 
chargers wil l  be set in operation. A hurnmlng wlll begin, and observers in  the 
astrogatlon dome, the hydroponics area, and ~n rhlpr outside, will note that the 
canouv % .nfo n 119. After an no.,, tnc process w I be compcteo. revea ng I 
rkeelon frameworn an. a c rcL ar 1n n oack r a o ' a t f o n d ~ ~ o r ~ ~ n l  f ,  m aho.1 1 
L ometer n o anlcler Stoooina tne orocess I ' m w s  o c w t n o ~ t  como.ter as. st. 
ance. but the c s n o ~ v  wili 'reiold i&eM when t i e  accumulators are recharad. a - . 
period of 1D weeks. 

The twin corridors leading from locat~on 32 to  33 are generally featurelerr, with 
single parrageways leading port and starboard. The central area between the two 
mrridorr IS a solid area containing a complex set of electronics parts, and several 
solid silver burr bars Electron~a-2 or better wil l  deduce that thlr ir the accumulator 
section of th. rtarrhip power rupply. When fully charged, there is a distinct odor of 
ozone in  the air. Power cable mnnectionr labout 300mm 8n diameter. and inru- - - 

latedl rise from the accumuiatorr and pars into the ceiling panelr. 
34. Jump2 Pod. Thir engineering area contalnr a jump drive mechanism for the 

ship, and outwardly appears to  be ident~cal with the mechanism on the other ride 
of the rhlp. An individual with engmeering-3 or better wil l  see that this drive ir 
capable of jump-2. 

35. Jump3 Pod. Thls area ir r im~lar to  location 34, and ir admininered ~n a 
similar manner. However, this equipment is capable of jumpJ. 

36. Air Lock. The iris valve at the a f t  end of the hydropon~cr area opens into an 
81r lock. The valve ltrelf ir in  a nearly closed position, but held open by a scratched 
and corroded metal rod wedged in place apparently by acc~dent. Beyond thevalve 
IS a short mrridar leading to  another iris valve held open by a similar metal rod. 
Along the corridor, the attraction of the grav plater (arrum8ng they are on) grad- 
ually dim#n~sher from full (at the forward end1 to  zero ( at the aft end). 

37. Cabinet Concealed behind a bulkhead to  port, accerr~ble from location 39, 





Referee's Notes 
Tne fo o h  ng mo.. o ennancc mr ~~IP~PP I drrlrrqfand np of  Ine Ann c kova. 

THE COMPUTER 

Locat~on 2 on the Bridge Deck mntains the rtarrh~p'r central Computer. its 
Programming language 8s unknown to the explorers, and the computer will not 
initially rerpond (assuming power 8s turned on). An md8vidual w ~ t h  computer-2 can 
install a standard programming language from another rource in about s day. 
Someone with computer-4 can #"stead decipher the computer's language, altering it 
to  rerpond to  normal procedures; throw 12+, DM +1 per level o f  computer skill, 
once per week of trying Once the computer tr reprogrammed, it will be found to  
have the software list shown. 

The mmputer 81 a non-standard device equivalent to s ModelCI, but marring 
anriderably more (in the range of 15 tons). 

One feature of the mmputer ir Its graphics package, which can ruperlmpore data 
on the farward window wall, making an lmmedlate evaluation of a rltuation 
posfible a t  a glance For example, the computer can lay a three d~menr~onal grid on 
the window wall, nd then spotlight or code all objects present, rhow~ng the,, 
relation to  the rhlp. I t  can then project and show trajectories or porrible courrer. 

A functioning mmputer will rerpond to keyword input, and reply with 
appropriate data. The referee may wish to h i t  random guerrlng at keywords by 
players, and may institute Ilmitr, or d~spenre clues. The following keywordr are 
especially important. 

Maneuver, Acceleration, or Evasion. One or both of the pinnaces may be 
swivelled under mmputer control, and thrun may be applied by their engines. Such 
manipulation wil l  alter the arientatlon of the rhlp, allowing the gunr to be brought 
to  bear. or the observation deck pointed as desired. lnrtructionr are simply keyed 
into the computer 

For travel to  any great distance, a pinnace must be phyr8cally moved (using p ~ l o t  
or ship's boat r k ~ l l l  to  the rear of the cargo bay (locat~on 25) and magnet~cally 
moored. Computer instruction for long distance maneuver IS then entered, and up 
to one-tenth G thrust applied. Each pinnace ir capable of  ten minuter thrurt for 
each ton of fuel burned. 

Fuel. Refuel, or Power. The canopy collectr radiated stellar power and stores it 
in  the aeeumulatorr on the drive deck. The only way to  extend the canopy is with 
the controls on the drive deck or the control panel in the observation dome. It 
cannot be controlled from the bridge. 

The sccumulatorr can store enough energy to  power each jump drive once, as 
well as malntaln internal life support under normal conditions. 

Doation of internalpowec 60 days under ord~nary load. 
Rwuired recharge time: 1 to six weeks (10). depending on the distance from, 

and spectral type of the star rervlng as the radlatton source. 
Weapons: The two larer cannon turrets are used ar larer +1, the gunr being quite 

effective ~n flre control. 
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THE DISEASE 

The direare from location 15 8s tranrmttted via an airborne virus with a long 
dormancy pr iod.  No rymptomr will 

DISEASE TABLE become apparent for at least one week. 
Individual's -Inferion Chance- At that point. eaeh person who has been 
Endurance Low Stmng Extreme exposed must roll for infsction on the 

4or ler r  8+ 7+ 2+ direare table, once, at ths highest 
5. 6 9+ 8+ 4+ wuib le  level. DM -1 for rtrengfh lo+. 
7. 8 10+ 9+ 6+ DM -1 for any perron with service in  the 
8.10 11+ lo+ 8+ scout service Ifor the r w u t  service 

11 or more 12+ 11+ l o+  immun~zat~onr). A doctor who ha$ 
analyred the rituat~on may prescribe 

I f  the number on the table is rolled strict rest and deep; following thir 
or exceeded, the indiv~dual has con- regimen allowr a DM 4. 
tracted the direare, Immediately roll Low passage or drugr may slow the 
two dice and subtract the skill level of onset of the disease, but there are no 
any attending medw (one medic may rpec~fic drugr or universal curer whlch 
attend up to  four perronr). That wil l  automat~cally munteract this 
number is the immediate damage in- diware. 
flicted. If it exceeds 8, roll again as Prevention: Any medic-3 (doctor) or 
before, and inflict that number of hltr. better will know from his trainlng and 
Continue un t~ i  the result is less than 8. experience that infection from thir vlrur 

can probably be leuened greatly by 
strict rest and sleep. Following rucn a prescription would preclude any phyrical or 
mental effort, including any use of rkillr, or any work. 

THESHIP 

The following ir a dercription of the Annie Nova in  the same format ar the rhip 
descriptions in  Traveller Book 2. pager 18.20. 

Free Trader INon.Standard Clawified Type NS18): Using an unorthodox 6 W  
ton frame and hull, thir anifact is allowed in lmper~al commerce under the salvage 
laws provided the rhip is registered with lmpar~al authorities (typical registration 
fee: Cr100.000l. The rhip has 8 staterooms (of nonstandard rizer) for the crew 
(captain1 navigator, chief engineer. fwo ordinary engineers, and medic), with 
provision for ordinary members (gunners, plnnace p8lotr. or parsengerr). There are 
no ow oerlns. Tne sn P "8% two pmpa r  uer (~brnpar ve F, and:.mp dr ve J wh cn 
operate lnoependenr y la1 J 2, and -4, respect uc y l ,  bdl may not rum the,, Wwcr  
Tnere are no maneuver d rwa  ltnc oananca act as tuar to a m.nor exrcntl. there I . . 
no power plant. A stellar collector absorbs and mllectr energy for internal power 
and jump driver. Two single turrets eaeh mount a single laser cannon. Cargo bays 
hold up to  150 tons. The compter  ir a nonltandard model equivalent to a 
ModelI3, but with nearly three timer normal mars. The rhip is not streamlined. 

Two 40 ton p~nnscer travel in  trailing positions. Each holds 12 tonsof fuel. One 
is equipped to  carry four passengers for relatively long periods of time; the other 
can 9n.u e ~p to 16 parrenpers or 12 tons of cargo 

Conl!r.ct'on eon I m w r r  o e  to  calculate, b.! c.rrent marker (a1.e can oe 
place0 at approxamate y Cr200.000.OW 



Librarv Data 
Library data is information obtainable from any ship's computer (although 

probably not from the Annlc Nova's) in rerponse to  correct keywords. Only the 
r p ~ i f ~ c  information requested rhould be given to  the playerr:eare rhould be taken 
not to  reveal additional data as the information IS made known. 

Atmosphere Tester: The Survival Products "Sniffer" Atmosphere Tester is a 
solid state miniaturized gaseous analyzer incorporating microprocerror circuitry to  
detect and indicate the molecular mmponentr 8n gar rampier parsing its defector 
head The Sniffer is typical of most atmosphere testers on the market today. 

Soseificationr: One kilooram weieht. and measurina lOOmm bv 175mm bv " - 
20mm. Corrosion resistant care of phenolic plastic. 8.7 to  9.3 volt power supply. 
from rechargable battery pack. Estimated &age life: 1 W  houn. Belt attachment 
available, optional. Sling carrying strapstandard. Price: Cr150. TL9. 

Operation: The device is in  mnrtant operation, wlth LED9 indicating chemi. 
cal symbol for the three major components in the gar rample, with percentage 
of total shown. Prerr~ng the button labelled "More" replacer this wlth the next 
three components. Up to  30 mmponsntr and percentages may be read ~n this 
manner. in  addition, three lights Ired, amber, and green1 are mounted on the face 
of the device. Whenever the light lor lights) showing changer, an audible bssp 
indicates the change. Red indicater that the atmosphere is not breathable. Green 
indicater that i t  is. Green and amber indicater that it is breathable but tainted. 
Red and amber indicates that the atmosphere ir not breathable and also mntainr 
material considered to  be taint. Amber alone indicater a la& of  pressure, but 
breathable mixture. The exact mixtures which trigger the lights are let at the 
factory, but may be adjusted to  f i t  personal preference 

Sctial Numbcn: Sndierq are numbereo n the format nnnn xxxx-y. N is the 
mme  year n.mner; tne year of proouction X I the rernal n~mber. Y is a ehecr 
dmit 10 nnldre the correct rer a number I ru ted 

Recall Notice: Sniffers in the 4WO rerial number range may have been 
assembled with a faulty detector head caring; thir, in combination with the plartlc 
care. allows gar to  infiltrate onto the interior of the ease. In some carer (~nridious 
atmosphere1 thir may rerult in  the mntamination of  the solid state electronlcr, and 
rerult in  faulty readings, or outright failure. Such items should be returned to a 
factory representative for repair. Those with a twodigit check digit have already 
been recalled and repaired. 

Batle Dran: Battle dreu is somewhat bulky. but is roughly manlized. Probably 
best thought of as a aorr-between a 1950's conception of  a "space ruit"and plate 
armor. i t  should have some equipment built into 11 and thus increaser its bulk. For 
example, a life rupportlpower unit would not be a separate unit, but instead 
integrated into the suit back. No weapons are integral, but a visible mmputsr 
roeketllink ir placed on the chert front at the right and left shoulders where a rifle 
would normally be braced. 
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Combat Armor: Unpawered and falrly Ilght-weight personal armor. lnexpenr8ve 
when compared to  baffle dress, m m b a  armor is widespread in military use for 
hlgher technology forcer, and usually mntainr integral communications equipment. 
Armor protection is rimllar to  battle drerr. 

Empress Nicholle: Eleventh in  the line of  emperors of the Imperium. Oldest 
issue of Martln V. Born 401. proclaimed empres ~n 457. arrarrinated 475 by Cleon 
IV. Second empress to  hold the throne. 

The fact that Nicholle war arrarr~nated by her successor Is ~nd~cative of the 
strained fabrlc of the lmper~um in those days before the Civil War and the Barracks 
Emperors. The ~ncident, and the prerrure of certstn member worlds of the 
lmperium led to  the ertablirhment lnow somewhat discredited1 of ruccerrion by 
right of assassination 

Pyramid: Traditional constructton form for develop~ng cultures; mnridered to  
be the rimplert form of large scale architecture because of Its 1oad.bearing strength 
and ease of  assembly. TL 1 

Pyram~d structures of  all sizes have been believed to  serve as focuses for prionic 
lor COS~ IC )  power, and are claimed to  rharpin dulled edger, cure diseases, and 
generally work miracles 

Pyramldr have been mnstrueted on most worlds where the local culture has 
parsed through T L  1. Many exampler remaln due to the marrive strength of the 
structure. 

Second Frontier War (615.6201: Fought between the Outwarld Coalition IZho. 
dani, Vargr, and Sward Worlds) and the lmperlum during the period of  the Barracks 
Emperors Arbellatra lb. 587. d. 666) war named Grand-Admiral of the Marcher 
and led the combined local and lmwrial forcer to  defeat the Coalition. and then . ~ 

proceeded to  rertablirh the central 'lmperisl authority. She war named Regent in 
622 ar a result. and Empress in  629. 

Vargr: Intelligent alien race occupying an expanse of  stars roughly to coreward 
of the Imperium. There Vsrgr Extents are inhabited by Vargr although not under 
any central authority. 

Vargr are roughly humanoid derived from carnivore/charer stock. Originally 
pack animals, they continue to  congregate in  groups or tribes ~ 8 t h  extenswe and 
standing rituals which determine ind~v~dual porltion within the group. Cont~nuing 
rivalry between packs har made large scale cooperation imporr~ble within the 
Extents; while planetary governments exist, their power 8s limited. Interstellar 
government on the rubrector or imperial level has proven imporr~ble. 

I t  has been demonstrated that Vargr are the rerult of genetic manipulation by 
the Ancients. They did not evolve naturally, and they have a racial renritlvlty 
on this matter. 






