


INCOMING!

- NorAm Dept. of Defence, Defin/lions & Terms
{pre-$econd Imperium Terra}

"Power ProJection? It's all about going to other peo·

pIes' pfanets and making them do what we want!"

- CPO Dav Vandenbroucke, Dreadnought 'Clean 1st',
Imperial Inlerslellar Navy

Graff'" knew within minutes that he had lost a lhird 01 his total lXIl'I}-­

mand. His opponent UIBffled to have read what he was going to do
and his f1eef was &Uffering because of if. He couk1 conl.i1ue running
and Jump out 10 Jewel as planned, Of" VCCfOf" his ships aroond and
engage the Zhodani with his own meson guns. Either choice hed
painful conseqtJeflCElS but Gtaffin knew whal he had to do...

Dclsprcflslobr rosignod horsolf to losing perhaps half a squadron in
'he unforeseen passing cngugcment. Spuce became iJ sea of minia­
ture suns as hundmds of nuclear warheads detonated. Her screens
s1lOwed fOfly two percent of the missiles had boon eliminated by
point defence weapons and electronic countermeasures, bul the EM
pulses of Iho nukos corrupted sensor intonna'iOn from the area.
However, Qulavlnir's action hoa bfoVghf the IrTlpcnal Plankwcl/s with­
in ninge of her 'ship killers'· the huge meson guns which formed the
spines of fIor capilal ships - now fuNy charged.

Acceterated al relativistic speeds, the bursts of mesons passed
unnoticed Ihmugh S{NfC8 untillhW caffJfulty measured lifetimes
expired and /hey decayed within /he fabric of/he Imperial ships.
causing the explosJve ffJ!ease of enomlOCJS amounts of energy. The
meson fire tOf!) into Gniffin's ships. dDstfOying critical ship systems
and $pIi1ling tvl'e 01 Ule migllty PtDnkwcIIs from s,em to stem. ils h(J/f

shatter&d by in/emal e)(/)Josions.

"One minvi(110 engagemenf errveJope. E$CUJf $(;Fl....,." hlJs engaged.
On my mark, aR ships come to COln38 mty by eighty and make full
speed for the Jump lim;f. Engage with missiles while in range.•

Grafflfl surve)'fld his f,.nzie(/ bridge crew',. preparations for baIlie.
"May HisJl be with us. • he mutfeted under fljs bleath.

Def~n~ebr'$face showed inlenw COfICJfI11lrotioo os /he blips
manoeuvred on fhe holoscrefJn, then suddenly she stood up.

"7"00 Imperials are going to IIy a passing engagement at maximum
missile range: snyfhing elS8 woold assure Iheif de5lwdiotl.
Squadron OuIavlnir. expect a COlHSe change txinging the Imperials
of( your sJartJoard flank. Come to WI tnlerocp( COtA'W and engilge.•

"Mafic! Come 10 new COUt'S8. lavnch mi.$.$iEIs. DepIoy~. Bring".,.. ", .,.. ...,_.,..__... lip /he meson $CI'OOtJs.·

~PowerProjection - The employment ofmifitary As one. the capital ships of two
assets to exercise oontro/ of the space between Imperial squadrons neafly and

I crisply came 10 their new heading.
stars, typically through the USB of capital class star- "Admiral. Stamoard flank
ships combined with close orbit and aerospace con- T1cbIncvr's vectoring 10 interccp'-'
frol operations. artillery and pfaOf~taryassault. • ~fflfl~ undfN his breath.

but hiS w::M;e mmained steady.
- -An Officer Cadet's Primer-, Fleet Adm(ral Sterrett, "CoolNlw as ordered.'

Impen"al fnterstellar Navy Academy. Sylea The void filled with pin-pric1<s of
light 8S the drives lit up 00 hun-

·Power Projection - The ability of a polity 10 apply dleds 01 missifes ejectefJ from the
a/l or :.-ome of its elements of national power - politi- ImpMial mips, carrying nudear

cal, economic, informational, or military - to rapidly bomb-purrtpC(1 x-ray lasers and

and effectively deploy and sustain forces in and from close proximity conlecl nukes.
Graffin was 'hanlcful ,ha/lhe

multiple dispersed locations to respond to cn·scs, to Arekoine strike cflJisers were
contribute to deterrence, and to enhance regional ffJnowned for 'heir formidable mls-
stability.· sila armament; tha;r presence con­

siderobly swelled tho missile
$Warm.

"DBploy sand. Adjusl coursa to
lI.ecp it between us {Inri Ihe incom·
Ing TIablmJVr·s.·

/limost invisible againsl/ho dar#(·
ness of SPlJce. clouds of synthetic
ranacl/ve granules blossomed from
Iho ships'/Junc:hors /0 form a

defensive shield.

"Admiral, the enemy squadrons are... on a convergen' intercept.·
What? Confirm their identi/y.·
"AJpha priority Plankwen dreadnovgh's. Gamma priority Anlkoine

class striko CtUisefS. Delta priority noo' e$COrl1s and destmyers.·
Inlel hadnl men'ioned the 10/(;10;", CtIPSef$..• and a surprise /adicaJ

decision from Graffin • had she lIIIdarestimaled him?

PsiOps had idenUfied the Imperial commandflr as Rear Admiral
Grafflfl. The $h¥)'s comptIter /old /ldmiraI DelsprenstelK lhat Graffin
WCIS a pragmBtic indMdual. 11 predK:ied he would atlemp/ to withdrow
and rendervous with the 23rd neet.llerown IIsse.ssment agra&d
with the comptItcr. Tho war plan called ooJy for the destflJdion of tile
reflJe/ting facility and Detsprenstsbr was not. vindictive wtlman ­
should the enemy tfee, they would nol be pursued.

·Adrrwal. lhe cncmy s/lIpS ilfC cIustcnng into .. dcfcnsivv sphcro ­
presumably to cover them wflie they withdraw from the system.'

A predictable man indeed. On the hoIo5cteefl brlghl an;s maf1{ed
the predicted COl.If3eS the Imperials would use 10 8IIOid ccntact.
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Power Projection is a game of far future space con­
flict. It focuses on interstellar warfare between huge,
powerful capital ships - ballle-cruisers and dread­
noughts - battling for worlds and star systems in dash­
es between human empires and alien races.

Capital ships are usually built around their primary
weapon: a meson or partide accelerator (PA) weapon
so large that it forms the spine of the ship's structure.
These weapons utilise high energy physics to destroy
their opponents. Meson weapons fire sub-atomic parti­
cles which pass through normal matter and decay in
an explosive manner inside the hulls of enemy ships;
such attacks are only stopped by meson screens or
carefully crafted hull shapes. PartiCle accelerators fire
high energy particles at tremendous velocity to impact
explosively against the enemy's hull; the only defence
against PA's is thick hull armour.

Power Projection can also be used for skirmishes
between patrol and escort ships, where smaller seoul
or reconnaissance groups encounter each other. This
gives a game with a different feel, where careful
manoeuvring is even more critical to a ship's survival.
The subset of rules needed for smaller skirmishes are
also available in Power Projection: Escort (which
includes some smaller ship designs).

The game can model combat between the 'tiny' ships
typically used by adventurers in the roleplaying game
Traveller, but their lives will end quickly and brutally if
they go up against a big naval vessel. At best, smaller
ships can hope to help protect their side's capital ves­
sels by shooting down incoming missiles and deploying
screens of sand to denect beam weapon fire. They
may also target smaller enemy ships, but their offen­
sive capability is dwarfed by that of the capital ships.

Nomenclature
We've tried to avoid lots of buzz-words and TLA's
(three letter acronyms) in these rules. Keywords
appear in SMALL CAPITALS the first time they are used.
References to other books are in italics. Traveller is
such an important name we've kepi it in bold. We use
various formats to help make this book easy to read:

Key game rules may be highlighted like this.

Example: An explanatory example to assist in
understanding how to apply a given rule.

Wt U'lt5UH 'MltwOS 'M( "'-IlYU /JI1Gll' w.n~ uw~ 'HIS.

O This is a useful piece of information which supple­
ments the rufes.

C\This is an optional rule which you may decide to
'l'indude in your game, or ignore.

Gening Slarted
You only need a few basic items to play Power
Projection - counters, dice, elc. - as described in What
Do You Need To Play? (p.4).

If you're not familiar with the roleplaying game
Traveller, this section provides a short introduction to
the Traveller universe and the major races that might
come into connict, though this is not key to playing the
game. There is also a short discussion of the main
aspects of space warfare to give you an understanding
of the scales and some of the issues involved.

You need to understand how ships are grouped ror
command purposes (p.8) and how starships are
described using SHIP STATUS DIAGRAMS (SSO's, p.10).

You need to know how 10 manoeuvre your ships (p.13),
starling with the basics and adding in gravity effects
only when you're ramiliar wilh vector movement.

Ships attack each other wilh spinal mount weapons
(p.22) and smaller ·secondary" beam weapons (p.23) ­
and missiles (p.26). After taking into account basic
defensive capabilities such as armour (p.25), any
resulting damage is applied 10 a ship's structure (p.2B)
and may disable Individual ship components (p.29).

Once you can move ships around and fire their
weapons, you can play your first Power Projection
game using one of Ihe scenarios in this book (pAO).

After you've understood the basics of each section, go
back through and read the advanced/optional rules.
You can then introduce whichever new features you
wish, to spice up your space battles, from Black Globe
screens (p.31) to psionics (p.34).

After a few space battles you may wish to playa more
strategic game (p.44) - manoeuvring fleets between
star systems, managing fleet logistics and the con­
struction of new ships. You can focus purely on combat
between starships or you can learn how to subdue
planets (p.37), which also have their own defences.

You can supplement the ships described in this book
with new ship designs, converted from Traveller
source books (p.56) or designed (rom scratch using
one of the sets of Traveller ship construction rules.

Finally, once you start making up new rules and new
ship designs, please do let us know so we can share
them with other players of Power Projection (see the
contact details at the front of this book).

Power ProjecUon: (scon
If you already own Power Projection: Escort, it's
worth going back to basics as described above,
because the introduction of spinal mounts requires a
change in strategy. However, if you're feeling brave,
just read straight through the whole of this rule book
and start adding in advanced rules immediately.



What Do You Need To Plav"
These are the bare essentials:

- Playing area

- Starship models or counters

• Starship Status Diagrams

- Tape measure or ruler

- Six-sided dice. hereaner referred to as -06-.

- Pencil.

Playing Area
Power Projection can be played on pretty much any
flat playing area of at least 3 feet (1 metre) square, but
ideally the larger the better. You can use the floor or a
lable - you can also fay a board on the table to protect
it and/or enlarge the playing space.

You can create a 'starfield" by obtaining a large sheet
of paper, card or cloth (e.g. a black bed sheet or felt
sheet) and spraying it with a variety of different size
dots of white, yellow and blue paint. Don'l paint on
planets. asteroids or other obstacles - for flexibility
these are best represented by counters.

Starshlp MOdels Dr Counters
This book includes counters for a range of starships,
planets and combat-related events (nuclear bursts,
sand clouds, etc.). However, your baWefield wilt look
more impressive if you use miniatures to represent the
starships and planets. Check out your local games
shop and the internet for suppliers of SF starships.
Secondhand Traveller starship miniatures from past
years may be available bultend to be the small ships
owned by roleplaying characters, whereas these rules
focus on much larger warships. BITS also recommends
Ground Zero Games' starship miniatures (GZG's con­
tact details are given at the front of this book).

If the miniatures are not t:llready mounted on a stand,
you can improvise using rigid wire stuck into a wood or
plastic base. The advantage of a stand is that it pro­
vides a centre point for the starship from which all
range measurements can be made. If you don't use
stands, ensure your counters or miniatures have a
'centre' point marked on them.

If you are feeling adventurous you may even decide to
scratch-build slarships, planets, asteroids, missiles,
etc. For example, a large gas giant can be represented
by half a tennis ball (painted up with suitable swirling
doud patterns) sat on the table, a small gas giant by
half a ping-pong ball, or a whole ping-pong ball mount­
ed on a stand just like the starships. Sand cloud coun­
ters could be replaced with suitable size disks of card­
board or modelling clay, painted black with sand or glit­
ter particles glued on to lhem_

You need counters to mark future ship positions, sand
clouds, nuclear bursts, etc. The counters provided with
this book can be strengthened by mounting them on
card or laminating them (at your local copy shop).
Counters can also be downloaded from the Power
Projection web site, or you can create your own coun­
ters, provided they are roughly the same size. You are
permitted to photocopy the counters provided with this
rule book for your personal gaming purposes only.

Shin Status Diagrams
Ship Status Diagrams (SSD's) are a compact means 0
describing Power Projection starships using symbols
to represent their movement, offensive and defensive
capabilities. This book includes a pull-out booklet of
SSO's for a wide variety of warships for the Imperium
and Zhodani Consulate. You can also create an SSD
for almost any Traveller starship by using the conver­
sion rules starting on p.56 (using icons from the PoweJ
Projection web sile). You are permiUed to photocopy
SSO's for your personal gaming use.

We recommend that you laminate the SSO's and use
water-soluble marker pens to write on them. so that
any marks can be cleaned off with water after each
battle and the SSO's can be reused lime after time.

Measuring Distance
Tape measures are the most flexible means of measur·
ing the dislances involved in playing Power
Projection. HClvlng multiple tape measures - one per
player - witt significanlly speed up game play.

All distances are measured from Ihe 'centre' of a star­
ship, i.e. from the uprighl support of the miniature's
stand or the marked centre point of a counter.

These rules use inch6S for measuring distances on the
playing surface. However, if you have a small playing
surface you may instead choose to use centimetres as
the basic measuring unils.

Dice
Power Projection needs only six-sided dice (~06~).

For larger ships and mulliple players, it is useful to
have a fair number of 06's to share out between play­
ers and when rolting large numbers of attacks.
However, special tables are used in these rules to
ensure that the hundreds of attacks possible from a
dreadnought do not require hundreds of dice!

leeplng TraCk
Pencil and paper are needed for writing orders and for
marking damage on the SSO's, but Power Projection
intentionally minimises the amount of record-keeping
required, to help keep game play moving quickly.



Ubrary Data Search: PERIODS OF CONFUCT

The main periods of conflict on Itle Traveller timeline are as !otIo'Ns
(using the Imperial dato system):

-2408 to -2219Interslellar Wars (1st to nth)· The expandiflg Terrans
battle againSlthc vast. established Vilanl First Imperium.

7610 120 Pacification Campaigns - The fledgling Third Imperium lries
10 oontain inlernal opposition and lebeltion.

589 to 604 First Frontier War - The Third Imperium's expansion
towards Itle Zhodani Consulate is repelled.

604 to 622 Civil War· various intemal factions wiltlin !he Third
Imperium fight for control 01 the empire.

61510 620 second Frontrer War - The Third Imperium confronts the
Outworld Coa!iliorl, formed from the Zhodanl Consulale, neighbouring
Vargr States and rebellious Sword Worlds.

979 to 986 Third Frontier War - Arepeal match between the Third
IlTp!rioor and a renewed Outwortd Coalition.

99010 1002 Solomani Rim War - The TtliJd Imperium is forced 10 sub­
due SoIomani factions fJQhling lor independeoce.

1082 10 1084 Fourth Frontier War· T1Wd Imperium against the
, outwllIId Coalition (yes. again).

1107 to 1110 F"rfIh Frontier War· ThirdI~ aganst the 0utw00d
ICoaIiion (no, they stiI hadnll&amed...)

1116--1129 The Rebellion or "The Ftnal war" - Following the assassi­
nation althe Imperial empera, a messy conllict ensued between shat·
tered Third Imperium filctions. Vargr raiders. Itle SoIornanl
Confederation, AsIan lhalei SettIefs and K"Krce~. Nole: TIis C()().

fict was written lilo Travtller canon illhe MegaTr.weferilld New fIa
rules, but GURPS Traveler has reillerpreled both the ongins and 001­
come of this period as an official 'anernativtl' Tmeller &neIirJe.

interstellar wars in which the slow, stale, bureaucratic
Vilani were overwhelmed by the nedgling Terrans. lead­
ing to the establishment of the Solomani Second
Imperium (also known as "The Rule of Man-) in 2314.

Vilani - Dedicated to stow, stable technological devel­
opment. these humans spread gradually over 4,000
years from their homeworld Viand to establish the First
Imperium (lhe "Ziru Sirka- or -Empire of Stars") in Earth
year 473 AD, clashing wilh neighbouring alien races
during this expansion. Despite their initial successes,
cultural rigidity caused technological stagnation, lead­
ing to defeat by the fast-growing Solomani realm.
However. the Second Imperium suffered internal col­
lapse, creating a twilight period of a thousand years
with only weak. isolated pocket empires. One such, the
Sylean Federation. became strong enough to give birth
to the Third Imperium in Earth year 4518 AD (Imperial
Year 0) under the leadership of emperor Cleon I. The
Third Imperium reclaimed thousands of worlds from its
carlier incarnations. leading once again to conffict with
alien empires, particular the Vargr and Zhodani.

Zhodani - A human empire based upon the power of
the mind rpsionics"). where lies and criminal acts are
viewed as treatable mental illnesses. By -1000
(Imperial) the Zhodani recognised the limitations on
effective rulership of their empire - spanning hundreds
of light-years - and so ceased expansion. However. the

THE TRAVEllER IIMRSE

The Traveller roleplaying game and its associated uni­
verse has been in development since 1977 when
Game Designer'S Workshop published the first rule
books, written by Marc Miller. The setting is the 57th
century, when human kind ("humanitn has spread far
and wide among the stars. Several human empires
exist, bordering a variety of major alien domains.

In the traditional lime period that Traveller is set, con­
flict between the human empires is far more common
than between the aliens and humans, and this is
renected in lhe ship designs presented in this book.
However, major human-alien confrontations occurred
earlier in Traveller history and so Power Projection
includes a conversion system allowing the ships of any
Traveller race to be used in Power Projection.

Note thai dates given in this book are based on those
of the mosl powerful human empire - Ihe Imperium.
Each 'standard' year contains 365 days. numbering
from the founding year of the Third Imperium
(4518 AD). Non-Imperium dates are noted as such.

The Traveller Universe

Snace__ Irs Big
Power Projection space battles take place ovef rela­
tively large distances. It takes time to manoeuvre
across the emptiness of space and at the extremes of
weapon range, even laser fire travelling at the speed of
light may take half a minute to reach ils target.

The basic movement unit (MU) in Power Projection is
75,000 km. i.e. 0.25 light·seeonds (Ihe distance light
Iravels in a quarter of a second, since light travels al
approximately 300,000 km per second).

A game lum represents 50 minutes (sorry it's not an
hour. but it fits best with Tr3vcllcr's conventions on
movement and combat).

A scale of 1 inch =1 MU works welt on a typical gam­
ing table. though for battles where ships wish 10
manoeuvre beyond their opponents' weapon range, a
playing area of at least 3' (1 metre) square is required,
since most weapons can be targeted at up to 30 MU.
For a smaller scale, use 2 em. or 1/2 inch per MU.

Star-spannIng EmpIres
The key players in Traveller are mostly the -major
races· - those which independenUy developed interstel­
lar travel using "Jump- technology. There are three
such hurrntn races: the Solomani, Vilani and Zhodani.

Solomani - Originating from Terra (Earth). these
humans encountered the star-spanning Vilani empire
of the First Imperium just nine years after the SoIomani
first developed Jump technology in Earth year 2087.
The dramatic clash in their cultures led to a series of



relatively tranquil Zhodani were disturbed by the
aggressive growth of the Third Imperium, leading to
repeated clashes between these two human powers
from 589 (Imperial) for the next half-millennium.

Asian, Vargr. K'Kree - The honorable leonid Asian,
canine piratical Vargr and violently vegetarian centaur­
like K'kree all have empires bordering the Imperium.

Teehnolo!Jll
The Traveller universe contains thousands of worlds
ranging in technology from stone·age tribes to high­
tech utopias. The technological prowess of a civilisa­
tion is ranked on a scale of 0 (the most primitive) up to
15 (the most developed Imperial worlds). Technology is
a key driver for starship sensors, weapons, communi­
cations and computers so all ships have a TECH lEvEL
(Tl) rating. Space Oight is rarely achieved by civilisa­
tions until they altain a Tech Level of at least 7, while
typical Imperial fleets are built at TL14 or TL15.

Since a ship's Tech Level dramatically affects its com­
bat capability, this is reflected in its RELATlVE COMPUTING

I POWER (RCP) factor, from 1 (low) to 3 (high) - see p.8.

"linle Bit of Science
Traveller is often daimed to be reasonably 'hard' sci·
ence·t'iction (when compared, for example, to Star Trek
or Star Wars). Before playing Power Projection it is
worth discussing some of the truisms of space combat.

You Canl Hide
Space is vast, almost entirely empty and very, very
cold Gust a few degrees above absolute zero) such
that even gases freeze solid. A ship's drives have to
emil a lot of energy to provide any reasonable thrust
(whatever the technology or fuel they use), so the
energy from a manoeuvring ship is very easy to detect
against the super-cold background of space.

Even if a ship turns off its drives, it has to maintain a
reasonable internal temperoture for its crew; it contains
a power plant which has to power a lot of electrical
equipment (life support, computers, etc.). These sys­
tems all emit heat (as a waste by-prodUct) which must
be shed from the ship to prevent it building up and
cooking the crew. Even a carefully oonstructed
'stealthy' ship must find a way to get rid of this energy.
and can therefore be detected using the advanced mili·
tary sensors available (0 Traveller ships.

The problems astronomers have detecting potential
Earth-impacting asteroids might make you think it's
easy to hide in space. However, asteroids are typically
as cold as the space around them, vary enormously in
how bright (reflective) they are, and current telescopes
and their associated computers only allow us to scan
limited sections of the night sky relatively slowty.

Traveller ships have far improVed sensor technology
and computer processing power, plus ship sensors
don't suffer the warping and attenuating effects of view­
ing space through a planet's atmosphere.

In summary, in Power Projection, it is generally pretty
easy to detect the presence of other starships and
extract a fair amount of information as to the ship's
type and status, based on its energy emissions.

Seeing Isnl (Vervthlng
Sensors may appear to be all-seeing, but there are
ways 10 confuse them. A ship's energy emissions are
obvious against a backdrop of empty space. but are far
harder to pick out if the ship is in kont of a bright sun
or hiding within the electrical storms of a gas giant.

There are also various electronic countermeasures
(ECM) that can be used to jam or confuse an enemy's
sensors. ·Noise~ jamming is only effective at short
range due to the huge power required from a jammer
to hide the emissions from even a small ship. However,
hiding or spoofing your identity, or decoying targeting
systems (whether beam weapons or missiles) are all
feasible with appropriate ECM equipment. Identifying
friend from foe (IFF) utilises coded recognition between
ships of the same side, but the enemy may crack or
steal the codes (a silent ship is ~/most always the
enemy, but it m~y be one of your own ships which has
suffered a transponder failure!)

So the issue is usually not whether you can see the
enemy, it's whether you can identity them. Even if you
can tell a target is a particular class of ship. that does
not tell you its current armament, its active defences,
or whether its drives are fully functional - these are the
factors that determine whether you altack or flee, what
weapons you bring to bear and what defences you
must Ihrow up to protect your own ships.

As a result, space combat is very heavily dependent
on electronic counter measures to make you harder to
hit and electronic counler·counter measures (ECCM) to
counter or burn-through ECM. The large number of
sensors and targeted weapons on a battleship, and the
ease with which tactical data can be correlated
between ships in the same fleet, means that the effects
of ECM and ECCM tend to be aggregated across a
fleet To reflect this. and to simplify game play, Power
Projection absorbs most of these complexities into
technology-related bonuses to command, tactics and
combat tasks, rather than having separate rules for
each ship's target acquisition, tracking, jamming, etc.

Targedng at a Million KIlometres
In Traveller, targets can be tracked and fired upon at
huge distances of several million kilometres - some­
what longer ranges than are shown in typical space
opera films (e.g. Slar Wars or Slar Trek, where ships



generally target each other visually, yet weapon pulses
take a perceptible time to travel to their targets!)

In Power Projection. a target may be 2.000.000 km
away. which is nearly seven light-seconds distance. At
this range. energy coming from the target takes nearly
seven seconds to reach your ship's sensors, and ener­
gy from your own weapons takes seven seconds to
reach the enemy ship, so by the lime you've shot at
the target, based upon 'ament' sensor dala, the
enemy ship has had 14 seconds to move oul of the
way. Thankfully, the further the enemy Ship has moved,
the fasler it musl be going. and the more difficult it is
for it to change course suddenly, which gives your tar­
geting computers a reasonable chance of predicting a
range of possible future target positions. To hit the tar­
get, your ship needs to 'spray' the area with energy.

On the other hand, when a beam weapon hits its target
it has to concentrate sufficient power on a relatively
small area over enough time to actually cause dam­
age. Starship hulls have to be extremely tough to pro­
tect against vacuum. near-absolute zero temperatures.
the hazards of solar radiation, shielding from drives,
planetary magnetic fields, micrometeorites, etc. At a
couple of million kilometres. even laser beams spread
out, reducing the energy impacting on a given area of
the target. The target may be moving and rotating.
such Ihat holding an energy beam on a few square
centimetres of the target's hull for even a fraction of a
second can be really difficult! This means beam
weapons have 10 pack a lot of energy into each pulse
to have any chance of penetrating the target's hull.

The Power Projection game turn is 50 minutes, so
each attack roll does not reflect a single weapon strike
but rather tens of minutes of area bombardment co­
ordinated across a number of weapons batteries using
computer prediction of the target's most likely position.

Three-dimonsional Spaco
or course, space is (at least) three-dimensional, but
moving miniatures or counters around in 3D space is
somewhat problematic! In order to keep the game sim­
ple and enjoyable, Power Projection is played in only
two dimensions. for much the same reasons that Full
Thrust and most other space battle games only use a
20 playing surface. Of course. if you work out a neat
way of playing Power Projection in 3D, please lei us
know so we can pass on your ideas to other players.

Vector Movement
Having skipped the complexities of 3D space. we felt it
was still key to include realistic vector movement.
Almost all SF movies portray starships 'nying' through
space like aircraft, but this is totally inaccurate. An air­
craR moves under the innuence of gravity, countered
by lift from its wings as they move through the air.
Ailerons/flaps change the flow of air around the aero-

plane to turn it, just as a rudder steers a boat (aircraft
simply move through a thinner medium than boats - air,
rather than water). If an aircraft turns off its engine, air
resistance will slow its forward movement and gravity
will pull it down towards the ground. Very few aircraft
can rotate on the spot except the Harrier jump jet)!

Space is very, very different. There may be gravity, but
ii's generally far weaker unless a starship moves in
really close (on the Power Projection playing scale) to
a planet or gas giant. There is no air or water to push
against, so if a starship turns off its engine, it will con­
tinue to drift in the direction it was going until it hits
something or enters a gravity well. A shIp can 'drift' in
a given direction while using its attitude thrusters to
tum it to face in a different direction, or even spin or
tumble the ship, all without changing its movement
vector.

Space Torraln
As noted earlier, space is really. really big. so even
large planets and gas giants can play relatively litue
part in the game if you wish. Power Projection
includes rules for the effects of gravity on starships and
their weaponry, but such effects are noticeable only
very close to the surface of a planet. Asteroid bells are
usually so thinly spread tn space as to have negligible
effect (the dense clumps of asteroids shown in SF films
are not particularly representative of most real asteroid
fields!) However, space 'terrain' can add significant
colour. whether you want to 'slingshot' around a gas
giant or capture a planet from its defending neel.

Designer'S NOles
These rules were developed over the lasl five years
foHowing my acquisition of a copy of Full ThflJst and
Steven Parsonage's conversion rules for Traveller.
Playing these inspired me to develop the concept fur­
ther. and over the last few years the project has
evolved 10 something significantly different \0 both orig­
inals. As a guide in developing this game I have fol­
lowed Traveller's High Guard (second edition), initially
published by Game Designer's Workshop in 1980, and
available in The Classic Books reprint volume from
FarFuture Enterprises. High Guard was an abstract
system, so I have used Ihe GDW publications Mayday
and Traveller. Book 2 - Starships as further inspiration.

The game retains the flavour of Full Thrust, and some
of its conventions. However, it is now significantly dif­
ferent to that game. and far more in line with the uni­
verse of Traveller. A vector movement system has
been adopted, inspired by that in Fulf Thrust: Fleet
Book 1; ironically, Ihe changes we made to increase
the Traveller feel ended up with rules that are similar
10 the Fufl Thrust: Fleet Book 2 corrections, published
later on by Ground Zero Games.
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FIGURE 1: ExAMPLE COMMAND HIERARCHY

pertorm automatic evasive manoeuvres and track
incoming threats varies significantly wilh the tech level
of the ship. The Relative Computing Power (RCP)
value provides a simple representation of the process­
ing capability of a ship's computers. sensors, ECM and
ECCM (electronic counter counter·measures).

The RCP is typically in the range 1 (low tech) to 3
(high tech) - see p.57. The attacking ship adds its Rep
to ils orrensive modifier and subtracts Ihe defending
ship's RCP value. This gives a positive or negative
RCP modifier which is applied to both spinal mount to
hit rolls and rolls on the Secondary Weapons table.

C),0pposing fleets with similar tech levels will often
"have equal Rep values. which cancel each other
out. In such cases. for faster game play. you may opt
to simply ignore the use of Rep attack roll modifiers.

Task Force SIze
The maximum number of ships in a Task Force is Iimit~

ed by their command and control capability. This is rep~

resented by the sum of the Fleet Tactics skill of the
Task Force Commander and the lowest Relative
Computing Power (RCP) of all ships in the Task Force.

Max No. of Ships =Fleet Tactics + Lowest Rep

The resulting maximum Task Force size is usually less
than 10 ships; a player may opt for any Task Force to
contain less than the maximum number of ships.

Example: A Fleet has 20 ships (alf TL 15 and so all
RCP 3) and its Task Force Commanders all have
Fleet Tactics skill of 2. The maximum 7ask Force
size is 3 (RCP) + 2 (skill) = 5. so the Fleet could be
split into four Task Forces, each of 5 ships.

Task Foree CommunlcaUons
To gain maximum benefit from co-ordinating their sen­
sor and tactical data. every ship in a Task Force must
remain within the LINK DiSTANCE from the Task Force
Flagship. Co-ordination becomes more difficult as com-

Command and Control

For simplicity. Power proj~:;o~ use:s~ju~s~t:tw:o~te:r~m~s~to~!!'!!!!~~==~~~<M~"'~'~lli~";!!~=!!!~!!!!
describe groups of slarships. A FLEET is a strategic
grouping of lens or hundreds of ships. with dread­
noughts. cruisers and their associated escorts and
deslroyers. A TASK FORCE is a smaller. tactical grouping
of slarships which operate as a cohesive force during a
baUle. A Task Force may be part of a Fleet. or some­
times may be comprised of ships from different Fleets.

All ships in a Task Force resolve their attacks in the
same combat phase, leading to a compromise
between Task Force size and how early it resolves its
attacks. For two Flccts of roughly equal sizes, the
Fleet fielding fewer, larger Task Forces will resolve aU
its fire before the opposing Flcet. However. the tatter
(with its greater number of smaller Task Forces) will
have fire phases left at the end of the round when their
opponent may have used up all their defensive capabll~

ity. Task Force size is <:lIsa limited by ship technology.

Typic<lJly each player handles one Task Force. but
experienced players can run mulliple Task Forces.

Helalive Computing Power
The computer power available to a ship 10 process
sensor data, predict target positions. utilise electronic
counter-measures (ECM). out-wit the enemy's ECM,

Computers are key to running a starship. but overall
command and control is still in the hands of the senior
crew. Power Projection uses a simple command hier~

archy (shown in Figure 1) regardless of the crew race
I or the composition of ship types in a particular Fleet.

Each ship has a SHIP COMMANOER, but the movement
and fire orders for a Task Force are decided by the
TASK FORCE COMMANDER, who is usually the mo:::;t sen·
ior of the Ship Commanders. Alternatively a Ta:::;k Force
Commander may be attached to a :;hip which already
has its own Commander. The ship c.arrying the Task
Force Commander is the TASK FORCE FLAGSHIP.

Several Task Forces may be co-ordinated by a FLEET
COMMANDER whose ship becomes the FLEET FLAGSlliP.
In bailie, a Fleet Commander may sometimes control
only a subset of their overall Fleet; other Fleet assets
may temporarily be deployed in other star systems
under the command of their Task Force Commanders.

The variation in the Slrategic and leadership abilities of
these commanders is reflected by their FLEET TACTICS
skill level. The level may be assigned randomty or 'pur­
chased' (pAD), may renectthe skills of a 'real' com­
mander from a Traveller canon source or even a play­
er-charaeter from your own Traveller game.

In the latter cases. the Commander of a ship operating
independently of its Task Force. may opt to use their
SHIP TACTICS skill in place of their Fleet Tactics skill.



Green (Civilian) ·1
Regular 0
Veteran +1

Elite +2

TABLe 2: CREW QUAUTY MODIFIERS

Crew Quality Crew Quali Modifier

Crew QualilV

interruption of the command and data streams co-ordi­
naled through the flagship. Higher tech ships suffer a
greater loss because they are typically more dispersed
and more reliant on the communications feeds.

As a result, all ships in the Task Force suffer a penalty
equal to their Rep on their initiative roll, spinal mount
to hit rolls and rolls on the Secondary Weapons table,
throughout the whole of the next game lum.

At the start of the next movement phase, the remaining
ships in that Task Force must either be transferred to
other Task Forces or a new flagship must be nominat­
ed in the movement orders (in secret if desired). The
new flagship may be an existing member of the Task
Force or a ship newly assigned from another group.

If there is no appropriately skilled TClsk Force
Commander on the new flagship, its Commander is
assumed 10 have a Fleet Tactics skill of zero. This may
reduce the maximum Task Force Size (p.8) so that it
must be broken up into multiple smaller Task Forces.

losS ola Fleer Flagship
If Ihe Fleet Flagship is lost, i!ll Task Forces command-­
ed by that flagship suffer a penalty equal to the Fleel
Commander's Fleet Tactics skill on their initiative roll.
spinal mount to hit rolls and rolls on the Secondary
Weapon Damage table, for the whole of the next tum.

At the start of the next movement phase, a new Fleet
Flagship must be nominated, usually by promoting a
Task Force Flagship into the role. If the new Fleet
Commander does not have a predefined Fleet Tactics
skill level, this is assumed to be zero.

If the Fleet Flagship was also a Task Force Flagship,
that particular Task Force suffers either the penalty for
loss of its Task Force Flagship, or the penally for loss
of its Fleet Flagship, whichever is more severe.

Each ship has a CREW QUAUTY modifier, which repre­
sents the ability and experience of its crew. Combat
veterans and highly trained crews have a positive mod­
ifier, while inexperienced and civilian crews have a
negative modifier.

C\Since most military crews will be "regUlars", you
"can orten simplify play by assuming thot the Crew
Qualily modifiers for each f1eel cancel each other out
and ignore the modifier for gaming purposes.

.••_-"'9"'1"'==.,.....

'lEns AND Tasl FORCES

lOSS 01 aTask Foree Flagship

TABLE 1: TASK FORCE UNK DISTANCE

Task Force Rep Link DJstance (MU)

munications delays between ships become appreciable
due to their separation, and comms and sensor links
between the ships become less reliable due to enemy
jamming and signal attenuation due 10 distance.

Sensor and communications capabilities are related to
Tech Level and thus to the lowest Relative Computing
Power (Rep) within a Task Force, as shown in Table 1.

Moving as a Task force
To simplify and speed up movement for a Task Force,
a player may elect 10 write Movement and/or Fire
Orders for the group 3S a whole (e.g. directing all ships
to fire all weapons of the same type at a single target).

If a ship moves beyond the link Distance from its Task
Force Flagship without formally being detached from
that Task Force. it suffers a -1 penalty on its \0 hit rolls
for spinal mount weapons and all rolls on the Second­
ary Weapons Damage table. This penally applies until
the ship comes back within Link Distance of its Task
Force or is reassigned to a different Task Force.

C\Using the worst case RCP for Task Force size
"and Link Distance penalises high tech forces
which have a low tech ship assigned to them. You may
prefer 10 use each ship's own RCP to calculate its own
Link Distance, or average the RCP ClCroSS the Task
Force (multiply each ship's RCP by its tonnage, sum
the totals and divide by the total tonnage of the Task
Force; round the result 10 the nearest whole number).

Example: A Task Force has two 10.000 dT ships
with Rep 2 and one 5,000 dT ship with RCP 1.
Multiplying RCP's by tonnage gives 2 x (2 x 10,000)
+ (1 x 5,000) =45.000. Dividing by the to/al tonnage
of 25,000 gives 1.8, which rounds /0 2. Using /I/e
norma! rules this Task Force would have a Rep of 1,
but the optional rule increases this to RCP 2.

1 5
2 10
3 15

Transferlng between Task Forces
Ships may transfer between Task Forces althe start of
the movement phase by declaring Ihe transfer in the
Movement Orders. A new Task Force can be created
by detaching one or more ships from an existing Task
Force. The new Task Force gains the flexibility of act~
iog independently. but may be disadvantaged if its new
Task Force Commander is less skilled in Fleet Tactics.

If a Task Force Commander's flagship is destroyed,
then the rest of the Task Force suffers because of the
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FIGURE 2: EXAMPLE SHIP STATUS DIAGRAM (SSD)

carriers for transporting 'battle rider' warships which,
spared of the need to carry Jump drives and fuel, carry
a heavier weapons load and beUer manoeuvre drives.
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HUll ComponeDls
600 Structure boxes -these boxes represent
sOD the integrity of the starship hull and super­
400 structure. The boxes are usually split into

KIIIO four rows, as evenly as possible with any
shorter rows placed at the bottom. As a ship

suffers damage, the boxes are crossed off along the
lop row. When the end of the row is reached, a
THRESHOLD CHECK is made to see if any systems on the
ship have failed due to the accumulated damage.
Further damage is crossed off subsequent rows of
boxes, with a Threshold Check required at the end of
every row. If massive amounts of damage are taken in
a single turn, the ship may suffer a catastrophic failure,
resulting in ils complete destruction. When all the
boxes are crossed off, the ship is damaged to the point
that it is either totally destroyed or all its systems have
failed. (Threshold Checks may cause all its systems to
fail, but while the ship still has some intact structure
boxes, there is a chance the systems can be repaired.)

Each structure box represents between 500 and 2,000
displacement tonnes (dT) of hull volume.

00 Armour boxes - these boxes (well, actually
500 circles!) represent a starship's enhanced
500 structural integrity and hence its ability 10
400 resist damage from mostlypes of attack.

5tarships in Power Projection are described using a
SHIP STATUS DIAGRAM (55D), an example of which is
shown in Figure 2. The symbols on the SSD show the
ship's key components and combat capabilities.

Traveller Starship Components
The primary components of a Traveller starship are:

Hull - available in a range of shapes, sizes and mate­
rials, hull size is measured in DISPLACEMENT TONS (dT),
which equates to the mass of liquid hydrogen it dis­
places (about 14.5 cubic metres per dT). The huH may
be armoured for protection and streamlined to allow
the Ship 10 fly within a planet or gas giant atmosphere.

Drives - the JUMP DRIVE provides interstellar travel
and the MANOEUVRE DRIVE propels the ship while in
normal space. The Jump drive requires 10% of the
ship's volume in liquid hydrogen fuel per parsec lrav·
elled, while a comparatively small amount of fuel is
required by the power plant which feeds the manoeu­
vre drive and all other power-consuming systems on
Ihe ship. Whatever the type of the maneouvre drive
(reaction drive, thruster plate, solar sail, etc.) Power
Projection is only concerned with the resulting thrust
(in Earth gravities or G's) and turning capability.

Computers - are key to the operation of even the
smallest starship. Networks of computers run every­
thing from navigation and weapons targeting to moni­
toring life support and crew entertainment. The primary
control centre for the ship is the BRIDGE, from where
the senior officers direct operations.

Weapons - include BEAM WEAPONS (lasers, plasma
and fusion guns, particle accelerators and meson
guns) and MISSILES (convenlional, nuclear and bomb­
pumped laser warheads). Weapons may be mounled
in small turrels, larger weapon bays or may be so large
that they effectively form the 'spine' of the ship.

Defences - apart from armour, ships may carry field
generators to disrupt nudear and meson attacks, and
use point defence weapons to destroy incoming mis­
siles. The dosestthat Traveller gets to the forcefields
of common SF genres is the rare, energy-absorbing
BLACK GLOBE screen, which is exclusive to the military.

Crew - are sUIl key to running any starship, whether
commanding the vessel, manning weapons, performing
damage control or as ship's troops. Some crew may be
'on ice' in cryogenic berths, to be awakened as
required to replace crew casualties.

Cargo - the majority of starships are traders or liners
but Power Projection focuses on warships, so cargo
is rarely a consideration. However, logistics is key to
strategic campaigns, so scenarios may include trying
to protect or intercept critical military supplies.

Subcraft - are often carried by larger slarships. In
addition to small, unarmed shuttles, some ships carry
FIGHTERS. Some ships are designed as Jump-capable



UnenslVe Svstems
Each weapon symbol represents a battery - a number
of turrets or bays of one weapon type, which are tar­
geted and fired together. Batteries marked with a '+'
contain mQre, or higher power, wcapons than standard
baNeries. Each battery's FIRE ARC (see p.21) is shown
around the edge of the symbol - a battery can only fire
in thQse arcs which are marked as white; black arcs
are blocked (by the ship's own superstructure, etc.).

~ ~
Spinal Mount - this symbol represents
the ultimate weaponry carried by ships in

~ the Traveller universe. A spinal mount
weapon is so large that it effectively

~..............--- ="'"

Conflg LL: Agility A Configuration Modifier - this repre-
sents the ability of the hull to avoid

damage from meson weapons, which focus their allack
at a specific point within a target. Ships shaped like
needles, wedges, cones and cylinders tend to be long
and thin and are slightly more difficult to hit. A ship with
a dispersed structure (e.g. separate sections held
together by a frame) is more difficult to hit because the
meson attack has a good chance of arriving in one of
the empty spaces within its volume, causing little or no
damage to the ship. Starships built within planetoids
retain large expanses of solid rode: which are not criti~

cal if hit by meson attack ~n addition to providing the
ship with armour against other forms of attack).

SL PSL USL Streamlining - ~SL~ indicates the ship is
STREAMLINED and so capable of entering the atmos~

phere of any planet or gas giant. ~PSl· shows the ship
is only PARTIALLY STREAMLINED and can only enter a
gas giant's outer atmosphere (e.g. to skim hydrogen
fuel). ~USL· ships are UNSTREAMUNED. being designed
only for operation in deep space; the stresses of enter­
ing an atmosphere may well tear such a ship apart.

Ullves
~ Manoeuvre Drive - this symbol shows the
E:§j number of gravities (~G~) of thrust a ship can
Tum I generate for manoeuvring. Each game tum. a

Commander allocates any or aU of his ship's thrust to
accelerate, turn, or fire retro-thrusters (p.14).

~ Turn Capability - this value shows the ship's
l§J ability to change ils facing while manoeuvring. It
Tum t ranges from 0, when a ship can either tum or

thrust bul not bolh, 10 a maximum of Ihree turns
in a game turn. This arfecls a ship's cQmbat effective­
ness and ability IQ Qut-manQeuvre Qpponents (p.14).

r:i'rJ Jump Drive - this symbol displays the ship's
t:.J interstellar drive capability - the number of

PARSECS (units of 3.27 light-years) it c.1n travel
in a game week. In a l<'lctical game this has little effect
except for allQwing ships to flee a battlefield, but in the
strategic game it is a key measure of how far and fast
a fleet can strike intQ enemy star systems.

TQ enter Jump, a ship expends one fuel box for each
parsec it wishes tQ travel. II must also spend time
charging Ihe Jump drive for use (see p.35).

[!Jl!lI!lI!l Fuel boxes - each box represents apprQxi­
1II1I1(!J mately 10% (or part thereof) of a ship's vol­
ume dedicated to storing liquid hydrogen fuel. A mini­
mum of one fuel box is required to run the power plant
which powers all the ship's systems. My additional
boxes are fuel for the interstellar Jump drive and, less
commonly, reserves for its power plant.

Config LL: Agility A. Agility Modifier - Ihis number repre­
sents the ease with which a ship can

execute evasive manoeuvres, ranging from +2 (very

poor) to -1 (very agile) - see p.25. This is an inherent
feature of the starship drive and power plant design,
but relies upon having an operational manoeuvre drive.

Command and Control
~ Bridge - this symbol represents the nerve centre

of the ship from which the senior officers direct the
ship's operations. Damage to the bridge usually has
catastrQphic implications for the ship's ability tQ fight,
so some ships also have secondary bridges.

....... Computer - these symbols represent
Humber Is ReP the ship's computers, avionics and sen-

sor systems. Computers playa critical
role in practically all ship Qperations. If all computer
systems are destroyed, the ship is unable tQ Jump or
use any weapons system (whether fQr attack or point
defence), including repulsors and sandcasters; Qnly
nudear dampers and meson screens will work.

Crew
Damage Control - this symbol indicates the
number of teams a starship crew can allocate

:;~':~P>g. to repairing damage during combat (p.30).I~I Frozen Watch -this symbol represents N
~ opportunities (indicated by xN on the icon) fQr

., a ship to bring crew out Qf -low" berths (cryo­
genic freezers) to replace losses in battle (p.30).

• Combat Capability - this represents the
x""TZ ship's troops and crew who are available for

personal combat operations such as perform­
ing (or oPPQsing) boarding actions (see p.33). The first
value (X) is the Qffensive capability, the second (Z) the
defensive capability. Not all ships can spare sufficient
personnel for security teams, but larger naval ships
often carry large units of highly trained marines.

~
Psionic Capability - this indicates that a
ship has psiQnic-capable personnel aboard,

I'$l such as a teleport commandQ leam, Qr Qffi­
cers with precognition/telepathy abilities (see

p.34). Most ships do nQt have such capabilities - they
are usually Qnly found on Zhodani vessels.



forms the keel of the ship and the rest of the starship is
buill around it. A hit by a spinal weapon is certain
death to smaller ships, and will cause major damage
even 10 battleships and dreadnoughts. Spinal weapons
are either partida accelerators or meson guns, but are
significantly more powerful than their battery-level
equivalents. However, spinal mount weapons have a
very limited arc of fire and require lime to red1arge
between shots (p.22).

Dr<:\ tff!0. f'i2::\ Laser Battery - contains tUf­U ~ ~ rets mounting laser weapons
that project pulses or beams of

coherent IiQht to cause explosive damage to an enemy
starship. Lasers are less effective al long range due to
spreading and defocusing of the laser beam - Ihis is
particularly true of mining lasers (marked ~Lm·) which
are only effective at much shorter ranges than their mil­
itary equivalents. Laser weapons can also be
employed in a point defence role (p.25) against mis­
siles altacking the ship (or other nearby ships).

~.~. Energy Weapon Battery - contains
\;I \iM# turrets with plasma and/or fusion

weapons which project pulses of super­
heated material to cause explosive damage to an
enemy starship. These weapons cause more damage
than lasers but have a very limited range as the super­
hot plasma rapidly spreads and dissipates. Like lasers,
they can also be employed in a point defence role
against incoming missiles (p.2S).

1;;'/\/);/\ Missile Battery - contains launchers for
0~ missiles with nuclear. high explosive (HE)

or bomb-pumped laser warheads (p.26).
The latter detonate a nuclear device some distance
from their target. generating a burst of x-ray laser
beams towards the target. HE and nuclear missiles are
slightly more effective at longer ranges because once
they have buill up velocity they have greater kinetic
impact and are harder to shoot down using point
defence weapons. Since missiles have their own
thrusters to manoeuvre them towards a target, they
have no Fire Arc limitations. Missile batteries have a
limited magaZine capacity, and have a chance of run­
ning out of ammunition after each salvo is launched.

fa B\ Particle Accelerator (PA) Battery­o ~ contains one or more weapons which
accelerate bursts of charged particles

at their larget, causing a combination of radiation and
explosive effects to the enemy vessel. The only effec­
tive defence against a PA is thick armour.

,fi B\ Meson Battery - represents one or
~~ more weapons which focus Ihe explo-

sive decay of a stream of high energy
mesons (subatomic particles) within the larget ship.
These mesons do not pass through intervening space.
and therefore are immune to all defences except

meson screens (though the target's hull configuration
affects the capability of the attack to cause damage).

Do'onsivo Svstoms
Sti:lrships utilise a wide variety ordefences, from the
inherent design of the ship (its armour and hulf configu­
mlion) to defensive screens and dedicated point
defence systems. Some offensive systems can also be
used to shoot down incoming missiles.

«I))) «'j!)) () Nuclear Damper - can be'AI focused on incoming nudear
IfJ. missiles to cause premature

detonation of the warheads, or suppress detonation, in
either case reducing the effect of the missile attack.
Dampers range from Level 1 up to Level 3.

«11)) «)) () Meson Screen - provides a
:I 'IX 'IX general screen against all
M @ @ attacks by meson weapons,

causing premature decay of the mesons such that they
explode harmlessly outside the ship's hull. Meson
screens range from Level 1 up to Level 3.

@ G Sandcaster Battery - these fire canisters
which burst or spray out ablative sand to fonn

a cloud which degrades any missile, laser or energy
weapon beam which passes through il (the cloud's prtr
teetive capability is also degraded al the same time)­
see p.26. The cloud has the same vector as the slar­
ship which launched it, and so will drift away if the ship
changes its vector. Sandcasters are either Level 1 or
Level 2 (the latter being far more effective).

'W~ "M Repulsor Point Defence Battery -
~ ~ uses a primitive form of tractor beam

1 2 technology to divert or literally shatter
incoming missile strikes. Repulsors must be focused
againsl specific missile salvos. Repulsor batteries are
Level 1 or Level 2. the latter being more powerful.

.A Black Globe - a ship-encompassing screen

.. (maximum flicker rate of up 10 n x 10%) which
absorbs all incoming energy (p.31).

Dlher Systems
@)@)@) Cargo - each box represents apprOXimately
[g@)@) 5% of a ship's volume dedicated to cargo.

.L
Fighter Squadron' Carried Vessel - this
indicates the ship has hangar space for either
a squadron (of up to 10 fighters), Of" a single

larger vessel. The number of carried vessels which
may be launched in a single tum depends on the ship's
hull configuration (p.19).

Launch Tubes - this symbol represents a
launch tube which may deploy or retrieve up to
eight squadrons of fighters in a single game tum.
FH =Heavy Fighter, FL =Ught Fighter.



Turn Sequence Starship Movemenl
Movement in Power Projection is vector-based... but
this doesn't mean it is hard to do! It doesn't need matt\.
ematics or a whole set of complicated geometry tools,
just some common sense and a tape measure!

Vector movement means that a ship retains a VELOCITY
VECTOR due to its previous manoeuvres. The vector
has two parts - DIRECTION and SPEED - I.e. the ship is
travelling at the given speed in the given direction.

A ship's FACING is the direction it is pointing, which may
be different to the direction of its Velocity Vector, Le.
the direction in which it is moving. In Figure 3, two
ships are travelling in the same Direction with the
same Vector (shown by the arrow) but each has a dif­
ferent Facing. The ship's facing is key in determining
the weapon systems that can bear on a target

Thes4!: shiP5 have the same vector, but different facings

FIGURE 3: THE DIFFERENCE BETWEEN FACING AND
VECTOR (OIRECTION OF TRAVEL)

Thrusl Poiols
The manoeuvrability of starships is determined by the
thrust rating of their manoeuvre drive. This is rated in
the number of (Earth) gravities of acceleration the
engines can generate, e.g. a -3G- drive is capable of
providing three Earth gravities of thrust or, if you want
to get technical, an acceleration of up to 29.4 m1s2

(metres per second, per second), i.e. for every second
spent accelerating at this rate, the ship's speed
increases by 29.4 metres per second.

The number of THRUST POltns a ship can use to
manoeuvre in a game tum is equal to its thrust rating.
Each game tum, a ship can spend any or all of its
Thrust Points on any combination of three basic
manoeuvres (within certain limits):

a) Fire Main Engines

b) Turn Ship

c) Fire Relra.thrusters

Each Power Projection GAME TURN represents 50
minutes of 'rear time. Each tum has movement and
combat phases. Movement is planned and executed
simultaneously; ships lake tums to fire. their order
determined by an initiative roll.

1. Movement Orders are written (Simultaneous)

a) Declare use of Psionics (p.34).

2. Movement Phase (Simultaneous)

a) Ships Enter/Exit Jump (p.35).

b) Ships and fighters LaunchfOock (p.19).

c) Move Planets and gas giants (p.18).

d) Move Starships (p.13).

e) Move Sand Clouds (p.18); remove sand clouds
that contact nudear detonation counters.

I) Deploy new Sand Clouds (p.26).

g) Move Fighters (p.19).

h) Move inflight Missiles (p.26).

3. Combat Phase (Sequential)

a) Delennine Initiative (p.20).

b) Player 1, Task Force 1 (i.e. Task Force with high­
est initiative):

- Fire Orders are written (p.20).

- launch new Missiles (p.26).

• Resolve Damage from Primary and Secondary
weapons fire, including all missiles from this Task
Force that contacted their targets this tum (p.28).

• Resolve Threshold Checks (p.28).

• Resolve Boarding Actions (p.33).

c) Player 2, Task Force 1 (next highest initiative):

• Repe8t 8S for b). If each player f'8S multiple task
forces, repeat b) and c) until alf Task Forces have
acted. If there are more than two players, extend
the combat order accordingly.

4. Black Globe discharge (p.33) (Simunaneous).

5. Remove Nuclear Detonation counters from the
previous tum (Simultaneous).

6. Damage Control (p.30) (Simunaneous).

Ubrary Data Search: IIANOEUYRE PRMS
r,....... stv!hips use reaction drives. i.e. their engr1llS produce IIvust

"om !he rea of Ihe siarShip, pushing !he stup bwards in its 'fating'
dWeclion. These SlalShips comply with Newton's 1cM's. JIIlJ'I8fTl(!fI of the
aaf! is a 'n!action' ID the ttvust out the back of !he ship. Various types 01
manoeuvre Oive are used in Traveller depending on the tedllevel at
..mch the ship is manufactured • from solar sails to plasma drives.
However, the only Traveller drives sufficiently effective for space combat
are ItIose thai can provide rTI<Issive sustained thrust levels· which for

_"'" _ """ """",1hMle< """.

• ..........
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Note that Thrust Points cannot be 'saved' for use in a
sUbsequent turn, nor can they be used for exira
manoeuvring at the end of the turn.

al Fire Main Engines
Each Thrust Point spent on firing a ship's main engines
increases the distance the ship moves in a game lurn
by 1 MU (as shown in Figure 4).

t;, . ~I ... lspl<lY_

FIGURE 4: FIRING MAIN ENGINES TO ACCELERATE SHIP

bITumShip

Rotating a ship to face in any direction costs one
Thrust Point. The ship may turn to port (left or anti­
clockwise) or starboard (right or clockwise). For sim­
plicity the amount it turns is measured by the number
of points it moves around a standard clock face (Le.
each point turned corresponds to a 30 degree change
in the ship's facing). For example, if the ship is facing
2 o'clock and turns to face 4 o'clock, this is a starboard
turn of 2 points (i.e. 60 degrees). The direction the ship
ends up facing may actually be anywhere between
3 o'clock and 4 o'clock, to allow the ship to be pointed

in the exact direction desired. An example of a full 180
degree turn (i.e. 6 clock points) is shown in Figure 5.

A ship's TURN CAPABILITY defines the maximum number
of turn manoeuvres the ship may perform in a game
tum. A ship with a Turn Capability of 0 (Ihe minimum
possible) may either tum, or fire its main engines/relro­
thrusters, but may not do both in the same game turn.

Changing a ship's facing is achieved by angling the
main drive output, firing smaller thrusters distributed
around the ship, or a combination of Ihe two. This uses
only a fractional part of Ihe main drive power but over
a 50 minute game tum, even a huge dreadnought can
tum itself about without putting excessive stress on its
structure or crew. However, less agile, low Tum
Capability vessels will still struggle 10 turn 10 meet
threats. This is particularly important when trying 10
bring a spinal weapon mount to bear on a target.

()
A turning template is provided with these rules to
simplify and speed-Up turning during the game.

C\Turning a ship actually requires far less thrust
"than a 1G acceleration change. If you wish to
model ttlis more accurately, then Thrust Points need
not be expended for turning, though the ship's Turn
Capability still defines the maximum number of turns a
ship can make in a round. This will speed up ship
movement because more thrust is available for pure
acceleration. However, the Turn Capability becomes
subject to Threshold Checks - the Turn Capability is
reduced by 1 for every Threshold Check failed.

cl Fire RBtro-thmslBrs
Braking is applied by a ship using forward-facing
manoeuvring thrusters. This is not particularly effective,
so two Thrust Points must be spent on relro-thrusters
to reduce Ihe distance the ship moves in a turn by
1 MU (as shown in Figure 6).

-rum ship· "Are retros~

Mer firing ~troS for 2
IlY\Jst points the new
vector is now +2 MU klng

O'igit"\illlffllion ned
t....n belOf" li,i"9 rLoU""

FIGURE 5; TURNING THE SHIP TO CHANGE ITS FACING FIGURE 6: FIRE RETRO-THRUSTERS



FIGURE 8: SHIP MODEL AND FUTURE POSITION MARKER

AT END OF PREVtOUS GAME TURN

nr-'.-t:)

Ubrary Data search~ RE!RQ.THRUSTERS
Why use relro-tlvusters? Astute rcOOCis wiI Mve noticed thaI relm­

thrusters are far less effective than tumilg the ship to oppose its aJrrent
vector and Mng the mM engines. RetrcHhruslers are ;ust a form of 0ri­
entation IhnJsIeIs and so are only realy effective when a ship wishes 10
!J'3duaIIY reduce.speed whiIo faci'lg in the same cn:tion, which is par­
0CuIarly important for ships with a limited Tum Capabldy.

~'
--~

Ubrary Data Search: THRUSTER PL!TES
Later editions of Traveller cIesaibed starship In-system driYes il more

depth as WIg 'thruster plate' technology. These are biJeJwhite glowing
plates stille bact of the starstip, klokilg uncarnry sriar 10 those on
the MiIemitnl Falcon and other $tat' \¥.n sbrsh~.They are an iJba­
~ tac:troogy devi:8 wtich operates by pushing orr the ~tionaI
field of a soIat system.

This sal of tedv'lOIogy is somelines called a 'handwaYe' as it is an
imagi'Iaty soIulion to a real wctId physics problem.. Howev1!f, lor game
play purposes, they are arc trc..tcd as identical 10 pure reacOOn drives as
!hey proWtw an idenlical elrea.. The main dilfefeoc:e betweefI a reaction
drive and UvusIer plale Ied'IIOlogy is the fact thaI reaction drives have
IWIe fuel supplies: IhnJsIef plates CXlI"ISOO18 energy from the starsIip's
power plant but this load uses orVy a minimal iIfTIClOOl of fuel~
to that which statships requite for !heir Jump drive, so they errediYely
have a Irnitless rnanoetNre range.

COUNTER, and a long ruler or tape measure. The ship's
model or counter shows its current position.

The Future Position Counter represents the position
the ship will have at the end or the current game turn if
it maintains its current vector (as shown in Figure 8).
This counter was placed at the end of the previous turn
(as part of the movement process). The counter does
not define the ship's facing - this is shown by the point­
ing of the ship counter (or miniature).

The Original Position Counter records the position of
the ship at the start of the tum, while the ship's
manocuvrcs are being applied, to simplify the calcula­
tion of the Future Position Counter at the end of the
movement phase.

Movement step one

....,...-

The Movement Process
To move a ship you need its Movement Orders, its
FUTURE POStTlON COUNTER, an ORIGINAL POSITION

F,GURE 7: MOVEMENT EXAMPLE

Movement Example I: P2:+2:S1

Movement Orders

An example of one ship's movement phase is shown in
Figure 7. A slarship with a 5G manoeuvre drive and a
Tum Capability of 2 begins the game lurn with a 3 MU
vector from right to left. The ship has 5 Thrust Points to
use each turn, but the player decides to expend only 4
points this lum, and writes the Movement Order as:

Movement Example

PZ.2 SI

i.e. ~P2· - lum 2 dock points (600) to port (1 Thrust
Point), ~+2· - fire main engines for 2 MU acceleration
(2 Thrust Points), ~S1· - lurn 1 clock point (300) to star­
board (uses 1 Thrust Point). These manoeuvres use a
lotal of 4 Thrust Points; the remaining Thrust Point is
wasted; it cannot be carried over to the next turn.

A step-by-step guide to the process of translating these
movement orders into movement of the ship
counter/model on the playing surtace is given below.

For ease of interpretation, we suggest movement
orders are written in a specific formal (in the order they
are to be carried out) as follows:

+X Fire main engines for X MU acceleration
-X Fire retto-thrusters for X MU deceleration
py Tum to Port Y clock points
SY Tum to Starboard Yclock points
T+ Tum 10 face the ship's current vector'
T- Tum to face the opposite direction to the ship's

current vector'
"These are just special cases of turfing the ship, avoiding the need
10 calculate !he exact port 0( starboard tum required.





FIGURE 15: OPnoNAL GRAVITY RULE
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ship is not fully streamlined (see p.37). Even a fully
streamlined ship will be destroyed if it comes within the
20G gravity boundary of a star or if it impacts the sur­
face of a gas giant. Power Projection starships have
a maximum thrust rating of 6G, so at high gravities,
only a ship doing a very skillful slingshot manoeuvre
has any chance of escaping the gravity well· they're
as good as dead however thick their armourl

The template boundaries for gas giants and main
sequence stars are given in the appendix (p.60).

C)For a slightly more accurate representation of the
Veffects of gravity (which allows you to perform a
more realistic 'slingshot' manoeuvre around a gas
giant) you may opt to alter the above rule slightly. The
strength of the gravity vector is calculated from the
innermost gravity ring crossed on the planetary tem­
plate (as before), but the direction is detemlined dirfer·
enlly. When locating the new Future Position Counter,
find the closest point of approach to the gravity body;
the direction the gravity vector should be applied is
from the point of closest approach towards the centre
of the gravity source. Move the Future Position
Counter in this direction to find the ship's new predict­
ed position, as shown in the example of Figure 15.
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FIGURE 13: POSITION OF MODEL AND FUT\JRE

POsmON MARKER AT END Of MOVEMENT

Effects of Gravltv

Movement: :>tep S1~.,~~~~;;·§·~!!!!!I!!!l!!~~~~!,u~""",~~o~ ...!~..~.~",,~:G~RA~VlTY!~WE!L;L~S!!!~~~~~
The Earlh has a diameter of about 13,000 krn, which is about "5 MU,

leo the Earth wooId be reprssented by a cin::le I6ss than 5 millimelres
aaoss 00 the Power Projection playing SlJfface. The Earth's gravity is
only 1G (slri:;tly speaking 19, I.e. 9.61m1s~ at its sulface. SiKe the effect
of gravity drops rapilly with increasing distance from the gravity source,
a stip auller would have 10 pass wiIIWl a lew milimelres of the Eartt1
(on the pIayi1g SLlface) lor the planers gavitatiooat pullo signilicanlJy
affect its movement. As.a result, the gmitalional effects of noonaI pL3n­
els can usually be ignored for the purposes of~ Il'lOYel'Tlelll

However, thegravitational fieldb fargreater from larger bodies such as
gas giants (such as our solar sysIem's Jupiter) and especiaIy from the
huge mass of a star. The gravitational efJed: of suctI bodies exleods far
further !han a planet (Ihough il stil beoomes weaker qoite quickty with

,measing range from the source.

The movement of starships. missiles, etc. can be
affected by the gravity of planets, gas giants and suns.
Planets are pretty small on the Power Projection
scale so their gravitational effects are usually ignored.

The gravity field for a gas giant or sun is represented
on the playing surface by a template, which has bands
marking the gravitational strength (rated, Ilke starship
drives, in G's of acceleration) at various distances.

Gravitational effects occur at the end or movement.
When measuring out the location of the new Future
Position Counter (Figure 12), check ir the line between
the ship model and the Future Position Counter cross­
es a gravity template. If it does so, identify the inner­
most gravity band entered by the line. Move the Future
Position Counter towards the centre of the gravity tem­
plate by a number of MU equal to the rating of the
strongest gravity band entered (see Figure 14).

If a ship ends up within the maximum gravity band of a
planet or gas giant, it will usually be destroyed if the



The preceding rules overstate the effect of gravity - the
gravity vector is only correct if the ship's entire move­
ment phase was within the same gravity band on the
gravity template. This will rarely be the case, so the
gravity effect should be reduced. If you would like more
realistic gravity effects and you're fast at mathematics
or willing to use a calculator, use the following rule.

The advanced gravity rule works in a similar way to the
optional gravity rule above (i.e. the gravity vector direc­
tion is determined from the dosest point of approach to
the planetary body). However, the gravity vector size is
calculated differently:

- Establish which part of the ship's predicted vector
(before modification by gravity) is within each gravi­
ty boundary.

- Divide each part of the vector by the overall vector
length and then multiply by the corresponding gravi­
ty field strength.

- Add up these vectors to get the total gravity vector
(round to the nearest half·MU).

FIGURE 16: AOVANCED GRAVITY RULE

Example: ln Figure 16, the sections of vector that
arc within each gravity band are x, y and z respec­
tively. Given that the ship's vector is 12 MU long, x
and z are approximately 1 MU long snd y is 4 MU
long. The components of the gravity vector are:

Forx, (1/12) x 1G:::: 1/12:: 0.083 MU
Fory. (4/12) x 2G = 8/12:: 0.667 MU
Forz, (1/12) x 1G =1/12 =0.083 MU

Total = 10/12 = 0.833 MU

The gravity vector of 0.833 MU rounds to 1 MU. i.e.
half the gravity effect applied under the more simple
gravity effect rule. This is still not fully accurate, due
to the step nature of the gravffy bands, but it will
allow you to plan more realistic slingshots and near­
orbit manoewres around planetary bodies.

MOiling Sand Clouds

Each sand cloud retains the vector of its launching
vessel - the vec10r is reoorded on the sand counler and
its direction given by the small arrow on the counter.

Each tum after the sand was launched, move the sand
in the direction and distance indicated on it, until the
sand moves off the board, or is destroyed (i.e. is fired
through by a beam weapon, is touched by a nudear
detonation oounter, or touches the outer gravity ring of
a planet or gas giant). However, if the battle is being
waged in the gravity field of a sun, the sand's vector is.
affected by the sun's gravity (just like a starship) and
the doud is dispersed instantly when it enters the sun's
20G gravity band.

MOiling Planets

For simplicity, it is normally assumed that planets and
other stellar objects move sufficientry slowly that they
may be regarded as immobile during a baltle.

However, if you'd like planets to move, you need:

• a calculator,

- the mean orbital distance ·A~ of the planet from the
star in astronomical units (AU; 1.0 AU is the dis·
tance from $01 to the Earth, i.e. 83,000,000 km),

- the mass of the star "M", relative to our own sun.

The following (simplified) equations then calculate the
orbital period .po of the planet (in 'standard' Earth
years) and its orbital velocity ·V~ in MU per turn:

p= Y(A3 /M) V=1.2A/P

O These assume that the mass of the system's star
is significantly greater than the mass of the planet,

and the planet's orbit is perfeclly circular. For more
delails, consult an appropriate text book such as
Gillett's World-Building", 'SBN Q..89879-707-1.

You also need to determine the path atong which the
body moves; even across the small region represented
by the Power Projection playing area. a planet's path
may curve slightly, centred on the sun around which it
is spinning. Moons will follow a circular path around
their mother wand or gas giant.

Example: The Eerth orbits Sol at 1.0 AU, and the
relative mass of Sol (to ilselfl) is 1.0, so:

p = v(1.ffl / 1.0) =1.0 'standard' Earlh years

V= 1.2x 1.0/1.0= 1.2 MU/tum

This result would be rounded to 1 MU / tum.



Carried Vessels
Vessels ranging from shuttles to dedicated battle riders
can be carried by other vessels (fighters are a special
case, covered in the next section).

launching Vessels
Ships with no launch restriction indicated on their SSD
may launch atl their carried vessels in any game tum.
Ships with a launch restriction may launch one ship per
5,000 displacement tons of hull, each tum, i.e. a
300,000 dT ship could launch 60 ships in a single lurn!

launches must be recorded in the Movement Orders
and occur at the start of the movement phase.

A launched vessel starts with the same vector as its
mOlhership, i.e. ils Future Position Counter should be
placed alongside thai of ils mothership, then its
Movement Orders applied as normal.

Docking Vessels
A ship may only dock ils subcraft al the same rate it
can launch them. To dock with a mother ship takes two
tums - an approach tum and a docking tum. The fol­
lowing conditions must be mel:

- The two ships must start the approach lurn within N
MU of each other, where N is the sum of Ihe two
ships' current thrust ratings.

- At the end of the approach tum, the two ships must
be within M MU of each other, where M is the lesser
of the two ships' current thrust ratings.

- The order to dock is written into the Movement
Orders for the docking tum; neither ship may
manoeuvre during the docking turn.

- At least one of the ships must still have a thrust rat­
ing of at leasl1G at the start or the docking turn.

The docking will succeed automatically if these criteria
are met, unless either ship enters Jump, raises a Black
Globe (whether nickering or fully on) Of a sand cloud or
nudear burst counter ends up direCUy between the two
ships at the end of the approach tum (i.e. while they
are trying to keep within the required distance of each
other prior to docking).

At the start of the docking lurn the approaching ship
successfully enters or attaches ilself to its mothership
and its model is removed from the table. It now cannot
be fired upon direcUy, though it can be damaged indi­
reCUy if the mothership lakes damage which causes
thai docking bay 10 fail a threshold check.

Example: The battle rider Arcus is heavily damaged
and wishes to re-dock with its battle tender Triumph.
Arcus' 6G manoeuvre drive has been damaged and
is currently only rated 3G; Triumph's drives are 2G.
The two ships start their approach tum within 5 MU

of each other (which is only just within the sum of
their thrust ratings, i.e. 3 + 2 =5G)and manoeuvre to
keep within 2 MU (the lesser of the Arc and
Triumph's current manoeuvre ratings) at the end of
the approach tum.

Enemy ships are stilf firing at both vessels - one hit
on the Arc causes its manoeuvre drive to fail a sec­
ond threshold check, putting the drive totally out of
action. Thankfully, at the start of the docking tum,
the Triumph still has an operationa'manoeuvre drive
and there is no sand or nuclear burst on a line
directly between the two ships, so the Arc docks
with Triumph successfufly.

Fighters
Fighters are classified as either light (typically carrying
a single weapon type) or Heavy (usually with two or
three weapon types). These weapons are handled in
the same manner as their larger counterparts (using
the Secondary Weapon Damage table), including the
expenditure of sandcaster and missile ammunition.

Note that a fighter squadron is represented by just one
or two structure boxes, i.e. they require just one or two
points of damage to destroy the entire squadron.

launChIng and Recovering nghlerS
Each launch tube on a starship can launch or land 8
fighter squadrons per lum. Launches must be recorded
in the Movement Orders and occur al the start of the
movement phase. If using the simple fighter movement
rules below, the fighters do not acquire the vector of
their mothership (and so might gel len behind)!

MovIng nghl8rs
For simplicity, fighter squadrons are trealed as a single
unit. Fighters do not retain a velocity vector between
game turns. They may move up to their full movement
rating (usually between 1 MU and 12 MU) in whatever
direction they desire, with unlimited Tum Capability.
Their movement is not affected by gravity wells except
that they are destroyed if they pass through a gravity
band of 20G or greater.

Clllf you'd like the additional complexity, fighters may
Vuse the same movement rules as other ships.
retaining their velocity vector between turns (using a
Future Position Marker) and being affected by gravity.



, Inilialive
The process of determining which ships act first is
called INITIATIVE and is performed al the start of each
game lum to represent the shifting tactical advantage
within a battle. Winning initiative gives a fleet the
opportunity to fire first, inflicting damage before their
opponents can fire back.

DetermIning Inltlatlvo

Each Commander rolls 06
+1 if largest Task Force

+1 if most agile Task Force
+ Commander's Fleet Tactics skill

Each Task Force rolls a 06 and adds the Fleet Tactics
skill of its most senior Commander (Fleet or Task
Force), unless the Task Force emerged from
Jumpspace this tum (in which case the Task Force
needs a lilUe time in normal space to co-ordinate its
communications, sensor inputs and ship formation to
truly benefit from its commander's tactical abilities).

Individual ship or Task Force Commanders may some­
times have a higher Fleet Tactics skill than the Fleet
Commander. However, to gain the full benefit of c0­

ordinating the actions of the fleet, it is the Fleet
Commander's skill level that is used for initiative, rather
than the individual ship Commanders.

Remember to apply any negative modifiers if a Task
Force (or Fleet) lost its flagship in the previous tum.

The largest Task Force (greatest number of ships, not
the greatest tonnage) gets a +1 bonus.

The Task Force with the best AGILITY gets a +1 bonus.
(Task Force Agility is determined by the least agile ship
in the group, i.e. if your Task Force has mostly highly
manoeuvrable ships with -1 Agility but a single sluggish
ship with an Agility of +2, your overall Task Force
Agility is +2; if your opponent's ships all have an Agility
of +1, his Task Force has the better overall Agility and
he gets the +1 bonus to initiative.)

If two or more Task Forces get the same initiative
result, roll each again to determine which goes first.

The Task Force with the highest initiative result choos­
es whether to go first in the firing sequence.

C\,lf lhere are a large number of Task Forces in a
"bailie, you may opt to simplify initiative by making
just one initiative roll for each Fleet (using the Fleel
Commander's skill), ralher than for each Task Force.

~If using only two or three Task Forces, roll inilia­
Vtive for each. but when a force gains initiative, its
player nominates just one of its ships to fire; once all
Task Forces have fired one ship, go round again in
tum, nominiJting the next ship to fire in each Task
Force, until all ships have fired. This means none of
the players have to wait too long to get a tum.

Fire Orders
When a Task Force gains initiative, its player must
write the FIRE OROERS for all ships in that force, declar­
ing the target(s) that each ship is firing on, and which
weapon system(s) are used. If not dedared for offen~

sive purposes, laser and energy weapon batteries may
be used for Point or Escort Defence later in the tum.

Once declared, the Fire Orders may not be changed
even if the target ship is destroyed.

Fire is conducted, and damClge assessed, then the
player with the next highest initiative designates their
first Task Force (or ship) to fire.

Writing Are Orders

Writing Fire Orders is as important as writing
Movement Orders - it avoids any potential arguments,
particularly where fire from one of your ships destroys
an enemy ship and other ships in your fleet still have
orders to fire at the same enemy ship. You might prefer
to have switched the other ships' fire to a new target,
but the existing Fire Orders must be followed. In reality,
the precise order of fire of the ships would vary; some
would be firing simultaneously; the final destruction of
the target might only occur some minutes after the fatal
attack; and the ship might still appear combat-capable
to the attackers' sensors, even after it had suffered crit­
ical internal systems failures.

The Fire Orders should show the following information:
the firing ship, the weapon type (and any specifiers,
e.g. whether missiles have standard or nuclear war­
heads), the number of weapons firing, and their target.

Example: The ZhodCllli cruiser Yetz is attacking two
targets - the Imperial ships Agrippa and Cassandra.
The Yetz decides to fire its factor 5 particle accelera­
tor spinal mount at the Agrippa, and 2 high power
laser batteries and 5 high power missile salvos at
the Cassandra. The missiles are split into 3 high
explosive (HE) and 2 nuclear warhead attacks.
These Fire Orders could be written long-hand as:

CaUI!;U rtf? _ $PlII..t PA_5.( I OA.i~IPP"

CRVISV Yt.1Z _ LAu" (.) x2 ClCASSAIIDIIA

C.UISU Yuz: - mlSSIU (.) Nucuu x2. ~CASSAIIDIIA

CaUISU ruz: - mlSSIU (.) HE x3 ClCAs$AIIDIIA

Provided there is no argument over the meaning,
this could be written more quickly in shorthand:

Yuz: CI Ac;~lI"A _ PA-5

Yu-z: 4ll CAn _ 2 L., 2 M. oolfd, ~ m. tHE)

Whatever notalion you use, ensure thai you write
dearly and avoid any ambiguity that might lead to dis­
agreement over what the Fire Orders meant.



FIGURE 18: $PfNA.L MOUNT REDUCED ARE ARC
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TA.BLE 3: WEA.PQN RANGES

The mosllimiled Fire Arc is that of a spinal mount
weapon. Such weapons usually point directly forwards
and are pointed by manoeuvring the entire ship, so
their target must be within a half·arc of their facing, as
shown in Figure 18.

~/n reality, most ships could rolf or tum during a
U game tum to bring just about .any weapon to bear
at any target, but we feel this compromises the game
play, so weapons arB restricted to Fire Ales based on
the ship's facing at the~ o( the movement phase.

Beam Weapon Range MOdlllers
Adjust the effective range to the target as follows:

+2 MU for each nuclear detonation counter
through which the line of Sight passes.

+2 MU per G of the strongest gravity band through
which the line of Sight passes.

Nuclear detonations emil large bursts of electromag­
netic radiation which can degrade sensor scans in their
vicinity. This affects targeting accuracy for beam
weapons, so the effective range to the target for these
weapons is increased by 2 MU for every nuclear deta­
naUon counter through which tlla line of Sighl passes.

Planets, gas giants and slars may degrade sensor
scans due 10 their mass masking a target. or the
inlense electromagnetic radialion from the stellar body
interfering with sensors. The gravity of a gas giant may
be sufficient to deflect a partide beam or plasma bolt.
while a star's gravity can even deflect the light pulse
from a laser beam weapon.

To model gravity·related effects, for each gravity lem­
plate along the Une of Sight (induding the sun, if appli.
cable), increase the effective range for beam weapons
by a number of MU equal to twice the maximum gravity
field through which the line or Sight passes.

Weapon Ranges
The range from the firing ship to Its target is measured
from the centre of the stand (or counter) of the firing
ship. 10 the centre of the stand (or counter) of the tar­
gel. The line between these points is the LINE OF SIGHT.

SpInal Mount FIre Ate \ __-.~I Sll/MI mount we is
t...r of forwiwtl iJI"[

"FIGURE 17: FIRE ARCS

~I d

All weapons are limited in the direction that they may
fire, depending on the orientation of the ship, and the
part of the ship the weapon is mounted on. The area
around a ship is divided into six equal arcs, each of

60° (i.e. one segment is equivalent 10 two divisions on
a dock face) with the Forward arc centred in the direc­
tion the ship is facing, as shown in Figure 17.

Standard FTre AIes

Those arcs into which a weapon may fire are referred
10 as its FIRE ARCS. Most weapons can bear on several
arcs (depending upon the ballery's format and the size
of the slarship) while somB (e.g. missiles) can lire in
any direction. Larger ships will usually have more
restrictive Fire Arcs for their lurret and bay weapons.

The Fire Arcs shown on the Ship Status Diagram
assume the forward Fire Arc (I.e. the ship's facing) is
towards the top of the sse. Remember that Fire Arcs
are referenced against the ship's facing, not the direc­
tion of its movement vector.

, ,



• ~MU due to PMJi"'J thIco.rjl
1hI pl;met's 2G~ty b.lt1d

FIGURE 19: BEAM RANGE ADJUSTMENTS OUE TO

GRAVfTY AND NUCLEAR DETONATIONS

Example: /n Figure 19, the Line of Sight between
the two ships passes through tile 2G boundary of
the gravity temp/ale around Ihe gas giani, and also
passes through a nudeBr detonation counter.

The measured range between the two ships is 8 MU
but the effective range is 14 MU (+4 MU for passing
through the 2G field, and +2 MU for passing through
a nuclear detonation counter). This changes lhe
range from shorlto fong; if the turget was a/ready at
the limit of a weapon's range, this could effectively
put the target just out of targeting range.

Missile Range MOdlners
Missiles are affected slightly differently by nudear deto­
nations and gravity, as explained on p.27.

;.., 1 I

Spinal mounts are the PRIMARY WEAPONS of capital ves­
sels such as dreadnoughts and cruisers, and cause
enormous amounts of damage. They Bre so devastat­
ing that all other weapon types are referred to as
SeCONDARY WEAPONS. Primary weapons are either
huge Meson Guns or Particle Accelerators; both types
have a longer effective range (40 MU; 10 light sec­
onds) than other weapons.

Spinal MoumAnacks
Spinal mount attacks require a roll to hit the target,
then damage is calculated if a hit is achieved.

To hit a target with a spinal mount, it must be within the
Fire Arc of the weapon. This arc is smaller than that for
all other weapons, and typicany points towards the
front of a starship (see Figure 18).

A spinal mount may only fire if it is charged - all ships
are assumed to enter the game with uncharged spinal
mounts (for game balance). It takes a full turn to

recharge a spinal mount weapon. i.e. a weapon that
fires in game tum 1 cannol fire again until game tum 3.

C\Optionally, at the start of a battle, roll a 06 for
Ueach ship with a spinal mount· jf you roll a 5 or 6.
its weapon is charged and ready 10 fire in game turn 1.
However. any ship which has just exited from Jump
~ have its weapon uncharged.

Hltl/ng the Target
To determine whether a spinal weapon hils ils targe!,
roll a D6 and add or sublract the appropriate modifiers:

Roll 3+ on 06 to hit
+ Crew Quality of firing ship

+ Agility ModIfier of target shIp
-1 if Small target (hull size < 10,000 dT)

+1 if Meson Gun at Short Range
+1 if Particle Accelerator (at any range)

+ Relative Computing Power of firing ship~

• Relative Computer Power of target ship""

'If using the optiooal Rep rules.
If a PA spinal hits, proceed immediately to damage res·
olution. If a meson spinal hits, the attack may still be
neutralised if the target ship has a meson screen or a
specially designed defensive hull configuration.

penetrating Meson Delepses
If a meson weapon hits a Ship with meson screens or a
hull configuration modifier, a further roll is required to
focus the meson attack within the ship's hull. Cross-ref­
erence the target's configuration modifier and meson
screen level on Table 4 to obtain the target number.

TABLE 4: MESON GUN PENETRATION

Configuration Meson Screen
Modifier None level 1 Level 2 Level 3

None Auto 7 B 9
l1 5 B 9 10
l2 9 10 10 10

Roll (target number)+ on 06 to penetrate defences
+ Meson Spinal Rating

+ Crew Quality of firing ship

If the roll is less than the target number, the attack fails
to penetrate the hull and causes no damage.

Ubrary Dm search: SPINAl MOUNT WEAPONS

Iil 'dassic' Traveller, spinal mounts coo fire evef}' tum and start 1fle
game fuRy charged. However, pIayIests showed lhal the resuIIilg battles
bcc<1mc heavily biased in favour of the Inl ship to fire, so the recharging
rules were introduced earty on in the game's development A furttler
refinement was the Jadl of charged weapons atlne start of a hallie,
added fOf similar r83SOOS. The impact of these rules was to increase the
foaJs on manoeLMe throughout the game. Fccl free to allow spinal
mounts to begin the game charged and to fire e~ery tum, but the result·
Ing games will lie shorter, and require far less tactical manoeuvring,
whtch may reduce:tO'!r eI1ie!Yment of the game.



Example: The Bartholcmew fires its factor 4 spinal
meson gun at the Agrippa, which has a level 2
meson screen and a "L ,. huff configuration. Cross­
referencing these on the table gives a target number
of 9. The Bartholemew's player ruffs 06 + 4 (meson
gun factor) + 0 (average Crew Quality). The result
will be in the range 5 to 10, i.e. a 1 in 3 chance of
getting 9+ and penetrating the Agrippa's defences.

Interpreting this result in more detail, you can com­
pare the target numbers for each defence on its
own. The L2 screen alone has a target of 8 and L1
configuration alone gives a target of 5. It can be
seen that the screen is a far better defence; effec·
tively, the hull configuration has no errecl for this
example attack, as the Bartholemew cannot fail to
rolf at feast 5 (D6 rolf of " +4 for the meson gun), so
a result between 5 and 8 indicates the attack was
blocked purely by the meson screen.

Damagelrom Spina, Mounts
Both Particle Accelerator and Meson spinal weapons
do the same base damage· 06 per faclor, e.g. a faclor
5 spinal mount does 506 damage.

Damage = 06 per point of Spinal Mount Rating

However, damage from Particle Accelerators is
reduced by the target's armour: remove one die of
damage (highest rolls first) per point of armour. (It is
possible to eliminate all damage dice by this method.)

An spinal mount allacks Ihat hit (provided its damage is
not reduced below three dice) require the target 10
make a SPINAL MOUNT THRESHOLD CHECK (see p.29).

Example: The Yotz fires its factor 5 PA spinal mount
at the Agrippa, which has 2 points of armour. The
Yetz's player rolls 5 dam<Jgc dice, getting 2, 4, 5, 1
and 6. The 2 armour points cause the two highest
dice (5 and 6) to be removed, reducing the damage
from 18 points to just 7 points (2 + 4 + 1).

Armour Burn-Through
Some spinal mounts are so powerful thai their attacks
blow away large parts of the opponent's hull, and thus
can cause a reduclion in the target's armour (in addi­
tion 10 any reduction due to Threshold Checks).

If the attacker's spinal mount rating is at least 4 poinls
greater than the larget ship's~ armour rdting,
reduce the target's armour rating by 1.

Example: The Yetz's factor 5 PA does not rip a hole
through the 2 points of armour of the Agrippa
(though the annour might still be reduced in the nor­
mal way by Threshold Checks). However, when the
Yetz directs its fire at the Cassandra, which has only
1 armour point, its spinal mount rating is now 4
greater than its target's armour rating, so the
Cassandra's annour is reduced by 1 (i.e. to zero).

Secondarv Weapons
The term SECONDARY WEAPONS covers all starship
weapons except spinal mounts. IndiVidually, secondary
weapons are much weaker than spinal weapons, but
can be used en masse to overwhelm a target. Such
weapons are classed as either beam (lasers, energy
weapons, small PA's and meson guns, etc.) or mis­
siles. Smaller weapons are mounted in turrets or bar­
bettes, with larger ones in dedicated weapon bays.

Note that missile fire and impact is handled in the
Missiles seclion (p.26) bul the damage resolution for
missiles is identical 10 all other secondary weapons.

Secondary weapon attacks are resorved using the
SECONDARY WEAPON DAMAGE TABLE (Table 5), which
combines the chance of hitting, and damage innicted,
into a single 06 roll. Each weapon battery is rated as
standard or high power on the ship's SSD (e.g. -L- for
a standard laser battery, -L+- for a high power battery).
This defines the starting row on the table, which is then
adjusted up and down the table by offensive modifiers,
defensive modifiers, Crew Quality and larget Agility.

Positive modifiers increase damage (shift up rows on
the table) and negative modifiers decrease the damage
potential (shift the row downwards). No attack can be
modified to a row higher than Enhanced Damage 6 or
lower than Reduced Damage 4.

Once all offensive and defensive faciors have been
applied to determine the row, the allacker rolls a 06,
and cross-references the result on Table 5 10 find the
number of structural boxes destroyed by the attack. If
the result is "-", no damage is caused -this may mean
all the weapons in the battery missed their target, were
absorbed by sand clouds, failed to penetrate the tar­
get's armour, or a combination of these effects.

Example: The Yetz fires a L+ high power faser bat­
tety at the Agrippa, 20 MU away. The Agrippa is a
fumbering hulk with a +2 Agility modifier, but is heav­
ily armoured (armour rating 2). The Line of Sight
between the ships crosses a lovef 1 sand cloud. The
total row modifier is ·1 (+2 for target Agility, -2 for
target armour, ·1 for sand cfoud), so the attack is
shifted down one row on the table, from the High
Power (+) Battery row /0 the Standard Battery row.
The Yetz's player rolls a 6 on 06, indicating 2 points
of damage are inflicted on the Agrippa.

Be-rolls
To model hits on critical systems and chain-reaction
failures, a roll of 6 on the Secondary Weapon Damage
table usually triggers a re.roll. This re·roll is made on
the same row of the table and any additional damage
rolled is added to the damage from the first roll. Rolling
yet another 6 will trigger a further re.roll, and continues
to do so until no re-roll is indicated.



TABLE 7: DEFENSM: SYSTEM MODIFIERS

ttacker's Weapon Ty~ Target's Defenc~ System Effects

6

Attack Factor =: Weapon Type (SlandardlHlgh Power)
.,. Firing Weapon Modifiers + Crew Quality

• Defensive System Modifiers + Target Agility

3" TABLE 6: FIRING WEAPON MOOlflERS

2" Weapon TyP'3: Situation Modifier
2" Energy Weapons Short range +2

2" Lasers$ Short range +1
2" Meson Guns Short range +2
2* Meson Guns Long range +1

2" Missiles'" Nuclear warhead +2
2 Missiles" High Intensity fire +2

1 Missiles' Second movement +1
1 Particle Accelerators All ranges +1
1 'These factors thJSt be declared il!he Fe Orders when !he rris*s are
0** launched -!heir warhead camot be manged ill'irjll

=These modifiers do not apply 10 banb-pumped laser missies.

SSnort I'3nge is 6 MU lor lasers rlfed from a BPl. missJe.

5
06 Ole Roll

2 3 4
122
1 2 2
1 1 2
1 1 1

1 1
1 1

1
1
1

1

..

TABLE: 5: SeCONDARY WEAPON DAMAGE

Enhanced Damage 6
Enhanced Damage 5
Enhanced Damage 4
Enhanced Damage 3
Enhanced Damage 2
Enhanced Damage 1
High Power (+) Battery
Standard Battery
Reduced Damage 1
Reduced Damage 2
Reduced Damage 3
Reduced Damage 4
0Re-ml on a 6, and add both results. Mu'tipIe m-roIIs are possible.

"Rol a secood 06; 004, 5 016, one point 01 damage is scored.

~ttack Factor

Lasers, Energy Weapons, Missiles, PAs Armour Level N -N
Lasers, Energy Weapons, Missiles Line of Sight passes through Sand Cloud Level 1 /2 -1 / -3
Meson Guns Meson Screen Level 1 /2/3 -2/ -4/ -6
Meson Guns Hull Configuration Level 1 /2 -2/ -4

Missiles Point Defence (per standard Laser or energy ballery) _1*$

Missiles Point Defence (per high power Laser battery) _2*#$
Missiles (Nuclear & HE warheads) Repulsor Level 1 /2 -6' / -7'
Missiles (Nuclear warheads) Nuclear Dampers Level N -N
'Each such defence is effective against one seleele<! missHe salvo onty. #May allematively be allocaled as a -1 modifier 10 two different missile salvos.

SOnly effective against BPL missilos when these missiles are detonated within 6 MU of tho dofending ship.

SAlI defences, except Sand Clouds, are degraded if the defender is using a Black Globe - seo p.32.

TABLE 8: THRESHOLD CHECK FAILURE RESULTS

Sy~tef!l E ecl 0 Failure
Bridge Roll a D6: 1-5: Bridge inoperable for a number of turns equal to the number rolled (can be repaired by

Damage Control); 6: Bridge inoperable permanently (cannot be repaired during batlle). While Ule bridge
is inoperable, Ihe ship cannot manoeuvre or fire and its Agility Modifier is reduced to +2. However, sand­
casters, nuclear dampers, Black Globes and meson screens still function.

Crossed off when check failed. If Ihe bay is carrying a vessel, that craft cannot be launched. If the bay is
empty II Is now 100 damaged for a returning vessel to dock in the bay.
Reduce both offensive and defensive ratings - first hit halves rating (round down): second hit destroys.

Crossed off when check failed. When all units arc crossed off, the ship may not fire or enter Jumpspace.
RepulsOfS, lasers ancl energy weapons may not be used fO( area 0( point defence.

Firsl fa~ed check halves rating (rouncl down); second failed check destroys.

Crossed off when check failed. Cannot be repaired. If the bay is currenUy carrying r'9hters, those fighlers
Hre either inoperative or cannol be launched due 10 the damage. If Ihe bay is empty, it is now too dam­
aged 10 dock or receive relurning fighters.
Crossed off when check failed. When all units crossed off, may nol manoeLNre or fire weapons (except
missiles and sandcaslers). no screens function, Agility Modifier Is reduced to +2, and cannot Jump.

First failed check halves rating (round down); second failed check destroys (ship cannol enter Jump).

Crossed off when chc<:k failed. Cannot launch or land ftghtcrs with this tube (one squadron can still be
launched or landed per 5,000 dT of the mother ship).

FLfSI failed check halves rating (round down) and increases Agility ModiflOr 10 +1 (unless already worse);
second failed check destroys and reduces Agility Modifier to +2.

All other systems subject to threshold checks anl crossed off when the check is failed. The~ systems camoI be repaWed dumg bailie:

AImotK, Gatgo, Cormat C3pabiily, Damage Control. Fmzen watch, Fuel

Damage Control

Fighter Bay

Fuel Boxes



ESCORT DEFENCE fire is where one Ship contributes to
another ....essel's anti·missile deFences. The escort must
be within 6 MU or the direct line of travel of a missile
salvo impacting the targellhat game turn.

The batteries used for Escort Defence contribute the
same defensive modifiers as ir used for Point Defence
from the target ship, and are subject to the same
restrictions - they must not already ha....e been fired that
game turn and cannot subsequenUy be fired again that
tum. Just as for Point Defence, the weapon's Fire Arc
is ignored and it can be used in any direction.

Bomb-pumped laser missiles are subject to Escort
Defence fire if their track comes within 6 MU of an
escort, but the Une of Sight or the laser shot (after det­
onation) does nm count as part of the missile track.

Example: The Agidda ;s escorting the Usani when
the laller is attacked by four missile salvos from the
Zhodani Chtetiilk (see the preceding example). The
missile salvos pass within 6 MU of the Agidda so its
commilnder decides to allocate a single high power
laser battery to bolster the Usani's defences. The L+
bilttery adds a further -2 modifer, to be split against
the missl1e salvos as the Aqidda 's player feels fft.

Escorl Defence Fire

Poinl Defence Fire
Energy weapons and laser balleries that have not
been used for offensive fire in a game turn may be
used to try to shoot down incoming missiles instead.
Each battery used for POINT DEFENCE must be targeted
against a specific missile SAL....O(i.e. the fire from one
missile battery: not a whole group of salvos) and con­
tributes a modifer to that salvo's roll on the Secondary
Weapons Damage table. 80mb-pumped laser missiles
are only subject to Point Defence fire from their target
if they detonate within 6 MU of it.

A weapon's Fire Ate is ignored for Point Defence - it
can fire whate....er the direction of the missile attack.

Example: The Zhodani ship Chtetiak fires four mis­
sile salvos at the Imperial ship Usani (which has not
yet fired this tum). The Usani has three high power
laser batteries (L+). The captain of the ship allocates
two batteries to Point Defence, keeping the third bat­
tery for offensive or defensive needs later in the
tum. The two L+ batteries give a total defensive
modifier of -4 (see Table 7), which can be split
across the missile salvos. For example, the -4 modi­
fier could be applied to just one missile salvo,
though this would allow the other 'hree salvos to hit
home unmodified. Alternatively, Ihe defensive fire
could be applied to two salvos, giving each a -2
modifier (the olher two salvos woufd be unmodified)
or a -1 modifier could be applied to all four salvos.

Table 7 shows the effects of ....arious defences that may
be deployed by a ship. Defences may be GENERAL or
SPECIFIC: GenerClI defences Clpply against all attacks on
a ship; Specific defences are targeted against selected
individual attacks. A meson screen is an example of a
General defence - all meson weapon attacks against
the ship are affected by its meson screen.

Point defence using a laser ballery is a Specific
defence - it can only be used once in each game turn
against one specified attack, I.e. against one missile
salvo within a flight of missiles.

Within these limits, ships may allocate whate....er
defences they see fit against attacks, and a combina­
tion of General and Specific defences can be used
against each attack. Weapons such as lasers may only
be used for point defence if they were not used for
offensive fire in the same game tum.

Crew QualllV
The firing ship's Crew Quality modifier is applied as a
row modifier on the Secondary Weapon Damage table.

Defensive Modifiers

A Ship'S targeting, sensory and electronic counter­
measure capability is represented by ils Relative
Computing Power (Rep; see p.57). The attacking ship
adds its Rep to its offensive modifier and subtracts the
defending ship's Rep value 10 give a positive or nega­
tive Rep modifier for the Secondary Weapons Damage
table and the spinal mount To Hit roll.

Example: The Zhodani Chtetiak (TL 12. RCP2j fires
upon the Imperial aenelfa (TL 15, RCP3). When the
Chteliak fires at the Benella, the Rep modifier is "'2
-3 =-1, i.e. attacks by the lower tech warship are
less effective. because its targeting systems are less
accurate and its sensors less able to withstand the
ECM of the higher tech Imperial ship. However, if the
Bene/la attacks the Chtetiak, the Rep modifier is +3
-2 = +1, giving the Imperial ship a signifICant benefit.

£:'\If you fccl the RCP is providing one side with too
Vgreat an advantage. feel free to ignore this rule.

AgililV Modill.,

All ships ha....e an Agility Modifier, representing the abm~

ty of the ship to manoeuvre to avoid enemy fire.
Positi....e modifiers indicate that the ship is less agile
and easier to hit, while negative modifiers indicate thai
the ship is more manoeu....rable and its position less
predictable, so it is less likely 10 be hit.

The Agility Modifier of the target ship is appfied in the
same way as other defensi....e modifiers to shift the
aUacker's row up (+....e) or down (·ve) Table 5.



Sandcaslers
Sandcasters differ from other defences in that they pro­
tect an area of space rather than a specific ship. With
the exception of meson and PA attacks, all secondary
weapon fire that passes through a cloud of sand creat­
ed by a sandcaster is sUbject to a defensive modifier.

Depending upon the number of sandcaslers in a bal­
tery, it will be rated Level 1 or Level 2. A Level 2 bat­
tery produces a d8!nser, more effective cloud, bul a
ship may opt to deploy the sand more thinly and place
two Level 1 clouds in place of a single Level 2 cloud.

Sand is deployed towards the end of the movement
phase. Each sand cloud counter may be placed any­
where within 5 MU of the launching ship. A cloud can­
nol be placed directly 'under' a ship, i.e. a single sand
cloud cannot provide 360" protection (most warships
are too large for a single sandcaster battery to effec­
tively deploy sand around the entire ship), Protection
against attacks from all directions can be achieved by
deploying multiple sand clouds around the ship.

Every attack whose Line of Sight passes through sand
clouds suffers the defensive modifier of the strongest
cloud of all those crossed (the modifiers are !!2! cumu­
lative if the attack passes through multiple clouds).

At the end of each firing phase, all sand clouds which
have had a beam weapon altaGk pass through them
are degraded by a single level, i.e. a Level 1 cloud is
removed, and a Level 2 cloud is reduced to Level 1.

Sandcasters have limited ammunition and must make
a reload check after firing in exactly the same way as
missile launchers (see p.27).

Each sand cloud has the same velocity vector as the
ship which launched it (sand counters have a vector
arrow on them to represent this). The cloud's vector
cannot be changed, so if the launching ship changes
direction. the cloud will drift away from it.

C\Optionally, sandcasters may be used for Poinl
"Defence against missiles and beam weapons,
provided they have not been used earlier in the turn.
Each level 1 sandcaster contributes a -1 modifier, and
each Level 2 sandcaster a -3 modifier; these can be
totalled up and divided between individual missile
salvos or beam attacks as desired. but the maximum
modifier from sand on anyone attack is -3, (A reload
roll must be made for each sandcaster fired.)

If this rule is used, boarding actions require the target
ship's sandcasters to be disabled.

library Data Searcli: SANDCASTERS

Sandcasters fire caniSters which activate a given distance from tile
raunchiAg ship and disperse a cloud of particles (nicknamed 'sand')
which absorbs and d~perses beam weapon energy, thus reducing its
at.ClJracy and effective damage. The sood doud may also interfere with
sensor signals, reducing \tIeir ta"rgelirtgaccoracy.

Missiles
Unlike other secondary weapons. missiles may take a
considerable time to traverse the distance bel:ween the
firing ship and their target, so they do not always hit
home in the same turn that they were fired.

Each battery fires a group of missiles termed a SALVO.
Each salvo is a separate allack against the largel.
However, for ease of play, multiple salvos fired by one
ship against one larget may be represented by a single
missile counter. Careful nole must be kepi (on the Fire
Orders) of the actual number of salvos represented.

Missile warheads may be HIGH EXPLOSIVE (HE).
NUCL.EAR or BOMB-PUMPED LASER (BPL). Nuclear strikes
cause more damage to their targets but are susceptible
to being disabled by nuclear dampers. Any nuclear
salvo (or group of salvos) which explodes, causes a
nuclear detonation counter to be placed at the detona­
tion point. Just like sand clouds, this degrades the tar~

geting capability of gny attack which passes through
the nuclear detonation counter, i.e. friendly fire is
affected just as much as enemy fire.

For BPL's, the Fire Orders must specify the range from
the target at which the warhead detonates. The maxi­
mum range is 10 MU (beyond this, the laser beams will
miss). If detonated within 6 MU of the farget the attack
gains a +1 bonus on Table 5, but becomes subject to
Point Defence fire. A nuclear detonation counter is
placed at Ihe point of detonation of each BPL salvo.

The type of warhead must be declared in the Fire
Orders. Different batteries may target the same oppo­
nent with different warhead types.

Missile Movement
Missiles always accelerate at their maximum thrust of
10G, i.e. they move 10 MU in the turn they are
launched and 20 MU in the second "inflighr movement
turn. Missiles only carry sufficient fuel for two turns of
movement. Since this also fuels the power plant which
feeds the electronics, the whole missile becomes use~

less and is simply removed from the table if it does not
detonate by the end of its second tum of movement.

Missiles need not be launched directly at the target
ship in the first turn, but must move 10 MU in a straighl
line. This may be used to confuse the opponent as to
the intended largef of the missiles (by not firing directly
towards thattargel), or may be useful in placing the
missiles in the anticipated pafh of a target for their sec·
ond innight turn of movement. In the second movemenf
turn, the missiles must move 20 MU in a straight line
directly lowards their target.

~Missiles could weave to evade Point Defence fire.
'-'but to simplify play (and to avoid players curving
missiles around sand clouds) missiles must move in a
straight line for each of their movement phases.



C\For grealer realism, you can implement full vector
"movement for missiles. Each missile salvo gels 10
Thrust Points 10 spend in each missile movement
phase. However, ptaylesling showed Ihallhis added a
101 of comple>lily for relalively lilUe gain in playability.

Should you wish to use this rule, you may opt to allow
missiles 10 vary their thrust such that they can expend
the lolal of 20 Thrust Points over morc than two turns,
e.g. drifting for several turns before turning on their
thrusters when close to the designated target.

The designated target of a missile strike may not be
changed even jf that target is destroyed or crippled; the
missiles may be allowed to strike home, or be discard­
ed, or detonated at the end of their movement (this
may also be used to deliberately place some nuclear
detonation counters for defensive purposes).

MISSile Range Modlners
Adjust the distance a missile salvo moves in a turn:

·2 MU for every nuclear detonation counter which
is in its movement path that game tum.

·1 MU per G of innermost gravity band which is in
its movement path that game tum.

The first factor represents degradation of missile sen­
sors by the radiation burst, forcing the missiles to slow
down to regain or refine the sensor lock on their target.

The gravity effect is based on the highest gravity band
crossed on each gravity template in the missile's path.
Missiles passing through a strong gravity field might be
sufficiently slowed that they rail to reach their target.

Example: TIle Imperial Benella fires a missile salvo
at the Zhooeni ship Chtetiak, 6 MU away. The line of
sight for the missiles crosses three nuclear detona­
tion counters, each of which reduces the missile
salvo's movement by 2 MU, such that its initial 10
MU movement is reduced to just 4 MU in the first
tum (the missiles have 9reat trouble mDintDinif19 a
sensor lock on the Chtetiak due to the clectromag­
netic interference from the nuclcar blasts).

When the inflight missile movement phase is
reached in the next 9ame tum, the Chtetiak has
accelerated away 14 MU from the missiles. The
nuclear detonations are oki enough to have been

Ubrary Dati SUrd!: NUCLEAR BURSTS

The inlerierence to sensors caused by nudear~ may appear
to be oYer-play1!d in Power Projection, though !he lr.lnslent effects
resulting from a warhead detonalalion ¥i>OOkI be signilican~ as each OM t·

rated battery salvo wotAd contain around 100 nukes. Modifying the range
to the target provides " simple means of extrapolating ltJe inpact on ship
and missile sensors. Nuclear detonation effects upon sensors have been
used in a numbef uf GDW games, most notably Battle Rider. A player
may opt to lire nudear missiles at empty space to create a defensive
'Wall' of niJclear blasts. Targeting such,locations is always successful,
and anuclear burst counter is pIacOO at the deslred point.

removed at the end of the last tum and there are no
other obstacles on the Una of Sight between the
missiles Dnd the Chtetiak. Since the missiles travel
20 MU this tum, they catch up with the Zhodani ship.
Whether thcse missiles are repulsed or shot down
by Point Defence fire is resolved in the first missile
phase of the firing player'S tum.

C\.Optionally, all missiles can strike home in the tum
"they are launched, i.e. they travellheir full 30 MU
in a straight line towards their target. This eliminates
the need to use counters to record their progress.

Missile Reloads
Missile batteries have limited ammunition, and cannot
continue firing indefinitely. To simulate this, after each
battery fires, the player should roll a 06: if the roll is a
6, all ammunition in that battery's magazine has been
expended. and it may not fire again in this game (an
empty battery may still be damaged from a Threshold
Check failure). The reload check should be made
immediately after the battery has fired.

The same ammunition rules apply to sandcasters.

For both missile launchers and sandcasters, when their
magazine is empty, put a dot in the icon on the SSD to
show this (if the weapon is subsequently destroyed,
ensure you put a full cross through it, to distinguish it
from simply having an empty magazine).

C\.Nuclear and bomb-pumped laser warheads are far
"more expensive than HE. so you may opt 10 roll
06 for each ship at the start or the game 10 determine
which warheads it has available: 1·3 HE only; 4-5 HE
and nudear; 6 HE, nudear and bomb-pumped laser.

C\The reload rule requires no paperwork to keep
"track of ammunition usage, but you might opt to
do so, using check boxes or a tally system on a sepa­
rate sheet of paper (Power Projection assumes a mis~

sile turret stores 3 missiles per launcher). However,
this could become tedious for large numbers of shjps.
A similar system can be used for sandcaster reloads.

High Intensity Missile nre
A player may declare a ship is making a high intensity
fire attack with one or more of its missile launchers.
The ship unleashes every missile stored in the maga­
zines for those launchers. i.e. Ihese launchers auto­
matically fail their reload check. This gives a one-off
bonus of +2 when rolling the attack on the Secondary
Weapon Damage table. All defences apply as usual.

NUClear DetonaUons
Each missile strike using nuclear weapons results in
the placement of a nuclear detonation counter. The
counter simulates the effects of Ihe radiation (including
electromagnetic pulse, or EMP) temporarily interfering
with sensor systems, making vessels beyond the



nuclear burst harder to detect (reducing the range of
beam weapons and slowing missile movement).

Each nuclear counter remains in place until the end of
the following turn and, as it has no retained velocity, it
stays in the same place. There is no impact on a ship
passing through a counter, although a sand cloud
which contacts a nuclear detonation counter during
movement will be dispersed (i.e. destroyed) by il

A nuclear detonation counter is also placed in the last
location of a ship that has lost all its structure boxes to
represent its final catastrophic demise!

Massed Fire
Larger warships such as dreadnoughts pose a distinct
problem when using secondary weapons, due to the
sheer number of batteries that they possess - perhaps
hundreds· each of which would require a separate die
roll on the Secondary Weapon Damage table.

To simplify and speed up this process, you may QQ1 to
use the Massed Fire table (Table 9), which scales up
the structural damage from the Secondary Weapon
Damage table for a group of 10 balleries. Due to the
limitations of using a single D6 roll, the exact spread of
damage for each row is an approximation, but this is
probably preferable to making the 10 individual dam­
age rolls (unless you really like rolling lois of dice!)

The table row is determined using the normal offensive
and defensive modifiers, but only one roll is made on
the table for every 10 balleries (of lhe same type).
(Note that battery·based defensive modifiers must also
be applied in groups of 10, otherwise the individual fire
table should be used.)

TABLE 9: MASSED FIRE
D6 Die Roll

~ttack Strength 1 2 3 4 5 6
Enhanced Damage 6 12 15' 161 172 192 21 4

Enhanced Damage 5 11 131 151 162 172 184

Enhanced Damage 4 10 121 131 142 152 174

Enhanced Damage 3 8 101 11 1 122 132 154

Enhanced Damage 2 6 81 91 11 2 122 144

Enhanced D3m3ge 1 5 71 81 92 102 11 4

High Power (+) B3ttery 3 51 6' 72 82 104
Standard Battery 3 5 6 7 8 10
Reduced Damage 1 3 4 5 5 6 7
Reduced Damage 2 1 2 3 4 4 6
Reduced Damage 3 1 1 2 2 4
Reduced Damage 4* .1.1 _2 _2 .4

NSupersaipt numbers indicate the number of re-rois 00 the same
line of the Secondary Weapons Damage table.
·Superscript numbers on this K1N indicate the number of re-rois 00

the Reduced Damage 1K1N of the Serondary Weapons table.

Where a superscript number is given in Table 9, this
shows the number of additional rolls that should be
made on the same row of the Secondary Weapons
Damage lable. For raster play you may opt nollo both·
er making these additional rolls.

Example: The Belarish has 24 L+ batteries firing
(after all modifiers) on the Enhanced Damage 1 row.
The player rolls 2 and 4 on 06 for two lots of 10 bat­
teries, giving 7 and 9 damage respectively, and 3
extra rolls on the Secondary Weapons Damage
table. Adding the last 4 batteries, gives 7 rolls on
Table 5, the result of which is a further 5 damage.
The total damage for the 24 attacks is 21 points,
having required only 9 rolls rather than 24!

Resolving Damage
There are two types of damage in Power Projection ­
STRUCllJRAL damage, and THRESHOLD damage.
Structural damage represents the degradation of the
hull and superstructure of a starship. Threshold dam+
age represents the failure of critical ship systems due
to accumulated damage (or a lucky hit).

For each Task Force firing phase, resolve a.!.! Structural
damage suffered by a ship (i.e. all attacks against that
ship) before determining whether a threshold check is
required. This simplifies play by avoiding Threshold
Checks part way through a fire phase.

SUUClUral Damage
The amount of Structural damage which can be taken
by a starship is represented by up to four rows of
structure boxes (an example is shown in Figure 20).

Each point of Struclural damage from a spinal mount
allack, or from the Secondary Weapon Damage lable,
results in a structure box being crossed off, starling at
the top row and working from left 10 right.

When the last structure box in a row is crossed off, a
THRESHOLD DAMAGE CHECK must be made (see below).
If sufficient damage is taken to cross off two or more
row ends during the same firing phase, a CATASTROPHIC
DAMAGE CHECK must be made, followed by the usual
Threshold Damage Check (see below).

Once atl four rows of boxes are crossed off, the ship is
completely destroyed. (Note that armour is only
crossed off due to failing a Threshold Check or a hit by
a particular1y power spinal mount weapon.)

00
6 0000000000
5 0000000000
4 0000000000

KILL 0000000000

FtGURE 20: STRUCTURAL BOXES FOR A 30,000 OT
SHIP WITH 2 ARMOUR POINTS



?S _~ _

Threshold Damage Checks
When the last box is crossed off in any row of a ship's
structure boxes. its player must make a Threshold
Damage Check for every operational component
shown on the ship's 550.

The number at the start of each row of structure boxes
is the THRESHOLD CHECK NUMBER for that row. A compo­
nent falls its Threshold Damage Check if the player
rolls the Threshold Check Number or greater on 06.

Example: For the ship shown in Figure 20, the "0" at
the starl of the first row indicates the threshold
check number for that row is 0, i.e. when the last
box is crossed off on that roW; the player must roll a
D6 for each component on the SSD • any compo­
nent for which he rolls a 6 has faited its check.
Similarly, the Threshofd Check for the second row
would fail if the rolf was 5 or 6; the check for the
third row would be failed on a roll of 4, 5 or 6.

The chance of failing a threshold check increases as
the structural damage mounts up. The last row says
-Kilr because when all boxes on that row are crossed
off the ship has been destroyed (so no Threshold
Checks are required)!

Components which fail a Threshold Check are usually
rendered inoperative and should be crossed off the
550 (though they may be repaired, so use pencil or a
wipe-off marker pen). Some components may only be
degraded by a Threshold Check failure - these special
cases are given in Table 8.

Spinal Mounl Threshold Chock
A hit from a spinal mount may trigger an Immediate
Threshold Damage Check, whether or nol the attack
resulted in a row of structure boxes being crossed off.
This check is performed for each ship component just
as for a normal check, but the Check Number depends
on the spinal mount rating as shown in Table 10.

TABLE 10: SPINAl MOUNT THRESHOLO CHECK

Spina Mount Rating"" Check Numbel"

201" lower No check·

3·4 6
5 or higher 5

'llis is the effecti..e rating, i.e. the spinall1'lOl.llt rating reOOced (for
Particle Acceletators only) by the armour rating of lhe targel

'Oplionany, if the effective spinal mount rating (or less) is rolled on
06, then a11veshold Check is made with 3 Check Number of 6.

CalaSlrophlc Damage Checks
A Catastrophic Damage Check occurs when a starship
suffers a massive amount of damage, Le.

(a) when two or more rows of slrudure boxes are
crossed off in a single firing phase,

(b) when one row of structure boxes is crossed off
due to a single spinal mount hit.

This Threshold Check is made before any other
checks. The Check Number is one less than for the
equivalent Threshold Damage Check (e.g. if the first
two rows have been crossed off in a single firing
phase, the Check Number for the second row is 5; the
Catastrophic Check Number Is reduced by 1, to 4).

A single 06 is rolled for the Catastrophic Damage
Check; if the roll is equal to, or greater than, the
Catastropic Check Number, the entire next row of
structural boxes is immediately crossed off, and anoth­
er Catastrophic Damage Check is made immediately
for that next row.

Given the increased chance of failing a second
Catastrophic Damage Check, this can quickly result in
a starship being destroyed due to a chain reaction of
internal failures and explosions!

Even if the ship survives the Catastrophic Damage
Check. it must still make a normal Thresho{d Damage
Check for each of the ship's components. The
Threshold Check Number for this check is the same as
for the Catastrophic Damage Check, i.e. reduced by 1
from the nonnal Check Number. This reflects the fact
that more than one Threshold Check point has been
crossed, but for simplicity the player only rolls one set
of checks, so they are made a liltle harder.

Example: The Lisani takes hits from multiple
Zhodani ships, accumulating sufficient damage in
ons fire phase /0 cross off the whole of its first and
second rows of structure boxes. The ship must
thef9fore make 8 Catastrophic Damage Check.

The normal Check Number for the second row of
structure boxes is 5, so the Catastrophic Check
Number is 4. The pfayer rolls a 5 on 06, failing the
check and causing the Lisani's third row of structure
boxes to be crossed off immediately. The player
must roll another Catastrophic Damage Check, now
with a Check Number of 31 Thankfulfy he rolls a 1,
avoiding a c;;tadysmic explosion engulfing the ship.
However. the Usani must still make the usual
Threshold Damage Checks for its entire SSD, at the
slightly reduced Threshold Check Number of 3.

Massod Threshold Checks
Some ships have a large number of identical systems
that will need to be checked at the same time. For
example. a dreadnought may have hundreds of sec­
ondary weapons. For large numbers of checks against
identical systems the following table can be used to
replace every 10 die rolls with a single roll. Simply roll
once on Ihe appropriate row for the Threshold Check
Number 10 find the number of failed checks.



TABLE 11: MASS THRESHOLD CHECK

Damage Control

The FROZEN WATCH is a store of crew members who
have been cryogenically frozen in -low berths", ready
to be awoken to replace battle casualties.

By default a ship can only activate its Frozen Watch
once during a game. However, the Frozen Watch icon
on the SSD may have ~xN" on it, indicating that there
are N such sets of spare crew.

Activating the Frozen Watch restores the ship's
Damage Control Parties, Offensive Combat Capability
and Defensive Combat Capability 10 full strength.

You must declare that the Frozen Watch is to be acti­
vated for a particular shIp in Its Movement Orders. The
new crew are activated Immediately and may be used
for boarding actions and damage control from the start
of the following turn (it takes a little while to recover
from their cryogenic 'sleep' before they can take on
their shipboard duties).

Example: Two veteran Damage Control Parties are
af/ocated to the Usani's Jump-2 drive, which is cur­
rently inoperative due to severe baffle damage. The
first DCP rolls a 5, +1 for their veteran Crew Quality,
making a total of 6 - they manage to repair one level
of damage to the Jump drive. i.e. the drive is
restored to Jump-1 capability. The other DCP may
not repair the Jump drive further this tum (nor may
they be reassigned to repair another system). as
they are assumed to have been contributing to the
first DCP's efforls. However, in the following tum
either or both teams could attempt to restore the
drive to futl Jump-2 operation.

C\You may opt to limit battlefield repairs as follows.
Vlf a system is successfully repaired by a DCP. but
then suffers damage again. it may not be repaired back
to the same level during a battle - it will require perma­
nent repairs to be carried oul

Frozen Watch

IMPERIAL AND ZHODANI BATTlESHIPS ClASH IN THE

HAZARDOUS "MOONEY FRUIT GUM" ASTEROID BELT

(PART OF THE EXTENSIVE PLAY-TEsnNG OF POWER

PROJECTION, GEN CON 2002)

06 Die Roll
~ 3 4 5 6
1 1 2 3 4
2 3 4 5 6
4 5 5 6 7
5 6 7 8 9

1
o
1
3
4

6
5
4
3

Threshold
Check Number

During a batUe. a ship's crew can try to jury-rig repairs
to damaged systems. Such repairs only last the dura­
tion of the baWe being fought: more permanent repairs
must be made at the end of a baWe (see the Strategic
Rules. p.52).

Each Damage Control Party (DCP) on a ship may
make one attempt per game turn to repair any eligible
system. All DCP's must be allocated a specific repair
task before any of the repair rolls are made. Multiple
DCP's may work on the same system, but only one
level of damage may be repaired per tum, however
many DCP's made their repair roll. If two DCP's are
working on the same system and one party succeeds
before the other party has made its roll, the latter party
may llQ! be reallocated to repair a different system ­
they are assumed to have been working alongside the
successful team.

Each DCP rolls a 06 and adds their Crew Quality mod­
ifier; if the result is a 6 or higher, the system they were
working on is immediately repaired.

Those systems which take only one Threshold Check
failure to destroy are returned to normal operation.
Systems which are degraded by Threshold Check fail­
ures (see Table 8) are repaired by one level. Some
systems are too complex to repair during battle (see
Table 8).

Damage Control Parties may only repair damage on
their own ship, except:

- Ships with carried vessels may pool their Damage
Control Parties and allocate them as desired across
any of the ships currently docked to the carrier.

- Following a successful Boarding Action, the player
controlling the victorious ship may opt to transfer
some of their DCP's on to the boarded ship.

Note that the values given are only an approximation
to the results you'd get if you actually rolled ten thresh­
old dice, but they're dose enough for game purposes.

Example: The Belarish has to roll a Threshold
Check for its 24 L+ batteries, at Check Number of 6.
The first two sets of 10 batteries are rolled for (3 and
5 on D6) on Table 11. giving 1 + 3 = 4 failures. Ths
remaining four battsries Bre rolled individually.
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Black Globes
A Black Globe is a spherical field that absorbs all ener­
gy that tries to pass through it, in either direction. Since
light is energy. the ship appears to be surrounded by a
sphere of blackness; you cannot see what's within, nor
can the starship see out while its globe is fully active.
In addition, the ship cannot manoeuvre, as the energy
emissions from its drives would over1oad the globe. As
a result the ship loses its defensive Agility modifier.

The energy absorbed by the globe is stored in energy
sinks (also called 'capacitors') on the vessel which is
projecting the field. If the capacitors are ever over­
loaded, the resulting energy release is so great and so
sudden that it instantly destroys the ship!

More advanced Black Globes exist which allow a ship
to 'flicker' the globe very rapidly. This provides short
instants where the globe is off, allowing the ship to
'see' out (i.e. use its sensors), manoeuvre, fire
weapons and radiate off energy stored within the globe
energy sinks. However, all these activities are still
somewhat constrained, even if the globe only flickers
'on' for relatively small periods of time; a safety window
is required for any energy emissions, to ensure that the
ship does not inject energy into its own globe (even if it
does not overload the globe, it would still have less
capadty to absorb enemy attacks).

Black Globe Orders
The orders for Black Globe usage must be included in
the Movement Orders for the ship, indicating the flicker
rate as a percentage (from 0% 10 100'YG in steps of
10%). If the globe is fully on, the orders must include
Ihe number of turns before it will be turned off.

Example: The following orders indicate that the
Tremor willlum Of) its Bleck Globe fufly for 3 turns:

TUIIIOR - BG , 00' 3 TURtlS

Black Globe Hidden Movement
Ships that activate their Black Globe either beyond
weapons sensor range of enemy Ships (40 MU) or
immediately upon exiting from Jump. can - to some
degree - hide from their opponents. Since a globe does
not radiate or reneel energy, the ship within will effec­
tively be invisible 10 mosl sensors. However. there is
still a dlance of detecting Ihe globe. especially when it
passes in front of (and hence obsaJres) distant stars or
doser bodies such as planets and other ships.

However, this also makes it more difficult to manoeuvre
the ship as its commander cannot see out, so cannot
avoid obstades, enemy ships or incoming missiles.

The player replaces the ship model with a Black Globe
for the period that the globe is fully on but otherwise
moves the ship normally for the number of tums given

Ibrary Data Surd!: BLACK GLOBES

Btack Globes arc lncrcdibly advanced and rare defensive force.-fields
whiCh present both advantages and dis3dvantages to Ihei users. They
are only available as e:o:pem,ental units. or recovered artifacts of \he
Ancients (a race thai predates humanity but whictt died out some
200,000 years before the period in which Traveller is set).

Energy from allacks or physical objects hiItng the globe are absorbed
and contained in the ship's energy stort's. Objeds are corwcrlcd 10 pure

energy allhc globe's surface. E=mc2 leis us mass equates to a lot 01
energy (c2 is approll.imalely 9 wilh 16 zeros after ill) so contad: with a
large mass can cause the catastrophic overload or a globel

When a Blad; Globe is ftid<.efi1g. my part of the ellergy~ it is
absorbed. so a proporlion of weapons ire or part of a swarm of smaI
cgects (8.g. missiles] IT'I'!Y penella!e the globe. For example. 3 tier
rate of 30% ndicales the globe wi absorb~ 30% 01 ead'I attack
oll"eded at it; the remaining 70% of Will still hit the ship.

TOdate, my Imperial ships are kJlown to have Black Globes, and they
are generaIy my ilstaIIed i1 the mos1ledlnicaly advanced stipS.

in its Movement Orders. The Black Globe may not be
turned off earlier than given in the Movement Orders
unless the globe takes damage from incoming attacks.

As soon as the globe is switched off. or flickers. the
Black Globe marker is replaced with the ship model.

Manoeuvring In aBlack GlObe
If a ship has a Black Globe fully raised it may neither
change velocity nor facing. It must relain the velocity
veclor that it had when the globe was lumed on.
Flickering globes allow a ship to tum and manoeuvre
to a limited degree, as shown in Table 12.

TABLE 12: EFFECT OF SLACK GLOBE ON MANOEUVRE

Globe :Agility Turn Thrust
Flicker Modifier CapabilitY, F:'QinlS
Level (Mlnimum*) (NlaximumU

) Lost
10 to 30% 0 2 -1
40 to 60% +1 1 -2
70 to 90% +2 0 -3
FUlly on +3 No manoeuvre or turn

'If the ship's Agility Modirler is already higher than this adjusted
value, use the ship's existing modifier.
"If !he ship's TlJ"n Capability is already lower than this maximum
level, use its existing Tum Capability.

TargeUng a Globed Ship
Any ship with ils Black Globe turned fully on is difficult
to detect due 10 its lack of energy emissions. so any
enemy ship attempting 10 fire upon it must first achieve
a weapons lock (roll ror this every turn):

Roll 5+ on 06 to target a fully globed ship:
+1 if firing ship has Rep of 3

+2 If globed ship is within 10 MU
+1 if ship turned its globe on while within 40 MU

+1 if globed ship passed through nuclear detona­
tion this turn
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A Black Globe blocks a ship's own sensors, screens
and Point Defence weapons, even if they are synctuo­
nised with the 'gaps' in the globe's flickering. The com­
bat effects of all the ship's 'local' defences (including
armour, hull configuration, repulsors, Point and Escort
Defence fire, nuclear dampers and meson screens, but
eXcluding sand clouds deployed outside the screen)
are degraded, according to the globe's flicker rate:

10-30°,4 - All 'local' defences work normally.

40-60% - All 'local' defensive modifiers are reduced
by hair (rounding down), e.g. a Level 2 repulsor's
defensive modifier drops from -7 to -3.

70·90% - All 'local' defensive modifiers are reduced
by three-quarters~(rounding down), e.g. a Level 2
repulsor's defensive modifier drops from -7 10 -1.

100% (fully on)· No benefit from 'local' defences.

• For Point or Escott Defence, total alf modifiers
before halving, Ihen af/ocale to specific salvos.

The ship's Agility Modifier Is also degraded as given in
Table 12, duo to the ship's limited ability to manoeuvre.

The reduction in the effective annour and Configuration
Modifier also applies to spinal mount attacks.

Note that other ships may still use Escort Defence fire
against missiles targeted at the globed ship.

Example: The ISS Tremor's Black Globe is set to a
50% flicker rote. The ship has armour 1, L1 hufl con­
figuration, and L1 repulsors, but while the globe is
flickering, the armour CJnd hull configuration modi­
fiers round down to zero and the repulsor modifier is
hafved from -6 to -3. The Tremor also has two L+
batteries reserved for Point Defence, which would
normally provide a totaf modifier of -4 to apply to
incoming missile salvos, but whi/s the globe is flick­
ering this is halved to -2.

O These rules are approximations which ensure that
defences still reduce the damage which pene­

trates a Black Globe, but thai the damage absorbed by
the globe is not unduly reduced. Ideally the damage
impacting the screen should be calculated first. ignor­
ing any inappropriate defences, then IIle proportion
that penetrates the globe calculated, applying the addi­
tional defences such as armour. However, the simplifi­
cations given here are intended to maximise playability.

Firing ata Black Globe
Roll damage nonnally for all aHacks against a globed
ship. taking into account its reduced defensive modi­
fiers. Keep track of the damage points caused by each
weapon type.

Use Table 13 to calculate the damage points absorbed
by the Black Globe· the remaining damage is applied
to the ship's structure as normal.

TABU:: 13: DAMAGE ABSORBEO BY A FUCKERING

BLACK GLOBE

, licker :rotal Damage
Rate123456789
10% O· O~ O' O~ 1 1 1 1 1
20% O~ O~ 1 1 1 1 1 2 2
30%0·11122223
40%0~11222334

50%0·12233445
60%112234455
70%112344566
80%122345667
90%123455678
100% 1 2 3 4 5 6 7 8 9 10
'RoII 06: on 1-3 no damage is absorbed, on 4~ lIle BIad; Globe
absorbs 1point of damage.
If more than 10 poi'lts 01 damage are inflicted, simply add mu~Jes

of lIle damage from the '10' column to the appropriate units c0l­
umn, e.g. for 23 points of damage, add the resuh from the ~10' col­
umn twice and the '3' column once.

Example: The ISS Tremor is hit by lasers for 6
points of damage, by secondary particle accelerators
for 3 damage and by 2 points of nuclear missile
damage. Table 13 shows that the globe absortJs 3
points of laser damage, 2 points of PA damage and
1 point of missile damage is absorbed by the globe.
The remaining 3 + 1 + 1 = 5 points of damage pene­
trate t/18 globe and impact the ship.

Black Globe Eneruv Storaue
The energy absorbed by a Black Globe from weapons
lire depends upon the weapon type. Multiply the num·
ber of damage points absorbed for each weapon type
by the mulliplier shown in Table 14 to delermine the
number of Energy Points (EP) the screen absorbs.

TABLE 14: WEAPON ENERGY MULTIPUER

Weapon Type Qa~age Ml!ltiJ!lier
Laser x 1
Energy Weapon x 2
Missile (Standard) x 2
Missile (Nuclear) x 90
Particle Accelerator x 3
Particle Accelerator (Spinal) X 5
Meson Gun x 10
Meson Gun (Spinal) x 6

Example: From the preceding example, the lolal
energy absorbed by the Tremor's Black Globe is:
Lasers: 3 damage x 1 = 3 EP; Secondary PA: 2
damage x 3 = 6 EP; Nuclear Missiles: 1 damage x
90'" 90 EP. The ship's Black Globe capacitors must
therefore absortJ a total of 99 EP.



Had the globe been fully on, it would have absorbed
a massive 195 energy points. i.e. 6 x 1 = 6 EP
(lasers), 3 x 3 = 9 EP (PA's), 2 x 90 = 180 EP
(nuclear missiles)!

If a globe touches a sand cloud, the cloud is destroyed
but the globe absorbs 2 EP (Level 1 cloud) or 6 EP
(Level 2 cloud).

If a globe touches a nuclear detonation counter, the
counter is removed and the globe absorbs 5 EP.

Outgoing "re UlroU9h a Black Globo
Outgoing weapons fire is degraded when shooling
through a flickering Black Globe, as the ship can only
fire in the short inlervals that the globe is orr. Roll dam­
age against the target as normal, then work out how
many damage points would have been absorbed by
the Black Globe if this were incoming fire. Reduce the
overall damage inflicted by this amount; the balance of
the damage is scored against the enemy ship. The
enemy ship gains the benefit of its defences as usual.

A The Black Globe docs tml actually absorb the
Venergy of outgoing fire - the effectiveness is sim­
ply reduced because the weapons fire has to be timed
to occur when the globe is nickering 'off' and the ship
can also only receive sensor data during these periods,
so its targeting capability is significantly reduced.

Discharging AbsorbOd Enol'!/ll
A Black Globe is limited by its ENERGY CAPACITY (the
energy it can store) and its DISCHARGE RATE (the rate at
which it can discharge energy while the globe is off).

The Energy Capacity (in EP) depends on the quanlity
of energy storage capacitors for lhe ship's Jump drive
plus any additional capacitors installed specifically for
the globe (see p.59).

The Discharge Rate is also part of Ihe ship design and
is a maximum - if a ship is flickering ils globe, its effec­
live Discharge Rate is reduced by the flicker rate.

Example: A globed ship with a maximum Discharge
Rate of 100 points of damage per tum can only radi­
ate 80 points if its flicker rato this tum is 20%.

At the end of each game tum, total the energy
absorbed by a ship's Black Globe, add it to any energy
still stored from previous turns, and deduct lhe energy
discharged this turn. If the lotal energy remaining in the
ship's capacitors exceeds its Energy Capacity, the ship
is instantly destroyed as the globe implodes.

Jump Drives and Block Globes
If desired, a ship may activale its Black Globe immedi­
ately on exit from Jumpspace. Ships must drop their
Black Globe just before Jump entry. In either case,
regard the Black Globe as being on throughout the
ship's time in normal space.

Boarding Actions
Boarding must be noted in the Movement Orders.

A boarding action may only be attempted against a
ship which has no remaining offensive weapons sys­
tems or repulsors (if sandcasters are allowed for Point
Defence, these must be disabled too). If any weaponry
is still active, the boarding shuttles will be destroyed
before they even reach their target.

The boarding ship must start within 6 MU of its victim
and, after movement, the two ships' Future Position
Counters must still be within 6 MU of each other. This
reflects the limited range of the shuttles used to trans­
fer troops between the ships. It is assumed that any
ship with an OFFENSIVE COMBAT CAPABIUTY (the first
number on the Combat Capability icon) has sufficient
shuttles to transport its troops for a boarding action.
regardless of any carried ships shown on its SSD.

If the criteria above are not met, the attempt is unsuc.­
cessful but no casualties or other effects are fell.

Resolve the boarding attempt as follows:

Attacker: Roll 06 + Offensive Combat Capability
Defender: Roll 06 + Offensive Combat Capability

+ Defensive Combat Capability

The group with the higher result wins and so gains (or
retains) control of the ship. The loser takes casualties
equal to the difference in the two results. The winner
takes only half this number of casualties (rounded up).

The allacker's casualties only reduce his Offensive
Combat Capability (as only these troops are involved in
the boarding action). Casualties to the defender come
from their Offensive Combat Capability first but if this is
reduced to zero, any remaining casualties come from
their Defensive Combat Capability.

To retain control of a boarded ship, at least 1 point of
Combat Capability must be transferred on board. This
can be from the Offensive or Defensive Capability of
the attacking ship, though at least 1 point of Defensive
Capability must remain on the attacking ship. If the
attacker cannot afford to put a prize crew on the cap­
tured ship, it may be scuttled (automatically blown up).
The prize crew counts only as Defensive Combat
Capabilily and may not attempt to board other ships.

Once a ship has been boarded, subsequent Movement
Orders may indude shuttling Damage Control Parties
aboard (by transferring part of the boarding ship's DCP
rating to the captured ship) though the ships must
remain within 6 MU just as for a boarding action.

Example: The Yetzprezl closes with its damaged
opponent Exodus. YetzprezJ's Combat Capabifity is
213 (offensive 2, defensive 3), while Excx1us has
been reduced to 1/1. The Yetzprezl manoeuvres
successfully to remain within 6 MU of the Exodus for
one tum and declares a boarding adm.



The Yetzprczl's player rolls 4 on D6, giving an attack
factor of 4 + 2 (offensive) =6. Exodus' player rolls 2
+ 1 (offensive) + 1 (defensive) =4. Yetzprezl wins
the boarding action, causing 6 • 4 =2 casualties to
Exodus, effectively wiping out its entire remaining
offensive and defensive capability. Yetzprezl's troops
take haff as many casualties, reducing its offensive
capability by 1; its defensive capability is unaffected.

The Yetzprezl's Combat Capability is now 1/3 and its
player chooses to put 1 point of prize crew aboard
the ExodUS, giving it a Combat Capability of 0/1. and
reducing the Yetzprezl's Combat Capability to 112.

With its weapons knocked out, the Exodus is not
much of a prize, so the Yetzprezl transfers one point
of DCP from itself to the Exodus to begin repairs.

Psionics
The enhanced mental powers known as psionics
indude tetepathy, clairvoyance and teleportation.

Psionic Scanning
Ir a player has psionic personnel aboard a vessel he
may opt to use telepathy or clairvoyance to spy on the
enemy, by writing ·Psionic Scan- in the Movement
Orders for that Task Force and indicating the enemy
Task Force to be scanned,

At the start of movement, the player declares the use
of psionics and defers movement for that Task Force
until after the scanned unit has moved. The scanning
Task Force may then adapt their Movement Orders in
any way they wish to react to their opponent's moves.
This simulates their ability to manoeuvre based on
psionic predictions of the opponent's movement.

Should two psi-capable forces use psi-scans against
each other in the same turn, each must show the other
their Movement Orders for the affected unit(s). Each
player then re-writes their Movement Orders for those
units in secret, before actually carrying them ouL This
renects the double-bluff effect of each group being able
to predict to some degree their opponent's movement.

To renect the huge menial effort required to use psion­
ics over long distances, it is suggested that a limit on

its usage should be agreed between the players prior
to starting the battle. A suggested limit is one use per
Task Force, or two uses per Fleet, in any battle.

Psionic Commandos
Elite Zhodani commando units with psionics are trained
in tcleportation, allowing them to board and attack an
enemy vessel. To usc this tactic, the player should
write -Psionic Assault- in their Movement Orders.

The ship launching the assault must start the tum with­
in 6 MU of the target ship, and still be within 6 MU of
the target ship at the end of that movement phase. If
the two ships separate further than 6 MU, the attack
fails (due to the limited teleport range of the psi troop­
ers). Altacks automatically fail against ships with Black
Globes whether fully on or nickering - teleporting
through a globe is effectively impossible.

If the attack is successful, the attacker gels 5 sabotage
points to spend on one or more Damage Threshold
Checks against any system on the target ship.

Each point spent corresponds to a 1 in 6 chance of
damaging a system, i.e. a single point spent attacking
a system gives a Check Number of 6; if all 5 points
were spent attacking that system, the Check Number
would drop to 2 (i.e, the system fails on a role of 2+ on
06). Allematively, the points may be spread across a
number of systems. If a single threshold failure on a
system merely degrades its performance. the attack
may be split into more than one attempt to damage the
same system.

All points must be allocated to systems before making
the Damage Threshold Checks.

EClch commando unit mClY make two attacks per game.

Example: The Zhodani Y'chek closes with the
Imperial Timbrel" managing to keep within 6 MU of
its target at both the start and end of the movement
tum. The Y'chek mounts a psi commando assault to
disable the TimbrelJ's manoeuvre drive (currently
undamaged and rated 4G).

Since two Threshold Check failures are required to
knock out the drive completely. the Y'chek's player
opts to spend 4 of Ifleir 5 sabotage points on a first
assault on the drive (giving a Check Number of 3+)
and the remi'Jining point on a second assault on the
drive (Check Number 6).

He rolls 2 on D6 for the first assault, causing no
damage - the commandos were either intercepted
by the Timbrelf's crew, or their explosive charges
weren't effective. However, his second roll is a 6, so
the second assault successfully causes damage to
the drive and halves its capability to 2G.

(Note that it is the attacking player who rolls these
Threshold Checks.)



Jump Orille Operations
Starships may use their Jump drives to enter or flee a
star battle. For strategic campaigns, Jump capability
becomes a critical factor in determining how quickly
tactical information can be carried between stars and
how deep a fleet can strike into enemy space.

Jump Entrv
The planned use of a Jump drive must be noted in a
ship's Movement Orders, including the Jump distance
<in parsecs) and destination, e.g.

USAIU: Ju~,·3 to E,UI!AlP

A ship may only enter Jump if it has sufficient fuel
available. i.e. one fuel box for each parsec to be trav­
elled. An additional fuel box is always required to sup­
port the power plant for other key functions such as life
support, computers. etc. so the Jump must not con­
sume the lasl fuel box.

A ship may perform normal manoeuvre operations up
to the point thai it enters Jump, bul it takes lime for the
drive 10 build up sufficient energy 10 initiate Jump:

- If nothing more than missiles or sandcasters are
used while preparing for Jump, the ship may enter
Jump the tum after it declared its intent to do so.

- If other weapons are used while the ship is prepar­
ing to Jump, it may not enter Jumpspace until the
second tum after declaring its intent to do so.

- If Ihe ship fires or charges its spinal mount weapon,
this uses so much energy that any existing Jump
order is cancelled and another Jump order may not
be given until the next lurn.

A ship may also cancel its Jump at any point prior to
entering Jumpspace by noting this in its Move Orders.

Once the ship enters Jumpspace it must cross off one
fuel box per parsec to be travelled (put a dot in the

Ubrary Data Search: JUMP OBNES

Traveller starships travel between star systems using a fasler·!hall­
light (FTljoJump" drtv&. Such drives require a significant expenditurtl of
power (and I'Ienoo fuel) 10 lransf8f' the ship into the Jumpspace conlinu­
om and bring it out again at the intended des&lalion point.

Jump drives !'lave a 131198 listed In parsecs (an abbreviation for p.1raJ..
lax seconds; one~ is approximately 327lighl years). In !he era that
Power Projection is set. .loolp IedvloIogy is in1led lJ manufacturing
drives wilh amaxinum range ol6 parsecs. JLmp$ bther !han 6parsecs
have only been adiieved during accidents, i.e.~ whent the ship
may travel ., a random direction for many parsecs.

The pecuIa.rilies of Jt.mpSp<lC8 mean that every JOOlP lakes approxi­
mately one standard week, no matter the distance travelled. Ships are
lotaly isolated whie In Jumpspac:e • they may not c:omroonicate wi1h
otherstipsIn~, nor'Nithships in oormaI space. Onw inJump,
a ship may not break out of JLmpspace Ulltil it ffiaches its desmalion._
atJeast, 00~ that has done so has SIJI'Vived 10 tel the 1aIe.

middle of each box). Note that these fuel boxes may
still be damaged in baltle, even though they are empty.

mOCIS 01 Gravil»
The gravity of massive bodies warps Jumpspace such
that ships may not safely enter nor exit Jump within
100 diameters of a planet, sun or other massive object.
Table 15 shows the 100 diameter limits (in MU) for var­
ious massive bodies, based upon the Universal Wond
Profile (UWP) code used in Traveller.

TABLE 15: JUMP EXiT LIMITS
Planet Average 100arametl!!
UWP Diameter Exam Ie limit MU
OIS < 1,000 km Asteroids 1
1 1,600 km 2
2 3,200 km Luna 4
3 4,800 km Mercury 6
4 6,400 km Mars 9
5 8,000 km 11
6 9,600 km 13
7 11,200 km 15
8 12.800 km Earth 17
9 14.400 km 19

10 (A) 16,000 km 21
Small GG* 50,000 km Uranus 70
large GG* 140,000 km Jupiter 185

'Gas Giants are grouped into just two size categories by Traveller.

Jump entry may be performed within 100 diameters of
a massive body. However, this results in a significant
chance thatlhe ship could suffer a misjump:

Roll 12· on 206 to avoid misjump
+4 if entering Jump within 100 diameters of a body
+9 if entering Jump within 10 diameters of a body

+1 If the ship is civilian

If the result is 13+ the ship misjumps; if the result is
16+ the ship is destroyed.

MlsJump Inocls
When playing a one-off battle. a misjumped ship is
effectively lost. as it will exit from Jumpspace many
parsecs from the battle. If it arrives behind enemy lines
it may be destroyed; it may be stranded in an area of
empty space with no p1anels or gas giants to refuel
from; even if it arrives in friendly territory, it will take
many weeks to lind and rejoin its neel.

For a campaign, it is important to work out where the
misjumpcd ship arrives, as it may still be able to playa
part in future battles. Roll 06 and consult Figure 21 to
find the direction of the misjump on the Star Map (see
the Strategic Game rules for details of Traveller's inter­
stellar mapping system.)



FIGURE 22: JUMP EMERGENCE ACCURACY
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Jump devIation

example noting the distance of the emergence point in
MU from the two nearest edges of the playing area).

The ship emerges from Jump at the start of the move­
ment phase of the game tum. In this first turn after
emergence, a ship gains no Fleet Tactics bonuses, as
it takes a while to collate tactical data concerning the
star system and the locations of its own ships (which
may not exit Jump at exactly the same time, nor in the
same positions relative to each other, due to the
vagaries of Jumpspace).

Typtcallya ship will not emerge exactly where it intend­
ed. Roll two D6 and subtract the lower die result from
the higher. Subtract the Crew Quality modifier (treating
any result less than zero, as zero) to find the distance
in MU the ship emerged from its intended target point.

Roll D6 and consult Figure 21 to determine the direc­
tion of displacement from the target point (direction ','
in the Figure is in the direction that lhe ship is facing
on emerging from Jumpspace).

Example: The elite crew of the y'chek intend to exit
Jump at a point 1 MU from the 'north' edge of the
gaming table and 3 MU from the 'east' edge with a
facing due 'south' (as shown in Figure 22). Rolling
two dice for distance gives 2 and 5. Subtracting the
lower from the higher (5 - 2) gives a deviation of
3 MU, reduced by the elite Crew Quafity modifier
(+2) to just 1 MU. Rolfing 2 on 06 for direction indi­
cates the deviation is forward and starboard of the
ship's facing, resufting in the exit point shown in
Figure 22.
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FIGURE 21: DETERMINING MISJUMP DIRECTION (06)

Roll 06 for the number of weeks in Jumpspace (if more
than 1 week, Jump sickness reduces the Crew Quality
modifier by one level for one week after they emerge).

Roll 06 to find the number of D6 to be rolled for the
misjump distance; roll that number of dice and total
their scores to give the number of parsecs travelled.--

Any ship that misjumps suffers damage to its drive as if
it had failed a Damage Threshold Check, i.e. its Jump
rating is halved (reduced to zero if already damaged).

If the ship exits Jump in an empty hex on the Star Map
(i.e. one which does not have a star system) the ship is
lost in deep space and will take no further part in the
game as it would take years, and exceptional luck, for
the ship \0 return to friendly space using its slower­
than-light manoeuvre drives.

Similarly, if the ship arrives in a hex which is off the
Star Map, it is assumed to be lost.

Example: The ISS Coraf is under heavy attack and
tries to Jump out of system while within 11 MU of an
Earth-size pfanet. The player rolls 9 on 206, +4 for
being within 100 diameters of the pfanet, to totiJf 13 ­
which indicates a misjump. He rofls 4 on 06 for
direction, so the misjump takes the ship 'south' on
the Star Map. Rolling 3 on 06 indicates the distance
is the sum of the next three 06 rolls: 2 + 4 + 5 = 11
parsecs. The Jump takes 5 (on 06) weeks, meaning
the crew will be subject to Jump sickness for a fur­
ther week after they exit Jumpspace! At least the
system they end up in happens to be inhabited and
friendly; things could have been much worse...

Jump WI
Jump exit into a system may not be performed within
100 diameters of a massive body (see Table 15)· any
attempt to do so causes the ship to be precipitated out
of Jumpspace at the 100 diameter limit.

The player controlling the emerging ship designates
the target Jump exit point in its Movement Orders (for



The Planelarv SSD
Each planet is represented by a PLANETARY STATUS
DIAGRAM which is held by the player who controls the
planet. An example PSD is shown in Figure 23.

CLOSE ORBIT is the area of space within 1 MU of the
planet's surface. or the area of space inside a circle
1 MU out from the O.5G gravity limit, whichever is fur­
thest out. This is the area in which orbiting slarships,
fighters and orbital defences may be found.

SURFACE HEXAGONS represent the planet's surface and
top layers of the planetary crust. Surface facilities and
shallow bunkers are found in these areas. Each hexa­

gon represents a 600 arc of the surface, which defines
the Fire Arc for weapons installed in it.

The DeEP HEXAGON represents the deeper parts of the
planetary crust, where well-protected facilities such as
meson gun sites (or particle accelerator sites on vacu~

um worlds) may be deployed.

For a gas giant. the Surface Hexagons represent its
outer atmosphere where ships may hide or scoop fuel.
There is no Deep Hexagon as nothing can survive the
crushing gravity deep within a gas giant.

At the start of the game, the player who controls the
planet declares the orientation of the PSD relative to
the playing area by writing down which edge of the
playing table is aligned with Fire Arc 1 on the PSD.

Planelary Rotalion

If you have calculated (or decided) the planet's rotation
period (the length of iI's 'day'). you may opt to repre­
sent this effect on the planet's Fire Arcs.

The direction of rotaUon is chosen at the start of the
game by the player controlling the planet. Divide the
planet's rotation period (in hours) by 5 and round to the
nearest whole number. to get the number of game
turns taken for the planetary Fire Arcs to shift round by
one arc (Le. by 600).

Example: The E8rtll ro18tes in 24 "OUrs. so it
rotates one Fire Arc every 5 turns (2415 = 4.8,
which rounds to 5).

ViSibiliIV 01 Orbital and Planelary Forces
The PSD. and hence the facilities installed on it, are
not visible to other players until an opponent's ship
reaches Close Orbit (within 1 MU of the planet).
However, if one of the planetary weapons fires, it must
be declared and revealed on the PSD.

A ship in Close Orbit can manoeuvre to keep the pran­
et (or gas giant) between it and its opponents. Any ship
which starts the game in Close Orbit. will remain invisi~

ble to its opponents who are in the Fire ATe direcUy
opposite that of the orbiting ship.

dose orbit--
_.__~ UlI<
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FIGURE 23: EXAMPLE PlANETARY SSD

A ship may also hide within the upper atmosphere of a
gas giant (its ·Surface Hexagons· on the PSD). Any
ship which starts the game hidden will remain so until it
moves, opens fire, or an enemy ship comes within
5 MU of the centre of the gas giant (at longer ranges,
sensors cannot resolve ships within the gas giant's
electromagnetically 'noisy' atmosphere).

C\.Optionally, you can simplify these rules by atlow­
"'ing ships and facilities in Close Orbit to be visible
to all other ships at aU times.

Entering Orbit

To enter orbit, a ship must be moving sufficiently slowly
and closely to a planet or gas giant:

- The ship must be within 1 MU of the planet.

- The ship's vector must be smaller than 1 MU (i.e.
its Future Position Counter must be no more than
1 MU from the ship counter). and

- The ship must have an operational manoeuvre
drive, with a thrust at least equal 10 the world's
gravity at 1G.

If a ship achieves these conditions. it is considered to
be in Close Orbit and can be transferred 10 the appro-­
priate Close Orbil arc of the PSD.

If a ship in Close Orbit has ils manoeuvre drive
knocked out, it will continue 10 orbit for 2 turns before
Ihe world's gravity pulls it down into a death spiral...

landing on a Planel
Once in Close Orbit, a ship may do the following:

- land on a planet by expending Thrust Points equal
to the wortd's surface gravity. If the wood has an
atmosphere code of 0·1, even unstreamlined (USL)
ships can land. If the atmosphere is 2-4, only P$L
and SL ships can land. If the atmosphere is 5+, SL



ships can land, but PSL ships must expend twice
the normal Thrust Points to do so, otherwise it will
crash and be destroyed.

- Move between adjacent Close Orbit arcs, expend­
ing 1 Thrust Point for each arc moved.

Taking on Irom a Planet
Missiles and ships launching from a planet's surface
must expend 1 Thrust Point for each G of the planet's
surface gravity in order to enter Close Orbit (this is in
place of the usual vector movement effects of gravity).
The ship's remaining Thrust Points can be used 10:

- Manoeuvre the ship off the PSD on to the main
gaming table. The ship has no initial vector when
leaving Close Orbit and starts its movement from
the side of the planet gravity template that corre­
sponds with the Close Orbit arc from which it left.
The ship's initial facing is directly outwards from the
planet.

- Move between adjacent Close Orbit arcs, expend­
ing 1 Thrust Point for each arc moved.

Example: The ISS Exchequer has a 5G drive and is
taking off from a starpott in arc 1 of a world with a
surface gravity of 2G. Reaching Close Orbit costs 2
Thrust Points, then the ship expends 1 Thrust Point
to move to Close Orbit arc 2 before leaving orbit. It
is now placed on the main gaming table on the arc 2
side of the planet's gravity template. It then expends
its remaining 2 Thrust Points to give it a vector of
2 MU directly away from the planet.

Planelarv AssaullS
Once control of space is established and defending
forces driven off, the Power Projection commander
often has another challenge - the subdual or capture of
enemy worlds. These rules focus on the space combat
issues of subduing a planet rather than the capture of
a planet through the use of ground forces.

firing at Targets in Close Orbit
Ships and orbital facilities in Close Orbit may fire on,
and receive fire from, any ship outside Close Orbit,
subject to the usual range modifications due to the
planet's gravity bands. The only exception is where a

Ulirary Data Seardi: PLANETARY ASSAULTS

These rules aSStJme that none of ffie taelies displayed in !he 'SIaCk War'
period Of Traveller's Rebelnon are being employed. In the Black War,
starports. industri.allacililies and populalions became legitimate targets
and the various factions adopted a scorched earth policy of denial and
countcr-dcnial operations which resulted in the lotal destruction of plan­
~tary economies and massive civilian casualties, In Power Projection it
is· assumed !hat a world is being taken because il is needed for its
rlIsouree.s,t~y or attier s!ll'llegfc llIaSOllS, such ttJat the allacking
f.Q.1'CElS wish to SlJbd~lhe World while minimising damage to the sorface.

ship is considered to be hidden (see Visibility of Orbital
and Planetary Forces on p.37).

Ships and orbital facilities in Close Orbit may be
engaged without penalty by other ships in any Close
Orbit arc other than the arc directly opposite (which is
obscured by the planet). There are no gravitational
range modifications in such close range combat.

Surtace to Ship Comhal
Planetary weapons systems may fire at targets both
within and beyond Close Orbit, as shown in Table 16.

TABLE 16: LIMITATIONS OF PLANETARY WEAPONS

iTarget is within...
Close Short L:ong

Weapon Type 0rblt Range Range
Energy weapon Yes· No No
Laser Yes· Yes Yes#

Meson gun Yes· Yes Yes/#

Missiles Yes· Yes Yes#

PA Vac only·a Vac onlya Vac onlya#

Deep Meson gun Yes# Yes# Yes#

'Surface weapons (except missiles) may only fire at targets in the
same Close Orbit arc as the surface weapon is located.

'The defender musl have a functioning senSOf platform (a ship or
orbital facility with alleast one intact computer box) in Close Orbit
10 relay targeting data,

apA:s may only fire beyond Close Orbit if they are located on a vac­
uumworld.

Missiles launched from a planet must expend Thrust
POints equal to the world's surface gravity to reach
orbit). The missiles' remaining Thrust Points may then
be used to move into space or to move between orbital
Fire Arcs at a cost of 1 MU per arc crossed. Once the
missiles leave Close Orbit they must move in a straight
line. as per the normal missile movement rules (p.26).

Example: A planetary defeflce missile salvo is fired
from arc 1 of an Earth·like planet and largf;/ted at a
ship in Close Orbit on the far side of the world
(arc 4). This requires Ihe salvo /0 traverse 3 arcs, a/
a cost of 1 MU per arc (given the 1G surface gravity)
plus 1 MU for launch, reducing the salvo's first turn
movement by 4 MU to just 6 MU. However, this is
quite sufficient for it to reach its target,

Ship to SurtacB Combat

Meson guns. lasers. energy weapons and missiles
may be used to attack surface facilities (though energy
weapons may only be used from Close Orbit) as sum­
marised in Table 17.

If the vessel is firing from Closs Orbit, it can only firs at
surface targets within the same planetary Fire Arc.



TABLE 17: ATTACKiNG SURFACE TARGETS

Target Is...
WeaRon Type Surface Deep'
Energy weapon Yes" No
laser Yes No

Meson gun Yes Yes'
Missiles Yes No

PA Vac only3 No
'Energy weapons IOOst be in Close Orbit 10 fire at targets on the
~netary suriace.
'Deep hex weapons may only be attacked in the same tum !hat
they are flfilg (withoulltis weapons signature it is almosl imposst­
bIe 10 pin-point the location of the Deep weapon site).

·PA's may only attack the surface of vacwm workts.

Vessels firing upon a Deep weapon site suffer a +1 on
atl rolls to hit and on the Secondary Weapon Damage
table (due to the difficulties of targeting the site) unless
the firing vessel is in Close Orbit.

Surface facilities gain significant protection from the
energy-absorbent and obscuring properties of their
planers atmosphere. The effective range to the target
for all beam weapons (and bomb-pumped laser mis­
siles) is adjusted by a multiple of the world's surface
gravity. as shown in Table 18. This is similar to the
effect on ship-ta-ship weapons fire passing through a
world's gravity band.

TABLE 18: ATMOSPHERIC RANGE MODIFICATION

UWP- Atmos here Code Range Mo(Jifier
o. 1 Surface Gravity
2 ~ 5 2 x Surface Gravity
6 ~ 7 3 x Surface Gravity
8+ 4 x Surface Gravity

Example: The Y'chek is 9 MU from the planet
Emerald when it opens fire on a surface weapons
installation. Emerald's atmosphere code is 6 and its
surface gravity approximately 1G, so a range modifi­
er of +3 MU is applied. The Y'chek's fire is resolved
as if it were firing at 12 MU (long range for second­
ary weapons) rather than 9 MU (shon range).

Planetary Surrender
A world will surrender only if all the following conditions
are mel:

- All Surface and Close Orbit facilities are destroyed.

- There are no allied ships within 20 MU of the planet
(i.e. able to provide support).

- The attacker has ships within 5 MU of the world
with suffteient missiles or meson weapons to bom­
bard the world into submission.

Bombarding a world Into submission requires the
attacking force to have 15 BOMBARDMENT POINTS for
each population level from the Traveller Universal
World Profile (UWP). Each functional meson or missile
battery provides one Bombardment Point. A factor N
spinal meson weapon provides 5 x N Bombardment
Points. (If the target is a vacuum world, PA weapons
count as if they were meson weapons for calculating
Bombardment Points.)

This level of force must be maintained within 20 MU of
the planet if the occupying neet wishes to gain full ec0­

nomic control of the planet in a Strategic Game.

Example: The world of Hyrina has a UWP popula­
tion code of 6 (01 few million inhabitants). Having
destroyed the system's fleet, the enemy puts into
orbit three ships, each with a factor-5 meson spinal
mount (total 3 x 5 x 5 = 75 Bombardment Points).
Each ship also has 10 missile batteries (total3 x 10
= 30 Bombardment Points). The total of 105
Bombardment Points is more than enough to sub­
due this planet.

UbrnY Data search: UNIVERSAL WORLD PROFILE IUWP! .

Traveller enca~tes the data for eacti wOOd in the~ roomt
Terra A1826374A!">669"-p3 S9 JU 10 61l1124n G2 14 V

whcl'e each valoe (numbc(ed with a superscript) is interpreted as beIoW_:
Note tIlat these values 8(e in hexadecimal, i.e. ()'9, A=10, 6=11, ele.

1. Starport - from A(excellent, full shipyard) to X(no port); space-.
IXlfls (which service only in-syslem lraffic) 8fIl /BteCl Fto G.

2. Size - mutuply by 1,000 lor the wOOd diameter in miles.
3. Atmosphere· 0" vacuum. 1"trace , 2-3" v8I)' thin, 4-5" thin,

6-7 =(Earth) standard, 8-9" dense, A+" exotic, corrosive, etc.
4. Hydrographlcs - muWply by 10 for %of surface covered by water.
5. Population· exponent of 10 of the number or inhabitants, e.g. 0::

none, 1"tens, 2 '" hundreds, ... , 6 '" millions, 7 :: lens 01 millions.
6. Government· 0 :: none, 1'" company-run, 2,4 "democracies, 3"

oligarchy. 5" feudal technocracy, 6" run by anolher world, 7" balka­
nised. 8·9" bureaucracies, A+ =various tjpes of diclatOfShip.

7. Law Level- from no low (0) to '1964'-like intrusiveness (A+).
8. Tech Level· from negligible (OJ, through current Earth (7-8) 10

interstellar (A·D) and highesl interslellar (E-F).
I 9. Bases. e.g. 5:: Soout, N :: Navy.

10. Trade Classifications· ignored in Power ProJection.
11. Population Multiplier - first digit of tol3l population value.
12. Number of planetoid belts - in this system.
13. Number of gas giants - in this system.
14. Main star's spectral type Ind size.

But what use is ltis information in Power Projection? The~
Iype, loch JeveI and presence of.lmlli are key fad0r5 in wilding, main­
taining and repairing a navy. The m delennines a 'Mlr1d's surface grav­
ity and !he atmosoheric densitj detcnnInes whelhel' a ship must be
streamlined 10 entef' it. The hydroclapt;; %mlC3tes if !here is water (or
ice) on the surface lor refueling. The ooouIation and popuIation!!!Jl!iOO.
t1 affect a worJd's eCOllQu»l; value ~ the Strategic Game i¥ld how easiy
it wi sooender. The goverM!8!1l affi!cfs the woMs naval budget (dicta­
tors spMd mote on armament!l). The pmsence of gas giants in a sys­

;!em means~ can be soooped from a gas giant (e.g. if no slarpcrt is
present or is i'l enemy~. The~ determineS Is QiaVity wei
and safeJl.rrlllimit(scoAppcodixA). The 1aw1cYef.1Jade dassificatioos
and prBSBOCe of~ bilts can be i\1JOred. -



This section allows the generation of a large number of
Power Projection scenarios. II also includes a 'fog of
war' aspect, meaning that you won'l know for certain if
you fulfilled your objectives, or the enemy fulfilled theirs
until the very end of the bailie. II is possible that in
some situations, as in real life, both players will 'win'.

The Scenario Engine assumes there are two players:
Intruder and Native. No assumptions are made about
the origin of these forces, so you can use them for any
form of internal conflict or inter·species battle.

Game SetUp
Toss a coin or roll a die to decide which player gets to
choose whether to be the Intruder or Native torce.
Each player then determines their mission and records
this, keeping it secret from the other player until the
end of the game (this provides a 'fog-of-war' effect, by
concealing each side's victory conditions).

Each mission details the points available to spend on
ships, crews and commanders and their victory objec~

live. The points are a 'recommended' spend: each
player may spend up to 20% more or 20% less points
if they wish, for example trading off buying more ships
against the more difficult victory conditions this impos­
es • as described in each mission scenario.

PUI'l:haslng Ships
The 'cost' of purchasing a ship is its points value (PV
on its 550, modified by the Crew Quality. By default all
crews are RegUlars, but players may opt to select the
Crew Quality or determine them randomly.

TABLE 19: CREW QUALITY MOOIFIER

Crew Qualit Shi P-oints Multi~lier'

Green 0.75
Regular 1.0
Veteran 1.5
Elite 2.0

Example: A 100 PV ship with a Green crew would
cost only 100 x 0.75 =75 points, whereas the same
ship with an Elite crew costs 100 x 2.0 = 200 points.

PU'l:haslng fleet Commanders
Each player starts the game with a Fleet Commander
with a Fleet Tactics level of O. Raising this skill level
to 1, costs 5% of the scenario's starting points. Each
further skill point costs 10% of the starting points, to a
maximum of Fleet Tactics 4, costing 35% of the start­
ing points. If desired, these Tactics points may be
divided between two Commanders (for redundancy, or
to contrt two separate Task Forces).

ONote that this rule differs from the system given in
the Stmtegic Game rules.

Ubrary Data Search: FLEET TACTICS

Commanders Wl Power Projection start with a Fleet Tactics d zero. but
this doesn't me<ltl lhey're inexperienced· the Fleet Tactics skillevels
have been OOfTllali5ed for Power Projection, such that Tactics 0 is equiv­
alenllo a Tactics level of 2 in Travelle(s High Guard.

Example: Dominic has a mission spend of 200
points but has already spent 210 points on ships. He
wishes to have a Fteet Commander with Tac:tics 2.
which costs 15% of 200 points, i.e. 30 points. He
can jus! afford this within his 240 point absolute limit
(20% above the base mission spend), If he wished
to have Tactics 4, he would have to spend 70 points
(35% of 200) which he could only afford if he pur­
chased ships with lower PVs.

Table Set UP
The gaming table is assumed to be rectangular, such
that Ihe Intruders and Natives sel up al opposite nar·
row ends as shown in Figure 24. For those scenarios
where a planet or gas giant is present, it should be
placed on the cenlreline, one third of the table length
from the Native end, If a gas giant is presenl, roll 06
for its size: 14 small, 5-6 large, This affects the range
at which ships can Jump out safely, In some missions
the Intruder also has a Rendezvous point one third of
the way along the centreline from his end.

Gaming Table

. . ~

FIGURE 24: GAMING TABLE SET UP

- The Native must deploy all ships on the table at the
start of the game, unless their mission details stale
otherwise. The ships must be within 15 MU of the
planet (if present) or no more than one-third of the
way up the table from the Native player's end.

- The Intruder must have at least one Task Force
enter the table on the first turn (unless otherwise
indicated); others may enter on later turns. Entry is
possible by Jump, but the 100 diameter limit must
be obeyed.



A ship may disengage by Jumping out or by reaching
its own table edge. Exiling any other table edge it is
assumed that the ship is destroyed by the enemy so
they automatically gain the points for that ship (unless
otherwise indicated in the mission deSCription).

Intruder Missions
Roll two D6 and cross-reference them on Table 20.

TABLE 20: INTRUDER MISSIONS

Mission Mission Specifier (06
Type 1 2 3 4 S 6
Battle R1 R1 R2 R2 R3 R3

Strike R4 R4 R5 RS R6 R7
Patrol R8 R8 R8 R9 R9 R9
Special R10 R10 R10 R11 R11 R11

Note: In the mission descriptions below, a capital ship
is one that has a spinal mount.

Mission Rl- Power Pro/ecdon - PV 600
Your mission is to destroy <lny enemy neet elements in this
star system to secure tho flanks of your empire's forces prior
to a mapr offensive.

If a planet is present, it lIlay be ignored but all Native ships
must be destroyed. If any escape, you loose.

MissIon R2 -Invade and Conquer - PV 500
Your mission is to bombard the enemy planet in preparation
for an invasion. The bombardment must comprise 10 missile
battery strikes or one meson spinal aUack per tum, for at
least two consecutive turns.

Each ship within 10 MU of the planet may offload strike
troops after the first turn of bombardment is complete, provid­
ed they have an operational bridge and are not carrying out
bombardment themselves.

Each warship of at least 10,000 dT (or ships of at least 1,000
dT with at least 7 cargo boxes dedicated to carrying troops)
may land one strike force per tum. Warships of 100,000 dT
or more may land 3 strike forces per turn. Eactl tum the
Native player rolls 06 • a result of 4-6 deslroys one of your
strike forces if the planet was bombarded this turn. lithe
planet escaped bombardmenllhis tum, one additional strike
force is destroyed (whatever the 06 resUlt). When you have
accumulated 12 surviving strike forces on the planet's sur­
face, your mission is ;) success.

Mission R3 - Probe In force· PV 400
Your mission is to test the enemy defences in this star sys­
tem. tf they are vulnerabte (you have Inore points lhan the
enemy), you must destroy or drive off the enemy forces. If
you have more than twice the points of the Natives, you must
destroy all their ships to prevent any of them escaping with
intelligence regarding your fleet (causing you to loose). If you

have less points than the enemy you win by destroying or
-mission killing" more ships th3n they do.

Mission R4 - Strike and Fade - PV 300
A diversionary operation is required to force the enemy to
divert forces into this area, far away from a planned future
offensive. If you have more points than the enemy, you must
destroy malO points of enemy shipping than you lose, and
discOQOlgC successfully. You may disengage on the Native
table edge If you wish.

If you have less points you must destroy at least one capital
ship and escape. If no capit;)J ships are present you roost
deslroy at least two escorts. tf you lose more than half your
points (In ships), you fail the mission.

Mission R5 - Quick V1CIOry - PV 200
Your fteets have been defeated too often, recently, and ltle
morale of the fleet and your people has been slipping_ High
Command have identified this system as a target to boIstcr
the hearts and minds of your people - you have been ordered
10 engage any enemy capital ships found in the system at
any cost.

If you have less points than the enemy, you succeed if you
can score two Threshold Checks on an enemy capital ship. If
you have al least as many points as the enemy. you win if
you deslroy an enemy capital ship or (if no capital ships arc
present) half their forces. You may disengage 00 the Native
table edge if you wi!\h.

Mission R6 - Surface Raid· PV 300
Covert assets indicate that the enemy has an important intel­
ligence base on this planet. Your mission is to close to within
10 MU of the planet <lnd hold position for a full tum while a
marine assault unit deploys and attacks the enemy base,
retrieving as much dHla as possible. You must choose and
record which ship has the assault team onboard.

You must provide orbital fire support lor the raid during the
tum the unit deploys by bombarding the planet's surface wilh
at leas! 5 missile strikes or a meson spinal strike. If you can't
do this the mission fails.

Three turns after thc team is deployed, you may extract
them. This reQuires you to remain within 10 MU of the planet.
To successfully extract the team, you must roll a D6 each
tum and gel3 or more, rolling at +1 for each addilionaltum
you bombarded the planet, -1 for each tum after the fifth
game tum.

Example: You deploy the marine unit in tum 2 with OIbilal
fire in turns 2, 3 and 4. You attempt extraction in tum 6.
needing" tOIl of 3, +2 for 2 extra turns of bombardment, ­
1 for it being the sixth tum).

You may onty IIy this extraction once - if you fail, the marines
are killed, and the mission is a failure. If extraction is suc­
cessful, the ship carrying the marines must disengage by
Jump or by acceleration. If It is destroyed, the mission fails.

If the enemy has more pofnts than you, you win by bombard­
ing the planet, landing the marines, and maintaining a ship
on the table for 5 turns after this.



Enemy neet elements have been operating from this wood as
part of a commerce raiding campaign against your mer­
chants. Your Task Force has been dispatched to destroy the
mainten<lncc ilnd refuelling facilities thilt have been support­
ing these operations.

You need (0 enter Close Orbit, and perform two consecutive
turns of bombardment, of alleast 10 missile ballery attacks,
or a spinal meson strike, each tum.

If you have alleast as many points as the enemy, you win if
you complete the bombardment and suffer losses less than
1.5 times those of the eoemy. If you have less points. you
win by completing the bombardment.

MIssion 88 - Patrol Sweep - pv 250
Your Task Force has been assigned a patrol route to sweep
away enemy ships. If you have at least as many points as
the enemy, you are required to destroy Of drive off their ships
from the patrol area (the table). If you have less points than
the enemy. you must destroy more enemy points than you
lose in combat before withdrawing from the table.

MIssion 89 - MilCh Cow - pv 200
This system is a refuelling stop en route to a rendezvous with
other neet elements, several Jumps away. Your ships have
just exited Jumpspace and so start with all fuel boxes
expended except one. In addition to your basic 200 PV of
ships, you may select extra ships with enough tanker capaci­
ty 10 allow you 10 fully refuel your forces (if necessary, use
vessel designs from other races with appropriate cargo
space). The lankers are placed at rest, at the Intruder
Rendezvous point (see Figure 24).

To successfUlly refuel, each of your ships must spend a full
tum stationary, without firing anything except Point or Escort
Defence, within 6 MU of a l<:Jnker. One fuel box is regained
per turn (multiple ships may refuel at once, up to the RCP
value of the tanker). Once refueling is completed, your ships
may exit Ihe table either by Jump or by acceleration.

If you have at least as many points as the enemy, you win if
more than three quarters of your force (tn points value)
escapes. If you have less points than the enemy, only half
your force need escape. If you have less than half the points
of the enemy, you win if just a quarter of your ships escape!

Mission RIO -inleillgenee Gadlerlng - pv 150
Your Task Force has been assigned a high risk intelligence
mission. It is suspected that enemy forces are gathering in
this system, but the exact numbers and types are unknown.
Your ships must spend at least two tums within 25 MU of at
least 300 PV of enemy ships (Of all enemy ships if they total
less than 300 pv) and eSCi3pe off the map (by Jump or by
acceleration). You may disengage on the Native table edge if
you wish.

MIssion 811- Coven Beeoven - pV 150
You must recover a covert mission depk)yed on this system's
main p1aoel. To do so, ooe of your ships must move within 6
MU of the planet, and remain stationary there for a full tum. If

more th<)n one ship docs this, choose and record which one
made the recovery.

At the end of the turn, the agents are assumed to be aboard
thai ship. Your forces may then disengage by acceleration or
by Jump. If the ship that performed the pick-up is destroyed
the tum after the mission is recovered. your mission has
failed as there has been InsuffIcient time to transmit the mis­
sion data to your other ships. On subsequent turns, the
escape of any of your ships means that you have achieved
victory by securing a major intelligence (DUp.

Nalivo Missions
Roll two 06 and cross-reference on Table 21.

TABLE 21: NATIVE MISSIONS

Mission Mission Spectfler (06)
06JYpe 123456
1,2 Battle 81 81 82 82 83 83
3, 4 Strike 84 84 B5 85 66 B7

5 Patrol B8 B8 B9 B9 B10 810
6 Special B11 811 811 811 811 811

MIssion 81- Power Proleedon - PV 600
Your mission is to destroy all Intruder fleet elements in this
star system to secure the flanks of your empire's forces and
so foil a major enemy offensive.

If a planet is present, it Is of no strategic value to you. If any
enemy ships escape. you loose.

Mission 82· The Lasl Fleel- PV 400
Your Task Force is the only group of major combatants left in
this region of space. As a result, it is vital to limit your losses
and keep conlrol of this ar8a. If you have less than or equal
points to the enemy, you win if your losses are less than 35%
of the enemy's total PV. If you have more points than the
enemy, you must achieve the same level of victory in points
but also ensure lhatthe enemy fails their victory conditions.

Mission 83 - A8100dv Nose - PV 200
Your planners did not anticipate Olis syslem would be a lar­
get, so you have insufficient forces to mount a serious
defence. I-lowever, for morale purposes, you must give the
enemy a bloody nose lor laking Ihis system.

If your point total is atlesst that of the enemy, you win by
destroying an enemy vessel of at least 10,000 dT. If Ihere are
no such vessels, you must destroy at least 75% of the enemy
force (in points value).

If your points are less than the enemy's, you win if you suc­
ceed in forcing a Threshold Check on an enemy ship of at
least 10,000 dT (spinal-induced Threshold Checks which did
not resulllrom losing an entire row of structure boxes do not
rount).

If the enemy has no ships of 10,000 dT or bigger, you must
cause 5 slrudure boxes of damage to their largest srnp. If
they haven't a ship with 5 structure boxes. you must destroy



their largest ship and damage other Ships to total 5 structure
boxes. These targets should be combatants, not lankers.

Mission B4. The BeSt Delence - PV 300
Your mission Is 10 maintain control of this star system. Fleet
command has given you control of a major Task Force to
achieve this mission. If you have at least as many points as
the enemy, you must stop them achieving their victOl)' condi·
tions and have the ooly operational ships len on the table at
the end of the bailie. If you have fewer points than the
enemy, you must destroy more points of enemy ships than
you loose.

Mission B5 - AmbuSh - PV 500
You must set an ambush to cripple an enemy operation (the
exact nature of which is unknown) that intelligence assets
have indicated will occur in this system.

Your initial fol'C8 must not exceed 200 PV and must be
deployed by your planet. Do !:!2! declam Ihe full 500 PV to
your opponent .:It this point

The remaining 300 PV of your forces are hidden in the sen­
sor shadow of a minor planetoid ncarty and may enler the
bailie at any point aner the third tum, entering from your
Native edge of the table.

To win, you must inflict a crushing defeat by destroying all
enemy ships and thwarting their victory conditions. If any
ships escape, you lose. as the enemy will realise that amat­
gamating your forces here will have left other systems vulner­
able to allack.

Mission B6 - Geles 01 Are - PV 300
Your forcas are stretched to the limit in this area of the front
so you must make every shot count and set an example for
your side. To win, you must deslroy more points worth of the
enemy than Ihey do of your forces. If you have more points
than Ihe enemy. you must also stop them achieving their vic­
tory conditions.

Mission B7 - Covering Wlthdrawal- PV 200
No enemy action was anticipaled against this system so you
have inadequate forces to defend against e major advance.
You have been ordered to perfonn a delaying aelion while
key civilians <3nd other assets are evacuated from the sys­
tem. If you have less points than the enemy. you win by
delaying their victory conditions untit at least the sixth tum.
and having at least one ship escape the table thereafter. If
you have alleasl as many points as the enemy. you win by
thwarting their victory conditions.

Mission BB· Patrol Sweep - PV 250
Your Task Force has been assigned a patrol roule to sweep
for enemy ships. If you t\ave more poinls than the enemy,
you are required to destroy or drive off their ships from the
patrol area (the table). If you have the same or less points
than the enemy, you roust deslroy rTl()(e enemy points than
you loose in combat before withdrawing from the table.

Your task force is en route to a rendezvous with other neel
elements several Jumps away. This system is a refueDing
stop. with a refueling cache ooncealed on a tiny planet. Your
ships must start with all fuel boxes crossed off except one
(power plant fuef). To successfully refuel. each of your sttips
must spend a fult turn stationary, within 6 MU of the planet.
without firing any weapons except for Point or Escort
Defence.

A number of ships equal to the fleel's RCP factor may refuel
simUltaneously. Refuelling takes only one lum: once this is
completed, your ships rnay exilthe table either by Jump or
by accclclOltion.

If you have <3t least as many points as Ihe enemy, you win if
more than 75% of your force (in PV) escapes. If you have
less points than the enemy, \his reduces to 50%, and if you
have tess than halllhe points of the enemy, you win if just
25% of your ships escape.

Mission Bl0 • Convoy Screen - PV 300
Your Task FOfce must protect a vital convoy as illeaves the
system. Your fOfOOS are split into a screening force (200 PV),
and a merchant convoy (100 PV). The screening force starts
on lhe lable; convoy ships may enter from the Native end of
the tabte at any point in Ihe first five lums (all convoy ships
must be on the table by the end of the frflh tum).

Merch<3nts may be tenders. or based on warships_ In the lat­
ler case, the ship's PV is h.:llvcd. but il relains only laser
laser batteries and salldcasters (neither of which may be
used for Escort Defence). All armour, screens, nuclear
dampers, etc. are removed. The ship is reduced to a single
computer. with no Offensive Combat Capability, but it must
retain <3 Jump drive.

tf you have atleasl as many points as the enemy, you win if
all merch'lOts esC4lpc the table. If you have less points lhan
lhe enemy, you succeed if 50% of your merchants escape. tf
lhe enemy has atlc8st 150 PV more than you, you win if just
one merchanl escapes.

Ships escape by acceleration off the Intruder edge of the
table. Ships cannot safely escape by Jumping out because
this planet is well within the 100 diameter limit of its star's
gravity well.

Mission Bll- Run lor the Stars - PV 150
No one expected the enemy 10 re<3ch this system. II is critical
that at least one ship escape (by acceleration or jump) to
carry the news of Ihe allack. All Ships start in Ctose Orbit
around your planet. You may not declare Jump ror any ship
in the fll"St tum.

You win if one ship escapes, unless you have at least as
many points as the enemy. in whim case you must also stop
them achieving their victory conditions.
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Star Maps
Sector, subseclor and planetary data can be found in
all editions of Traveller. The subsector and sector
STAR MAPS show the relalive positions of the star sys­
lems, while the associated UWPs provide details Df the
economic and military capabilily of the main world of
each system (see p.39). Part of an example Star Map
is shown in Figure 25, with a key to the icons used.What Do You Need To Plav;!

In addition to the items needed to play the Tactical
Game, the Strategic Game needs the following:

- a calculator (or computer spreadsheet),

- paper (for keeping track of the campaign progress),

- subsector or sector STAR MAPS from Traveller, and
the corresponding world data in Traveller's
UNIVERSAL WORLD PROFILE (UWP) format (see p.39).

- Traveller Book 5 - High Guard (2nd edition, 1980)
or the equivalent MegaTravelleror d20 Travf:lller
rules are required if you wish to design new star­
ships beyond those already detailed in this book.
The conversion rules given in this book can only be
used 10 convert existing Traveller ship designs, not
to create totally new designs.

The rules given elsewhere in this book re~,a~l~e}I~O~I~he~=:::(~,~;o~ra~"~D~a~~..~a~~~h~'~W~I!A~r~~~Re~w~E~fTIIG~H~I~!N~G~f~O~R~'==;:l
TACTICAL GAME, i.e. the issues and challenges associ- .....". '''''I ° °1" ..._::>In '" h",,,,n running a SW<I eglC game, I S Jmpo'I<3n, IV COfls",enW y you are
ated directly with combat between starships. Using the fighting your opponen~ as this often determines the~ of the blilUes.
tactical rules, you can play out a battle between any You sliOOl!t agree ltie objectives with your opponent, ana Ulen monitor
two forces but at the end of the game there are no them 10 estabfish whO achieves strategic victory!
consequences following from the conflict's outcome. The fOllowirlQ are some ideas you may use or adapt:

You may have lost the Batran which is the pride of the TotalWar _your aim is 10 capture alilhe enemy worlds and destroy \heir
Imperial Fleet. or successful captured the Jewell sys- fleets completely. (Example: the ImperiaVSolomani cooflicts.)
tem for the Zhodani Consulate but it doesn't really mat- U O,_"W -oraomosloca,t ea~"'onof"e ,_ml"", ar-yvu I I ur .... ¥ .....'u u' enemys...rsys-
ter because the game stops at the end of the battle. lems or destroy a sel proportion or lIleir fleet (Example: lIle various

The STRATEGIC GAME adds another layer or realism _ Zhodanillmperial FrOll~ef Wars.)
your forces are now bought on a budget, and you must Capturing the Flag - yoor aim is 10 capture and hold one or more spe-
manage their logistics, remembering that you can win cilic enemy star systems, perhaps to gain a better stralegic position or to
the war without winning all the ballies. 'Classic' acquire valuable resources on those worlds.
Traveller addressed this challenge through Adventure Breaking Through - your aim is to penetrate part or your fleet a given
5 - Trillion Credit Squadron (still available as part of depth beyond \he enemy's border. (Example: Traveller. The New Era's
FarFuture Enterprises' The Classic Adventures) which defence against the Virus.)
provided rules for managing campaign logistics. The Annexation - your aim is to capture neutral worlds in this area, either
strategic rules presented in Power Projection are for their resources, to slop them being used as by rebels or to use them
heavily influenced by Trillion Credit Squadron and the as a burrer between you and II polential aggressor.
boardgame Fifth Frontier War, but have been simplified Capllal Strike - one or more lightning-fast strikes to destroy tho
for faster play. enemy's capital or major industrial OJ population centres, in Ihe hopes of

forcing them to capitulate quickly.
The strategic game can be played at several levels of Holding the Line _your aim is to stop the enemy neat from penetrating
complexity, as agreed between the players. your territOf)' too far before reserve elemcnts coo be brought in.

_ Tournament: This game is a one-off budget- and (Example: many Frontier War actions required Ihe Imperials 10 hold the
parameler-driven conOict which does not need Star Zh!>dani ~1iJ the Co[ridor sector lleel could be brought into the ffl:lY·)
Maps, maintenance rules or ship building. Delaying Action - havlng aweak fleet (perhaps due to combat losses),

your aim Is 10 delay Ihe enemy advance while~ evacuate key assets
- Clash of Empires: This game is either budget- or and your civilian population towards your inner systems.

points-driven, but the budget is independent of the
Guerilla War -your forces'f1gtit from hIdden bases. see~ 10da~e

star systems owned by each side. Fleet mainte- your enemY's ability 10 project pDWCr' and tioId his (or your) systems.
nance, logistics and ship building are used. This is (ExamPle: The Viirgr lend to use suCh tiit-aiKI-ruo tactics.)
the recommended level of complexity for Power
Projection: Fleet campaigns.

- Pocket Empires: This game is budget driven,
based upon the star systems owned by each
empire. Fleet maintenance, logistics and ship build­
ing playa key part in this strategic war.



Reet parameters

Task Forces must declare which system box they are
jumping into when the Strategic Orders are written.

Ships in the ouler system can avoid each other unless
the players mutually agree to engage in combat Ships
in other boxes must engage unless one chooses to try
to escape (either by Jump or by acceleration).

In-Svstem Travel
The distances between Orbit Zones and Ihe time taken
10 Iravel between them using slower-tharl-light
manoeuvre drives is given in Table A2 on p.GO.

If moving between Orbits takes 7 days or less, this can
be achieved within a Strategic Game Tum, 8-14 days
means two Strategic Tums. Typically the distances
between most Orbit Zones on the System Map are so
great that they can only be traversed efficientJy using
an in-system Jump (which is executed exactly as per
an inter-system Jump).

Toumament fleets must conform to specific parame­
ters, defined by the three tournament styles from
Trillion Credit Squadron, i.e. -Billion Credit Squadron~,
-Trillion Credit Squadron~ and "Toumament-. Billion
Credit Squadrons are not considered here as they are
likely to have only a few small ships.

,
Set Up: Tournament

ReelBuduet
Trillion Credit fleets have a spending limit of... (sur­
prisel) a trillion credits (Mer 1,000,000).

...-

detailed system map -

_...

•
"

­o
••

FIGURE 26: ExAMPLE SYSTEM MAP

This figure also shows how the UWP is made up of
hexadecImal digits (0..9, A =10, B =11. etc.). The
starport. popUlation, government and law level deter­
mine a world's ability to build and maintain battle fleets.
The atmosphere code determines how aerodynamic a
ship must be to land on it safely. If a wortd has water,
ships may refuel from the surface by 'cracking' hydro-­
gen from its oceans.

The fleet allowed for each tournament is constrained
by the following key parameters;

,-- - Tech Level: Ships may only use compo­
nents of this tech level or lower.

• Pilots: The number of ships is limited by the
number of pilots available to this fleet. Each
ship of 500 dT or less requires one pilot; up
to 20,000 dT requires two; more than 20,000
dT requires three.

- Jump Rating: Every ship in the fleet, with
the exception of small craft and riders must
be capable of at least this Jump rating .

- G rating: Every ship in the fleet, except
small craft, must be capable of at least this
acceleration in G.

- Fuelling: All ships must be capable of refu·
elling from this source: Gas - gas giant (i.e.
PSL or SL hull). Orbit - orbital refuelling (no
restrictions), Ocean· ocean refuelling (i.e. SL
hun required to allow atmospheric entry).

SVstemMaps
You can consider each star system as having only one
significant planet, or you can creale a SYSTEM MAP
showing the wortds. gas giants and asteroid belts with­
in each system. This creates more slrategic opportuni.
ties, e.g. taking oontro! of a gas giant in the outer sys­
tem without having to ftght for the inner worlds.

The System Map comprises a row of boxes, one for
each ORBIT ZONE in the system (an example is given in
Figure 26). If you have the appropriate system details
from a Traveller source, simply copy these into the
boxes, othelWise choose the number of planets, gas
giants, etc. and place them in the boxes. Working out­
wards from the star, inner orbits generally contain unin­
habitable worlds (overly hot), there may be a single
habitable world, then more uninhabitable worlds (overly
cold), planetoid belts, gas giants, rare frozen worlds
and then the ·outer system~.

The main planet will usually be in the habitable world
box. Gas giants are key for refuelling.

You should note the 100 diameter Jump limit of the star
(given its spectral type, consult Appendix A1) on the
System Map, as some of the inner worlds may be with·
in Ihis limit for large stars. In such cases, slower-than·
light (STL) in-system travel is required to move .;.}.
between these inner Orbits and the safe Jump Orbit.



Optionally, all players may agree only 50% of the
fleet's fuel tankage needs to have this refuelling
capability.

The tournament parameters for ~ToumamentR and
-Trillion Credit Squadron- games are reproduced in
Tables 22 and 23. Feet free to agree different con­
straints and/or budgets with the other players. If you
both pick Jump-o rated fleets, there is no need for a
Star Map, since you will be tied to one system.

TABLE 22: STRATEGIC TOURNAMENT PARAMETERS*

iYear TL Jump G's Pilots Refuel Other
1981 12 3 1 200 Gas
1982 13 4 2 250 Gas
1983 14 '1 3 150 Gas [1]
1984 15 2 4 Orbit
1985 11 2 5 200 Orbit
1986 12 3 6 250 Oro;! [2]
1987 13 4 1 150 Gas
1988 14 2 2 Gas
1989 15 3 3 200 Gas [3]
1990 11 2 4 250 Orbit
1991 12 3 5 150 Orbit
1992 13 2 6 Orbit [1J
1993 14 3 1 200 Gas
1994 15 4 2 250 Gas
1995 11 2 3 150 Gas [2J
1996 12 2 4 Orbit [4J
1997 13 3 5 200 Orbit
1998 14 4 6 250 Ocean [3]
1999 15 4 1 150 Gas
2000 11 2 2 Gas
2001 12 3 3 200 Gas (1J
2002 13 4 4 250 Orbit
2003 14 4 5 150 Ocean
2004 15 2 6 Orb;! [2]
2005 11 2 1 200 Gas
2006 12 3 2 250 Gas [5]
2007 13 4 3 150 Ocean [3)
2008 14 2 4 Orbit
2009 15 3 5 200 Orbit
2010 11 2 6 150 Oro;! [1]
(1J One Black Globe-4 generator is available.
(2) No starships larger than 10,000 dT.
(3) At least half the fleet's tonnage must be in no roore than three
ships. Riders are exempt from Jump requirements.
(4) No Slal'Ships smatter than 10,000 dT.
(SJ Up to 3 ships may be created at1 TL higher than shown; these
~ are exempt frOOl reluetlilg requirements.
Note that the years in itiJ/ics have had !he Jump number corrected
to comply with High Guc1tdtcch IcvcI-rclatcd limits.
"Table data extracted from Tdiion Credit Squadron, p.30, and
Adventures 1·13, The Classic Adventures.

To create your fleets, either pick valid ships from the
designs given In this book (or Power Projection:
Escort) or design your own using High Guard and the
conversion system later in this book.

F1eel Commanders
Fleet Commanders can be purchased in the same
manner as described in the scenario Engine (p.40).

Crew Quality
The Crew Quality of each ship may be assigned ran-­
domly (detailed later) at no cost. or purchased as
described in the Scenario Engine (p.40).

The BaWe
Once your fleets are designed. you are ready to play
the game. Set up the toumament as described in the
Scenario Engine section (p.40).

Dice to determine who is the Intruder and who the
Native; the laller gels to choose whether a planet or
gas giant is present in their part or the table.

TABLE 23: TRILLION CREDIT SaUADRON

PARAMETERS·

Ref T[ Jum~ G's Pilots Refuel Other
1 7 0 1 400 Orbit
2 8 0 1 100 Gas
3 9 1 1 200 Ocean [lJ
4 10 1 2 300 Gas
5 11 0 6 600 Ocean [lJ
6 11 2 1 300 Gas [2J
7 12 0 1 200 Orbit
8 12 3 1 100 Gas [2J
9 13 0 6 300 Ocean
10 13 1 1 100 Gas (2)
11 13 4 4 200 Gas
12 14 3 3 300 Gas [1]
13 14 0 1 400 Ocean
14 15 1 1 200 Orbit
15 15 4 4 300 Gas
16 15 2 6 100 Orbil [3]
17 15 4 1 400 Ocean [4]
18 15 4 6 200 Ocean [l,5J
19 15 6 6 200 Gas [2]
20 15 6 1 100 Ocean [1]

(1) The fleet must contain at least two ships of 30,000 dT or more.
(2) Only Jump-capabie ships must fuJfilIhe refuetrlng requirements.

13J AI JuITl><"pab/e ships mus! be buIIered J'anetoids.
14) Only one ship may have JurTll drive; aU other ships must be
carried in it
(5) Every ship >5OOdT must be capable of Jurlll·
'Table data extracted from Trilion Credil Squadron, p.29.
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Starport Class A +4 Tech level 0 - 6

8tarport Class B +3 Tech level 7 - 10 +1

Starport Class C +2 Tech level 11 - 13 +2

Starport Class 0 +1 Tech Level 14 - 16 +3
Starport Class ElX 0 PopUlation 7+ +1

Naval Base +3 Scout Base +1

System is on X-Boat I Communications Route +1
For each adjacent star system after (he first +1

Feat.~_re omts Feature

Crew QualltV
The Crew Quality of each ship may be assigned ran­
domly (detailed later) at no cost, or purchased as
described in the Scenario Engine section (PAD).

Annual Naval Budget
You will need to maintain, repair and provide logistical
support for your neets as well as building new ships.
The annual peacetime naval budget is 11% of the initial
budget (multiply the initial budget by 0.11).

You start the game at peace. Once fighting breaks out,
you may move your economy to a war footing, increas­
ing your annual budget by half again (i.e. multiply the
peacetime naval budget by 1.5).

The annual budget comes from the taxes levied on
your worlds. The relative contribution of each star sys­
tem needs to be calculated so that the impact of losing,
or gaining, a system can be quantified. Each system is
assigned ECONOMY POINTS according to its key fea­
tures, as listed in Table 24.

Example: Rhylanor is TL 15 (+3), Starport Class A
(+3), Naval base (+3), Scout base (+1), high papula·
tion (+1), one adjacent system (+0) and is on an X­
Boat route (+1), giving it 12 Economy Points.

Divide the annual budget by the sum of the Economy
Points for all your worlds. Mulliply the result by the
Economy Points for each system to give that system's
contribution to the annual budget.

Example: An Empire bused uround Rhy/uoor totals
50 Economy Points und u budget of Mer 1,000,000
was chosen by the players. The annual budget is
Mer 110,000 (11% of the initial budget). Rhylanor's
contribution is 13/50 of this. i.e. Mer 28,600.

When allocating ships to systems, consider the mainte­
nance budget available from each system. If a system
is captured by an enemy power, you lose its budget
while the enemy gains the same amount.

TABl.E 24: PLANETARY ECONOMY POINT FACTORS

Example: Given 2 trillion credits, a player spends
20% of budget to get 8 Ffeet Tactics points, dividing
this between two Commanders, giving one Tactics 3,
Strategy 1, and the other Tactics 2, Strategy 2.

This provides a halfway house between a Tournament
and the full economic complexity of Pocket Empires.

neet Parameters
If the campaign is set in a spedfic Traveller era, the
fleet parameters should renect this. e.g. defining the
style of ship used by a particular race or group, and
limiting the maximum tech level available at that time
(players may opt to build ships at a lower tech level).

fleet Construction
Given the budget and fleet paramelers you can now
purchase your fleet and planetary defences.

At least 20% of the total budget must be spent on ves­
sels one tech level lower than the Empire's current
maximum. However, this 20% may include the cost of
refitting Ihem 10 upgrade them 10 the current tech level
(see refitting rules later). If you don't have High Guard­
compatible design rules available, ignore this rule.

You may buy missiles and sandcaster ammunition,
which can be deployed at designated systems ready
as reloads for neet elements. You can also purchase
orbital and planetary derances.

Set Up: Clash of Empires

neet Budget
All players should agree their budget levels (these
need not be the same for every side). either in credits
or points value. This value may exceed the ship-build­
ing budgets of the local star systems if desired (repre­
senting an innux of forces from surrounding areas).

If you purchase your ships using points, you will still
need to calculate the equivalent budget by adding up
the Mer values of all the ships, fighters. ammunition
and planetary defences that you have bought.

fleet Commanders
Each player is assumed to have at least one Fleet
Commander, with a Fleet Tactics level of O. Each point
of Fleet Tactics costs 5% of the total naval budget, up
to a maximum of 35% for Fleet Tactics 7. This skill may
be divided between mulliple Commanders ir desired.

Each Commander's skill must then be divided between
Tactics skill and Strategy skill· the rormer affects rolls
in battle (e.g. initiative) while the latter reduces a fleet's
Command & Control Lag (see p.49). (You can opt to
give a Commander a zero level of either Tactics or
Strategy skill if you wish.)

Ci.1t is recommended that for every trillion credits (or
,,"part thereof) of budget, every 5% spent on com­
manders buys an extra skill point, e.g. spending 35%
of a 2 trillion credit bUdget gets 14 Fleet Tactics points.
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Sel Up: Pockel Empires
This game uses the detailed economics system out­
lined in Tdlfion Credit Squadron. It is similar to the
Clash of Empires game, but requires far more maths
(ideally a oompuler spreadsheet should be used to
support the calculations) as the naval budgets depend­
totally on the star systems that each side controls.

C\,Marc Miller has confirmed that the rules in Trillion
"Credit Squadron were not intended to model the
budget of the Imperium as a whole. If you feel this sys­
tem produces too huge a bUdget (and hence huge
fleets) feel free to divide the overall budget by 10.

n••!Budgel
I Having decided the woods controlled by each player.

the fleet budget can be calculated. The budget allocat­
ed to naval forces (whiCh is only a small proportion of
the total taxation imposed upon the populace) is made
available in Week 1 of a Game Year (which consists of
52 weeks). These funds are dependent upon the gov­
emment type, population level and whether a world is
on a war footing. The budget for each world is:

Budget =Cr 500 x G x P

where G is the Government modifier from Table 25 and
P is the Population of the wortd (the~ population,
not the UWP population code).

Typically, all governments start the game at peace. If
the players agree, you can interpolate levels belween
the war and peace extremes, depending upon per­
ceived threat. paranoia or aggression by a given world.

TABLE 25: GOVERNMENT BUDGET MODIFIERS

UWP Government Code
1 234
0.80 1.00 0.90 0.85
1.40 1.50 1.20 1.45

9 ABC 0
1.15 1.20 1.10 1.20 0.75

War 1.20 1.20 1.50 1.20 1.50 1.50
'Captive GovelTllllents (type 6) arc assumed to have the same
code as the WOl1d that owns them; Balkanised Worlds (type 7) Ireal
eadl government separately.

Example: Hecate is a world with a type 3 govern­
ment, a population code of 7 (tens of millions) and a
population multiplier of 5, giving it approximately
50,000,000 inhabitants. Its peacetime naval budget
is Cr 500 x 0.90 x 50,000,000 .. MCr 22,500. If
Hecate moves to a war footing, the budget grows to
MCr 30,000 (Cr 500 x 1.20 x 50,000,000).

All taxes are received in 'local' credits. However, the
actual buying power of a local credit in the interstellar
marketplace depends on the worfd's tech level - lower

TA8LE 26: CREDIT EXCHANGE RATES

iTecfi Starport Type
evel ABC 0 E X

F 1.00 0.95 0.90

E 0.95 0.90 0.85 0.80 0.75
o 0.90 0.85 0.80 0.75 0.70
C 0.85 0.80 0.75 0.70 0.65
B 0.80 0.75 0.70 0.65 0.60
A 0.75 0.70 0.65 0.60 0.55 0.45
9 0.70 0.65 0.60 0.55 0.50 0.40
8 0.65 0.60 0.55 0.50 0.45 0.35
7 0.60 0.55 0.50 0.45 0.40 0.30
6 0.50 0.45 0.40 0.35 0.20
5 0.45 0.40 0.35 0.30 0.10
4 0.30 0.25 0.20

3 0.20 0.10 0.05
2 0.05
1 0.01·
o •
·These worlds have too fitlle trade for their local credit to have any
significant value for interstellar eXchange. The players must agree
how (and whether) they can plXChase goods from other systems
(perhaps by barter or selling rights to their natural resources).
• Entries marlced with a dash are not valid using the standard
Traveller world generation system.

tech worlds produce lower spec, lower value goods. All
costs in these rules arc based on the value of the cred­
it at a Class A, TL15 starport.

Exchange rates are ignored if ships are constructed on
the world of origin but any exchange of credits with
another world (e.g. to buy a ship) must be adjusted for
the relative value of the local credits, using Table 26.
Multiply the sum transferred by the exchange rate of
the world giving the money, and divide it by the
exchange rate for the world receiving it.

Example: A leeillevel C (12) world, starport class
A pays MCr 20 /0 a TL 8, starport B world. The
world aclually receives MCr 20 x (0.85/0.60) = Mer
28.3 in local credits. If the exchange was reversed,
the TL C world would receive MCr 20 x (0.60/0.85)
=MCr 14. 1 equivalent in local currency.

neel Paramelers
You can only build ships on woods that you control and
the tech level of any ship is limited to that of the wood
on which it was constructed. However, in the initial fleet
creation phase you can can use the highest available
tech level in your empire.

Jump.capabte starships may only be buill al dass A
starports, non·starships at class A or B starports, and
planetoid ships onty in systems with planetoid belts.
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Each strategic GAME TURN represents 1 week; each
game year has 52 turns (i.e. 52 weeks).

1. Strategic Orders are written (p.50)

2. Jump Phase (p.50)

a) All Task Forces with fresh orders to Jump are
removed from the Slar Map (they are in
Jumpspace) and atl Task Forces which Jumped last
turn arrive in their destination systems (or destina­
tion Orbit Zone, if performing an in-system Jump).

3. Communications and Intelligence Phase

a) The lalest information about each system is pro­
vided to Task Forces already in, or enlering, each
system, including enemy forces present (excluding
orbital and ground·based planetary defences). Task
Forces in the same system may communicate.

b) A Task Force with sufficient fuel may Jump out to
avoid combat. If this was unplanned, all its Strategic
Orders are converted to ~Hold~ until the force is
next eligible to plot new orders, given its C&C Lag.

4. Battle Phase

a) All battles are fought to their conclusion.

b) Refuelling from gas giants may take place during
a battle (p.55).

c) Ships may disengage by Jumping out of system or
by fleeing to an empty Orbit in the system (exiting
the lable and outrunning the enemy forces).

5. Control Phase

a) Task Forces which hDve driven off the enemy (or
had no opposition) mDy tDke control of worlds which
have Surrendered (see p.39). The bUdget of a cap­
tured world only becomes available at the start of
the next game year. A Task Force may only capture
one world per tum. A gas giant is considered cap­
tured by whoever controls its Orbit Zone.

6. Refuelling Phase

a) Logistical resupply takes place (missiles and
sandcaster ammunition· see p.53).

b) Task Forces may refuel from any source within the
Orbit Zones they control, provided this was written
in their Strategic Orders (p.54).

7. Final Operations Phase

a) Task forces undertaking operations (e.g. refuelling
or repain:-) which lasted a week or more are ready
for other operations. Ships which were in the
process of being constructed, refitted or repaired,
become available if complete (p.52). Any costs
associated with this are accounted for below.

8. End of Turn

a) All weekly budgetary operations are carried out.

Command & COnlrollag

Crew QualilY
As per the Clash of Empires game.

To simulate the COMMAND & CONTROL LAG resulting
from the time it takes for information to be carried
between systems by starships, each Task Force must
have orders plotted a number of weeks in advance.

The C&C Lag (Table 27) depends on a force's Jump
drive capability. and thus is a factor of the tech Jevel of
the fleets. (TL also defines the fJeet's RCP.)

nBBt CommandBrs
As per the Clash of Empires game.

Ships may be bought from other worlds if this is agreed
by all playen:-, but the oost and maintenance must be
modified appropriately by the credit exchange rates for
both worlds.

neet ConstrucUon
Players may initially build a fleet costing up to ten
times their annual naval budget. At least 20% of the
total budget must be spent on vessels one tech level
lower than the Empire's current maximum. However,
this 20% may indude the cost of refitting them to
upgrade them to the current tech level (see refitting
rules later). If you don't have High Guard-compatible
design rules available, ignore this rule.

Before a fleet is built. consurt the Routine Maintenance
rules towards the end of this section, to ensure that
you do not construct a fleet that is too big to be main­
tained in peace time! However, any left-over budget
from initial construction may be held over for spending
in subsequent game tums.

TABLE 27: COMMAND AND CONTROL DELAY

Fleet Tech level C&e lag RCP
Early Stellar (Tl10 or less) 6 weeks 1
Average Stellar (Tl11~13) 5 weeks 2
High Stellar (TL 14-16) 4 weeks 3

In the Imperial 1100's, High Stellar forces include the
Third Imperium, Zhodanl Consulate, Solomani
Confederation, Darrians, Hiver Federation and K'Kree.
Average Stellar forces Include the Sword Worlds. Vargr
and Asian (though these races have a few wor1ds at
TL14, their common TL is 13). Ear1y Stellar groups
include the Droyne and many minor races.

Example: At the start of a campaign, an Imperia'
(Tl14) playsr must provide orders for his Task
Forces for at leasl 4 weeks in edvance. A Varyr
player musl provide orders for 5 weeks in advance.
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IndIVIdual Commandor InhlaUvo

Whether it be due to supreme tactical skills, predicting
enemy movements. intuition or simply good luck, some
commanders can react faster to an evolving conflict
than their peers. To reflect this. the C&C lag is
reduced by the commander's Fleet Strategy skill.

Example: An Imperial commander with Fleet
Strategy 1 reduces their effeclivB C&C Lag (rom
4 weeks to 3 weeks.

Strategic Orders
A Task Force's orders are kept secret until they are
executed. Orders afe performed in the sequence given
in the Strategic Orders. There are three primary orders
• JUMP, HOLD, REASSIGNMENT - and the special ABORT

order, but Miscellaneous orders may also be added for
other operations or where more delail is required.

aJlumu
The orders for a Task Force to Jump to a designated
system should be recorded as follows:

W~U 1 _ TASk FORCi I - J120 I , !l:Ryo" I 4 lUJlirJ

This indicates that Task Force 1 enters Jump in week
7, heading for Orbit Zone 4 of the system in hex 2011.
Nole thallhe system name (Kryon) and Orbit 4 world
name (Klax) have been given for clarity (this assumes
full System Maps are being used). If a ship is Jumping
between Orbit Zones, this would be written as follows:

Wu~ 1 • TAS~ FO~Ci , - Jl4 IllAd

i.e. Jump from its current Orbit Zone 10 Zone 4.

Orders for Jump may only be given for ships that can
reach the target system, i.e. their Jump drive rating is
at least equal to the number of hexes I parsecs to be
travelled. The ships must also have sufficient fuel, i.e.
a number of undamaged fuel boxes equal to the num~

ber of parsecs travelled, plus al least one additional
box to power manoeuvre drives, life support, etc.

If a Task Force does not have sufficient fuel 10 Jump,
but the ships can refuel in a negligible time (see
Refuelling on p.54) Ihen it is assumed that they will
perform refuelling before entering Jump.

Since a Jump takes exacUy one week, a Task Force
undertaking a Jump may not combine this with any
other orders except Reassignment.

bl HOld
A Task Force may be ordered to hold position in a star
system (or particular Orbit Zone). whether awaiting
other fleet elements. defending the system, or under­
taking refuelling. This order is expressed as:

W(lW , _ TASW fo'Ci UtA'lIE. H (EaUALD 13)

i.e. task force Charlie will hold position in Orbit Zone 3
of the Emerald star system in week 7.

Permanent repairs (noted as a Miscellaneous order)
may be carried out while holding in a system, or ships
may be reassigned to a base or starport to perform
such activities. The Hold order can be combined with
one or more Reassignment orders in a game week.

CI Heasslgnmonl
Elements of a Task Force may be ordered to detach
from it and either join another Task Force or form a
new Task Force. This would be recorded as follows:

WHir 8 - EU'(IrA - R(EaUALD Sl'':>T£A DU(na,:»

Wuw 9 _ Ev~UA. GtoVAMI- R(TASII foRCi DillA)

i.e. in week 8 the ship Eureka is reassigned to the sys·
tern defences of the planet Emerald and in week 9
Eureka and Giovanni are assigned 10 Task Force Delta
(which could be eilher a new or existing Task FOfce).

Ships reassigned 10 an existing Task Force take on the
Strotcgic Ordcrs of that force. Ships which are forming
a new Task Force must immediately have their
Strategic Orders written for the appropriate number of
weeks according to the C&C Lag for their unit.

Reassignment of ships between Task Forces may
sometimes be forced by combat casuaJUes.

dJAbon
At any point that a player's Task Force suffers an
unforeseen disaster, he may substitute all its current
Strategic Orders with Hold orders. The Task Force can­
not then change these Hold orders and may only write
new orders beyond the end of the series of Holds.

Example: Task Force Charlie in hex 2011 wilh a
C&C Lag of 4 weeks, has the following orders:

WUIt , • TASw FO~Ci UtA~Ui - J(ZO' 3)

W~ilr 8-9 • TAslr FO~CE CHARl1~ _ HUo t 3)

WHir to· TAs~ fo~Ci UtA~m - J(ZOZ4)

However, the player suddenly determines that a
major enemy incursion may pass through the 2011
system in the next few weeks so he opts fa abort
Task Force Charlie's orders, such that they become:

W([1r '.10. TA<;;I( fo~c( CHAnli - H(ZOI f)

The earliest that Task Force Charlie can now leave
the 2011 system is in Week 11, so if the player has
misjUdged the enemy's intentions, he may have
pinned down this Task Force in the wrong place!

FaIlUre 10 HBlUol
Jump orders are aborted if a fleet has insufficient fuel
to Jump but cannot refuel immediately, e.g. if a fleet
fails 10 secure a gas gianl source for fuel. or a base
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has an inadequate capability to refuel all ships in a
week. When this occurs, a player may either Abort as
described above. or (if the refuelling can be performed
given one or more extra weeks) defer their subsequent
orders and insert one or more Hold orders. (The
deferred orders may 0Ql be altered.)

ChangIng CaC lag
If a Task Force is joined by a Commander with a high­
er level of Fleet Strategy skill than their existing leader,
Ihat unit immediately assumes the lower C&C Lag of
the new Commander.

Example: Task Force Ch:Jrlie (from the previous
example) giJins <1 new Commander (with Fleet
Strategy 2) in week 7. reducing the unit's C&C Delay
(rom 4 to 2 weeks. The abortive Hold imposed on
the unit for the (of/owing 4 weeks can now be broken
after just 2 weeks. with whatever orders their new
Commander wishes to give them.

Conversely, if a Commander is lost or departs from a
Task Force, the C&C lag must be adjusted immediate­
ly and any additional turns of orders now required by
the different C&C lag must be wrilten immediately.

Ship Construclion

Shlpvard Canaeltv
An empire's ability to build new ships is limited by the
starports they control, their tech level and the naval
budget. Planetary shipyards have a limited build and
repelir capacity, expressed in displacement tons (dT):

Shipyard Capacity (dT) = Annual Budget I 500,000

Example: Hecate tlas a peacetime naval budget of
MCr 22,500, giving 8 (naval) Shipyard Capacity of
45,000 dT. During a war, as the budget increases to
Mer 30,000, so the Shipyard Capacity goes up to
60,000 dT (as production increases and civilian
yards are comandeered for military use).

Building New Ships

Any new ship class requires a preparation period of 4
weeks between finalising the plans and the start of
construction. The base construction time depends on
the ship tonnage, as shown in Table 28.

For ship sizes not shown in the table, interpolate the
result or round to the next highest time. A ship may not
leave dock until it is fully completed.

For each week of construction, Shipyard Capacity
equal to Ihe ship's final tonnage must be allocated at
the yard where it is buill. Construction oosts are paid
weekly· the base weekly oost is the base ship cost
divided by the base oonstrudion time. This cost is
adjusted on a weekly basis as follows:

- If the ship is not the first in its class to be built at
that shipyard, the base construcUon time is reduced
by 40%, and its base cost by 20%.

• For each week where twice the normal Shipyard
Capacity is dedicated to construction, the work rate
increases by 40%, but the weekly cost is doubled.

- Each week, the work rate can be increased by 10%
for each additional 10% or (he base weekly cost
spent on construction, up 10 a maximum of +30%.

Example: Hecate shipyard begins work on the third
in a series of 10,000 dT warships, at a base cost of
Mer 9,000. The yard is already familiar with building
this ship, so the base construction time of 160
weeks is reduced by 40% to 96 weeks. The base
cost is also reduced from Mer 9,000 to Mer 7,200,
giving a base weekly cost of MCr 75.

After 46 weeks, the ship is a/most half built and has
cost MCr 3,450, but rising military tension in the
area causes the government to speed up construc­
tion. The ship is given an additional 10,000 dT of
Shipyarr:l Capacity (+40%) and maximum additional
resources (+30%), increasing the work rate to 170%
so that the remaining build time is reduced from 50
to 30 weeks (50/1.7 = 29.4, rounded up). However,
the cost goes up to MCr 172.5 per week (doubled
for extra yarr:l capacity, +30% for extra resources).
As a reSUlt, the Horus is completed after 76 weeks
(20 weeks early) but at 8 cost of MCr 8,625.

TABLE 28: SHIP CONSTRUCTION TIME

Size eeks Size eeks
dTons to build- dTo.osl to b_uild*

<50 24/15 5,000 144/86
80 32/19 10,000 160/96

100 40/24 20,000 174/104
200 48129 50,000 192/115
400 64/38 100.000 2081125
600 96/58 200.000 224/134
800 112/67 500.000 232/139

1,000 120/72 1.000,000 240/144
'Build tfl1es are given as first ship in class I subsequent ships in
same class (time reduced by 4~O::%",),_~ _

6 The costs for Power Projection ship designs
given in this book already include the 20% dis­

counts for mass·manufacture.

Retitting Older Ships

O This option requires you to have access to
Traveller ship design rules (e.g. High Guard) and

the original design statistics for the ship. A Power
Projection SSD is not sufficient to use this rule.

Outmoded ships may be upgraded with higher tech
equipment by refitting at a dass A or B starport Jump
drives may only be refitted at dass A starports.



Refitting requires complete removal of the old system
and its replacement with a newer one.

Refits are limited in scope: new power plants. manoeu­
vre drives, Jump drives and spinal weapons may not
exceed the tonnage of the original component: addi­
tional launch facilities may not be added; annour and
configuration may not be changed; the number and
size of weapon bays may not be changed, but the
weapons mounted may be altered.

Refitting requires shipyard capacity equivalent 10 the
ship's tonnage.

Major Changes include alteration of the power plant
or any drive system and cost 1.5 times the normal
cost of the new system. Construction time is 25% of
the base construction time for the whole ship (this
encompasses~ major and minor changes per­
fonned during that refitment).

Minor Changes cover all other ship components.
These cost 1.1 times the cost of the equivalent new
system, and take 10% of the ship's base build time
(however many minor changes are performed).

Refilling is subject to the same modifiers as new ship
construction, i.e. it can be speeded up by dedicating
more Shipyard Capacity and by spending more money.
Also, if more than one ship is being modified in the
same way, the others gain a 40% time and 20% cost
reduction after the first refit is completed.

Ship Maintenance
AI the start of each game year, a player must spend
10% of each ship's original build ooslto keep it in selV­
ice. (The build cost for refitted ships is calculated from
the original cost, by deducting the systems removed
•md adding the cost of the replacement systems.)

Example: A Horus class ship costs MCr 7.200 to
construct, so its maintenance cost is MCr 720.

~ In reality. maintenance costs would be spread
...across the year, inclUding not only major and
minor service work but a/l other costs, from crew pay to
berthing fees, maintenance of the naval shipyards. etc.
However, for simplicity, /lIe maintenance payment is
made once per year.

Ships which are being built do llQl incur maintenance
costs, but ships being refitted or repaired,QQ.

If a fleet cannot afford to pay to maintain all Its ships,
some ships must be ·paid off" or ·placed in ordinary'".

Paying Off· The ship is disposed of, usually by
destroying ii, though it may be sold 10 another
power. (Whatever its selling price, ils maintenance
cost is always based on its original cost.)

Ordinary - The ship is decommissioned and stored,
to be retumed to service at a later date. Ships in

Ordinary cost one-tenth of their usual maintenance.
The recommissioning cost is 10% of the ship's base
cost and requires its full tonnage in Shipyard
Capacity for 10% of its original construction lime
(round up to the nearest week). All the usual ship
building modifiers may be used to reduce this
recommissioning time.

Example: After a short war; peace descends and
the government is forced to reduce its naval bUdget
to its pre-war level. It deckJes it must put five of its
Horus ships into Ordinary. Their annual maintenance
costs fall from MCr 720 each 10 just MCr 72 each· a
total saving of MCr 3.240 per year. If the govern­
ment recommissions them at a later dale, it wil, take
10 weeks (96 weeks original build time / 10 = 9.6,
rounded up to 10 weeks) and cost MCr 720 per ship.

Ship Repairs
Since warships tend 10 get damaged in Power
Projection, repairing them is key to a Strategic Game.
Field repairs (undertaken by Damage Conlrol Parties)
may still need need proper refit work.

field Repairs
At the end of a bailie, Damage Coniiol Parties may
make Q!J..e: atlemptlo fix each system which has failed
a Threshold Check (i.e. excluding structure boxes).
This check is al +1 if that ship remains in the same
system for a week (using a -Hold" order). Any system
which fails this check requires permanent repairs al a
starport or base facility.

There is no cost or time requirement for field repairs - it
is assumed that a ship carries some spares and has
sufficient engineering facilities to undertake the work.

Permanent RepaIrs
Permanent repairs may only be carried out at a naval
base, scout base or Class A, B or C starport and the
tech level of the facility must be at least as high as that
of the starship.

Ships which are under repair may not contribute to the
defence of a system and are considered captured if
their starport or base is captured. The occupying force
may choose to complete the repairs to allow them to
use the ship themselves.

Repair Cost =Structural Damage x Cost Modifier
x Base ship cost

where Structural Damage = structure boxes dam­
aged, divided by the total number of structure boxes:
and the Cost Modifier is 1.1, plus:

+ 0.4 if repairs indude computer, bridge, spinal
mount or Jump drive.
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... 0.5 if repairing a Jump drive at Class B starport or
Scout Base.

... 1.6 if repairing a Jump drive at Class C starport.

Repair Time = Structural Damage x 8 weeks

Multiply this repair lime as follows and round up to the
nearest week:

x 2 if repairs include fire control, bridge, launch
tubes, armour. Black Globe, spinal mount, manoeu­
vre drives or Jump drives.

x 2 if ship is 10,000 10 99,999 dT

x 4 if ship is 100,000 dT or larger.

After repairs are fully completed, all structure boxes
are returned to their undamaged status and all dam­
aged systems are restored to full operation.

Example: A Horus warship (10,000 dT, 20 structure
boxes, original cost Mer 7,200) comes into a Class
B starport to have 6 points of structure damage
repaired. Its computers and manoeuvre drivc arc
partially damagcd and it has onc laser battery
knocked out.

The cost of the repairs is 6/20 (structure damaged) x
MCr 7,200 (original cost) x 1.5 (repairs include com~

puter) =MCr 3,240.

The work will take %0 (structure damaged) x 8
(weeks) x 2 (includes drive repairs) x 2 (ship 10,000
dT) = 9.6 weeks, which rounds up to 10 weeks.

Ship Crews
Computers playa key role in running Traveller star­
ships, but the determining factor of a ship's perform­
ance in almost all situations is still its crew. A well pre­
pared. experienced crew is better at anticipating
issues, reacting to emergencies and keeping the ship
operating efficiently even when ballte-damaged.

Crew QualllV
Crew Quality modifiers are used in the Tactical rules.
but could be ignored without seriously impacting the
game play. However, in a Strategic game, crews gain
experience and improve from their initial quality levels.
This provides an added incentive to minimise casual­
ties (who mustlhen be replaced with 'green' crews).

Initial Crew Quality Illvels
Crew Quality may be determined randomly or statisti­
cally. It is recommended that the random method is
only used for one-off scenarios.

Crew Quality can be determined randomly by rolling
206 (i.e. 06 ... 06) and conSUlting the -206 Roll- co{­

umn of Table 29.

Alternatively, you may choose to allocate Crew Quality
in the proportions shown in the -Statisticar column of
Table 29 (this approach assumes that elite crews can
only be developed through battle experience).

TABLE 29: DETERMIHING CREW QUAUTY

Crew Battles survived to
Quality 206 Roll Statistical reach next level
Green 2-4 17% 2
Regular 5 - 8 56% 4
Veteran 9 - 11 27% 8
Elite 12

Crew EXPerience
Crew gain experience by surviving batues. After surviv­
ing the number of battles shown in Table 29, a crew
immediately advances 10 the next higher quality leve/.
Crews cannot progress beyond elite level.

Crew Transfers
ARer a battle, a ship may be significantly damaged,
requiring repair time in a shipyard. It may be desirable
to transfer an experienced crew to another ship while
awaiting the repair of their own ship.

If this transfer Is between two ships of exactly
the same type, veteran and elite crews operate for
the first battle at a Grew Quality one level below
normal (even nominally identical ships vary in minor
details and these crews rely upon knowing their
ship Intimately). After the first battle, assuming they
sUlVive, veteran and elite crews relurn to their nor­
mal quality level. Green and regular crews operate
at their normal level immediately upon transferring
between ships.

If the transfer is between ships of different types,
the Crew Quality modifier is permanently reduced
by one. If this would result in a regular crew being
reduced 10 a green crew, the effect is only tempo­
retry. lasting to the end of the first bailIe fought in
Ihe new ship. A crew may be split between multiple
ships provided the lotal tonnage of these ships is no
greater than that of their original ship.

Replacing Casualties
Crew lost in battle (I.e. reduced Combat Capability or
Damage Control Parties) may be replaced at either.

- a Class A, B or C starport on a wood with a popUla­
tion code of 6 or greater, or

- a Naval base.

A ship musl spend one week in the system using a
Hold order to replenish its crew. It may also perform
refuelling, repair, etc. during this time. If the ship is
forced into battle during this week, its Crew Quality is
degraded by one level for that week only.
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logistics: Ammunition
All starships require logistical support to operate effec­
lively. High tech power plants, life support and food
production faciliUes mean that most aspects of logistics
can be ignored. provided ships pass through a largish
inhabited system every few months. However, two key
expendables are considered in Power Projection ­
fuel and ammunition (the latter being missiles and
sandcaster canisters). Refuelling and reloading lypicar~

Iy happens after a skirmish, bul very occasionally may
need to be undertaken in the heat of battle.

Ammunition Re-supplV
Reloading ammunition can be carried oul at a starport,
or from fleet tenders, or even merchant vessels.
Transfer of munitions outside combat (i.e. during a
strategic turn) takes a negligible period of time.

The space required to store a reload for a single mis­
sile or sandcaster battery is given in Table 30 with the
cost for one such reload (depending upon ammo type).

Example: The re-supply ship Hardcastle has gOO dT
of cargo which could carry enough missiles to reload
100 high power missile batteries or 150 standard
batteries, or a similar number of sandcaster reloads,
or a mix of missiles and sand canisters. Since this
space is not a dedicated magazine, the Hardcastle
can also use if to carry other types of cargo.

TABLE 30: AMMUNJTlON RELOAD MAGAZINES

Sp.ace Cost for one reload*
Battery Type Sg8ce Cost
Missile (HE) 6 dT MCr 0.6
Missile (Nuclear) 6 dT MCr 6.0
Missile (Bomb-pumped Laser) 6 dT MCr 9.0
Sandcaster 6 dT MCr 0.045
"The values above assume a standard missile battery or Levell
sandcasler: for a high power '+' battery or Level 2 sandcaster, mul­
tiply both the space and cost by 1.5.

Mlssllo Maga,lnos
Missiles and sand canisters may be stored in normal
cargo space but if a ship takes battle damage, it may
cause the missiles to explode. As a result, missiles are
usually carried in a dedicated magazine, designed to
avoid or Conlain such explosions.

Magazines are allocated in a ship's normal design
sequence, much like cargo space, but at a cost of
MCr 0.01 per dT (whereas cargo space is free).
Magazines may n2t be used to store normal cargo.

If a ship is carrying missiles in normal cargo space,
any hit thaI causes a Threshold Damage Check also
triggers a Catastrophic Damage Check. Additionally, if
reloading is taking place during battle, both the re-sup-

ply ship and the reloading ship are subject to this spe­
cial rule throughout the reloading period (reflecting the
dangers of shuttling missiles between the two ships).

Example: The Hardcastle is carrying missile reloads
when it is aNacked. It takes sufficient damage to
cross off its first row of structural boxes. As it is not
using a dedicated magazine. this triggers a
Catastrophic Threshold Check (5+ on 06). The
Hardcastle's player rolls a 5 and is required to cross
off th6 next row of structural boxes (the damage has
caused some stored missiles to explode)! This trig­
gers another Catastrophic Threshold Check at 4+.
Thankfully he rolls a 2 this time...

Relnading In Banlo
Sandcaster and missile batteries can only be reloaded
during a battle if the ship performing the re-supply has
a dedicated magazine. The re-supply operation must
be declared in both ships' Movement Orders.

The re-supply ship must match vectors with the ship it
is reloading as per the rules for a Boarding Action.

While performing the reloading, both ships' Agility mod­
ifiers are temporarily degraded to +2 and neither ship
may conduct any offensive, Point or Area Defence fire
(including the use of sandcasters and missiles).

The re-supply ship can offload one cargo box (5% of
its hull volume) of missile or sandcaster reloads per
Taclical game lurn (the number of batleries Ihis will
reload is best calculated before the game is started).
Re-supplied batteries may resume firing the turn after
they are reloaded (unless re-supply ;s still in progress).

C),Rather than calculating the precise number of bat~
"teries reloaded each turn, you may find it easier to
calculate the lotal time to reload a given ship. After one
third of the reloading tums have passed, you may con­
sider all batteries reloaded, but the reload check if they
are fired at this point is 4+. After two-thirds of the turns
have passed, the reload check becomes 5+. In either
case, missile and sandcaster batteries that are partially
reloaded cannot use the "high intensity fire- modifier.

logistics: Refuelling

StrategiC Rotoelllng Operations
Starships expend fuel when they Jump (one fuel box
for each parsec travelled). They also expend fuel run­
ning the rest of the ship's systems (one fuel box every
four weeks of normal operations). In addition, fuel may
be lost due to damage in battle.

There are a number of options for refuelling within a
star system - these range from diving through the
atmosphere of a gas giant to scoop up raw hydrogen­
carrying gases for refining, 10 collecting water from ice
or oceans and cracking it for hydrogen. Of course,



there is always the mundane option of refuelling at a
naval base or starport, or from a fuel tender.

In the Strategic Game, a Task Force refuels in either
one week or in a negligible lime period, depending
upon the fuel source and the composition of the Fleet.

Task Force Fuel Requirements
The fuel tankage of a ship is best taken direcUy from
the original High Guard statistics. However, a ship's
fuel requirements can quickly be approximated:

Fuel (dT) = Ship Size (dT) x Fuel Boxes I 10

(This will usually slighUy overestimate the tankage
compared to the original High Guardvalue).

Example: The Yanz is a 1.000 dT ship with 4 fuel
boxes. i.e. 400-' 01 its volume is taken up by fuel. Its
tankage is therefore 1,000 x 4/10 == 400 dT.

Task Force Streamlining
The aerodynamics of ships in a Task Force determines
whether they can skim fuel from a gas giant or a
world's oceans. Even if the capital ships are not
streamlined, they will typically have shuttles which can
pertorm the refuelling for them, albeit more slowly.

A Task Force is considered to be streamlined (SL) if at
least half the total fuel tankage of the Task Force is in
streamlined ships.

A Task Force is considered to be partially streamlined
(PSL) if at least half the total fuel tankage of the Task
Force is in partially streamlined ships.

If neither of the above conditions is met, a Task Force
is considered unstreamlined (USL) for the purposes of
Strategic refuelling operations.

Refuelling
The speed with which a Task Force can refuel depends
on the fuel source and the effective Task Force stream­
lining as shown in Table 31.

TABLE 31: TASK FORCE REFUEWNG TIMESCALES

Task Force Streamlining
SL ~S~ USL

oweeks 0 weeks 1 week*
oweeks 1 week' 1 week*

Base J Starport 0 weeks 0 weeks 0 weeks
'10% of the fuellankage of the Task Force must be streamlined
(Sl) or rcfuelnng is not possible.

There are limits to the amount of refuelling capacity
available at a starpoft. as shown in Table 32. If the
total fuel required by the Task Force exceeds the star­
port capacity. the player must decide which ships are
refuelled immediately. The remainder of the fleet must

wait for a week before the starport's fuel reserves are
replenished and those ships can continue refuelling.

TABLE 32: FUEL AVAILABILITY AT STARPORTS

Starport JY~ Fuel Tonnage Available
A 2,000,000 dT
B 1,500,000 dT
C 1,000,000 dT
o 500,000 efT

E 0( X No fuel available

Fuel Tankers
A Task Force may have ships assigned as tankers.
These ships use cargo boxes to carry fuel; two cargo
boxes can carry fuel equivalent to one fuel box.

Tanker fuellonnage may be transferred between ships
in negligible time (0 weeks) outside combat operations
during the Strategic Refuelling phase.

Taelieal Refuelling Operallens
If refuelling is required within the Tactical game, this
can be accomplished using tankers or gas giant skim­
ming; timescales for planet·bound refuelling should be
determined by the referee.

Tanker refuelling· Use the same rules as for
Tactical re-supply of missile and sandcaster batter­
ies. One fuel box is transferred to the refuelling ship
per turn. Tankers also use the special rule concern­
ing Catastrophic Damage Checks if a normal
Threshold Damage Check is triggered by damage
taken whilst refuelling. (There is no equivalent of a
missile 'magazine' to protect tankers rrom the haz­
ards of combat refuelling!)

Gas giant refuelling - Individual ships which are
partially or fully streamlined (PSL or Sl) may refuel
in a gas giant's atmosphere during combat. During
refuelling the ship must remain within 1 MU of the
gas giant's surface (I.e. within Close Orbit). Each
turn spent scooping and purifying regains the ship
one fuel box. If the ship conducts offensive fire at
any point in a tum, no fuel is considered to be
recovered that tum.



A ship's USP armour value converts to a Power
Projection value as follows:

A our Boxes
o
1
2
3
4

US Annour Level
o

1 - 6
7 • 12
13 - 18

'8 +

Armour

li)~~~m~_~~~
All the starships in Power Projection were designed boxes on Bach row, Wilfl the remaining box added to
using the 'Classic' Traveller supplement High Guard the top row (see Figure 27). Jf it were a 5,000 dT
(second edition), then converted to Power Projection ship, the next box would be added to the second
using the system described in this section. The similari- row. A 20,000 dT ship would have 30 structure
ty between High Guard, McgaTravcllcr and Traveller boxes: 20 boxes for the first 10,000 efT and 10
T20 statistics mean that ship designs from any of these boxes for the next 10,000 dT.
rule sets may be converted in the same way. Ships
from Traveller: The New Era and GURPS Travelfcr use
slightly different design parameters but may still be
converted with a tittle interpolation (or gucsswor1t).
These ship design systems may therefore be used to
design new ships for Power Projection.

All references below relate to the High Guard version
of the design sequence· differences in Traveller 720
and MegaTraveflerare noled in the relevant sections.

High Guard encodes a ship's capabilities into a set of
values - the Universal Ship Profile (USP) - which is all
thaI's needed for conversion to Power Projection.

Hull

FIGURE 27: STRUCTURE BOXES FOR 400 DT AND

4,500 DT SHIPS

A ship's hull defines its basic strucIure, armour, config­
uration and streamlining.

Structu'e polms
Converting Traveller displacement tonnage (dT) into
Power Projection slructure boxes is scaled 10 avoid
disproportionate numbers of boxes for huge ships.

Level 1
Level 2
Level 2

No modifier

Contig ModifierGonflguratlon
Needle, Wedge, Cone
Dispersed structure
Buffered planetoid
(All other USPs)

USP
1 - 3

7
9

MegaTraveflerhas slightly different USP codes: Code 0
(Open Frame) and Code 7 (Irregular) are the equiva­
lenl of High Guard Code 7 (Dispersed Structure).

ConngD,a'lon Modllle,
The hull configuration determines the Power
Projection Configuratlon Modifier.

Streamlining
Streamlining descriptions vary slightly with each
Traveller rule sel, so Ihe following table shows how
each classification is converted inlo a Power
Projection streamlining code:

Streamlining Classification Code
Unstreamlined (HG, MT, T20) USL
Partially Streamlined (HG, T20) PSL
Sireamlined (M7) PSL

Streamlined (HG, T20) SL
Airframe (M7) SL

HG=HigIl GlJ<Itd, MT=MegaTraveler, T20=Traveller T20.

For MegaTravelferships, the USP is calculated by sub­
tracting 40 from the MegaTravel/er armour value, then
dividing the result by three and rounding down.

Example: A MegaTraveller ship with armour value
45 has a High Guard armour value of (45.40) /3 =
1.67 which rounds down to 1. From the lable above
this gives one Power Projection armour box.

1 Structure Bo.x per...
500 dT (or part thereof)
1,000 dT (or part thereof)
2,000 dT (or part thereof)

4,500 dT ship
6 DOD
5 DO
4 DO

KILL DO

400dTship
6
5
4

KILL 0

Ship Volume
up to 10,000 dT

10,001 - 100,000 dT
over 100,000 dT

Structure boxes are arranged as equally as possible
inlo four rows wIth any excess boxes placed at the end
of the top-most rows. The top row has a Threshold
Damage Check of 6, the next row a check of 5, the
third row a check of 4, and the last row shows the
remaining damage the ship can take before it is
destroyed. Ships with less than four structure boxes fill
up the rows from the bottom, i.e. a ship with onty two
boxes will have one on the "kill" row and one on the
-threshold check 4- row above.

Example: A 400 dT ship has 1 structUfC box (on the
bottom -kiW row. as shown in Figure 27). A 4,500 dT
ship has 9 structure boxes, which divide into two



Spinal Mourns
Spinal mounts are always rorward facing (the Fire Arc
only covers hair the standard forward Fire Arc).

RBladve CompuUng Power IRCP)
The Rep depends on the ship computer model or (if
not available) the ship tech level:

Bridge
The Power Projection SSD has one bridge icon for
each bridge in the original ship design.

Ubtary Data search: OESIGNI~G PLANETARY DEFENCES

The Traveller ship design sequence doesn'l desCiitie \he design of
pI<wlelary dcrence empIacemenIs.: use the lI:IIcr.mg guidelines:

a) Orbilal Defences - Design as a standard spaceship (no~ drive,
manoeuvre drive of at least 1G to mainbin orbital position). If unmanned,
add a mininlan of a Model 1 Compulef 10 control \he orbital IJIIit The
elfcdiye Crew Quality lor an tnnanned urit ecpJals !he RCP value -2­
Ally hun configuration is possible.

b) Surface Emplacements - DesIgn as an orbital defence but without
a Manoeuvre drive. The Power Projef;t!on Agility Modffillf is always +2.
Partida accelerators will not wOO: on worids with an atmosphere. Energy
weapons may only be used for Point Defence. All surface weapons are
subject 10 range effects of passing through the planet's atmosphere.
Black Globes are not allowed. Any hull configuration is possible.

c) Deep Emplacements - Design as a surface emplacement bul using
either <1 pbnetoid or buffered planetoid hull. Asurface ororbital emplace­
menl with:l computer is required 10 larget and engage ships, whether in
Close Orbit or out in Spaa.!. Weapon systems may onty be meson guns
or missiles, unless the planet is a vacuum wortd, in whittl case particl&
aecelefalors may be used. None d these weapons may be used for Point
Defence. If the deep empLacement is equipped with missiles or partide
acceIerotors it requires surface e:dts for these weapons and so may also
be attackedlYith weapons other than meson guns.

Rep
1
2
3

ectlnology evel
TL10- (Early Stellar)

TL11-13 (Average Stellar)
TL14-16 (High Stellar)

Weapon Svstems

Computer Model
Model 1 - 2
Model 3 - 7
Model 8 - 9

Drives

Iglllly Modilier and Turn CapabilitY
Power Projection's Turn Capability and Agility
Modifier are related to the High Guard (or T20) agility
rating. This rating is calculated slightly differently for
MegaTravelfer, but is converted using the same table:

o 0" +2
1 1 +1

2·3 1 0
4 2 0
5 2 -1
6 3 -1

'May either thrust or (urn, but not both in a single tum,c,'- _

High Guard Turn Agility
Agility Rating Ca ability Modifier

Fuel
A starship has one fuel box for each parsec Jump
range in its fuellanks. plus one box for every 10 polnts
(or parllhereof) of the High Guard power plant rating.

Traveller T20 does not have <I power plant rating; the
additional power plant fuel boxes are calculated as fol­
lows (round to the nearest whole number):

10 x Total Energy Points Output I Ship Volume (dT)

MegaTraV9/1erdoes not have a power plant rating; the
additional power plant fuel boxes are calculated as fol­
lows (round to the nearest whole number):

MW Power Output 1( 25 x Ship Volume (dT))

ThruSI
The Power Projection manoeuvre drive rating (in G's)
is equal to (he Traveller manoeuvre drive rating.

Jump
The Power Projection Jump drive rating is directly
equal 10 the standard Traveller Jump drive rating.

Control Svstems Higli Guard
Rating

T2
Rating

Power Projection
Rating

Secondary Weapons
To determine Power Projection secondary weapon
ratlngs, calculate the total number of batteries of each

Compulers
Power Projection ships have one computer icon for
each main computer in (he High Guard or T20 design
(two computer icons for each computer with fibre optic
·fib~ back-up),

MegaTravellerships have multiple computers for
redundancy. For Power Projection, treat the first three
computer systems as a single computer, and the fourth
and subsequent as further individual computers.

A-D
E-H
J - M
N-R
S-T

10 - 13
14 - 17
18 - 21
22 - 25
26 - 27

Spinal - 3
Spinal- 4
Spinal- 5
Spinal- 6
Spinal- 7



6·
weapon type. e.g. -2 batteries of laser turrets, USP 6­
or -1 battery of missile bays, USP 9-.

a) Each battery has a separate icon on the SSD.

b) The baUery rating depends on its USP rating:
USP 1·6 is a standard power battery: USP 7+ is a
high power battery (marked with a _+R).

c) The weapon type and configuration (bay or turrell
defines its maximum number of Fire Arcs:

For each battery, select the direction of its Fire Arcs as
desired (multiple arcs must be adjacent to each other),
or based upon the ship's configuration. It is advisable
to distribute a ship's Fire Arcs to ensure that weapons
can be brought to bear in every direction. However,
commonly more weaponry points forwards than back.

The total number of weapon batteries of any type bear­
ing on a single Fire Arc is limited by the ship's size. In
High Guard this is shown as a Batteries/Batteries
Bearing rating, e.g. a rating of 10/8 means only 8 bat~

teries out of 10 may bear on a single Fire Arc. The fol­
lowing table is reproduced from High Guard for T20
players (round fractions upwards).

Battery Type
Energy Weapon (bay)

Energy Weapon (turret)
laser
Meson (non-spinal)

Missile

Particle Accelerator (n~spinal)
Nudear Dampers
Meson Screens

Repulsors

Sandcasters

Stiip Volume
less than 20,000 dT
20,000 • 29,999 dT
30,000 . 39,999 dT
40,000 • 49,999 dT

SO,OOO - 74.999 dT

75,000·99,999 dT
100,000 - 199,999 dT

200.000·299.999 dT
300,000·399.999 dT
400.000 . 499.999 dT

500.000+ efT

Eln! Arcs

2
3
3
2

All

2
All
All
All
All

axiinum·battenes beanng
on anyone fire arc

100%
950/0
90%
85%
80%

75%

70%
65%
60%
55%
50%

i.e. 1718ser batteries and 5 energy batteries (4.25
rounded up). Laser turrets cover three Fire Arcs, so
17 batten'es will cover the ship's front three Fire
Arcs, The Fire Arcs of the remaining batten'es must
not overlap the other 17 ballen·es (otherwise this will
exceed the 85% batteries bearing Jimit), so these
batteries cover the three rear arcs. The energy bat­
teries may all face forwards. Since energy WBafXJn
bays only cover two Fire Arcs, for flexibility three are
set to cover the forward and left forward arcs and
two to cover the forward and right forward arcs,
af/owing all fwe to fire at a target directly ahead,

£;'), II has often been argued in forums such as the
"Traveller Mailing Ust (and the now-defunct GDW­
beta and Traveller Technology lists) that starships
would constantly be spinning to bring weapons to bear,
so port and starboard Fire Arcs would be compressed
together into a single arc. This spin would also have
the benefit of reducing the effectiveness of enemy
laser fire by spreading the impact area of the laser
beam. If you wish 10 opt to use this capability in Power
Projection, any weapon which bears to port will also
be able 10 bear in the equivalent Fire Arc to starboard.

Defensive Svstems
Calculate the total number of batteries of each defence
type. e.g. "3 batteries of sandcasters, USP 7". Unless
otherwise indicated, each battery has a separate icon
on Ihe SSD and can bear on all fire arcs.

SandcaSlers
a) The battery rating depends on its USP rating:

USP 1-6 is a level 1 battery; USP 7+ is Level 2.

b) Three level 1 batteries may be exchanged for one
Level 2 battery during this conversion phase.

Repulsors
a) The battery rating depends on its USP rating:

USP 1-6 is a level 1 battery; USP 7+ is Level 2.

b) Three level 1 batteries may be exchanged for one
level 2 battery during this conversion phase, (There
is no real advantage to this, but it does reduce the
number of icons on the SSD!)

Nuclear Dampers
a) The battery rating depends on its USP: USP 1~3 is

level 1; USP 4-6 is level 2: USP 7+ is level 3.

Example: A 45,000 dT Ship has 20 batteries of
USP 5 laser turrets and 5 batteries of USP 8 energy
weapon bays, The designer wishes for as much for­
ward-facing fire power as possible. Given its hull
size, 85% of each weapon type can face forwards,

Meson Screens
a) The battery rating depends on its USP: USP 1-3 is

Level 1; USP 4-6 is level 2: USP 7+ is Level 3.



MISSile Magazines

If the ship's configuration or hangar design allows
launching of all vessels in one turn (as defined in High
Guard), indicate this on the SSD accordingly.

Magazines may be installed on a ship to carry extra
missiles more safely than in normal cargo storage.
Each dT of cargo space dedicated to magazines adds
MCr 0.' to the original construction cost.

Crew USP Ratmg

o
1
2
3
4

5

Number of Crew

o
1 - 9

10 - 99
100 - 999

1,000 - 9,999
10,000+

Damage Control Panles
The number of Damage Control Parties equals the
High Guard crew USP rating. For MegaTravelfer and
720, the Cfew USP is determined as follows:

Cargo
For every 5% (or part thereof) of a ship's hull volume
dedicated to carrying cargo, allocate one cargo box 10
the ship's SSD.

Combat Capability
A ship's Offensfve Combat Capability is based upon
the ship's crew numbers as follows:

+1 for every 5 marines (or part thereof),

+1 for every 10 (non-marine) ship's troops (or part
thereof).

Sum these values to obtain the Offensive value.

A ship's Defensive Combat Capability is as follows:

+1 for every 50 ship's crew (or P<Jrt thereof) exclud­
ing marines and other ship troops.

Example: A ship carrying 100 crew, 10 marines and
10 mercenaries has a Combat Capabifity of 3/10.
Offensive Capability = 2 (10 marines / 5) + 1 (10
meres /10). Defensive =2 (100 crew /50).

Poinls Value IPVJ
The Points Value for a starship is calculated in the
same way as the GDW game Batt/e Rider. Divide the
ship's volume (dT) by 1000. square root the result,
then multiply by its tech level.

Example: For a 4,000 d7 ship constrocted at TL14.
the PV is calculated as follows: 4.000 (dTJ / 1000 =
4. Square root of 4 is 2. PV =2 x 14 (TL) =28.

Carried vessels are converted from their Traveller sta­
tistics in the same manner as other starships. The SSO
for the ship which carries the vessels should be allo­
cated the appropriate number of -carried vessel- icons.

Dlber CompOnenls

Black GlObes
The Energy Capacity of a Black Globe depends upon
the capacitors installed for ils Jump drive:

0.018 x ship's volume (dT) x Jump rating

Additional capacitors increase this by 3.6 points per
additional dT of capacitors installed (round to the near­
est whole number of points).

The globe's maximum Discharge Rate is:

0.001 x ship's volume (dT) x Power Plant rating

The maximum flicker rate is as specified in the ship's
High Guard statistics.

OFor simplicity a 1:10 scaling factor has been
applied to the Energy Points used for Black

Globes in Power Projection, compared to High Guard.

launch Tubes
Add one launch lube to the Power Projection ship for
every launch tube in the High Guard starship design.

Fighler Snuadrons
Each squadron or fighters in Power Projection has a
single SSO and represents up to 10 fighters of up 10
100 dT (larger ships should have individual SSO's).
Divide a ship's fighters between squadrons to give as
close to 10 fighters in each as is possible.

If the total displacement tonnage of the fighters in a
squadron is more than 500 dT, the whole squadron is
represented by two structure boxes; if SOD dT or less,
the squadron has just one structure box.

The movement rate for a fighter squadron is the sum of
their manoeuvre drive rating plus their High Guard
agility rating. i.e. a fighter squadron with 6G drives and
agility 4 would have a movement rating of 10 MU.

Sum the number of weapons of each type in the
squadron and use the High Guard tables to find the
equivalent USP rating, then convert as normal (p.58).
Alternativety, for each weapon type carried by every
fighter in a squadron, treat the squadron as having one
standard battery of that weapon type. Note that fighters
are so manoeuvrable that they ignore facing and Fire
Arc limitations.

All other aspects of the fighters (armour, Agility, etc.)
are converted in the same way as for larger starships.

Carried Vessels

,..



TABLE A1: ExAMPLE GRAVfTY TEMPLATES

GGJStar Jump Surface Surface Radius' at whlC gravitj is:

ryp! Umit' Radius' Gravity 0.5G 1G 1.5G 2G 2.5G 3G 5G 8G lOG 15G 20G 25G
Sman GG' 30 0.3 12 0.5 0.4
large GG2 93 0.9 2.7 2.1 1.5 1.2 1.1 1
Sol' 922 9.2 30.9 73 51 42 36 32 30 23 18 16 13 11 10 9
05 17234 172.3 3.2 434 307 250 217 194 177
BO 8479 84.8 8.7 309 219 179 155 138 126 98
65 3410 34.1 13.1 175 123 101 87 78 71 55 44 39
AO 2488 24.9 12.7 126 89 73 63 56 51 40 31 28
A2 1935 19.4 18.1 117 83 68 56 52 48 37 29 16 11
A5 1788 17.9 17.8 107 75 62 53 48 44 34 27 24 19
A7 1751 17.5 17.2 103 73 59 51 46 42 33 26 23 19
FO 1677 16.8 16.3 96 68 55 48 43 39 30 24 21 18
F2 1521 15.2 17.8 91 64 52 45 41 37 19 13 10 17
F5 1381 13.8 19.7 87 61 50 43 39 35 17 22 19 16
F7 1207 12.1 22.9 82 58 47 41 37 33 16 10 18 15 13
GO 1014 10.1 27.9 76 54 44 38 34 31 14 19 17 14 12 11
G2 949 9.5 29.7 73 52 42 37 33 30 23 18 16 13 12 10
G5 876 8.8 32.6 71 50 41 35 31 19 22 18 16 13 11 10 9
G8 620 8.2 34.4 68 48 39 34 30 26 22 17 15 12 11 10 9
KO 719 7.2 40.2 64 46 37 31 29 26 10 16 14 11 10 9 8
K2 700 7.0 38.6 62 44 38 31 28 25 19 15 14 11 10 9 8
K5 682 6.8 38.1 58 41 34 29 26 24 18 15 13 11 9 8 8
K7 571 5.7 44.3 54 38 31 27 24 22 17 13 11 10 9 8 7
MO 498 5.0 50.9 50 36 29 25 23 21 16 13 11 9 6 7 7
M2 468 4.9 46.2 47 33 27 24 21 19 15 12 11 9 7 7 6
M4 470 4.7 45.2 45 32 26 22 20 18 14 11 10 8 7 6 6
M6 415 4.1 48.9 41 29 24 21 18 17 13 10 9 8 7 6 5
M8 194 1.9 126.2 31 22 18 15 14 13 10 8 7 6 5 4 4
GG=Gas Giant Star types are listed by spectrum -this information is sometimes given in \he Traveller system description; if not use ·Sor.
, e.g. Jupiler. 2e.g. Neptune. 3Sol is Earth's sun. ' All distances in Movement Units (MU). SCloser than this and you're toast...

TABLE A2: TYPICAL ORBIT DISTANCES TABLE A3: EXAMPLE SYSTEM {SOL G2
Orbll Radius Trave lime days out to next orbit at: Example Orbit/Sub Name UWP
umber (AU') 1G 2G 3G 4G 5G 6G World M.~o;ury "

,
0 0.2 1 0.5~5 0.5

, V"ntm G$1l0168 .£, .... u" A.867},'" F

1 0.4 1.5 1 1 1 0.5 0.5 Mercury '" L\ln" r20076(; F II

2 0.7 1.5 1.5 1 1 1 1 Venus • Moon fC30~6A f, ~1"n.told a.lt 1'000668 E
3 1.0 2 1.5 1.5 1 1 1 Eant> • Jupiter wr<J1! GG

4 1.6 3 2.5 2 1.5 1 1 Ma" • '" YHOOOO 0

• Etlropa 11200000 0
5 2.8 4.5 3 2.5 2 1.5 1.5 Planetoids " G.n)'lllO'd., F300~68 f"

6 5.2 6 4.5 3.5 3 3 2.5 Jupiter " CaUisto '1'3001"" F

7 10.0 9 6 5 4.5 4 3.5 Salurn
, s.tIt.urn LarqO' GG, J.nu., H."",. 'l'SOOI::OO 0

8 19.6 12 9 7 6 5.5 5 Uranus • !:...,.,I""'u~ GSOO2&8 r

9 38.8 18 13 10 9 8 7 Neptune
, T.thy. YSOOCOD 0

• Dlone YSOOOOO 0
10 n.2 25 18 15 13 11 10 Pluto , ..... "100468 £

11 154.0 35 24 10 17 15 14 " 1"1 tAn Y3A0168 :::

" IIYPHlotl YSOOOOO 0
12 307.6 49 35 28 25 22 20 " Iapetu, nooooo 0

13 614.8 70 50 40 35 30 28 '"
,_.. YSOOOOO 0

14 1229.2 100 70 60 55 50 45
, Uranu.. $_11 GG, l'lir..nda YSOOOQC 0

15 2548.0 , Arid nooooo 0

·1 AU is approximately 150,000,000 km. " llIlIbrlel HSOOl6') £

" Titania HI00168 E
Times are approximated for ease of use. A ship wilh a 3G drive could move " ObO'ron nooooo 0

from Orbit 4 to Orbit 5 in 2 days, i.e. this can be completed within a Slrategic .., Neptun. S"...11 GG

" TritOn Y210H9 l-;

Tum. To move more than one orbil, simply add together the ~mes indicated, " ~.,r"ld ysoonoo 0

e.g. the same ship moving from Orbit 4 to Orbit 6 would take 2 + 2.5 ;;; 4.5 , Pluto n0046C r II
Ch:>Ton '1'$00000 0

days. Round down to the nearest week for the number of Slrategic Turns. i. D'Jltiplu 01 the mdln wo,lu'~ ... tll\lu




	frtcvr.tif
	pg 0001.tif
	pg 0002.tif
	pg 0003.tif
	pg 0004.tif
	pg 0005.tif
	pg 0006.tif
	pg 0007.tif
	pg 0008.tif
	pg 0009.tif
	pg 0010.tif
	pg 0011.tif
	pg 0012.tif
	pg 0013.tif
	pg 0014.tif
	pg 0015.tif
	pg 0016.tif
	pg 0017.tif
	pg 0018.tif
	pg 0019.tif
	pg 0020.tif
	pg 0021.tif
	pg 0022.tif
	pg 0023.tif
	pg 0024.tif
	pg 0025.tif
	pg 0026.tif
	pg 0027.tif
	pg 0028.tif
	pg 0029.tif
	pg 0030.tif
	pg 0031.tif
	pg 0032.tif
	pg 0033.tif
	pg 0034.tif
	pg 0035.tif
	pg 0036.tif
	pg 0037.tif
	pg 0038.tif
	pg 0039.tif
	pg 0040.tif
	pg 0041.tif
	pg 0042.tif
	pg 0043.tif
	pg 0044.tif
	pg 0045.tif
	pg 0046.tif
	pg 0047.tif
	pg 0048.tif
	pg 0049.tif
	pg 0050.tif
	pg 0051.tif
	pg 0052.tif
	pg 0053.tif
	pg 0054.tif
	pg 0055.tif
	pg 0056.tif
	pg 0057.tif
	pg 0058.tif
	pg 0059.tif
	pg 0060.tif
	pg 0061.tif
	pg 0062.tif
	pg 0063.tif
	pg 0064.tif
	pg 0065.tif
	pg 0066.tif
	pg 0067.tif
	pg 0068.tif
	pg 0069.tif
	pg 0070.tif
	pg 0071.tif
	pg 0072.tif
	pg 0073.tif
	pg 0074.tif
	pg 0075.tif
	pg 0076.tif
	pg 0077.tif
	pg 0078.tif
	pg 0079.tif
	pg 0080.tif
	zbackcvr.tif

