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About GURPS

Steve Jackson Games is committed o
full support of the GURPS sysiem. Our
uddress is 81 Gumes, Box 18957, Austin,
TX 78760, Please include u self-
addressed, stamped envelope 3} any
time you write us! Resources now avail-
ahle include;

P {www sjaamescomdpyramid ),
Our caline nagurine includes new rules
and articles for GURPS. 1 alsn covers all
the hobby's top pomes — AD&D,

Traveller, World of Darkness, Call af

Crlmlhn, Shadowran and many more —
and other 8) Games seleases like In
Nomine, INWO, Car Wars, Tonn, Ogre
Minderures and more. And Fyeamid sub-
svribers wls lave sccess 1o playest Tiles
onling, to see (and comment on} new
hooks before they' e relesed.

New supplements and adveniires
GURPS continses o grow, and we'll be
happy to bet you know what's new, A cur-
rent catalog is available for an SASE. Or
check oat our Weh site (helow),

Eprava. Everyone makes mistakes,
inclsding us - but we do our best o fix
amr erros, Up-to-dase errata sheets for oll
GURPS seleases, inclubing this book, ane
always available from 5J Games; be sure
0 inchsle an SASE with your resquest. O
downlead them from the Web - see
below,

QLA We div our best Lo answer any
game question accompanied by an SASE.

Carer diprr. We value your comments.
We will consider them, not only for new
products, but alse when we updute this
btk on later printings!

Iirernes. Visit us on the World Wide
Web al www.sjgames.com for an online
catnbog, ermatn and updates, and hundreds
of pages of information. We ulso have
conlerences on Compuserve and Americy
Online, GURPS hs its own Usenet group,
002 P, games. frp gurps.

Much of the online discussion ol
GURPS happens on GURPSnes. To join,
send mail o majordomoi@io.com with
“snbscribe GURPSnet-L7™ in the body. or
paint your Workd Wide Web browser to:
www incom/GURPSnet/waw.

Page References

Seoe GURPS Compendinm 1, p. 181,
for & full list of ahhreviations for GURPS
titles. Any page reference that begins with
a B relers o GURPS Basie Set, Third
Edition Revised: po B144 refers to
page 144 of Bayic Ser. CI refers to
Compendium 1, CI1 10 Compendism 1,
GT 1o GURPS Traveller, 5 w0 Space,
Secand Edition, UT o Ultra-Teck,
Second Edion Revised, UTT o Ultra-
Tech 2 and VE 1o Vehicles, Second
Eidition,

INTRODUCTION

When Traveller appeared in the summer of 1977, it became the first science fic-
dign roleplaying game. 1t was the first game o take what was known about the real
world, make a few carelully selected changes (FTL travel. gravity manipulation.
fusion power) and extrapolate the consequences into the future. This led 10 some
Tairly conservative projections (like backpack lasers!). In particulas. Traveller wok
the stance that technological development would ser invalidate the processes that
have dominated human history 1o date. It assumed that the future would be different,
Tt still recognizable.

Far Trader is bused on o similar premise: that the forces of economics at work
on Earth today will still operate even when trade is carried out among the stars.
Most of what you will find here is real-wordd economic theory and shipping prac-
tice, applied to the Traveller universe. This book includes a lot of detail and is
designed as a ol kit for the GM, who should take what he needs when be needs it

Mo work of this sont stands slone, Far Trader draws on the trade and commerce
rules of all previous versions of Traveller, particularly Merchant Prince, The
Traveller Advenure and the Heard Times and Pockes Emprires source books; the cam-
paign rules in Striker and Trillion Credis Squadron; and innumerable articles by
Jolly Bluckburn, Phil Masters, Terry Mclnnes, Stan Mullins, 5. John Ross and oth-
ers in the Jouwrnal of the Traveller's Aid Society and elsewhere. Far Trader also
incorporates economics rules from across the GURPS system, particularly GURPS
Swashbucklers und Vehicles, The authors gratefully scknowledge their debt 1o those
who have broken the trail for them,

ABOUT THE AUTHORS

Christopher Thrash is a serving military officer and a qualified helicopter pilo,
He has spent far oo much time away from family, in places like Germany,
Korea, Somalia, and Haiti; he has learned o fair amount about ports (air and ses
shipping operations in the process. He has been playing roleplaying games since
March 1976, Traveller since December 1977, and GURPS since 1991,

Jim MacLean is the pen name of & doctoral student in economics at an Ivy
League university. He is new to GURPS but has been playing Traveller since the
early days. Jim has also heen a member of the Traveller Mailing List since 1991 and
is more than huppy 1o enswer questions there.

Steve Daniels has heen playing and testing roleplaying games for over 20 years
and will suon be a practicing lawyer. He has contributed w other Traveller products
and plans 1o continue to write game products. In his casual time, he pluys blues gui-
tar and rughy foothall,

AsouT THE Line EDITOR

Loren Wiseman was one of the founding pariners of GDW, Inc.. original pub-
lisher of Traveller, and spent over 20 yeurs there as o game designer, developer.
typesetier and editor, Afier GDW ¢losed, Loren freclanced for a time, and then came
10 81 Games, where he is the Traveller line editor and expert-in-residence.

THE TrRAVELLER NEWS SERVICE

For many years a feature of the Jowrnal af the Travellers® Aid Soci ™y
chronicled the engoing life and times of the Imperium, Loren Wiseman is once
again writing TAS as the alternate history ol the Third Imperium develops. [t is
updated regularly il t www.sjgames.com/gurpsitraveller/news.html.
“Back ssucs” of TS are also onfine.

The 51 Games Traveller page has links 1o the Traveller Web Ring, and thus links
o most of the major Traveller-ariented web sites that exist. For information on sub-
seribing to the Traveller Mailing List, contact rwm® mpgn.com,

INTRODUCTION
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Applications 1o become a Limited Imperial Corporation (LIC) must
through the MoC as well. The Ministry scrutinizes each one to ensure that the appli-

cants are reputable people who can be trusted 10 behave honorably even in the
absence of supervision. How successful it is ot this sk is the subject of de An
LIC's simtus is subject 1o periodic renewal, and this is an opportunity for the Mo
review the company s past hehavior, force it 10 change practices
u‘m[‘hmh and inspect its books. Unfonunasely, once an LIC
e it can use o kit the law exceed those
upon o enforce the Lrw




growth rate is bolh the cause ||u| effect of the

sk of promising new
means i Inu demand

ul. The primury barrier
economic gmwlh :-lw‘ pace ﬂf communication. When it
than a year for a message 1o travel from one end of the Imperium to the
reinl and scientific intercourse s virsally impossible. The cost of
out customers or suppliers over such vast distances L as o
ompanics to cither make do with Tocal solutions or make do withour.
¢ who contributes 1o bridging this chusm of distance — from megacorp to far
-~ contributes to the econvmic vitality of the Imperium,

E IMPERIAL FINANCIAL SYSTEM
's laissee-faire phil hy. the Imperial povern-
day invol in ic uffuirs. For historical reasons,
n most other ceonomic mil-
: ht and the slide into the
Night can be marked at -1776, when the central treasury at Hub/Ershur
1o honor a monetary issuee by the branch treasury at Antares, triggering 4
financial collapse. This precedent makes the Imperium’s Gnancial policy
of symbolic a5 well as practical imporiance.

ETARY PoLicy

Unlike the first two lmperiums and most planetary economics. the Third

bits oy mn!ul bank. No one in the Imp‘_n.JI hurL CrCY sels interest
i ries

. i aced the central bank structure with a monetary
- bowrd, The members of the heard are all retired and cconomists. many of
s birth, bat all chosen primarily for their hatred of anything that smacks of
g menetary policy to meddie with the cconomy. Their tisk elully control
long-term growth of the money supply soas o mirmor the long-term growth of
y. Too much growth in the money supply creates inflagion: oo litthe cre-

Fall of the
Second Imperium

hie architects of the Third Imperiumn’s
T naneial sysiem belreved tha the ful-

ure of theSecond fmperium’s system
stermmed from its winempts 1o regulse and
stahilize an econsmy as krge os 21l b
spuce. In practice, the Second Imperium’s
bankers quickly confromed this problem.
and responded o it by setting up regional
hranch banks with the autonsmy i acl
within policy guidelines st by the central
bank. This sulved the immediste manag
ment problem, but created 4 tew on
How to generate central guidelines that
were consisient with bosh the ceniral
tem’s need for coondination and the needs
of the reglonal ecomomies?

The solution during the Rule of Man
was simply to strengthen the centrulized
powers of the First Imperium. As it
became increasingly difficult w mest the
s of all reginis simultancously, a st
cession of central bank governors
adiressed the issie by tighiening ceniral
controd. This failed 1o halt the decay in
st reprions and greatly sccelerted it in
the rest

Whether out of nurmow sell-mierest or
local patriotism. seme regional hanks
responded with policies that masimized
the welfare of their loval economies —
whitever the bmpact on their ey
Amanes was one such bank, B triesd o ha |||
the termalying downwand spiral of iis econ-
omy by dropping interest mtes thoagh the
floor. but oaly sueceeded in providing
ezsy money for people trving 1o flee the
i, elfectively eaporing inflation w its
neighbirs.

Crntiatend o nest puige .

ation.

Part of the sk of the survey branch of the Scout
i to provide up-to-date cmnnmi\' data for the
arowih fore-
~ gasts. Forecasts are made for c:uh seclor in the
 Imperium every fen years and i suitable level of mone-
- tury expansion for that sector suthorized. Each sector
-~ branch of the Imperial Treasury must then issue the
 appropriate amount of additional currency per vear until
the pext review is compleied.

* This “new money” is generally handed over o the
- sector duke for official use, on the logic that the seotor
aiithorities are most likely to use the windfall in the
public interest. Given the Tmperium’s very low econom-
i growih rate, the amount is small companed 1o the see-
tor-wide budget of the Tmperial povernment, This sys-
tem provides for a simple and trunsparent monetary pok-
ity that is Targely immune 1o political pressures

THe Bie PicTuRE
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THE IMPERIAL CREDIT

The Imperial credit is bucked by neither gold, nor lanthanum. nor any other pre-
cious metal. Officially, it reguires no more backing than the word of the Emperor. In
practice. the credit — like all currencies — is hacked by the productive assets of its
economy. The credil is not directly backed by the economics of the Imperial mem-
ber worlds. though. since the Imperiom rules not workds but the space between
them. Neither is it backed by the virsally noncwuisent assets locsted m space direct-
Iy controlled by the Imperium. I fact. what hacks the credit 15 all the interstellar
tradc that mwnd by its neture pass through the Impenum’s domain: the space between
wanrids.

What links the value of 2 comrency W the value of the assets in its economy s
the fact that if someone wanis 10 do busincss in that economy. be has 10 ose the
associsied currency. The more coonomic outpet that mest be accessed throegh the
currency. the more valushle the carrency 1. This is enforced partly by Law, bat moss-
Iy by the powerful economic logic of currency itsell. Even if these were no povern-
menl 1o create and eafiorce the wse of a currency, it would have o be imvented
bocawse it is simply 100 wseful to do without. Primitive caltures used shells. beads or
gold as money before there were governments. The physical
form of money is irrelevant: what maners is that people
know they can trade it for things they want. In modern
CODMOATICS, GOVERMIMEnts issue Money in a convemient fonm,
like bills or coins, amd everyone uses it simply because it is
mare convenient thin imveting an allemative.

In the Imperium, people use the credit because it is by
far the most convenient way to conduct interstellar trade,
The alternative would be for ench world to have its own cur-
rency and o trade currencies whenever it wanted o conduct
husiness with other worlds. Currency trading would be
accomplished through the use of foreign exchange markets.
where supply and demand would determine the price of
cach currency against every other currency. This might be
practical for a few acighboring worlds. bot in an economy
like the Imperium’s - which spans 1,100 workds — the profu-
sion of currencies would make tradin fficult. The
Imperial credit solves thes problem by providime ooc corren-
<y fior all mtcrsicilar tramsactions.

In short, the credit’s value depends entirely on the
desire of Imponal member workds 0 cagage in trade with one another: When peace
and prospenity reign. the valoe of the credit rises relatne 10 planctary curmesoaes 2
more and more people oy o buy a fined nember of crodits 1o finance their imtersac)-
Lar tramactions. Comverscly. when war, strife or economic crisis striles. the valoe of
the crodit falls as the risks of trade ncrease and people keep their moncy =t home
This phenomenon has given rise to the expression “As the credit poes. so poes the
Imperium.”

CommERCiAL BanKiNG

The lack of a central bank forces private commercial banks (0 monitor their own
relationships with one another. In a central hunking system, the central bank guaran.
tees the drafls of private banks by requiring them 1o maintain specified levels of
reserves with i, then paying vahd claimants from (hose reserves. In the absence of 4
central bank, banks must maintain reserves with one another 1 guarantee their
drafts aod other financial instruments.

For instance, il @ bank on Mertactor wishes o offer its customers the service ol
extending letters of eredit for business on Glisten, it must first negotiate with a bank
on Glisten 1o become its corespondent. A correspondent relationship meins that the
banks agree o honor each other's letters of eredit at face value, subject w0 cenain
conditions, Foremost among these is the maintenance of reserve funds equal o an
agreed-upon percentage of the volume of busingss they anticipate conducting. A

Tue Bis PicTuRE



typical number might be 10% of the sverage amount of trade conducted in the dme
necessary for communication to complete o round trip between the lwo bunks.
Reserves act as i guariniee and us o cushion aguinst any sudden im
cial flows.

Reserves can take any form agreed on by the two banks. This could be o pre-
cious metal or a planctary currency, but it is almost always Imperial credits,
Reserves canmol take the form ol electronic transters or other “imaginary™ money,
though: they have to be real, physical currency or precious metals. These valuables
st be physically transported. usunlly using heavily srmed couriers or appropriste-
ly esconed freighters. After the al exchange of reserves, the physical transfer of
weitlth is called for only rarely. When finuncial flows are halanced, they simply can-
cel out and no net transfer is necessary, Only when a sustained outllow oceurs from
one bank foanother are Turther trunsfers needed.

When no correspondent relationship exists between banks, clearing financial
transactions is more difficult. Banks are still willing to honor letters of eredit or
drafts drawn on other bunks, but they will do soat only a Fraction of (sce value and
for w considerable processing lee, The bunk honoring the financial instrument must
find the shortest link between itself and the issuing bank. This fuirl, when the
two Banks are i the same or neighbonng subsectors, because there is usually ar
lewst one large industrial world with which everyone trades, This is likely the finan-
cil center for the region. and home to the Incal interstellar stock exchange (p. 471
Since most banks will have sccounts with banks on this world, noncorrespondenty
can ¢lear financial instruments through their mumal business comrespondents thene.

Transactions between parties funher y than one or two suhsectors will only
e possible on large worlds connected through the Xhoat routes, Otherwise, they
will have 10 be conducted either thrsagh companies with the linancial power and
caphic reach 1o sccomplish them (like Honalez et Ciel. o by sctually sending
cush by mail or courier,
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the other nearly impossible. Most worlds do pot conduct significant amounts of
trade beyond neighboring subsectors. and even the largest worlds rarely trade
beyond neighboring sectors.

Intersiellar trade plaved a crucial role in cresting the Third Imperium amd
rolling back the Long Night but it is history. politics and human will that continee
o umste the Imperium

PLaNETARY EconOmMIES

The world statistics i GURPS Space, Traveller snd Bekind the Claw do an
excellent job of describing many of the physical. social and political characieristics
of 3 workd. To describe 2 world's cconomy. we shall add theee new statrsiacs: wordd
troade mmmbver (hekow ), trade clouificomons (p. 13) and raffic closifeson (p. 133
Instructions for computing averase per-capita income and gross world produect
(GWT) are aha imcluded (p. 140

WorRLo Trape Numaer [WTN)

The worlel trode sumber rates both sire of a world's coonomy and its tendency
o engage in inlersicllar irade. 11 is determined in thiee sieps.

1: Determine Unmodified World Trade Number [UWTN]

LWTN meisures the size of a world's economy. It is Bictated by the size of the
wirld's workforee (depends on the world's populstion) and the productivity of (hat
workforee (depends on the world's TL1 as follows

UWTN = TL Maodifier + Population Maodifier.

T TL Modifier
02 0.5
35 0
&K ns d

%11 [ - ._x
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and so on, with each {acior-of-len
increase in population adding 0.5 10 Population
Modifier, Note 1hat Population Modifier is just
Population Rating/2 (sce p, S117),

2 Determine Port Modifier

Pt mralifier minsures @ workd's propensi-
ty 1o trade, and is determined in pan by the
warkds starpont class, A good starport ine
e trade by muking the world a mone attractive
stopover for merchunt ships. More important, it
reflecis the world's desine for off-world con-
tact
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Law of One Price
[Cantinued]

Why wasn't tracler in the sector
duing the same thing? In fact, they should
hive bren, At least envugh traders would
have joined this route for the inexorable
T of supply and demund 1o foree thear
profits down o s level no greater than
therse o uny other reate, Given that inver-
stellur transport should cost about the
samme anywhere in o given area, just like
gouls, the price differcnces beiween the
rwo worlds should wlimately hove been

driven down 0 oo mene than the cost of

nvierstel ar transpe.
wwrvthing that can be moved between
tems s subject w the Low of One
g products, Tabor and capi-
e wiges on one world are sigmifi-

ple emigrute from the low-woge workl 1o
the high-wage one. When investment
opportunities are more profituhle than
those on ansther, people move their
maney frem the low-profin world o the
i gh-presfit one,

A hidden assumption bere is that the
only difference between the two worklds is
||u- price of labor or capital. Price difler
will persist if there ure other differ-
bt cam justify them. For instance,
gher on one world thun
use workers huve 1o live
crummed fnio o hollowed-oul asteradd,
hreathe recycled air and receive frequent,
puinful treatments for M exposiin.
Wages must be higher o gel anyone o
work under those conditions! Likewise,
shipping freight 1o an anea with a known
pirate infestation, o 1o an Amber Zone, or
v s wrld with poor pisrt Tacilities and
Dirdensome irade resarictions wonld it
more than shipping it to a me
il Thas, the
nol o he taiken ahsoluiely Hiermlly, The
GM should keeg it i thse Bk of his mind
when detatling the econcmic buckground
to aveid creating “perpeiual metion
machies” ol his own,

Pon modifier also depends on the size of the planetary economy. Planets with
large and prosperous economies can better afford o invest in sturport facilities,
which mukes it all the more unusual when they do not. For example, Forine — at 1.6
hillion people and TLY - has the second-largest economy in District 268, but anly 1
Cluss 11 starport. The fact that Forine’s starport cannot even perform minor repairs
on starships, despite the world®s size and affluence. indicates its indifference or even
hostility o off-world trade.

Port Modifier Table
UWTN Starport Class

v W m 1] I 0
T+ o -1 -1.5
6-6.5 ] 0.5 -1
5-55 4 n 0,5
4-4.5 1.5 4] L
335 .5 +0.5 [t}
225 +1 +.5 +0.5
1-1.5 +1 +1 +0.5
=l +1.5 +1 +1

3: Determine World Trade Number
World trade number (WTN) is given hy:

WTN = UWTN + Port Modifier.

THE INTERSTELLAR EcoNOMY



TRADE CLASSIFICATIONS

Trade classifications note clusters of economically meaningful world character-
istics — important natural features that can infloence a world's comparative g
tage and pattern of trude.

Agricultural (Agh: Producer of foodstits. Earthlike terresirial world with Thin to
Very Dense atmosphere (0,43-2.49 am), surface water 35-84% and population
|ﬂﬂ L000-59,959 994 (PR 5-T).

Asteroid Belt (As): Many small “worldlets" in place ol a single world; rockball
planetoids with diameters under 124 miles

Barren World (Baj: Mo populanon (PR 00, govermment or law (TR {1,

Desert World (De): No water. A desent world has Very Thin or greater asmosphere
(=008 anrn ) wnd surface water 45 or less

Extreme (Ex): Inhospitable planet, requiring the use of domed habitats, Vace suils
or other protection required 1o venture outside, Any oft diameter is <300 miles;
wtmosphere is Trave or less (<0, 1 atm), Superdense or greater (>2.50 aim). cor-
rosive or exotic; surface water is <5%. IF u world is As. De. FlL e or Va. then it
i also considered Ex,

Exotic (cean {Eo): Oceans composed of Muids other than water. A greenbouse or
hostile world with an exotic or corrosive atmosphere and surface “water” =5%,

High Population (Hi): Pepulation of vne hillion or more (PR U4,

Tee-Capped (I Ivdrographics contained in polar ice caps. An icy rockball world
with a Trace atmosphere or less {<0. 10 atm} and surface “water” >3%,

Industrial {In}: Heavy industry forms o major part of local production, Trace or
less (<010 atm) or polluted atmosphere, and a population of one billion ar more
(PR 8+).

Low Population (Lo} Population less than 100U (PR 3 or less).

Nonagricultural (Na): Dependent on synthetic food production wnd imparts. Very
Thin atmosphere or less (<043 am). surfice water <35%, population of one
million or more (PR 6+

Nonindustrial (Ni): Population less than 10,000,000 (PR & or less),

Poor (Po): Low-grade living conditions, Very Thin or Thin simosphere (0. [T-0.8(
atm b and surfsce water from 3-35%.

Rich (Ri): High-grade living conditions. Eanthlike terrestrial world with Standard o
Very Dense unpolluted stmosphere (08 1-24% aim), population of 1000,000-
999,009 909 (PR -8), and o moderate 1o high level of government organization
(CR 250

Vacuum World (Va)

Water World {Wa

o atmosphere (<0000 aim).
Entire world surf;

e (=040 ) covered by water.

TRAFFIC CLASSIFICATION

Truffic classifications were first introdueed in Befrind the Claw Tor use in ran-
dom ship encounter thles. They have been sdapted and redefined here 10 describe
the Jevel of commercial starship traffic passing through g star system. They indicae
how connected planetary companics and merchants are w other worlds in the
region: see p, 18 for more detail

Muin Rowre worlds are on Main Routes,
Feeder Roure worlds are on Feeder Routes,
Bockwerer worlds are on Minor Routes,
Frowrier worls are mid on any roules.

The presence or ahsence of o route passing through o system is determined n
Trerele Flews enel Teode Rengres (p 140

THE INTERSTELLAR Economy

Trade Barriers: Port
Modifier and Tariffs

ome worlds are more open 1o of
warld i ers. This is
reflected in the e starpon they

chowse 1o baild,
Muodafier (p. 115,
eould indicate a
thit dise

orid trade, which
cam mi 1 barrier that makes it
expensive o lers and
thme wha wish o sell speculative goods
will want 1o kiow what the weifl nue
actually is The table below lists the upper
|iu' Pont

act tht
some or all
of the mo f\-r 1GMs chinice )
Port Tariff Modifiar
] 0% w11
4.5 o 508
-l
E l -3
-2orworse M or mone
7



~prons. workd prodoct” - o GWP — is 2
measarr of coomomix vty wahin 2
warkd sl i sy o codomees, and ot
postn. W really s ot vimple. e m—y

peophe huve Scvecrprions sbost wha
“prow prodect” -type statiics. acteally
T w0 i soown pradest 1o clear them
p bere

Grums prsiucts e mer disest megamcs
of eoomome: owipas. Whan they measane i
the vakue of the pusmisrtions tha ocar
hetween meshors of an coomomy. A soci-
exy could be made wp of enmmuusly pro-
doctive individusbs. b il they didn’t
ttade whth vme anodher, thedr gres prodoc
woailkd be sero, This hes mportant impli-
cations for intersiellar irade statistics.
Muny sriall worlds lave toisl trade fevels
Iigher thin their GWE IT GWP were a
mcasiine of conomic outpus, this woald
be impossible, Shnce it s ot there is o
simple explinition,

Imsagine o world populuted principally
by independent miners. These miners
work alone or in small groups 10 exiract
mimerl wealth. There ane mo loval mer-
whanits o bidastrses, and groups of mancrs
Bave litthe comtaut with ome another. Al
mmimcrids are swold b - and sapplics. pur-
chased dinectly from - free trabers who
winit ihe crmde slarport. As 3 rosall this
werkl b 3 timy GWP el combacts ke
wowth wevral e thes smoum

Total trade brimg hagher thas GWP
tefls yom waly ceme thing The locabs do
e bncss with off serkders thos way
cach ather. Simce mamy worlds in
Traveller hasc oaly the popalanca of
mad-sancd Nah cemtary Torrss citios. o
trwid mor by arperamg et e noofies
e e

Honz
Kong. Singpapore and Lusemboarg all
e e totah twes b thees times Their
GO, This may ston those whese poiml of
refetencoe i the United Stutes, Canada or
Awstralin, whese irade is arowmd W% of
GOP; however, of all ihe countries on
Earth, these thiee huve almwst the Towest
amount of trude expressed as o percentuge
of GOP, The median astivn has a rade
total of roughly S0% of GO
The trade and OWP Ngures in Far
ith al

Gross WorLo ProoucT (GWP)
AnD PerR-CaPITA INCOME
The groxs world prodisct of a planet nnmd’mﬂx ani.nmmyd:\
For our p it cun be

TL Base L Base
Income
13 24,400 o 95
n 15,000 5 560
n 9375 4 350
10 S860 i 0
[} 3660 2 135
8 2290 1 5
7 1430 0 55

Trade Class Modifier to Base Per-Capita Income

Rich %16
Industrial x4
Agricultural x1.2
Poor LIt
Estreme (.8
Nonindustrial «08

GWP s just per-capita income multiplied by the planetary populati

TrADE FLows & Trape RouTes
Two main factors determine where trades spring up: the flow of goods between

buyer and seller. and the flow of pasengens from world o workd These must be
roughed in before a realistic map of trade routes can be created.

BiLaTERAL TRADE
Trak hetween workds can be & d wnng this four-acp proced

1: Determine World Trade Classification mm}

The workds” trade classifications (p. 13) and political allegiances (pp. 127-135)
desermine their Workd Trade Classification Modificr, WTOM sanms 2 0 and is modi-
Ficdd an folbows:

Owe world is Ag and the other is Ex or Na: +0.5.%
Ovie workd s In and the other is Ni: +0.5.*
Winrddls der ot share the same political alleghance: 0.5,
* The logic of comparstive advantage dictates that these workds have more 1o gan Trom
trade than an average pair of worlds of their sise and T1.
= Workds of different allegiances tend o trade less hecause they are mare likely to have
legal restrictions. tariffs. differing technological systems or simply different tasies,

2! Determine Distance Modifier

I ine the distunce between the worlds in parsees, Use the shorest naviga-

W
both 20th-century Terr und the Traveller
Buckground,

K 4

bl route: the route that seems most reasomaible for a commercial vessel of the peri-
ol amd setting being considered. In the Imperium of 1120, navigable routes for com-
mercial purposes will generally be jump-4 along Xboat routes and jump-2 else-
whene, see Mapping Trode Rewtes (p. 15} for more details. Look op the Distance
Modifier on the table following:

THE INTERSTELLAR EconNomy



Distance Distance (pc) Distance Distance [pc)
Modifier Modifier

0-1 0 fil)-54

2 100-199

1.5 200-299

fi-th 00509

16-19 GlNI-99

20-29 1 00

30-59

3: Calculate Bilateral Trade Number (BTN)

Bilateral trade meber measures irwde between the twa worlds, 1t depends on
the world trade numbers (p. 11} of the worlds iWTNI, WTN2), the WTCM ip. 14}
and the Distance Modifier (above):

BTN = WTNT + WTN2 + WTCM - Distance Modi

Standard of Living:
Labaor Productivty, Na
Capital, and Tech Levael

per person, ni
ar hull\ in urhu \u-n]-.

specialized people
human wmld physical \.l|‘||.|| I |L|.v\|u
human capital s v i
hysicul capitul
Fur instance,
it bulldoger ca
who cunnet dreive
T only sbr
less wiithe
drive and in it
is the only |
i

sommevne who Lnows how 1o

ment. nod on himan

there ure ex

ton
ans can make
desens 15, for
example, ind :
types of environm
survive in and expl

In Far Trader,
aumbers 1o the ¢

i
Travetfer malerial 1w

the education leve e ol

exnrple, Efute and Pixic in the Regina subsector are three parsees apart, Efate is an
i b world of over 8 billion peaple, while Pisic is o tiny outpost of 90 peaple
a1 bonus o WTN hecause of its Class V starport. Compating BTN usi
the standard procedure would produce weird resulis i s like this, Compas
the economies of & hillion peaple and 90 people is like comparing apples 1o ar:
ansome adjustment is necessary to compensite for dis:

BIN van tever exceed the swaller WIN pls 50 This prevents extreme results
when computing trade between extreme warlds

INTERSTELLAR ECDNOMY

aviilable
watls of the [my

pital, 50 we can use
T these bwe [aclons
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Standard of Living
{Continued]

This leaves only natura] capital unic-
wcounted for, We have a mimber of plane-

aimosphcse, hydmsphere. graviey. . -
et odimyg 2 the workhs of the Imperiam,
11 hecmmes obnions that there has wo be
mare 1o il than that There arc many
workds with smrodocsmny naural (et
~ high gravity, insidious sesphere, blar-
g heat, ete. - that ase teeming with peo-
ple. We can muke up political or social
reasona for (his, bt we must oltioaeely
eniicede that ihere needs. b e some -
Mvw reason for people e seitle ol these
mbsnprtable wiekts Planctobgzscal watn
s my give s 3 pouad wles of dhe aver
age satwral capetal of 3 world but they
odien don’t dell w2 thimg shout the spevil
e resomroes fhat anrscied pooplke T iL

Far Trader resolves (his e by leay-
Ay muturl sesourees luegely unspecificd
und ussuming that i people can matntain
e sukegquaste T1 amd standand of living on
2 wemnghy workl then the
worh! must have redeeming featurrs
emmgh b muke op for @ oo due
comangs. We b zssame that Imperial
e are wman enoogh o make the heut
wie of cach planciary environment. For
instance, all worlds with the fadusriol
tracle classilicution (p. 13) have Lainted o
polluted gimospheres, but this does pol
mean that all such workds had pristine

that were: wallied by imcutry

s of
of planets predae dis Ty & decade or
WO, GUT s is o make our econom-
e mssummptions Iitlh:.ialﬂlu; Traveller
t-hmtd m

4: interpret the Results

BTN can be trassksted into crodits and deoms of cargo using the following table:

0 -5 a 0 0
.5 -0 0 (1] ]
I M50 0 0 0
15 50-100 1] 0 o
2 100-300 o 0 o
25 S00-1k o o 0
3 Tk-5k 1] o ]
s Sk-10% o 1] 1]
4 T0%-30k -5 o o
4.5 SOk-100k 5-10 1] 1]
5 100300k 1050 [0 o
55 S00k-1M 50- 100 0-5 (1]
6 IM-SM 100-500 510 L]
65 SM-10M 500-1k 10-50 05
] 10M-50M -5k 50-100 510
75 SOM- 10006 Sk- 106 100-500 10-50
8 100M-500M 10-500 S00-1% 10-50
85 SOOM-1G Sk 100K 1k-5k S0-100
9 1G-5G 100k-S00k 3k-10k K500
95 SG-10G S00Kk- 1M 10k-50k F00-1k
o 10G-50G IM-5M S0k- 100k 1k-5k
s S00G-100G 5M-10M 100 SO0k Th-5k
" 100G-500G 10M-SOM SO0%- 1M 15k
1.5 S00G-1T SOM- 100 IM-5M 1k-5k
12 1T+ 100M-500M SM-10M 1%-5k
Abbreviations: k= thousand (kCr or kilotons); M = million (MCr or Megatons ),

G = billion (Gigacredits |GCrl): T = trillion (Teracredits [TCr])
* Available for free traders w ship: the total amount will be higher. See alwo
Average Volume of Tromp Freighe (p. 231

To find the actual value for a world pair:

Rangges begginning with 12 Roll 1d-1 (rerolfing 15} for the first digin and 2d-2 for
the others,

Ranges beylnming with 5: Roll Lds< for the first digit and 2d-2 for the others.

The credit value of bilateral mrade is constrained 1o be the same oo both ends of
the route (balanced n-kl.luhpby-nlhwh:m\m oa cither end.
since workds may cxpon
mdusarial world might expon a tay volume of valusble asnceliural machinery 1o an
agniculiural world and receive 8 huge volume of gram in retum.

I converting from credits 1o dions of trade, the table above assumes that freight
is worth, on avernge, between Crii, Iton and Crsd), dton. This
breaks down for trade over very long distances. because the freight ends up Imng
worth less than the cost of transponting #! For long-disance trade. apply the follow-
ing modifier 10 BTN before reading the volume (ot sor the credit value) of rade
froem the tahle:

Distance BTN Modifier

<50 o .
50-99 0.5

100445 -1

S00-999 -1.5

1,000+ -2

THE
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the listed credit value still takes place. but in the form of information (scientific
a, electronic blueprints, etc. ) instead of goods. This takes up negligible volume.

qhu—'mmm-luph--h
The Bilateral Trade Number (p. 15) is abso wsed to determine the volume of pas-
senger traffic betwoen workds. Since passenger traffic is influenced by different fac-
tors than freight traffic. we wie an Effective BTN for passenger volume. Effective
‘BTN cquabs regular BTN with these modifiers:

Eackh world dhat iv @ Rich (Ri) world: +0.5.*

Eack world that is @ Subsector Capisal: +0.5.%*

Back world that is @ Sector Capital: +1.**

* Rich workds are attractive wourist destinations due 4o therr Earthlike enviros-
ments.

“Cﬂm&mm-ﬂ.—:w a acady fow of mdos-
-~ try and governmont travelens doing the Imperiom’s besiness.

To determine the number of passengers traveling herween 3 pair of worlkds for 2

given time period. refer 1o the table helow-
 Effective Passengers/
- Passengers/BTN Year Week ot
RS
0 0 0
55 0.5 0 0
60 510 0 0
“ 10-50 0 0
70 50100 05 0Siweek
15 ! 100:500 510 5 10hweek
80 00-1k 10-50 05
; 1k-5k 50-100 510
Sk-10k 100-500 310
95 10k-50k 500-1k 10-50
100 SOk- 1000k 1k-5k 0100
105 100k-500K Sk-10k 50100
i S00k- 1M 10k-50k 50-100
15 IM-5SM S0k- 100k 50100
120 SM-10M 100K-500& S0-100

Abbreviations: k = thousand; M = million.

* Available for free trders 10 transport: the total number will be higher.

T find the actual value for 3 world pair:

Ramges beginming with 1= Roll 1d-1 (rerolling 1) for the first digit and 2-2 for
the others.

Ramges beginning with 5 Roll 1d+4 for the first digit and 2d-2 for the others.

Average passenger traffic volumes are coastrained 1w be the same for both
workds in the pair. The passenger traffic figeres are for travel. pot emigration, so all
trign are assamed o be round tnips. The GM is free 1o imtrodece mass megration into
s game, but this is best done on 3 cane-by-case hasis.
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in Traveller

areful reading of the miersiellar eco-
momics rales will show that trade
between amy puir of worlds always
bakunces. In the real world, hough, trade
handly ever bulunces betwecn aations for
T Peunoms mednidoner e amd ol

W there werz only two planch. wade
woukd have w balsnce for the wme wa-
ot supply 2 demond have o Sl
e The wminerse i made ap of fr mwer
s fwo warkb. otgh o walke hersecs
pan of workh does mot e W balancr
s omg s meeraciiar oade bolamoes o
all For mstasce. 3 planey could have 2
wrade defiit with ome workd offset by o
el serphes with amother Thes flcvinkis
in sppealing. but guickly pev mowy =3
pame It would be ocarly mmpossible

rade with in the model Thin woskd he
oncrosss ender cver the hewt of crcem.
stancen wo mailateral trade comssders-

aul the United Statcs. Both hud highly
productive indusirial economics, hul
Japan had a high savings rate while the
U8, had 2 bow savings e, Sapply and
domand heing what they are. this meant
that interest rues (the price of bormowing
someone’s savings ) were low in fapa and
high in the United Staies. Inpunese savers
this wanted o lend money o American
Borrowers o ke advantage of the high
LS, imerest ranes, which meant that they
wanied to buy o lot of LLS. dollars. This
demsand for the dollar drove up its price,
wilh the result thal Americai exports i
Jupan became expensive for Japanese con-
sumiers, while Japanese products becanie
cheap for American consumers. This led
w & long-lerm trnde imbalance. with the
ool




long rum, parcly o fisnction of it -

ductivity. Productivity determines
how much things cost inoan ecommny:
prowhictivity rises, costs fall; os the valie
of un average wisher's oulput riscs, his
real fncome also rises hevuise his wages.
«un buy muore. Tn Far Trader, peoductivine
is determined entirely by TL (see
Somalborad of Livimg. p. 141

-——

To understund how productivity and
TL uifect exchange rates, imugine that
each planct has its own curmoncy and that
we have fixed the inconse of the avernge
worker on all plasets b be 10U000 crod-
ityear ~ be they “high-TL credits™ ar
“torwr-TL. cooafies. ™ Eaach higgh-TL credit can
by more o8 3 high- TL workd thes exch
- TIL cvmalit cam By om & low-TIL wawd.
o 3 bt TL covmosesy i swwc pro-
dctive s 2 low-TIL one sl bos more

A wirld's exchange rales are, in the

e ponds snd servioes, # s mone valo-
able. Il somesme from @ low-TL warld
wants 10 buy someshing from u high-TL
warlil, he must exchange more than one of
hi Jow-TL. eredits for each high-TL credit
e faet thal & low-TL
credit cun buy less. Thiss, the exchange
mhmb}'hﬂ dilference.
Thee sragritmde of this cffect depends.
on how much more produeciive workers
bexoene with advases = TL GURPS b
2 specific rule ot spoils oot e of s
ome TL aficy am sem's marodacram. the
price drops 1o SIE; res Tl alier, the
pesce deops 0 255 Thes smplacs. thas pro-

nod everything is a recenly introduced
mminufsctured product.

Contisied o meat pege

E &

Traoe RouTtes

Knowing the amount of trade between pairs of workds does not zive a complete
prcture of imtersellar shipping. Trade (lows along rmuses: from Nboot routes travelked
by many buge cxpress frevghiers a day 4o out-of-the-way maims that sec only 2 few
small merchans 3 weck. The degree of activity m-mmmm
what sorts of shaps can be found there, how much taffic can be cxpeciad at the Qar-
powts, 2nd the odds of finding centain kinds of cargoes or pesseagers. Perhaps mos
importantly for froe traders and other tramp ships. it shows where competition with
Mlﬂwﬂmmnmanbeaundcd

Trade mutes are classified according 10 BTN along those routes:

Main Routes (BTN 10+) have dions of cargo/week in the high tens of thousands
o millions range. or more. Many 1,000+ dion freighters and somewhat fewer
10,000+ dton super-freighters will typically work these routes.

Freder Router |BTN 9+ have dom of carsofweck in the high thomsands 10 ks
tens of thowsands range About eight 1000+ dson freighters plus 3 doven or more
free traders will typecally work these roses.

Minor Rowies (BTN §+) have dioms of carpofweek in the high hundrods 1o low
thowsands range. O the onder of 3 half-dozen linors and another half-dozen tramp
ships will typically work these routes, all well under 1000 dions. Larger commer-
chul vessels are only rarely seen.

Mapping Trade Routes

Creating trae- “roule maps is bull! an ant and a science, These guidelines are
intendied 1o make an oth g task more e and 1o make maps of
!wahcth*mmﬂwapmwhnh:nchwnbydﬂumm

Before drawing a map. you will need the complete coonomic statistics for your
subscctor. With these in hand. begin with the highess WTN world and draw all of
the Main Routes for it Then draw the Main Routes for the workd with the next-high-
et WTN and w0 on. wmeil all Main Rowtes have boen drawn in. Repeat this process
for Feeder Rowtes, once agaim starting with the highest WTN waorld and working
down. Repeat this again for Minor Routes.

Remember 10 follow jump-2 rowies. Jumps longer than two parsecs. are only
permitied along Xbast routes or when a route of 31 keast Feeder magnitude can save
a jump or more by using a jump-3 rowte. The likelihood of 4 jump-3 rowte existing
increases when such o toue can be used 1o avoid poor starpons, Amber Zones or
worlds of differcnt allegiance. Having other jump-3 routes in the viemity helps as
well, since ships cun switch between them and manage capacity betier,

If three or more routes of a particular size pass between two worlds, replice
them with one route of the next size up. For instance, if three Feeder Routes pass
between Collace and Menactor. they should be replaced by one Main Route. This
would Elely be the result of wraffic from several sets of irading panners on cither
sidde of Collaoe and Mertactor passing through those two workds.

THE INTERSTELLAR ECONOMY



A world s o routes. but has enough frsde going throdgh o particalar neigh-
oF 10 ickd up 10 4 Minoe Route, go ahead and give it one.
Al the background seems to sugeest thal & roule is pevessary where none exists.
J_“II‘I add one. Coaversely, if a route exists where the background suggests
8 bevser route or no moule should exist, it can be down-graded or climinated. Use
B frceddom carciully, since it can quickly kead o arbitrary maps.
 Where there's a choice between reo paths for a mule, always ke the one with
e mout traffic aleeady on it

lBAlu: TRADE SYSTEM

Thits is a bighly simplified version of the Advenced Thade Svatem ip. 200 I is
esier 1o make moncy ender these mules becawse they ane imlended for esc in cam-
i that femture tnade only 25 2 hackdrop for other adventures. They assame that
ihe GM docs aat wish 10 make the players work 100 hand savigating the trade nales
_junst 10 break even. There are tips in Chapier 6 for GMs who wish 10 make their play-
ers’ lives more difficult

Availabilicy: 2d x BTN dions are available for the iraders” destination that day.
11 e manters, assum s 15 breakbulk (see Freight Handiing, p. 55). The chamciens
only have o pay for freight handling il they are shipping speculative cargo (see
Termy of Shipping, p. 541

Prive;

Muin wimd Fecder Rumtes: CoalNdion/parsec,

Minor Routes und Frontier Woelds: CeaS0/hwon/parsec,

Passe

Aveilabifive: (1d-1) % BTN passengers are avallable for the rders” destination
that day. Tor find the number of low, middle and high passengers, roll Id for cach
category, stamting with low, and subtract the resull of each moll from the total passen-
gen for the day. Repeat until afl passengers are assigned or until there are enough o
chose from. A ship can accept as many passengers as are availsble. o the Timit of its
stateroome o kow berths (a5 appropriate )

Ticket Price.

High Pasage: Cri S00.
M Passarge- Crl 750,
Low Passage: Cri75.

iy h . 'l': : i S

Productivity, and

Exchange Rates
[Continued]

Services, for cxample. doa’t per much
e efficions with T it tlis just s hong
o pet 3 hawcat wxdoy s it i 100 yoan
age. Things thar arc i lmstod wpply 2
mcttcr cvemple Fir imsoncy ol edate
just gets mawe and moTe CLpCBNiTE 3
mcomes increee and people cm afford 10
oy e Net 2l scmafactmred ok gt
cheaper cvery TL emher. Ouly recemly
et el e e prads et s preT
v, s momy things tha erc Funslanscd
= 8 TL wore isvemed mooe than o Tls
carlice. Tsken wpether this mesns that &
ety s SonTeMmIc ouIpat only increes
Iy sbou %% — not WO — per TL. The
tables for exc racs (p. 451 anid per
cupita incoime tp. 143 reflect this

The excepiion 1o this nule for exchange
ribes i TLI2 worbds. These are the most
advunced worlds in the Thind Imiperium
otherwise averages TLIDJ, s there
truondinary demand for iheir prod-
thetir exchange e il the
le, TLI2 worklds would mot oply
e the enly source of TLI2 goods. bt
also the cheapest source of TLIO-I1
gowsds, Shoce everyone would be irying o
Iy Vheir prochscts. prices would rise

The principhe of comparative idvin-
tuge (p 10} says thos prices woukd tise o
the level where it wouhl make the mou
semie for TLIZ worids 1o focus on doing
what they are unipuely capable af: pro
ducing TLIZ goods. This i reflecied by
the spilkic in exchasge rates for TLIZ
werkl Il & mt reflectnd m the per-<apets
income table becanse while wages
increasc by more than the sl 505, 8 i
oaly caough o commpemams for e cus
oo @ kvl proes Real sacornc sd
Prchess poweT w3 B ame
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The Gravity
Trade Model

o undersiand the logic hehind the

traidie mowded in Far Trader, 10 helps o

Towrk wb dbs origins b iealoworkd eco-
mowen, Eoonomists have developed many
henries comcernimg fntermational rade,
bt one of them i s el for predic
g el ows amumg matsons s the grav-
iy meel. The gravity moded i 5o mamed
becane # s hased ;2 decresing (e
thom of the drdance hetwern o “mase
e st Bk praviey. In this cone. “mas”
el abes the sirc of am conmomy. The
saruables wned wewkd praviny
s st ccoannmc s avetape weahlh, dis
tance and measares of the ecumomies’
wmrparalive advaniape.

AN eeoninys size is wsially indscused
By s CIWE . 140, aned s il nsm) impor-
wint peedicior of how sl it will trode

with sther econamie o volume
incremses mawe showly than siee becouse
smaller coomionises temd 1o be wore depen-
dent o trale than larper omes. Exvmomics
o ot have b be o ids — they
could be cosatries, ¢ v or orbital
colvmien. We shall discuss oaly workds
Bocsme 8 1 Bed & e coveemme, of the
samme Lind im 3 gravity model 10 avoud
man b, iy hadden dficrom o

Average wealih in meswed by per-
capita GWP. As the average wealth of
peaple in an economy increases, so doss
thiear propensiry 1o twade. Thds means that a
wrnll, wealthy workd will trade more than
i lurge, poor ene — even i their eeommics
are the same size. While Increases in aver-
age wealth ulways lead (o increases in

traae, the effect grows rapidly o first snd
then diminishes.

Comsimmen om mext page . . .

Advanced
Trade System

This is a more advanced trade and commerce system, imtended for campaigns
which will concentrate hes
Traveller universe,

v (il not completely) on the mercantile aspects of the

THE FREIGHT SHIPPING BusINESS

The shipping business is concerned with getting the goods that make up the
interstellar economy bo their destinations. Some of the mos important players in the
Pusiness are vhippeng lines, carpo broders and fromg shipn

Shipping Lines

The most vinible players in the interacllar shipping business are the shipping
lincs. Whether they are Imperium-wide megacorporations of mencly local subsector
concerns, the companics that maimtain scheduled freight an
among the worlds of the lmpersum are known as “shipping " ar simply “liners

Liners carry the vast majority of interstellar freight and passengers. These com-
pinies commit enonmous resources, In the form of ships and port-side personnel, o
mulntain an interlocking web of routes with scheduled urrivals and departures. The
reliability of shipping lines is crucial 1o the stability of any interstellar economy
Companies need o be shle o count on steady access o off-world suppliers and
markets 1o integrate them into their production decistons. Without this integration,
the Imperiom’s high-techanlogy sockety would not be sustainable (see Ecomomies of
Scale. p. 10)

To make thewe buge mvestments i shaps and perwomnc] pay off. the shipping
lines must manage both their ships and their freight contracts very carcfully. The
vanoes shiphoand depariments (pp. 79-80) and the admmistraiive depanment (p. 80)
ashore are responsible for secing that their company’s ships spead only as mach
time in port as is absolulely necessary and then got back mlo jempspace where they
enrn their money, The sales depurtment (p. 80) — made ap of dedicated cargo bro-
ks — keeps the ships’ holds full of paying cargo.

The importance of a line’s intermal brokers varies [rom company o company.
Some organizations rely on independent brokers us much as their owa 1o find frei
for them. Other companies (mostly Solomani in origind even go so far as 1o have
their brokers organized into o separate company that has (0 compete with other bro-
kerages 1o lease spoce on their own lines” ships.

Cargo Brokers

Brokers play a key e in shipping: maiching cestomers who have goods 1o
ship with ships that have holds 1o fll. They are the “market-makers” and rely on 2
wide vanicty of coatacts and skills 10 do their job. A broker mest be pan speculator,
pan salesman, pan loan shark and pan merchant. He may work for a shipping line
or a frequent exporter, o he may be an independent agent

Shipping cargo s a risky business, and cargo brokers make pan of their money
Iy taking some of that sk off of other people’s hands, Ship owners have wken o big
risk by investing in an expensive plece of equipment on the assumption that
enporters will pay them 1o carry cargo in it They often have 40-year mortgages 1o
pay off (p. 98). and il they had their way, they would have their ships booked solid
4 yeurs in sdvance, Exporters. on the other hand. want shipping cepacity standing
by 10 handle their goods and want 10 be able o contract for it a1 the last possible
moment_ If they have 1o sizn up for hold space sheasd of time, they nm the risk of
being stuck with oo much or oo litle. Enter the carso broker

passcager service

THE INTERSTELLAR EconNOmy



Brokers e chunks of c
iy inbual
expuriers in
seek bong-term ox
per-dum
wy
Thes
bow much ¢ )
broker. Brokers got rich «
bactier than cypuwiors o o

ae o contract fie ace from shipy
ale mites, then

v have

unt wh

far in advance and at disc

lots on short

we. Tor ensure that

Tramp Ships

brokers often need o find a ship for 2
notice

When a broker noods 1o find fi
freight, he fot s
Stnce there is almost always a shorage of mexpensive el ¥,
tramp ship = the free trader < that flls the gap and provides much of o

s i the fef

capacity avallable on the spot maurket

Trummp ships are ships that do son follow i se 1 route. bul insteal
gowherever the most profitable opportunities appear o be, “Free trader” is the more
vimghly 400 dions or less,
ups in shipping supply lelt by the shippin

Wl sehedule

romantic tenm used o describe smull tramp ships
Tramp ships exist 1o Gl the

gaps are left panly due 1o the

lings. These
nExpec

nlerlocked routes, canmot

ature of the liner busines

Jue

and partl

ed shifts in demand that the lines, with their sprawlis
eanily responed o




J
|

Technology and
Patterns of Trade
G LRPS” rules for productivity lead to

somewhat unexpeeted patlerns of
trade i an economy where worlds of
many TLs coexist side-by-side. In
Trperial spece. the most advanced worlds
are TLIZ (with & few exceplions), These
worlds export TLIZ gonds becavse they
are the only sowrce of such items, Tech
Tevel |1 warlds export TLI1 goads, hut
are also the cheapest source of TLY-10
goods, Likewise, TLID worlds export
mostly TLE-9 poods. and TLA-Y worlds
export mastly TLE-H poods. Wirlds below
TLE are sourees of raw omlerials - iFany-

v trbes with them at all
A curiosity of the Travelfer universe is
thut Tow-TL waelds do et seem to catch
chineogicnlly over the centurics. The
discount rules for TL (wee p. GT112)
offer a pogentind explanation
E; in interstell

trade with

the coonomic
for o werld o srech s wechao.
pathilities, or even produce
cthiing thut it is cormently cagable of,
i gl worlds will alanys be
aible tn do it more cheaply, The
where high-TL worlds cannot compele
with low-TL vnes is in the production of
I T pocds. This retards the sechiolog-
ical slvancement of low-T1 worlds.

CIM: Tree b interpret this however
hey like. Thuse whi prefer an “illumina-
el backgroumd ey see this is 45 par of
the Comspiracy: others may see it 15 men
ly an bnlorumate eeanemic truth,

FrREIGHT PRICE AND
AvaiLABILITY FOR TRAMP SHIPS

The actual going rate oo a world can ditfer substantially from the average rate,
Business cycles. scasonal sl n demand, disruptions further up o route and many
ather unforseen factors can cause weekly shifts in supply and demand, These condi-
tions normally persist for some time, but the movements of tramp ships that seek oot
worlds with high freight prices and avord those with low anes serve 1o push freight
rates back toward their average values,

Average Freight Rates

The lines, brokers and tramps that constitute the shipping system work effec-
tively to get freight to its destination at a competitive price, This price depends on o
host of factors that vary from roule tw route and week 10 week, The following table
lists the wverage price, inasmuch as an average price can be said to exist at all:

Advance Average Freight Rates [Cr/dton/pc)
Purchase 1 Parsec 2+ Parsec Express

16 weeks Cr430 Crali0 CrRin

12 weeks Cri05 Crasn Crass

§ weeks Crain Crsis Cra73

4 weeks Crovl CrsT0 Crl075

2 weeks Cra70 Cri(is Crl 130

<1 week or Tramp Cr700 Crtysi Crl.200

The first column shows how fur in sdvance the cargo space is booked, Lines try
Lo encournge carly booking hecause it makes planning easier und lowers their risk.
The I6-week row shows the lines’ bure-bones cost of doing business. but preferred
customers and those who buy space fur in advance of 16 weeks can expect a further
discount of up te 10%. The one-week row shows what tramp ships must charge 10
barely get by: use these rates for free tradess who show up in port looking for
freight. As the departure date approaches, lines and brokers mise their rtes wward
those charged by tramps to refleet the additional cost and risk of short-notice ship-
ments,

The second column shows the rates for voyages of only
e pursec. Th tes are higher than those for longer voy-
ages simply becisse jump- 1 vessels cover lewer parsees
month and hence must charge more per parsec o cover their
mongige.

The third column gives rates for voyages longer than
ane parsec. 1 s assumed that the shipment will be carned
by u jump-2 vessel along a jump-2 route; however, miny
lines main fleets of jump-3 ships, Jump-3 ships have
per-parsec costs only shightly higher than jump-2 vessels
when they are using their full jump capabilities. Like all
ships, though, their costs are higher than a ship of lower
maximum jump when astrography forces them w jump at
less than their full capability,

The final column, “Express.” is used for freight caried
aboard a jump-4 ship along an Xhom route, Express service
is only availible off Xboat roules by charter. The |f-week
advance 1y twice the I6-week rate for jump-2
truvel, but since jump-4 <hips cin often take 2 more direct
roule in addition 1 covering more parsecs per jump, they
are frequently able o make o jousrney in considerably less
than half the time needed by a jump-2 ship, This makes
ssn shipments an excellent value for the customer:

The following tble gives a genetal cost compirison by
Jump capability:

e
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Jump Cost/dton for Liner Cargo
Capability Per Jump Per Parsec

> Crd3s

quently Torces p-3 ships on longer rou
three parsecs, o
shoncuts makes up for thes, The
increase 1o the custinmes
For example, imaging that o jump-2 ship and a jump-3 ship are both going 10 g
destinatinn 10} pursecs away along a streaight Tine. The jump-2 ship tak
al CrT25dondump Tor a total cost of Cr3 n25don, The jump-3 ship tike
parsee jumps amd @ 1-parsec jump for 3 il of Tour jumps @ Crl, 12
and a tota] cost of Crd S0Mon, The jump-
G more, Forunately Tor the jump-3 ship
i e the jump=3 ship can raise its prices o cover this sdditional '

ail they can soms

worl sovmewhal. The fa
can be wsed

ime savin

dionfjump

ship saves a little over i week of transil
e customers valie the

lime but comls

¥ Cin exisl
iihle markets and ast

Hme savings enong
cosl.
When jump-3 ships compete with jump-2 or slower ships o carry cargo

between twi worlds, use the Tollowing equation 1o determing the price thit jump-$
ships can churge for thelr Gister service

-3 Price = (}-2 Voyage Time/)-3 Voyage Time) = |-2 Price

Do i when o de
Trade R e Jumy
ships lowers the price t the standand cost lis
Rates ip. 22)

¢ use this it

cnted jump-3 route e
3 routes, the competition o
ahic under Averige Freigh

ter, o 180 On dedic

Average Volume of Tramp Freight




s being wsed or not, Even if the Tine is o
miegacorp and can expand using retained
wirnings rather than loans, the manageis
in churge must show o return on the
Investment o unswer b their boss. This
oty an emormous prossaee on line mus-
agers 1o fill dheir shign” holds 31 sy cost.
M the market 5 m 3 dowatern oy freaght
that poys mors thas the cont 10 handic @
e 3 fow meer oodins eands e
meul hosk pavment I motkiny e, this
sElegy Bankrepicy. lntease
price competition in low demand/high
supply markets is characteristic of any
indusary which shires the shipping indus-
try's high Tixed costs.

The shipping industey tends 1o be
cyelie b its profitabillty, When demand by
hdggh aned times we goid, the high cost ol
entering the busingss emures that new

s o ships e slow 0 caley and
competc away profite. If demand and
profits remain high for lony coowgh,
imernbents amd sew omirasts shle sy
come 1o beleve that this i mone than &
semypurary hitp and thal demand has por-
mancuily expanded. A larzer market
et (ha imvestment {0 more ships aied
pont Tucilities s proliable, and shipping
Vimes i the market may expand, while
tw lines may enter the mule. Sinee eich
competivor wants o grab the new business

wxpandod 1o bolamori. it s cany ko onessr
APCTOSAC

Comzumaed vms e o1 pipr

Unlike the other colemns on the table, the “Dionv/Day™ column does not reflect
a straight relationship between BTN and the volume of freight available o free
raders. For BTN < §, there is no scheduled liner service and no laree ships directly
serve the route, so all freight is availsbie 10 froc traders. For BTN > 10, larpe vesscls
enter the ramp besiness and limit the amoont of frerght available 10 free traders. For
values of BTN in between, free wraders account for nearly all of the tramp service,
o all of the freight available 10 ramps (roughly 10 10 20% of the 1otal) is available
1o free waders,

Current Freight Rate
To determine the freight rate when the PCs first visit a world, or when the GM
has not been tracking the world’s freight rate since their last visit, nse

Current Price = Average Price + [Price Volatility « (4d-14)].

When the Game Masier wants o track a workd's freight rate afier the mitisl
encounier, use

Current Price = Last Price + [Price Volatility = (4d-14)]
+ [Price Regress « (Average Price - Last Price)].

Cuervent Price: The price this week,

Average Prive: The price’s long-run average.

Price Volatifire: A positive number that influences how much prices change
from week o week.

Last Price: The price last weck

Price Regress: Shont for “regression factor” A namber from 0 1o | tha mea-
surcs the degree 10 which market foroes are pushing the price back sowand s long-
en average.

Average Price is found from the table under Averuge Frefght Rates (p. 22), Most
GMs will want t use the value for tramp freight, since this will be the price of inter-
st 1o their players. Volatility and Regress can be determined to suit the type of price
behavior the GM desires isee Price Series, p. 36). The following values are appro-
priate in most cases:

Price Volatility = 0,025 x Averase Price
Price Regress = 0.2

Current Price is the rate that shippers are willing 1o pay for their goods o he
shipped. It is the same for all destinations from a2 single world, subject 10 the differ-
ence in Average Price for the different types of routes described under Average
Freight Rates (p. 22). Once Current Price is known, il is necessary 1o determine how
much freight is available, This is referred woas the Current Vidume,

Current Freight Volume

There are two ways of finding Corment Volume: they give identical results. It is
up 1o the GM 10 choose which 1o use:

Current Volume = Last Volume + [Volume Volatility « Price Roll] +
[Volume Regress » (Average Volume - Last Volume)]
or
Current Volume = Average Volume +
[(Current Price - Average Price)/Price Volatility] « Volume Volatility.
Crrrent Volwme: The dully volume this week.

Last Vidwme: The daily volume lust week,
Virluenve Virlaatiliy: The volatility number lor the world's freight volume,

THE INTERSTELLAR Economy



Prige Rodl: The result of the price roll made under Current Freighe Rate.
Volime Regress: The regression factor for the world’s freight volume.
Average Volwme: The wvernge volume for the origin world's trade with the desti-

~ Averge Volume is determined as described under Average Vidume of Tramp
Freight (p. 23). Volume Volatility and Regress can be customized. just like the cor-
responding values for price. The following values are appropriste for most worlds:
Vilume Volatility =025 = Aw Volume
Volume Regress = 0.2

Tracking Current Price and Volume

IF the wraders stay on a workd for longer than a weel
for o new freight rate and volume. The GM can avoid making this seem anificial by
mlling 1d each day and changing the freight stits only on a roll of L This will
change things approximately once a week and keep the players guessing. To use this
system. the GM will need 1o track the freight rate over time for the worlds in the
PCs" trading area. This will not be wasted effort, because if they are good free
traders, they will be asking about all of them on a regulir basis,
Cargo Types and Lot Size

Rall 4d-4 to determine the size in dions of each lot of cargo. Subtract the size of

each bol from the ol amount of freight available unnl all freight accounted for.
Roll on the 1ables below for each Tot:

L will be necessary to mll

THE INTERSTELLAR EcoNnOMY

Competition in the
Shipping Industry
[Continued]

The Problern of Overcapacity

When overcapacity is created through
excessive expansion or 2 market down-
. it results in competing lines reducing
prices o the point where they may make
enough 1o keep the ships running, bul nol
enough 1w cover the costs of poying off
their long-term investments i equiprent.
This dioes nat happen by cheice, but is the
masural resilt of wo muny ships chasing
bt [ittte freight,

There are twn wirys out of this money-
Towsing trap: demand can rise or supply
fall. Demuid is bevond the control
lines, but they do contral supply. Cutt
supply is more difficult than it sounds,
though, Nobody wants 1w be the o o cut
supply, since doing s will mise price
everybody, with the greatest guins
10 those with the fargest market share
fowr the compeition 10 go hunk-

upt is oot terribly elfective elther. since
11 ofT their ships

ners. Transdic
the excess capacity 1o alher roules of
regions may work — but it conld simply
serve fo make the problem more wide
spread

Free Trade vs, Coflusion

The transportation indusiries of pre-
stellar Terra practiced various forms of
open of seeretive collusien o prevent
vensxpansion and o support above-mar.
rate prices in downiums, with mived
sueeess, Dceangoing Lransgo
ticular was organized into *
that dictwed market share
member shipping compami

Since Cleon | omlawed such praciices
as restraints on free intersellar trade, this
avenie has not been open fo the shipping
industry of the Thisd [mperiun, 3
deals 1o et prices or divey up temiories
have been reached in various reg
many times in the Imperinm’s 1,100y
history. Whenever they have succceded In
significantly distorting the market, though,
local subsector and sector dukes have used
their not inconsiderable influence 1o overs-
Iy or covenily hreak them up in the name
of economic and milivry security.

Comtinued on next puge .




Competition in the
Shipping Industry

[Cantinued]
Trade Wars in Shipping

The Imperium recognizes the peed 10
cope whih the competitive tensions created
by tnterstellar competition — in the <hip-
ping industry o elsewhene. The solution it
s arrived al s called “rade war” (see
o 1120 which extends the Tmperial dog-
i of g |||I||IL\| I
s @ “pressure rele
conflict, In the shipping indusiry, trade
war catised by overcapacity las a brutally
uppeating logic: If ||w i
Iy, destruy the cx
wbe war has broken ol in un
ares suflering from overcapacity, e Tines
in the repion will compele 1o render their
competitors” ships and Taellities unsal-

apeible while protecting their own from
P, Thee sear wsiwally ends when copacity
falls o profitable levels, Oecusionally,
rivaley i regiom may become so inlense
und hiter that the lines continue o Gght
ifter e excess cagi has been elimi-
matedd, This is not unly bad in the shon
tesm, bt cain als
competiti
er bt of avere
witr, Whenever 1 s happened in the
pust, local dukes huve imervened with
ther reserve Tleets o pul an end Lo the
eanflit,

Praventing Conflict in Shigping

Ower the centuries, a lew rules of
th anding the pain
af overcapacity and trade war. These ideas
have been prop
Iperium by meschant = "
corpe unid the business press ing them
purt of every shipping executive’s neper
wire

The st fmportant e s ship-
ping Tines should Fmil their cupacity so
that cundeom Muctiations n the ket
will, an uvers 7 their ships 95%
Tull, Mot romites ure within B o 200 of
average total demand 95% of the time.
This means tha shipping lines will
e capeeity b serve roughly S0 1 0
the averuge tolal demand, This rule of
bl keeps their holds full almost ol de
nimme and prevents Use need Tor fregquent
price discounts

g
E

Comtinsed on next page .

Cargo Type Table [Roll 3d)
RS Wet Bulk
9-10 Dy Bulk
11-13  Breakbulk
4 ROROD
1518 Container

Cargo lypes are deseribed on p, 25

Special Handling Table (Rall 3d)

3 Psionic
4 Biohueard
3 Valuable
6 Living
7
812
13
14

15 Corrosive

16 Explosive

17 Radivactive

£ Roll Twice

Special handling characteristics are de-
seribed on p, M)
Terms of Shipping Table (3d)

35 EXW

6 FAS
T FOB
§-12 CIF
3 DES
14 DEQ
15-18  DFD

Terms of shipping are discussed on p, 54,

Ships than ek holding tanks Gor transporting bulk cargo can still carry it using
suitable conainers (see Containers, p. 561 The trader is responsible Tor buying or
renting the containers and for loading them onto and unloading them Trom his ship,
The buyer or seller (per the twerms of shipping) still pays the costs of lilling the con-
tainers and emptying them al the destination,

Renting u comtainer costs 0.1% of its purchase price per day. and requires 1
deposit of 3% of its purchase price, Rent B i the caplain can
roll under the world's WTN on 1d; whether the riglt size is avails s up o the
GM. Containers can be bought with the bope of selling them a the destinatdon, 17
s, treat them as Low Risk speculative trade goods {pp. 36-37).

Placing the Bid

Afier the merchant has eviluated the freight lihle 10 be shipped aml deter-
mined the opportunities that ke believes o be most favoruble, it s tme w0 octually
hid on the job of carrying each lot of freight, The mercham will be competing
inst ather trump ships that wish o carry o given lot, and must enter a lower bid w
win tha Jot for his ship

The degree of competition Tor and costs associated with a particolar lot will
influence the Gnal prive that muost be bid o win that lon, Heavily Ticked routes
will have lower prices due to the greater competition, the ease of finding more
ahit al the destination amd the presence of nt ships that drive

I

Ler, mone ¢

THE INTEASTELLAR ECcONOMY



Special handling will increase the costs and risks associuted with
the hot, and hence drive up the price. The terms of shipping specified in
negotiated by the freight owner will also affect the price.

the bidding on the freight spot market. roll against Merchant skill
ing modifiers:

Smallest route coanecting the two workds is Main Route: 4.

Simallest route connccting 1he Two worlds is a Feeder Route: -1

There is o direct route connccting the two worlds: <.

Nanddling: +1 w0 +4, depending on how harardous or delwate the cango

of shipping: -1 for FOB, -2 for FAS. -3 for EXW: +| for DES, +2 for

S50% of Curvent Price
80% of Current Price
KS% of Currest Price n
%r of Curment Price
95% of Current Price
100r% of Current Price
115% of Current Price
110r% of Currem Price
115% of Current Price
120% of Curvent Price =
150% of Cumrent Price
LY
) " Hazard Payv: I the destination world is in an Amber or Red Zone (sec pp.
~ GTI9, 56 and 70, the ship must also receive hazand pay. Amber Zones doihle the
final price for the last parsec. Red Zones guintuple the inal price lor the st parsec
(0l freight can be curried to them legally ). The ship’s captain is generally required by
the ship's wticles (pp. 71-72) 1o give the crew double or quintuple pay, as uppropei-
afe, for entering un Amber or Red Zone, GMs should make characters earn their
T L

Another rule is not o compete on
price, if at all possible. Price competiton
mamully owers the price tat a company
cumn charge for 2 prodect or service. Rather
than competing on price. fines iy W o
et on service and quakiy. and by oo
img hwng-term relatomskips. By omphasa-
img thene clements. lines hope o offer
omcthing spermd ko Beor cuskmers. and
therchvy make them ke price-somative. (F
e, thin vmly works Becawss baes have
& hage <o advastage ever tramps sl
cam affond “evmres” wahout prcmg them-
wchors oust of the markey. Price discounin
s b offeread 0 kvl cordorsens
snnual rohates. drscousl (ospons for
futare shippimg. o ofher meram that arc

a3 4 v
This sarsseqy reduces the volatility of 3
hne"s prices amd volomc. and eapeaden
reser condemmer boyalty that can help -
tain a company through hriel markel
e mures

The Market Lesder

When an increase of reduction in
capacity bocomes necessary. il can be
sccumylinhed withoit & price or trade wat
Mirigh & form of implsct collasion hasd-
ity cuondinstod through the business prese.
The rule of thumb & that the line with ihe
lurgest market share — the marker leader
devides when an adjusumen s capacity is
necewsary ibong & mute of in 4 reglon, The
leader ihen miakes a public annmmcenien
ol b own adjustments, and other compa-
ke ure expected to follow suit, For

huzard pay hy exposing them ta I L wnd ounrght disis- Instance, i the beader announcesd o 1%
Aees. Workds in Amber amd R zones can be Hent locutions lor ud | pansion on a roite, ather lines could

eapand by 1% without alarming their
Loading and Unloading competit e, AF the bender deochl-

Successful froe traders know that 1o make money shipping freight, they need 10
fake it on ot worlds where an unusually high demund for shipping capacity has dri-
ven the peice up. This is great for their margins, but it means that the starport will
have an wnusually large amount of freight moving through it If the demands on the
port’s frefghi-hamdling f: ¢ et oo large, long waits can develop thal theeaten 10
throw all affectexd ships off schedule.

The cost of departing from schedule is greatest for iners, with
their p d and dependent route schedules. so they
will almost always be serviced first. This leaves tramp ships at the
back of the line, and free raders will likely be behind any larger
tramps in port. Simoe one of the first rules of the shipping business
is “time is moncy.” this has the potential 10 put free tradens m a
very contly position. A high freight-hamdiing rate does mot always
yeflect 2 Jong wait for freight handling. though — it can also resalt
from a shortage of ships.

1 2 pon is congeuad (GM's decision). wse the tahle helow o
rosoive the situation. (therwine, freight can ssaally be boaded or
mkoaded with caly a brcl wast

THE INTERSTELLAR Economy ﬁ‘
il

el that i profoaged downtum warranial i
capacity reduction aml snmunced a 10%
cuithack, all other lines would be expected
W comply.

Comtromed on wetr puge . .




in the

Com,
Shipping Industry
[Continued]

Comipeanies tha baick the dictates of the
markel leader sk retliation by peice or
trde “oardination aroand the leader
thesugh public anpouncements is benehi-
Tor all competitors i 1 hecause
ke collective action
that is i their mutual best imerese. The
v has the privilege of making the
sions amd enjoys the greatess benetits
From couperation {sinee i hus the grentest
market shure), bl it also shoulders many
of the crsts, The burden ol conducting o
price o trade wur fulls mainly o the mar-
ket leader, as others are understandably
10 join in unless uhsslutely nec-

OF compse, few miutes o7 reginns ire s
elearly cotrdinuied. There may be more
than one company that believes it has the
right o m. certain decisions. For
inslance, & company it has the langest
share of o sibsector's freight might iy o
wontrol what goes an along o ey feeder
route where Bl dies nor bave 3 nujorty. 1]
the company that deminates the feader
route vhjeels, a price or trade war could

break oait,

Comrinmped o0 et rage .

Freight-Handling Time Table [(Roll 3d)

0 or less Tey again in 3d=5 hours.

1-3 Try again in 3d=d hours; add +2 10 subsequent rolls.
4-6 Try again in 3d<3 hours: add +2 10 subsequent rolls.
7-9 Try .zg_am in 3d=2 hours; add +2 10 subscquent molls.
10-12 Tnl again in 3d hours: add +2 1o subsequent rolls,
13-15 Try again in 2d hours; add +2 10 subsequent rolls.
16-18 Try again in 1d hours: add +2 to subsequent rolls.
194 Your freight will be unloaded immediately,

There are several ways to improve one’s place in the quene:

Werk the svstem. A successful Adminstration roll to rulls for freight-
I\.lmlllnL |||11|, +4 on a eritical success, A failed roll his no Ll]u.l but 4 eritical fail-
ure gives -1

Bribery, If the merchant agrees o pay a crew of freight handlers “overtime™ of

Cr23our exch (a crew consists of 2 1o 6 handlers), he may be able 10 secure their
eonperation carlier than usual, Roll vs. Fast-Talk or Stree at +2 for every dou-
of the bribe. Knowing wio to bribe helps: a successful Area Knowledge (Port)
an the influence mll gives +4 on the next freight-han-
gives +6. Failure means the bribe is accepted but has
ne effect. Critical failure means the bribe is refected: the merchant has -6 on his nest
freighi-handling time roll e is reported 0 Starport Authonty law enforcement.
Forgery, Even more devious is to forge a work order. Roll against Forgery skill,
Success meuns a believable forgery: the next [reight-hundling time roll is at +6. Any
failure indicates that the deception fails, giving -6 instead: critical failure also resulis
in Starport Authority law enforcement being notified.

At clmny. Convincing the freight h.amlll:n or their supervisors that you
deserve o break can help smooth th ul Carousing or Sex .\ppul
ives +2 on the freight-handling tme rell, +4 on a critical suc ure has
no e s -4 Since 1t is diflicult o hoist o drink or seduce
someone in a busy office or dock, this tactic will only work if the merchant can find
the right people outside of their work environment (GM's decision).

Dt {1 yeursell, Merchanis are alv free to load or

unload the ship thems if they have the requisite skills and
eguipment,

Getting Paid

A trader must show that he has fulfilled the terms of his
coniract in order to get paid,
st all shipments must arrive at their destination on
time, Shipments contracted on the freight spot market arc due
week after the day they were auctioned, plus 10 days Tor
v oiwo parsecs of distance, Late shipments suffer & 10%
in payment per duy lute, with decreases being upplied

Example: A one-delay would pay 909, a two-day delay
would pay WFE of Y0%. or 81%: a three-day delay would pay
0% ol thar, or T3%, eic,

Sccond, the merchant must satisfy the terms of shipping,
as determined under Carge T and Lot Size (p. 25) and
defined in Chapier 4. Tt pays 1o read the fine print; If he has
agreed 1o act as the seller’s agent in a DFD contract on o TL4
world, he may find himsell having 1o haul freight overland by
mule train to the buyer o fulfil his contrect!

Once all of the contract conditions have been met, the
trader takes the appropriste paperwork (hill of lading. customs
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s the seller's agent, he will first
ller and clear his payment. Once

ments, wirchouse receipts, et w the bank,
tor shimit documentation on behalf of the
this is done, the contract accompanying the letter of credit will instruct the bank 1o
_iﬁe payment if all of its terms have been met and the paperwork is in onder. This is
& routine use of Administration, Law or Merchant skill (or default). Failure simply
ndicates that (e hant has neglected to bring a d o have it properly
completed und will have 1o try again later. Once the paperwork is taken care of, the
bank will pay the merchant what he is owed, cither in cash or via a funds transfer
~{pp. #6-47) 10 8 bank clsewhere. 1

SUBCONTRACTING FREIGHT
A merchant sometimes end up with w contrasct that he wants (o get rid of,
- panicularly one for a distance of several jumps. Perhaps he has spotied a better
Wum’ly elsewhere, wants 1o go chasing oft on un adventure, or cunnily belie
that he can make more money geting someone else 10 do the job. Subconiracting
.fmighi is perfectly legal; the big lines do it all the time when o customer wants 1o
ship something 1w a4 destination that they do not sery ther thin risk losing the
customer, they ship the lot as far as they can, then hire someone else - perhups a fur
trader — 1o take it the rest of the way, The only restriction is thai the lot has 10 he
ket ogether s @ unit, Splicting it up and sending it with seversl different ships is
nol allowed,

- Auctioning the Lot

l When o shipper wishes to subcontract a lot, he is aeting as o cargo broker and

i will go about subcontracting the lob using the same procedune that was used by the
hroker who contracted it to hin in the first place. This means that be will have o go
1o the freight spot market and open hidding on his lot, He will only need a hroker's
license if he is auctioning freight for somebody else. Before the bidding stans, the
merchant will have the opportanity w review the papers of all ships that wish o bid

: on the lot, The an introduce an entire cast of scruffy ships and captains at this
paknt il be wishes.

To find the winning {i.c., lowest) bid, determine Current Price using the Corrent

Freight Rate rules (p. 24), then go directly w0 Plactog the Bid (pp. 26-27), roll vs,
Merchant skill and consult the Final Price
“Buceess by and vice versa; the result shows the price the merchant must po
fave anether ship carry his ot of freight. Cnce bidding is opened, the merchant mest
weoept the final price determined on the 1able; he cannot withdeaw the lot, He can
stant the hidding a1 a muximum price, but if the wable gives o result greater than this,
it means that no one was willing o bid on the lot at that staning price. Another

I atterpe cun he made the following day.

Arranging the Subcontract

Writing o freight subcontract can he done with standand forms available m any
starport. Roll vs, Law skill. Only u eritical falure will result in o contruet that the
subepatractor can tuke advintage of, 17 this happens. the GM should make a loyaly
ol (see p. B204). 1f the result is “Bod™ or worse, the subconteactor will iry to ke
for himsell when he reaches the Treight™s destini-
1oy g 10 the port where the [reight was ultimately
delivered and try 1o convinee 1he Tmperial Shipping Commissioner (or equivalent)
that a lien shoubd be placed against the offending ship. Even if this is successful. it
cold take weeks or months to see payment — i payment is made at all, If he wishes,
the victim may hire lawvers or bounty hunters o pursue the offender,

Getting Paid

Onee the contraet is completed and the Treight suceessfully delivered, the mer-
chant will have a payment on one world while be is on another. Getting that money
to himeell or his bank can be ricky: see fnrerstellar Financiol Transaciions (pp. 46-
47).
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Competition in the
Shipping Industry
[Continued]

Government Intervention

The Imperium’s dukes ure keenly
aware of the imporiance of shipping o
their Jocal inversiellun eoo s — anl of
the importinee of thess economizs b their
awn power and influen, Aot subrsectons
are dominated by a few mujor shipping
Fimes that curry the i [ all freight
and pussenger traflic. These lines are
wiiched curefully by the Tocal dukes o
ensure that they are m enriching them-
selves ton greatly at the economy's
expense, As the ultimate conduit of nearty
all sisterseellar trasle, the shipping lnes are
subject to o great deal of sentiny.

The Imperium’s antitrust laws e as
vague and diseretionary as its bes of
Almest anything that the lecal awthorities
bekieve 10 be & hreat 10 froe tade can be
acted on. By the sime token, the shipping
limes can et away with all sors of things
— including murkei-lesder coordination
and trade war aga new entrunty — if
they do nol push things o0 far. In prac.
tice, the subsecior duke and the focal
Minisary of Commerce officials are lkely
tw overleok minor collusion or under-
atandings s long as they o not Hmde the
Nevw of trade, I the authorities decide that
the operations of cerain lines are restrict-
ing free trude, though, they have any nun-
ber of official and uneff means al
theeir disposal 1o gain complimsee . .




Bickazard: This cargs is 2 theest 10
Bvimg thimgs. It may be poisonow. mfec-
thous or mutagenic. Devistion from the
g’ s marros ey ionments] paramescrs
can have effects ranging from loss of the
wargn to sutright disaster. 10 the weal on
any ol the comtainers i broken, personnel
im the anca may wood immedise modical
atiention and moy be ssbiect to quarsn-
i Mrskaps o8 rowte meed be foponiad
mmmediately o e port 2ethornity spos
arviral w the syviem. The ship and peraos-

subpect 10 quarinting or even refiused per-
ission to dock!

Corrosive; Thin cargo is hueardous,
and meeds special contumers W prevent it
Trom doing cormive damage 1n cargo
eanlers. their equipsment. the ship, esc. IF
e scal om any of the containeTs i heoken,
damape will rovsht structursl of systers
damase w0 the Jup. rospirmory damags b
crew amd who ditule canda
s, o bt Typical of stzong ackd and
hases. and powertul solvents

Eplusive: This cargo is hasanbos:
entreme hest or heavy shock may cause it
W eaplode, Heal Trom a buerming Namma-
Bl cargo and damage 1o the cargo hold
during u starship baitle are exumples of
the kinds of condatinms ot can detomate
an explosive cargo. Even a beavy jolt

ot Cril 5 fse will blow amd wipe out 2
MO "

Flammable: This cargs i eusily set
alire. 10 anything vhat could iz i entees
the cargo holdd (e.p., sparks (rom an elec-
trical shont. liser-weapon firel, the cargo
il bt il Masnes. An obvious way o
save the carpo st inmedisely Mush the
carpe bokd s smwsphore and place @2
vacwam, which wuwid cffectively sl
et e e Masy captaies winghy nofesc
W carry sach carge, especially if they are
b carying carps thal i Bt iEpeTon
W VL

Continswesd i next pege

FreEicHT RATE SPECULATION

The fuiure movements of frerghl rates are of comsidersble mponance 1o free
traders and brokers afike. who are constamly irying o outguess the markets on e
various workds in their region. To belp them manage this nisk. various means have
been developed 1o predict future rates and lock in prices m advance.

Predicting the Future

Every free trader would like 10 know what the freight rate will be at a possibie
destination world before he armives there. A string of up markets could eam him
quite an casy profit, while a string of down markets could mean coming up agamsi

Part of the job of prodicting the future has aiready heen done for him by bro-
lers” efforts 1o line up ships ahead of tme. As brokers compete to sign up tramp
ships o retum a few weeks hence. when they think that the freaght rate will be hish
or they will nevd extra capacity. the collective prediction of the brokers and ship
caplains about what the price will be that week is revealed through the prices they
offer and accepl. This prediction is called the « forecast (see p. 31),
because it is made collectively by all of the players in the marketplace, How casy it
s 10 get this information depends a lot on the port and the trader’s current proximity
Wi

If 2 merchant is trying 1o pet information shout the futore price 2t a port that he
is in, thes his ks rther simple. Al ports o8 3 Main Rowte. be need merely con-
sl the price on the freight futercs market (p. 321 At ports. without cnoegh trade o
have an orzanired freizht futunes market. all he aceds 10 do s call a few brokers and
tell them that he e imterested in selling a freight futures contract; the prices
they offer will tell him what he needs 10 know,

11 a trader would like o learn about the future price at a port he is considering
visiting. then his task is somewhat more difficult. For a port on o Main Route, the
news packet from that world will have the necessary information. Smaller ports will
require a bit of legwork. The merchant will have 1o find someone who has just come
from that port and who would have reason W know what brobers wene offering for
frerght fotures. This usmally means a fedlow froe rader

To pet 3 rough evimate of the number of free raders that have amived from 3
prven destimation workd m the past week, divide the average volume of freight aval-
able 1o free traders for that destination by 10, The identities and origim. of ships in
pon are freely available from the port authority. Humting down the captains or pars-
ers of these vessels at their ships or at 2 port-side hangout is the best way 1o get the
desired information. Calling them on the phone or leaving o message is eaier, but 2
response is muoch less likely,

Finding such a person in a big pon can sometimes be a problem. To lind a free
trader from a particular destination world, the merchamt must roll agains Arca
Knowiedee (Pon City) with the following modifiers: -2 = WTN of the world be is
on, +BTN (round down) of the trade route be i interesiod n leaming shout, -1 for
each free trader from that destination already found. Seccess means that he bas
found someonc: failure meams thal be must continue his search. Each attempt takes
30 minutes.

Onee the merchant locates someone whi can help him, he mast
try 1o get the information he needs. Trean this as o reguest for infor-
mation (p. B204), Roll st +2 if the NPC in guestion hus Code of
Honor iMerchantl, -2 il be s Selfish. and -4 il the merchant dong
the asking is being tight-lipped with information shout the last fow
pons be has visiied. A phone call or other messase gives an exira -3
a resalt of “Poor™ or wone means the message s ignoned. On 2
“Newtral™ or betier reaction. the NPC will yolunteer information
abuut the bast port be visited and any other ports that he might fove |
Ieamned about

OF course, o local Contact i the shipping business can be vsed |
b gret this information instemd

i e
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| Consensus Forecast Freight Rate
The GM can find the consensus forecast on any freight rate op to four v
sdvince by using the Current Freight Rate rules (p, 24) with ¢ ifs
First, determine the acrwl price for the weeks of inlerest, keeping truck of a
dice of the Price Roll (the form on p. 40 is helpful here), Once the actual price is
Knoown, find the consensus forecast by making o second Price Roll that uses the first
W dice rolled for the actual price but which replaces the second two dice with a
~ew 2d roll; Use this secomd Price Roll 1w caleulate the price for the forecast, The
use of two tre dice and two false dice represents the mixture of insizht and errpr in
the forecast.

Example: I the GM rolls 2, 4. 3 and 6 1o de
week, the actual Price Roll is (2 +4 =3 +6) - 14
2.4 and 2d rolled to find the odher two numbers,

mine the actual price for next
The forecast Price Roll uses

When caleulating the first price in a forecy
future). use the actual Current Price as the culations se
the consensus forecast price for the previous week as the Last Price. In this way,
mare distunt forecases wre based on less distnt ones, ’

If the merchant wints 1o check on a consensus forecast that is still in the futuee
after 4 week or more hay passed. the forecast should be updated 1o reflect what the
aetinal price was for the weeks that have passed. To do this, recalenlate forecasts Tor
woeks still in the luture. wsing the actual price for the Last Price in the equation,
Thus, the consensus forecast is constantly updated as new information becomes
availahle.

Since communications are limited (o the speed of jump, estimates about prices
at other ports will afready be one week out of due for every two parsecs, or fraction
thereod, between the twi pons, The only exception is when bath worlds sre Main
Route worlds. I the worlds lie along an Xboat route, estimates are o week out of
date for every four parsecs, or friction thereof, hetween them. This means that con-
sensus forecasts are only really useful for ports four or fewer parsecs away for most
free traders, who have jump-1 or jump-2 capable vessels

Market Analysis Forecasts

Market Analysis skill (p. 103) can be used 10 refine the con-
sensus forecast, This involves pathenng as much information as
possible about all the pluyers in the market — tramps, brokers,
lines and exporters — not only for the world of interest. but for
the worlds wround it This requires access 10 business news and
some archival mater 5 i

L price serics (Le.. one week in the
st Price. Subsequent ¢

Special Handling
Characteristics
[Continued]

v is delicate., ar

-+ This ¢
active, It may pose
viduals onl

rgo is paioni
threat o p
all sentient bet

ur all liv
e thing.

liv

pomically bet
1t st be shipy
il the shiclding
will depend on the
are kel entirely up 1o the discretion
GM

Campinmed v mert puige

e provide this inform,

To refine the consensus forecast, the GM rolls agamst the
unnlyst's Markel Analysis skill in secret, This moll is ar -4 per
week the prediction extends into the future. An analyst with
Arca Knowledge of the destination world gets +1 ar level 12 or
better, +2 at level 20 or better. Refining the forecast requires
least one full day; cach additional day spent in research gives
A1 w0 maximum of +4.

Success means that the analyst gencrates o forecast accord-
ing to the rules for Consensus Forecast Freight Rate (above), but
using tiree true dice and only one false die; en
mieans that his forecast is wially accu
Failure means that he does not feel Ll\l||IdLI'|I enough to improve
o the consensus forecast, while critical fuilure means that he
eomes up with a terrible forecast that includes me true di
four dice are false! The GM should not tell the player whether
his forecast 15 the result of a success, crit
Tailure,

al suceess or critical
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Special Handling
Characteristics

[Cantinuad]

Racllogenive: This corgo is hozardous,
amd must be stored mospecial sealed amd
shielded containers. 1T the seal on any of
e containers i broken. radiotion damage
10 mearby Tilie Forms is sune b resull,

Vefeaatfe: The cargs is wnusually valu-
able. and requires additional secunty me-
sures both i port and en route. s owner
iy demind il e ship be armed 1 Ius.

Refinements to the consensus forecast are subject 1o the same tme and distanee
Timits as the estimates themselves. This means that refining an estimate for nest
week for a world one jump away is making 2 prediction ree weeks into the fuure
(one week from the preser using week-old data). Each estimate the analy
attempts to refine requires o separate skill roll, Thus, refining the forecasts fora
given warld for the next four weeks requires four rolls. Those who obtam their own
[orecusts (regandless of bow good they are) should update the consensus forecas fur
weeks following their forecast using the procedure under Consensus Forecad
Freight Rate (p. 31). ]

Economics Forecasts

Economics skill is used to make predictions further than four weeks into the
future. Such forecasts are culled distant forecasts. Making distant forecasts requins
i ion that is g lly publicly available, or available for a small fee (GM'E]

option).

The GM should secretly roll versus the charscter's Economies skill, at -1 per
week the prediction extends into the fulure, An economist with Area Knowledge o
the target world gets +1 ar kevel 12 or better, +2 at level 20 or better. A prediction
requires at least one full day; cach additional doy spent in reseurch gives +1, oo
i of +4,

f: i may place

thee route tal i ship can follow o mm]
dangerous systems, He muy also insist
that the shig pest ne advaee ptiee of s
route, foehidding any advertising abead of
the ship's urrival for the purposes of
g [rsiglel. passengers or buyers for
e trude goods. The actual credit
fmount thut mukes o corge qualilfy os
ihile” ultimately IJL|!L|Id\ on lwow
umllnm the owner is, bt @ useful nide of

thurib is MCrLidion.

Success means that the forecast wses two troe dice and two fulse dice. This®
means that o successful Economics forecast is no betier than o consensus forecast, |
but remember that there is no consensus forecast more than four weeks into the
future! Critical success means three true dice and one false die, Failure means ong
true dic and three false dice. Otherwise, Economics forecasts are handled the same
winy s consensus and Markes Analysis forecasts,

Freight Futures Market
selling contracts for tramp freight oceurs on the fredgh futieres mar-
al 1o the freight spot market, except that trading is in contrcts o]
haul freight at a future date. Like the spot market. the futures murkel can be as mucl
aconeepd as a place, Tt could exist electronically, in o designated room, or merely a5
ective outeome of many phone calls,

The futures market only springs into action when the liners are filled to capaci-
1y. Shipping lines do not regulurly participate in the freight futures or spot markes,
hecause these markets treat shipping capacity as a commadity to be traded solely on
sis of price — something that the lines very much want to avoid (see
Competition in the Shigping Indusiry, sidebar, p, 24),

Omee the liners have filled their holds, the brokers scramble o sign op trump
ships 1o haol Treight on weeks when they have insufficient sp 1
line pme hrokers wail until they need capacity, then put everything on the fre
spot market and take their chances. A somewhat less risky tactic is to try o gel
trump ships that are in port 10 commil o reming some number of weeks in Ib-'
futare 1w haul the broker's Freight at a fxed price,

Tramps agree 1o such contrscts to guaraniee themselves a price and cargo for
thut week. In particular, traders who have made their own price forecasts may
believe that rates in the future will be lower than the consensus estimate, und tha
they would be beter of locking in the higher mre.

A tramp ship that agrees to carry 3 certain amount of f
gin world in o particular futre week and for & specified price is said 10 be sellfug 8

Tuneres contract, Buying and selling futures contracis is hundled in the same waya
buying and selling spot market contracts; see Placing the 8l (pp. 26-27)
Auctieming the Lot (p, 293, 1

The liners” holds are full and the Futures market 15 open on any week in which
the consensus forecast price would Tead w g free trader freight volume greater |
zero, using the procedure for determining volume outlined in Current Freig
Virlune {pp. 24-25),
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SSENGER SHIPPING

st featurés of the freight business are present in the passenger busi-
well, and in o fairly similar form. Many of the lines that muintain
Treight-shipping networks also maimtuin facilities for handling pis-
Passengers who have purchased passage on discount liners some-
even claim that they were treated like freight, although most passenger
% are quite comfortable,

ger Lr'nes
lynamics of the business are much the same
.Hinn: of the Frtlglll business {see Comperition in the Shipping Industry,
r, e 240, but the intense price competition is muted becasse lines are
dhle o differentiate themselves through the level of service and com-
they provide, Tio a businessman shipping freight, any two ships thet can
‘gt his ot 1o s destination on time are functionally identical. 17 the same
mun were “shipping™ himself, though, there would be a world of difference
‘between a modern Tukera liner with a dining hall and exercise facilities, and
an old converted tramp ship that smells like a sweat sock.
Since the pussengers will have to live aboard ship for weeks, the envi-
mament must be one that they find :|gm.-|lsl.. Some lines compete by offer-
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ing luxurious staterooms and endle rich food, while others woo
passengers with an efficient work environment and minimal distractions. The effect
i 10 reduce the price se iy of rs and the degree of direct competition
between lines. Thi aders because the higher margins enjoyed
by the passenger lines translate into higher margins for free traders as well,

Passenger Brokers

There e people who call themselves “passenger brokers,” but most of them are
known a8 “travel agents” They may work for the same firm as cargo brokers, and
iy even be the same people. Many brok act as " [
for their customers, who likely have both freight and passenger shipping needs. On
lurge worlds, more spectalization is possible, and ravel agents may exist that serve
only particular kinds of passengers

Regardless of how they are organized, travel agents play a erucial role in the
passenger business, mediating between customers and free traders — just like cargo
beakers in the freight business. Most passengers, like most freight, ravel on a ship-
ping line. Those who travel by tramp ship do so because they are looking for o bar-
guin or because they cannol wail for a space w open up on a liner.

Travel agents don't just help passengers find a good deal, they also inspeet the
quality of the secommoditions on rmp ships. All seasoned travelers bave at least
one boreor story wbour pussage aboard i tramp with 3 surly crew, filthy quarters, had
food, ominous mechanical sounds, e1e. Such experiences temd to reflect poorly on
travel agents. so most agents try to weed out the tramps that are likely 10 victimize
passengers this way, Agents often insist on an inspection wur of a ship before they
Lo their customers, Passengers who prefer not (o use an agent should
a fook at the accommodations before paying. Those who don't are ofien
people who have a powerlul maotivation (o get off-world ina hurry .

Tramps

Freight is the mainsiay of most trsmp ships. including free trders. As a result,
tramps do ool readily respond 1o the price signals in the passenger market and aet (o
smssth gaps in supply like they do in the freight market. Some ramps specialize |u
passenger serview, bt the low volume of passenger traffic relative o freight tra
mukes these uncommen. The role of tramp ships in passenger travel is also limie
by the fct than the Tines wompele on grounds other than price, which makes it
easier for them wy grah o gremer overall marker share without increasing the risk of
price of Irade war
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Unfamiliarity
Penalties

crchints who are unfamilior wilth
M the world on which they are doing
business are a1 a disadvaninge
until they figure out the quirks of that
world and jts inhabitanes. Being unfamil-
with 2 world limits the ant’s

¢ or even wha
ictives on wiorlds in the
mainstream of Imperial society ane very
musch ulike, but @ one travels further out
ol the i Turtlser
From the
miliarity penalties when the wnfamilisr
weorkd s

is trustworthy,

€ a Main Rovte | |
O u Feedder Rowre .
A Backwater. ...
A Fromier. PRORN
A Ehvorliisri world L
A mo-fmperil
i workd,
An alien world

sucoessful Xenology roll

Use thie fargest applicable modifier.
Kl for the planet o
level 12 or betier (even if a default) will
eliminate these modifiers. See p. B43 for
more on familiarity: see © er 5 for

miare on skills and their unfamilinri
penaltics.




Contacts
lm‘ul business Contucts can be o -
]

clalb advantage for any free trader.
They can provide uselul assistinee
when doing business on their world — if
they chowse 1o A ful

That said. passengers represent s potentially luceative sideline for free wraden,
Since the volume of passenger traffic is largely unrelated 1o the volume of freight
traffic. full staterooms and low berths can sometimes. help compensate for an empty
hold. The ability to transpon technicians as well as their gear, or animals as well as
their hundlers, can also be a selling point with some customers,

Passencer TICKET PRICES anD
AvAILABILITY FOR FREE TRADERS
Average Passenger Ticket Prices

The lines, brokers and tramps of the passenger business work effectively 1o get
T gers to their destinations at petitive prices. These prices depend on o host
of factors that vary rom route to route and week to week. The following table lists
averuge prices, inasmuch as average prices can be said (o exist at all

rull against the Frequency of Assistinee of
such o Contael can replace uny Area
Knowledge roll made when doing busi-
ness on the Contact's planet.

It e ks fewer poinls 10 pur-
ehise o Comtuet with o given skill than 1o
by the skill isell. The dissdvantage of
Contacts is that they are ool alwiys reli-
uble or availuble. Free tealerss wravel con-
stantly, but Contacts on o world are only
Fikely to be uvailable on thay woeld - or a1
Boust in thie same systen, 11 the mercham
needs access 1o his Contact’s know-how
wl & i o different system, he is on
of ek,

P g Average Price/Parsec/Passenger
Free Trader Liner Express (J-4]
High Crasnl Crd 00 Crb 500
Middie Crl.750 Cr2.000 Cra.500
Low Cril7s Cr200 Cr350

Prices are broken down by high, middle and low passage. On the lines, pre-
ferred customers or those who buy fur in advance of the Lo-week mark can expect a
discount of up 1o 10%, Most liners are jump-3, but are often const 'y
raphy 1w follow jump-2 rootes. Liners can afford lexurious facilities aboard ship
even for middle passengers, because their advanced hooking keeps their staterooms
Full and their shor port stays keep their ships in jumpspece where they cim money.
Free traders often spend a full week in port gathering cargo and passengers. hut pas-
senger liners spend an average of only two days in port before departing.

Average Passenger Volume

The volume of pussenger traffic between a given puir of worlds can be deter-

mined using the rules under Interstellar Passenger Traffic (p. 17). The average num-

T of cngers sor already commitied 1o the lines, and
thus available o free raders, can be found by consulting
the “Pussengers/Day” column of the table on p. 17 and
following the instructions for interpolating within the
runges. Record the average passenger volume for cach
world in the pair for futire reflerence,

Unlike the other columns on the wble, the “Puss-
engersDiay™ column does not reflect o straight relation.
ship between BTN and the number of passengers avail-
able to free traders. For BTN < 8, there is wo scheduled
service of wny kind, and free traders and (possibly ) subsi-
dized ships are the only source of intersiellar transporta-
tion. At this level, all pussengers are available to free
traders. For BTN 8 1o 8.5, &
ubaurd small freighters that uren’t much bigge
average free trader. The passenger Facilities of these ships
are not superior 10 those of free traders, so they are not
strong competition. For BTN 9+, dedicated passenger
Tiner service exists, which crowds out the free traders’
mirket shure.

Current Passenger Ticket Price

The procedure for finding the current passenger ticket
price is similar 1o that for finding the current freight rate,
Use the appropriate equation for Current Price given




Freighi Rare (p. 24) — the first equation for an initial price. the second
luter prices — but take Average Price from the table under Average
Ticker Prices (p. 34) and remember that all prices now refer 1o passenger
s, nof freight rides.

CiMs will want o use the value for middle passage as the Average Price,
will be the price of most interest w their players. Rather than tracking
low passage prices separately (which is time consuming), double the mid-
ge price 1o find the high passage price und divide the middle passage price
find the low passage price.

the similarly named variables nsed for freight rates, Volatility and R:s'n:-.s
customized (see Price Series, p. 36). For most passenger ticket prices. use:

ice Volatility = (.02 x Avernge Price
e Regress = 0.2

The Current Price for passenger tickets is the price thin passengers are willing
per parsec for their journey. This is the sume for all destinations from a single
i, subject o the difference in Average Price for the different types of passenger
ce deseribed under Average Passenger Ticket Prices (p. 34). Once Current Price
own, it is necessary 0 determine how muny passengers are available. This is
w0 its the Crerent Volume,

t Passenger Volume

Current pussenger volume can be found in much the same way as current
i velume, Use the equation you prefer for Current Volume under Current
vight Vidume (pp. 24-25), but determine Average Volume as described under
erage Passerger Volwone (p. 34), use the Price Roll that was sed 1o determine
enl pussenger ticket price, and remember that all volumes and prices now refer
passenger volumes and ticket prices, not freight volumes and freight rates. As
|, Volutility and Regress con be customized. For most worlds, the values below
will be appropriate:

Volume Volitility =125 x Average Volume
Volume Regress = (0.2

Passenger Availability by Type

To find the number of passengers seeking passage by ticket type, roll 1d-1 for
each category (low, middle, high), starting with low, und subtract the result of cach
moll from the number of pussengers remaining. Repeat as necessary. I a large num-
s of passengers is available, the GM cin save time by rolling more than one die at
o time or just letting the ship tuke on what mix of p its op pre-
fer

Negotiating the Ticket Price
- After determining the number and type of passengers, the actual ticket price
st be pegatiated, The price caleuled under Current Pasvenger Ticker Price (pp,
34-35) is the. rmrpm.r To see how good (or bad) 2 n!n.al th'L‘ ship's purser can wran-
e, roll against Merchant skill with the followi

Purser hay Saveir-Faire (Servant): +1 ot I.ﬂ':] 12,420t [I:‘\-l‘l b or hetter,

No sreede rowte between worlds: +4.

Consult the Final Price Table (p. 27) for the final ticket price.

Getting Paid

Pussengers are required 1o pay in cash (or equivalent) before boarding the ship.
Althe GM's option, some passengers may try to offer only partial payment up front
and the rest upon arrival, pleading financial distress. People like this may be honest
or con artists, good or bad enedit risks, but teking on these kinds of passengers is
ane of the things that leis Tree wraders compete with the liners.
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The Freight
Spot Market
T he freight spot market 5 an idea os

wmuch ax @ place, and o ubiguitous

Teature of the ramp merchant’s life,
O some worlds, bt ks an electronle ner-
work that matches buyers and sellers; on
wthers, it is a chalk board where notes are
left. Whether the bidding 15 conducted
quietly over the port’s public computer
metwork. of with a ot of shouting und
arm-waving in @ pit, or one day o week
under a certain iree, the spot market s
where free trders come 1o (il their cargo
hodds with freight. Whatever the market's
physical manifesation. o few ruths bold
awrass the Imperium,

Firss. anyone who wishes i bid on o
particular st of freight must present his
boma fides to the shipping agent whi is
plucing the lot, before the stam of bidding.

Meal, the agent bas the right 1o bar any
ship from bidding on his bots i he deems
it asuibtahle for any reason; in lacl, some
agents will only deal with ships or mer-
whumis that they're familiar with, If the
curgo is particularly valuahle or sensitive,
the agent cun ask 1o inspect the ship and
the backgrounds of her crew, Me can ask
anything he wunts aboat the ship or her
wrew, bul he cuniod sk for uny service o
payment in return for allowing o ship o
hid ~ this violates Ministry of Commence
regulotions. This is not 1o say that bribery
never huppens, only that it is not officially
allowed.

Finally, whether the bidding is con-
dueted electronically or in person, it is
e s that everyone s nware of who is
baddding and for how much. Bids start out
at the rate st by the shipping agent snd go
down as ships compete to carry ihe
freight, Once the bidding is complene.
arrungements for payment and loding are
e,




105 lllh“tfl.t-mldl‘ltll-r_
hmﬂm Vokarilary will vary

&-y:n «m-i- the 1endency of the
series (o relum (o s long-ron sverage.
When Regress = |, the seres “recenters™
asell afier each period and consists of
nothing more than random varations
ahout the loig-run sverage, When Regress
=10, thee serhes Nas s tendency b returm o
is bongerun uverage and can wander off
toward inlinity i either direction, In
between, the serie n high and low
trends thit persist over e, but il stays
in the meighborhood of s long-run aver-
age. Experimentation can give the GM a
good feel for whal values will give the
effect b s looking for.

To introduce meore:

are related scroas periods. To bave
sronper emb. ihe owiput of the ooy
cam he comuderrd the delta of the rral
prwe For sstane. ff the wrics squanon
ot v 2 .t el woskd be s o be
9 and the real prce weshd crrase by 9%
The long-ren sverage of the sevies woulkd
b st ot ol peice s bong-ren srowth
wate. This modificaton n wcful for prices
¥ cahay pmmhcrs NS GATEaG W TR

ticket prices, st it has ofher spplications,
If the pluyers wami W speculste in groa
hides or lanthanuim, the GM can st op 2
price serbes und let them buy and sell.
Remember that roleplaying is about
adventure, hough, the commadi-
ties murketn cun be exciting in the real
world, but can ensily degenerate into

al the table. For this

feel free 1o intro-

Passengers

A trader with a contract to carry passengers may wish to head off in

Passenger Ticket Price Forecasts and Futures

Merchants are free 1o forecast fomare ticket prices if they wish. bat there s w0
fumeres market o scll contracss on or pet 3 base estimate from. .
are not affected by this, and are conducted just as for the freizht market (p. 211
Market i forecasts are affected. becawse they mest be made withost the bes-
efit of an active futures marker.

To create a ticket price forocast, roll vs. Market Analysis skill using the mod-
fiers under Marker Analvsis Forecasts (p. 311 The difference here s that a forecast
is being cremted, mot refined. Success means that the analyst creates a farecast pef-
the rules for generating consensus forecasts (p. 31). using onc true dic and three
false dice; critical success means that the forecast uses two true dice and two false
dice. Failure means that the analyst does not feel confident enough 10 make a fore-
cast, while critical failure means that the forecast includes mo true dice: all four dice
are fulse, As for all forecasis, the GM should keep the result of the skill roll secret
from the player.

SPECULATIVE TRADE

Speculative trade is about much more than buying low and selling high. It is
about filling unmet needs, finding new uses for old things and creating hinding ties
of trade where none existed before. To succeed. the speculator must know his mar-
kets intimately and have a keen eye for a deal,

The Law of One Price (sidebar, p. 11) is an obstacle that ol speculative traders
must overcome. Every trader must ask himself, “If this is such 2 guaranteed success,
why hasn’t anyone else done it before™ Worlds that are closely linked by cxisting
trade ties are likely 10 have exhausted all the bewt trading opponunitics. Systemn
with litthe or no contact are bester places 1o look for uncxploited avenues for trade.

The rules below follow the logic that the most obvious trading opporenities
have already been cxploied. and that findiag sew ones reguires some work. Free
traders will have 1o subsast on ther revesue from frenght and passenserns., but clever
speculatve rading can bring in 3 handsome boows.

Finding the Goods
mmmm&uﬁemmmm-pn

workds have more 10 offer. bat also tend 10 have larper. more sophisticated basiness-

e that can cffectively engage in imterstcllar trade on their own. Such workds get

more atiention from large. off-world trading companies as well. Thus, it is difficalt

for a free trader 10 find worthwhile speculative rade goods on cosmopolitan, high-

population worlds,

For the purpose of these rules, specalative wade goods are consadered “found™
only il they have some profit potential. To find such goods, the trader must roll
against the fnver of his Mercham skill or Area Knowledge skill for the planet he b
searching on. This task tukes one day, The merchunt may substitute the Aren
Knowledge skill of a Contact. but must roll to reach his Conaer daily in onder o
enlist his Contact’s aid for the day.

Maodifiers: -2 » the world’s WTN: +1 if the skill nor being olled against (Le.,
the higher of Area Knowledge or Merchant) is known st level 12 or better, ar +2 if it
is known at level 20 or better.

Compare the result of the mil 1o the table below:
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Trade Goods Table

Swindled, Automatic critical failure

on the destination price roll.

No trade goods found.

1 log of trade goods found.

1 lot of trade goods found, -1 on Origin Price Table.
1 lot of trade goods found. -2 on Origin Price Tibie.
2 lots of trade goods found, -2 on Origin Price Tuble.

made goods are found. determine the value of cach lot using the Origin Price
Next, determine bow specialized the goods are wsing the Risk Toble Thind,
bt size o the Lot Size Toble. Lasily. find the marketis) where the goods will

the

arlds without any scheduled
freight or passenger service are
called Fronsier worlds (see p. 13).
Sech worlds call for some medificatons
o i normal trade rules o sccount for
ther unwswal CRCUMSLIRCSS
Routes. with BTN > 6.5 can be hamdled
nowreally, but freight For all of the workd's
wther rade partners (ie_ all soutes with
BTN 6.5 or less) may be waiting for ship-
pimg. Roll wnder the Froaticr workd's
WTN an 1d for a bt of freizht to be avail-
able. I this roll saceoeds. moll again and
contisse roll watil 3 roll is Cailed
[ hd sire amd L s

- o poorly — wsing the Trude Class Modifier Table, then &
modificr by rolling 14-3 and sssigning it 10 the rade classies) indicated (wade
are cxplained oa p 131

* Risk encompasses more than just how volatile the price is. It often reflects
specialized the goods are: they may only be valuable 1o a customer who knows
10 make use of them.

mally for cach o Samibarty, pasecngers
cam b fonand by poiling wnder WTN ve 1d
ootz w roll wed 2 Toll tak For
eaxch s, roll 14 for the member of

semgeny will be the mcarcs mo-

world. Once they reach 3 world with
wchodaled waffic. they will be able 1o pet
sz 1o ther sltimate dedmaen. The
et non-Fromicy workd may abso have
frenght snd pusscagen wasting Sor pussape
o e Fromteer world. On the miound trip.
& shup cam pick wp addsional froight and
Passcnpers by rolling seamss the (nomter
workd's WTN. as custiimed shove.

Advance mtice can be helpful 1o the
imhabitatts of fronticr worlds by allowing
Whem o plan around the ship’s amival. For
every week of advance notice the ship
gives. give a bonus of +1 10 the freight
and pussenger rolls versus WTN, 10 a
s imam bonas of +2.
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diescription of high, middle and low
pessage cun be fosnd on g GTTE It
can be conmidered broadly represen-
tstave of the widee variety of ways i whach
these: types of tickets can be defined. On
larger liners that have the space and
mezas i do s, mickdle snd high pusen-
gers are dhstinguished by the space and
nuriowsness of their respoctive Ealities.
the quality of the foosd snd the obsc-
s of the sewands 1 woubd he
mposaible for 3 froe rakey W devole wp-
arme facilities b bugh pavsengen. Even
pron iy therm with beracr lonnd weoushd be
wand. sisce 3l passengers
be eating 5t one table
Frthermuwe. the beacd ol prepurstem
Eacilimncs om 3 frox wades pan 3 b coling
om the bl of curame ey o pradece
Somconc wsod o what “high passage”
means aboard a3 Grend Priscess
Tpdue prmie<lass luvury hmer woskd e
sorcly diappeisied by what it moans
ahward 3 Emperros Mareso<lon L raler.
High passengers pot the bewd slaie-
mom. emtersinment (acilitics snd food
available. They abwe bave s buggape
dmmance of one dwm Maddlc passcrior
2ot statervorm. facilities sl foxad of e
e quality thas high passcapens. In addi
tion. they share 3 ststesoorn with asother
passenper. I two middhe pasonpen ate
sraveling topether. they will be given the
same room: ofherwise srangens of the
xame sex and spocies will he susigned 10
shate 2 staierom if posible. Middle pas-
senpers feceive o V-dion lagpage
Wllowance. Low Passengers spend the
Jourmey in sispended animation, They are
given o Ye-don luggape allowancs.

Sample Trade Goods

me sample goods for wse with the

speculative wride rbes (p. 360, The

codes nest o the deseription of the
s ke harsdy reference pumbers

00+ Live Aninmls

D« Mhest & Ment Prepurations

00 » Dhuiry Prichcis

O30 « Fish g fresh. frusen. sheilfish)

)+ i

50 « Vegetables & Fran

G600 « S

070 » Cilliee, Teew, Conrs & Spioes.
Fond

Lot Size Table (Roll 3d)
3-8 Large Lot, 6d-6 dions

914 Medium Lot 4d-4 dons
1518 Small Lot. 2d-2 dons
Trade Modifier Table (Roll 3d)
is De

L As Va

7 As, De, Eo! ke, Na, Va

5 Ri

? In

1e-11 Nowoe

2 Ag

3 Ri

4 Ni

15 Eo

1618 wa

The Game Master should always give spoculstive trade goods 3 same and
description 0 make them more microsting. A g of cxamples b provided in e
sadchars startimy om this page. but is intonded 2 3 source of inspirstion, not &
defimitive catalopue

I the GM prcfers. he can specify the traits of goods by fimt raiher than by
rolling dice, mech as he would design an importamt NPC rather thas scacrating hins
randomly. The GM should choose values from the tables tha suit the campaigs
direction or adventure be has in mind. The resulting goods can then be asigned i
specific worlds with a view 1o moving the game in some desired direction. This]
tends 10 lead 10 more interesting poods and betier opponunities for roleplaying.
Predicting Destination Price

Knowing that the goods are valuable on the origin world is not very uscful
Shrewd traders will try 10 estimate the value of the goods on possible dextinmation
worlds. There are two ways of doing this, both of which involve partial predictions
of the irade goods reaction il (see Selling the Goods, p. 39), Save the results of
these predictions for the next step. Note that the prediction mechanisms below e
quite different from those used For futures markets,

The first method is a quick judgement call that relies on the trader’s commercial
instinets and his knowledge of the destination world, 1t does not take any time asl
cun he repeated for as many destination worlds as the merchan desires, as long
he hus Area Knowledge ut level 12 or betier for each one. Roll vs. the jower of
Merchant skill or the appropriate Area Knowledge skill. Success reveals one die of
the trade soods reaction cal success reveals two dice. Failure means the
trader draws a blank, while critical fallure reveals a false die that 1sn't pant of the
actual reaction roll.

The second method imvolves Market Analysis skill. It is an attempt to build 8
market profile of the o hon world via a g amalysis of data on how sin-
ilar goods have fared on other worlds and how the destination workd has responded
other goods. This requines a great deal of information. which can be acquired through
the TAS or any similar organization. It is free 10 members; nonmembers can sccess &
for 2 Cr30 fee per workd. This kind of analysis is time-consuming. and mkes af keast
onc day: taking cxira time gives +1 per day. 10 3 maximem of +4. Secoess lkets the)
analyst see one dic of the rade goods reaction moll: cniical suocess. reveals two dice
Faslure reveals nothing. but critical faslure reveals 2 fole dic

These two methods cannot be combined 10 reveal addinonal dice and improve
the profiction. They are both trving 1o discover the same thing. and both consider
the same factors — just m different ways. They cun. however, be psed 10 coafirm ose
amnther
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the Goods

vrlds with larger markets are better pleces o sell speculative goods because it
Jikely that someone will appreciate their full value, On the other hand, it is
o get & good price if the origin and destination worlds have strong commer-
ties (high BTN), because the same merchandise can then be casily obtained
other channels. The GM should determine the actual price at the d tion
ng on the Trade Goods Reaction Table with the modifiers below. If reaction
were rolled as pan of a prediction attempt, do e roll ag use the resulis
1o the player.
- Muodifiers: +1 if the trader has Merchant skill at any level, +2 0f Tor experr |L'\-1.|
o hetter); +1 10 the destination has WTN >4, +2 i WTN = 5: -4 if BTN is 8 or
s +Distance Maodifier (p, 14), round down, If the destination world fits into one
trade classes determined under Type af Goods (p. 371, apply the trade class
fier as well.

Trape Goons ReACTION TABLE

Result Destination Price (% of Origin Price]*
Low Risk  Moderate Risk  High Risk
> 5 (0 or less) . T 25% i
bry Budl (1 10 3) Ba% 5% 304
Had (4 10 6) i R3% T
Poor (7 1o 9) OR% 955 P15
tral {10 1o 12) 100% 100%: 100%
did (13 10 15) 1025 105%: 110%
Very Good (16 10 18) [ 115% 130%
Excellent {19 or better) L14% 135% 170%:

- The fuir vadue on the destination world expressed us a percentuge of the origin price.

 Finding a Buyer

© e sewal selling price of speeulative trade goods depends on the genuine value
ol the goods on the destimation world and the seller’s ability 1w fGnd o buyer who ree-
ngnizes this value and has the means W cupture it The et that the buyer knows that
Joka Cola would be 2 big hit is pseless i he lacks access w the marketing and distri-
hution channels he needs 1w sell it Those who do have aceess o these things may
ive more 1o lose than o gain iF the product suceeeds, The s for capital
oods, like new muchine tools, which often require an expensive regearing of the
- manufaciuring provess to be of use, All of this is even more difficult for b spe-
sinlized goods. Finding somebody who ts willing to pay o fair price for the gonds
m e challenging.
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270 « Mimeral Fenilizers

280« Metal Ore & Scrap Mesal

290 « Crusle Animal & Vegetable Maserial
{e-g.. hone, coral, ivary. hir,
hamion, bulhs, seeds, bull semen)
Coal & Cake:

rodeuy & Peroleum Prdcts
fural

S Grynaic Cheimicals

320 » Inorganic Chemicals

S

aners, Polish & Perfurme

E l’ﬁ« m h-\.lu\:-.u‘ £ papes. wses,
cets)

90 + Chemicals, Otier fe.p., hesbicides,
explosives, lubricanss)

610« Leather

620 « Rubber MIgrs. e, tires, tubes,
fiitings)

30+ Waned Migrs. fe-g.. erates, bamels,
plywood, shingles)

640 » Paper nn,,n. e s paper, candboard,

Fenmlones |

AT0 = fron & Sscel e papes, sheels, bars,
ok, alloye, rallway ricky

BHl . \nnn[..umh |l|u-ﬂ~ e phatinum.
i aburminum. lead. zine,
tim, tungssen. varsdiom, lanthanam

A0« Metallic Miprs
COnEainers, w
ool

maits, sgrews, hand
power toals, knives, locks,
chains, speings, needles)

TI0 = Ceenerntars fe.g.. fusion, fission,

internal combastion. steam, wind,

hydre, propeliers, jel engines,

ehectric metors, hyvdrulic mators)
M fe.y., dairy

erain milling nschinery |
722« Trawtors & Harvesters
723 = Civil Engincering Michinery 2.z,
ullibreers, serapess, pike-deivers]
T4 w Tewie & Leather Machines @
sewing muschines. weaving m
cuting machines)
T25 « Paper-making Machines
730+ Hookbinding & Priniing Machines
727 » Foud-processing M
—warking M
* Metal-warking Machi
i i nlm. millers)
g Craling Equlpment
742 + Liquisl Pumps
743 = Air Pamps
chanical Handling Equipment
crames. forklifis, elevatons)
745« ]—ln_vuurlrm. sium Equipment
746 + Ball Bearings
TAT * Valves
T48 = Transmdssion Shalis, Gears &
Flywheels
749 « Molds & Gackets
751 = Offlee Machines

T« Computers
761 » Televisions & Recelvers
768+ Sund Retonné Elp

* S ing: et
764+ Tel




TTH + B

71+ Wheeled Passen

Vehicles

2« Wheeled Cargn Vehicles
Party

7!! . \'elucle

To find a buyer. roll vs. the fower of the seller’s Merchant skill or
K ipe skill for the destination planct. at -3 for Moderate Risk goods. -6 8
High Risk goods and -1 per day afier the first spemt searching (the seller will s
the most Fikely places firat). Each roll represems 2 day of scarching. and the seasd
can go on for 25 long 2 the selier wishes. More than one person can search. bt
all receive -1 per day of searching. even if only one of them acmally searched. Tha
Area Knowledge skill of a Contact can be used instead, but the trader must roll 18
reach his Contact daily in onder 10 enlist his Contact’s aid for the day,

The seller can also hire a broker o do the search. Brokers have the approp
skills at level 15 o 20, and charge a commission of (gkill - 14) »x 5%, The b
uses exactly the same mechanics as the seller 1o conduct the actual search

Advertising can be used 10 convince buyers 10 seek out the seller. This s
resolved like = search, but the roll is against Advenising «kill (pp. 102-103). B:
advertising costs Cri0iday: every x10 spent gives <1 10 the roll. Advertising is
subject 0 3 cumalsive -1 per day. but is sot affecicd by the -1 per day pemaky
applied 10 3 concument search (3nd vice versa). Ounly one advertiser can be used s
time. Hiring an advertising agency costs (Cr20 x skill) per day. ples the cost of
advertising.

On a success, a buyer is found and the goods can be sold a1 the price given b
the Trade Geods Reaction Table, Remember that in most cases, the sefler will
1o pay for handling and wharfage (for loading and unlouding). clear the g
through customs. and pay any taniffs,

lrww&ruhﬂmlymbkmlhdnmkmullnnmblua
speculator for haif the value found on the Trade Goods Reaction Table. g
speculator may ke 3 day, hdhmhhhﬂuhamh e
than WTN days. 3t least one will have contacted him already and offersd 1o take
soods off his hands The speculsior might cven be the broker be hired o find 3 cos-
tomer!

GMVI's Price SeriEs RECORD
World Name: Sul

Population:

Average Price:
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Business DRGANIZATION

The three by

demages e
SoLE PROPRIETORSHIP

A sole proprictondip is a b

wut €., 8 merchas

The

the busingss

1% that personal assets 1
payment
i howime

Taable for all of the debis of his business — which mes
have nothing an be claimed by creditors sceki
for dibis or dam: v can Titerally be sued out of house

Although svle propriciorships (ace more legal liability than most other Kinds of
organizations, they are popular because they are as Nexible as the owner wants them

o do with the business

A sl propri

Ao be, which means they can respond quickly 10 changing circumstances.
PARTNERSHIP

A partnership is a company in which ownership is shared by two or more peco
ple; e.g., multiple characters pooling their assets 1o purchase o starship. There can be

re are, the less flexible the company

any numtber of pariners, but the more th
Parnerships are casily formed and requine fittde paperwork: in fact. all th
eement and o handshake. It is wise. however. o write down the basics of

it takes is

csponsibility. As with

¢jb FinzEines

bisiness, Aslan will
;

vin




Alien Business
Organizations
[Continued]

There are we common ypes of
Drroyne companies, The fird is hased on
the community leviriph, made up of
extended families (deeskaving, Iis mem-
bers speciulize in wade or manufsciure
nstesal of Following the 1ypical pustoral
pun.-ru The .nulllllmll) & Leader-of-
L fmately muke al

b ks this rype of company
weseale proprictorshp,
The ather, more adventurous {for
Drroyme) sort of company is the frasemity
Il A Lrovless s a voluntiry ass
ciation of yeung adulls from each caste
kind of brotherhoed and semi-fumi
group o unfike a partnership, Fraternitics
are bess basied by the stundards of Doyise
sowiely, wnd can pursse infenests tht fami
lies or communitics might not, like explo-
Fatlen, prospecting
lermily may breuk wp over time, with i
memhers heuving e joan other Tamilies. or
it tmay transfurm inle 3 “Tamily busines
s s members grow older,

Hiver

Bach Hiver nest is essentially o part-
mership, afthongh decisbon
iy nol be sharcd equilly.
ruee financial entiies with individual pur-
poses, They deal wilh each
other as equals and always
el Lo balanee accounts,
For instunce, when o Hiver
ek from one mest o anith-

er. the two nests will e
the i on'* financially,
When dealing with -non-

Hivers, o nest will be formed
to i basiiess and responsi-
hility will be shared equally
umeny; nest members,
Kkraa

K 'kree fumilies enter inie
tritel iberce Becise
their superiors among the
Arnerrnanan et then b di so;
they strive 0 do well because
thar s thelr rightful place in
the universe. Companics are
reflecting the
atttarchal mature of
. Mer ;mlilu
endeavors {excent por-
. trde negotistions) \aIII b beaded by
a patriurch from the middle (“well-bom")
caste, Ships und oaher business capitl are
assigned o o family 10 operste, und S0%
of the profits ane returmed 1o the ki,

e er

Conrinued on pest poge . .

Limited Partnership

There is a special kind of parnership, called a limited pareership, which Hmi
the financial and legal habilities of the partners o the wssets of the partnership itsel
This affords the penners greater protection from damages in lawsuits in return i
satislying addiional governmental reguirements: Documentation must be filed th
states the names of all partners and the purpose of the parinership, annual finwi
reports must be filed with the appropriate governmental agency, and ull chunges
the parinership must be publicly announced and filed. Tn addition, the business m
identify itsell with the appellation “LLP" which stands for “Limited Liabilig
Partnership.”

CoRPORATION

Corporitions I.|IHIJ\' up n\»mr-hlJ into a et number of shares, ench of which
counts as one vole in s about the 3
by any number of pe l|\|<' MIIM the shrcholders, Shi
dirvetors which exercises direct control over the company. deciding mutters of polis
cy, setting goals amd hiring @ management staff that runs the company on i daily
busis,

Tt is possible for the same person o be involved in all Is of o corporition
For exumple, he can be a shareholder. chaimuan of the board of directors and chief
executive officer, In fact, in closely held corporations where all of the shares arg
wwied by only a lew people, this particular arrangement is not unusual.

Sharcs can be traded freely, IF listed on a stock exchange (see pp, 46-47), this is
casily done through a broker. Otherwise, shares can be traded almaost as casily as sy
other gonds, the only wdditional requirement being thin transfers of sock must be
recorded so that the corporation knows wha ils owners Those baying and selling
shures do not need 1o know euch othe

ownership can be transferred i

The saber major advantage of the corporation is thal personal assels cannot be
reached by those who sue the company — including creditors, if the company goes
bankrupt, The most a shareholder can ever lose (ie., the
limit of his risk) is the price he paid for the stock.

Private vs. Public Corporations

A corporation Is paddic iF i is traded on i stock
exchunge (see pp. 46-47) otherwise, it is privare. As g
general rule, shares in g private corporation will be held
by a small number of peaple. while shares in a public cor-
poration will be owned by thousands or even millions of
people.

Dhue 1o the Gict that public corporations are traded on
public exchanges, they are of great interest 1o o large num-
her of people are closely monitored by traders aml
olten the government. This means that u great deal of
information will be freely available about a public corpe
ration. Private corporations can alford 10 be much stingier
with information: ownership is limited and fewer people
are concerned with their performance, so they are less
likely 1o be monitored.

Acauliring CAaPITAL

Capital is the money (or goods, like equipment) used 1o start and boild a compa-
ny, Unless vou happen 1o have capital o begin with, you will need 1o obtain it befor
you can g into business. The most common method of acquiring capital is to bo-
row it — uswally from fricads and relatives. Those without vich Tamily or friends can
husrow money from banks, the government, wealthy patrons and megacorporations,

HigH FINANCE




Business PLan
The first step in borrowing money from anyone is o creale o fsiness plan
which stutes

1. The purpose of the business and how it is expected o make o profit,

2, The amount of money needed 10 get the company going.

3 The proposed organization (proprictorship, purinership or corparation)
il beadership.

4. The planned list of expenditures (equipment. advertising, eic.),

Creating an adequate business plan is similar 1o the invention process (pp.
BI86-187), and requires a “conception” roll and a “development” roll. The “concep-
tion”™ rodl is agai ant-5, and may be aempied once per day until it suc-
ceeds, As with inventing, failure simply means that you must try
wre resulis in a Mawed concept.

Onee you huve o concept in hand, it must be developed mio a detailed amd pre
sentitble business pl "he size and complexity of the business will affect the devel-
opment of the plan. Estimate the size of the business, then roll vs. Administration
ekill with the modifier indicated below: those with any level of Accounti
Finunce skill get +1, while those with experr level — 20 or better = get +2. This roll
miy be atempted once per week until it succeeds, Critical success gives +1 on the
reaction roll fo & loan application (sce p. 44)

Modifier to Administra

rin: eritical fail-

Size of Business
CrliO00-99.9549
Crli,000-959,999

Gl 000,0000-1, 5590 e
Crl0,000,000-99,999,999
Crl 00,000,000+

HiGH FINANCE

Alien Business
Organizations
[Continued]
Vargr

The Varge strof
bt ¥
things. it isn’ta legl w
of bisiness organkzation at all, bt o con-
ot wity for pirsies o divide up bo
15 based on
il contribution and runk. To oth-
nothing more thin o pariner
ere one (ustzally o ) puiri-

nate decision-making and
L AL best it refers o a
pannership where o member will profat in
comtribistion. At worst, it
s o amd

the rest will "

meums th

suseeplibl

venlures
o influcnce. |
ther
ing the CED |
upproach to problem-solvis

Sce GURPS Travelle
Pp. 586, for more inforns;

Vitani

Vilani and Solomani cultures have

busipess ¢

gunization may be encoun-
tered, but whe
stromgest, |
found. Vilani Burenus resemble o cross

betwen hge pannerships and vast public

owmenship. Smaller businesses o
werships, due to the appeal of
king power.

The Vikin are conservative, communi
riented and resistant 1w cha for
& sake. Businesses in Vil
encerd regions will have more difficulty
i , perhips even nequiring
pen o expunid, Al

{patents, copyrights. elc.)
reducing the economic incentive for inne
vation

Continped on next page




Busimess - an with everything im the
Comsukate - i heavily influenced by the
wemall

ke wnhow the s spproval sd
favor of the bocal moble. who reooves =
immeresd i e beiness i rovern. This i
= serm s “favoritem.” but 5 3 seces-
sy revaew of the wactal honefie tha the
vestsre represents. Stk s major
Thondani corprtatiss n

amoag sobles snd intesdasts. the
Conulaer aadl 1 ofice 2 mapor shase-
Iokder and rocrrves & larpe portion of @
evemnes from irvesment.

that everything i+ apen and

telepathic medistors (1o keep everyune
homest and s make suie thal @ e mee-
g ol minds ocours) Noi-Zhodasi who
play ty the rutkes will fimd it refreshing (in
sotme wiys) 10 deal with (hem, Zhodani
practice is o simply refuse 1o deal with
outsiders whe are unwilling o make use
of peionie mediaon . e dishonest
merchants are something the sversge Fho
s Hinle experience with, there are mo
specilic laws agiinst 11, sied un lmperial
mierchant meed not fear being jolled for
Iying — merely shunned.

Zhoduni merchants operating within
the Imperium lave usailly undergone spe-
il truining in dealing with non-Zhodasi,
andd will abide by Imperial lws reganding
the wse of prisnic powers - teose irusned
im ey an) Bowwevier, will Find it a sim-
etk b reusd bosdy langusge ol other
mum-psivnic clues snd can ussally deter-
mine if they s being led e Anti-peionic
projudice sl discourages many Impenal
waders from doing busincss wiih the
Theakann. howcver

See GURPS Traveller: Alien Races [,
Pe. 26-25. for move indormation.

e

Banks AND Loans

Banks are the primary source of loans (that is their main business_ after all),
lown is an agreement in which a lender gives money 1o a borrower in exchange
pm:hmmmlhwmﬂmimwiﬂhawﬂ:mﬂ
time. fnterest is the cost of b i dasap e of
Fm:qmlaﬂdﬂ#mmﬂﬂnwﬂlhm

Example: Dr. Kromm borrows Cri0,000 (the principal) at an imterest mie
10% for two years. The total amount hé will pay the bank over two years will b
Cri0,000 ples 10% (Crl.000) for eoch year of the loan period. In other wonds,
will pay Crl 2000 over two years to borrow Cr 10,000 today.

Loon payments are usually made cach month. In the cxample above. Dr.
would be paying Crl2.000 over rwo years. Dividing the 1ozl amount to be repaid
the mumber of months of the loan gives 3 monthly peyvment of Ce300. If
e not made on lime. the bank will cventually call in the loan and repossess.

A bank will inas on an adoguate business plan (p. 43) before 2 will review
foam appivcation. It will then examine the loan spplication. the fimancial higores
the paries imvolved. the purpose of the loan. the besinew plan ctc and
whether @ i in the hank’s interest 1o spprove the loan. Approsal requires a
Good™ {16+ or better result on 2 reaction roll isee pp. BX4-205). which is
1o the followmg modificrs:

Collateral: +1 per full 5% of the loan amount that is hacked by collseral (assets
eqoivalent value). For down payments on large. single-item loamns, wse total par-
chase price msicad of the loan amount.

Bank Location: Main: +1. Feeder: (0. Backwater: -2. Frontier: -4,

mmolparnupuwpnhdhﬂmmhm-ﬂhamwuq
2% (+2).

Loan Amount: -1 per MCri0 10 be bormowed (round up).

Luoan Period: -1 per 10-vear period of the loan (round 10 the nearest 10 vears).

Reputation: A good Reputation will help the bank decide that the borrower is 4
worthy credit risk: a bad Reputation will discourage the bank from loaning him
money.

lmk l.zval. Extreme | 5 § pani p or trade outside the

-2 Migh (speculative trading, haeardous travel reask: -1, Moderae
(sector-wide cargo transport, belt mining): 0. Minor (manufscturing, agricul-
ek +1. Negligible (single-system service industry, planetary businesses): 41,

Status: Those with high Status hold positions of trust and respect, as well us power,
and are regarded as more reliable credit risks, They are not necessarily more
trustworthy. but they are mone traceable, and could nisk losing their Status il
they are unable 1o repay thetr loans.

Other Reaction Modifiers: The GM may decide that other modifiers (applicant’s
Appearance. loan officer’s Intolerance, etc. ) are relevant. Banks are not nommal-
Iy susceptible 1w these kinds of modifiers, however.

Short-Term Loans

Short-term loans are loans for periods of one year or less. They are helpful when
an individual or his business needs (for instance) 3 picee of cquipment that s just
beyond his current means. There are two kinds of shor-term Joans: and
usiness.

Personal Lowns: The total amount of moncy that an individual can bormow per-

cach year i el W his anowal income., computed wsing the Job Table ip

GT106). If no appropriste career 1 listed. the GM should determine 2 reasonable
amount. The sam of alf personal koass for one year cannot exceed this amount: ac-
ther cam the oral amount cwed 2 any onc time. Once this lim s reached . beritimane
apphications for further loans will be sustomatically demed (see p. 46 for frasdulest!
loansy

Hisn FiNANCE




The most that a starship crewman with Rank 0, Status 0 and skill 12
in one year would be [Cr80 % 12 (skill}fmonth x 12 months =

Loans: A company may apply for 3 beviness loan 1o purchase equip-
1 muﬂq:_ls.utaludmh-mbehmhﬂhym&

of not 2 shori-term loan will be approved and the amosnt
umnammﬂimmaml-MLInnwlﬁuuﬂ:
table for the loan officer’s reaction:

Jess - Application denied.

12 - Neutral: 10% of annual mcome or collateral available.

= Good: 25% of annual income or collateral available.

8 = Very Good: S0% of annual income or collateral available.

\. or better = Excellent: 100% of annual income or eolliteral available.

Modifiers:

- Any level of Accounting skill: +1; expert level (20 or better): 42,
Reputation or Status: +1 per level.

Mumber of other loans outstanding: -1,

freezing of assets and cven the hiring of 3 licensed bounty buster o
-uhmuucﬂub--dh-ghmnm

Bﬂna(s

) Tnfnlnkmdwt.mﬂn.mm&rmmumcmdnpsnp:mﬂqulw
CR. Failure simply means you must iry again the nest day. Critical failure can
1o trouble with kocal law enforcers or criminals (GM's choice).

Once u loun shurk is located, roll three dice on the following wble for his reac-
all renction modifiers under Shore-Terme Logns (p. 44) apply here is well:

Ao bess = Fuilure,

46 = Bad: 10% of annual income or colluterl available,

7-9 = Posir: 26% of annual income or collmersl available,
10-12 = Newtral: 50% of annual income or colluteral available.
13-15 = Gl 100% of annual income or colliters) available.
1618 = Very Good: 150% of annual income or collsteral avaitable,
19 or better ~ Excellent: 2000 of annual income or collaseral availsble.

HiGH FinNaNCE

e event of futare Siffacaite It i wndcr.
stood that most corporations in the
lnpcnam. W or private. will have the
appelistion “LIC.” whick staads for
Limcted lmperial Corporation. This
ofien amitied in common wsage: ¢ g
“SeSAGT s ofien med insicad ul
“Schunasmann und Sobm AG, LIC."

Pubiic Corporations
AG  Mdthengesellschaft
e, dnco

LIC  Limbed Imperial Corporatson

Ny, Mywhdues Heaek (Vargr:
“Merchunt Comract/Agreement |

Ple. Public Limited Company

SA Said amoynne

SM Syared Mok (Aslan: “Searchers
For Profit™)

ZhL. Ehievr felinzi (Zhodani)

Private Corporations

Gmbll Geaellschafs sit heschrinkier

LIC  Limied mperisl Corporation
- 5

Lad,  Limised

SARL  Socwts i respanchilind e

Amll-n-n like “& Son
Company™




Interstellar Financial
Transactions

» “imtericlr finsscul wemacten™
i any instsnce of money movieg
bectmern tar sysicur. Those
wih bave Fved emtise lves om 4 n-
ghe plamet - mchaling the playcrs and
mamy PCs - aor wred 0 Fimsscad b
i heimg provewsd sl v over the
planctary dats metwork st of near the
sperd of ligh. Thangs pet moee
complcated for imtersarilar
tramatEms. whh s e o
the speed of jump and take
works or et 0 cvaduct. In
peneral. comMmERation o
2 omc pump por week akng iade
e, which mesm 4 ey
week on Xt soustes and 2 pur-
scuw'wock chewhere
Mot free fradens Hive “hand
o mouth.” so managing thebr
financial affairs in & way that
mimimizes these delays can mean
the dilference hetweon suocess
and bankruptcy. The precise
desails of the Imperial hanking
and Tinuncial systems are
described throughout this book;
the ruales below aidress only e
Bswe ol how ey 1 s 1o make
an (merstellar linanetal trunsic-
Hon, They eon be used wheiever
the chiragters wini to transler money
Trom one aceount o anather, pol paid or
ke payments (e, on u ship mongage)

Transferring Money

The euse of & transuction depends on
the fisancial thes between the orgin und
destination worlds, which are themselves
a simple function of Bilateral Trade
Number (BTN see p. 15k I BTN > 10,
then a brach bunk exists on the desting-
o workd I BTN > B, then o correspn-

The normal reaction roll can be avoided by using Streetwise skill 1o atiemps
influence roll ip. B93), Critical success will result in un “Excellent™ reaction,
cess will give a “Very Good™ result. Failure means a “Poor”™ reaction and cri
failure means the loan is denbed.

Loan sharks are willing to loan 10 just sbout anybody. but they do so at a
premium. The interest rafe for borrowing money from a loan shark is 205 -
more! The duration is one year, mdmhl,;mnmsmh:mnde o ehe;
ure 1o do so is not oaly fikely to carm you a bad R
your healih. Loan sharks and their flunkies are not sbove using physical inti
and corporal punishment (~leg breaking™) 10 extract ke payments. As well,
humters and skip tracers — of both the kegal and illegal vanety — may be ssed 10
down those who default on loans made by 2 loan shark: treat this s an Encmy
vamage

Since many if sot most loan sharks are pan of large criminal orzanizations.
may be willimg 1o “forgive™ late payment. or even waive payment altogether,
exchanse for services — usaslly illegal. Trest this as an Isvolustary Duty (p.
i many cases. il is abo an Extremely Harardous Duty ip. CITSL

Note that at low Coatrol Ratings (CR 0 or 1) banks may operste much hke

Bank Fraup

Interstcilar trade depends on the honedy and
ncss of everyone imvolved. but there e always
who seck 0 cut comers and take more than they
entitled 10, Banks, hecause they have lots of money 2l
ane in the andkﬂqhmw.mm*
et for fraud.

Tor obaain a fravdubent personal loan. you must g
resent your Status or accupation as being betier than |
really is, and you must be sble 1o back this up with fd
sified documents. Savoir-Faire skill is needed 10 miy
represent your position, while Forgery skill covers o
ation of the supporting documentation. Rolls againg
baoth skills must be mude before making the reactiol
roll for the loan, Fraudulent business loans work iy

same way, exeepl that Accounting skill is used insiel

of Suvoir-Faire,
If cither mll lails, o nlm.'u the Toan application; if both tail, the hank als
and will i ignte the if he attempts any Ih:uﬂ

transactions, On any critical (uilure, the authorities will be alerted immediately an
the criminal will be urrested at the scene, IF both rolls succeed, however, roll nosmal
Iy on the reaction table (see Short-Term Loans, p. 44), _

IF {more likely, when) a successful defrauder fuils 10 make payments, skip tra
ers will probably be hired and the authorities will be alerted and given his “identity;
Treat this as an Enemy disadvantige. The con man can attempt fo use Disguise skil
o avoid exposing his true identity o the risk of amest.

INncoRPORATION

Incorporation 1 the act of forming a corporation (see p. 42). The corporation §
not oaly a popular and effective way to organize 3 business, but also an excellen
way o scquire the capital necded to finance 3 company. By officring shares for sale
a company can quickly accumulate the cash necessary 1o get started. The process i
not without its risks. however.

To moorporate, 3 company must sebimit 3 business plan (see p. 43) and a fec
the appropriate governmental agency. along with a request for approsal. Approva
reguires 2 seccessfal il against Merchant or Finance <kill, modified for Contrs
Rating (see table below ). There is mo foe 10 become 2 Limited Imiperial Corporstio
(LIC). but the Ministry of Commerce will cxamine yoer business plan and you

HieH FINANCE



 Books, andd 2% of all shires must be given 1o the Emperor, who will usuully assign
their control to a local noble. If incorporating on just vne planet (which must have
CH of 2 or higher), the fee is determined by the Control Ruting of the system:

CR Fee Incorporation
Cr) Modifier
2 100} ot
Ll S0 +2
4 1,000 ]
8 5,000 -1
h 10000 -2

Onee the prospectus is successiully prepared and the fee is paid. the incorpor-
tipa process is completg and the shareholders can elect the initial board of directors.
The compuny now enjoys all the legal privileges of o corporation and can do busi-
sess in that form, Shares can now be sold privately — that is, one person can sell

e 1o another, person t person — but they canno be sold on a stock exchange vet
T puhlicly sell stock, the corporation must be Bsted with i tock
exchunge and make un inisial pubiic affering (IPO). 1T the compuny's business setiv-
ities are limited 1o one system, it will be listed on o planeseey siock exchunge (PSE):
i it does business in muliiple systems, it will be listed on an imersiellor stock
exchange (15

Interstellar Stock Exchanges

These exchanges are designed o assist and promaote trade between sysiems

y are authorized and supervised by the bmperial Ministry of Commerce. The
Ministry has o strong “hunds off™ policy, so each 1SE can have different rules and is
usuzlly udministered by the local system government. The Ministry only gets
imalved if the locs it an the exchange. A system must
hiave o Control Rutimg of 3 or higher, o teeh level of § ar better and 5 World Tride
Number (see p. 111 0f 4 or greater w have an 15

Listing Fee: To be listed on an ISF listing fee of Crif 00 < WTN jof
he system that miznag, chunge). which must be paid anrmally, A parent cor-
poration andd its subsidiaries may be listed on only one exchange apiece, but each
may be fisted on 2 different exchange s long as all requisite listing lees are paid,

the e

HigH FinancE

Interstellar Financial
Transactions
[Continued]

When u branch bank is ilable,
transferring money between aceounts
involves ubtaining o bank draft (p, 74) for
up 1o the ot of money i yoir
aocount o the fira world and taking it W
the second world fo
account there, Yeou ca
without daing this, but there

Fcioms. ch hanks |A|II henasr
i of claims o Ot b
other worlds. The exact amoun
i using the short
H4-45), with the account
i o
free, and is considered
bk commy
sped of this transfer
speed of
reyuired i
1w wirlds,

When o correspondent bunk is uvail
sferming nwaey between workids
wan be hindled jist as for branch banks,
using a letter of or T41
Cormespandent banks will belp you il out
=erehit reguest i you o nist cur-
owme (it is villid on that workd.
In this case, the transfer st fisst travel
o the nemrest branch of the your hunk and
its ultimate destination
1 etk ||\|r|n.|ln hased

& deter-
Teuin Tules (pp.

s the
& inberest
aid when the
betiss s owen funel transfer, The
Fimited onely by the
ions: the time
time hetween the

rep.

i
rowanad-Arij

able, tra

wwes From corresponident banks, but thene
s a 1% fee.
11 nieither o branch nor comespondent
hunk i Fuble, then you can either
Physically transport the cash yoursel
ask the bank 1o do so through the mail.
Sending small Amounts
Crl,000 thr
meunts wp o Crl 00000 can
For 0 3% fee.
by courser.
Iy
|I\|\I\|.\ transferred 1o 4 nembr

or

carrespondent bunk without handlin
cash. 1 reyiines inter I\..m drafts ond
ot ol time, Like

s the twa banks must Gind the
slitest link between them, using either a
chain of comespondents or branches o
commespondents o the sumse world that can
elear the transaction through the planctory
network. The GM con simply assume that
this takes 3 weeks times the distance
between the two warlds, Those who like
can instead find the nearest world
where both banks have correspondents,
then multiply the roumd rip distance in
parsecs by 1 week, This service costs
Diistance Madifier (p. 18-15)% 2%




Exchange Rates
s ome Impersal member planets. main-

tin their own camency. When visi-

tews come 1o these worlds, they mist
exchunge Tmperial credits for the local
currency (and convert buck again when
they leavel. This currency may he called
unything: credits, dollars, rupees. drach-
mas, solors, eoc. Is mame bs mod inportan;
s purchusing power is, Purchasing power
depends on tech level, as shown on the
Evclumye Rare Table helow),

The Exclange Rute Table assumes that
the ratio of currency &0 papulation is the
same everywhere. For instance, of the
average T person carns 15,000
Imperial credits per year. il 18 assuried
that local currencies on TLI2 worlds are
set s that the average person earms 15,000
Slocal credits™ per year as well, IF the G
wishes, some currencies may have higher
ar lower futios. 1 the world has mone or
fewer eredits per person, multiply the firs
column by (“local credits” per per-
som)i 15,000 und divide the secomd column
by the sume number,

For planets which lock their own cur-
reney il e Imperial eredies instead, the
GM should multiply the prices of all
goods and services thut cannol be rded
bBetwesn systems (restaurint meals, hotel
sty equipment repairs, ele.) by the aum-
ber i the second column {Locsd Credits
o Foperind Crecdite), This represents the
e standard of Tiving and labor costs on
worlds below the TLI2 “leading edge”
isee Technology, Productivity and
Erchange Ratex, p. 15).

Exchange Aate Table
T Imperial Credits - Local Credits t
to Local Credits - Imperisl Credis.

12 (£} Lo
] a0 Q.50
1t 3.2 03
9 30 00
&0 012

1 130 0075
f 200 005
5 33n (115}
4 00 o2
i 100.0 L]

2 1450 07

1 2000 0,005

i 3300 003

Initial Public Offering (1P0)

The corporation must first determine the price of each share. This is typicil
less than Crldishare for new companies. To caleulate the initial value, divide
current and assets of the by the number of shares issued,
instance, a mnlpnnv with MCr 108 in msa-. and 100,000 shares would have an inili
value of Crl.000fshare. IF it had 1,000,000 shares, its initial value would b
Cr10Vshare.

The actual sale of stock is a Quick Contest of Finunce skills between the comp
ration (using the highest skill from among its representatives) and the effective
of the marker. Modify the corporation’s skill by +1 per fill 105 of the total amou
of shares being offered for sule and by =1 per fiell 10% reduction of price below ink
tial value.

Example: Widget, Inc., LIC has MCrl() in assets and 100,000 shares. lts initil
value is Crl{KVshare. IT it offers the shares at a 10% discount (Cr9fshare), it gets 4
on the offering roll, 17 it offers 20,000 shares for sale (20% of oial shares), it gets a
additional 42.

To determine the effective skill of the market:

1. Start with the World Trade Number (see p. 11) of the system,

2. Add the Distance Modificr (see pp. 14-15) for the company’s range of
operations (e.g.. & company trading within the sector would have a
Distance Modifier of 3). For any emerprise that mainly involves star-
ships, use the highest jump value of its ships or 3, whichever is greater.

3. Subrract the Risk Level (p. 44) of the business (e.g., an “extreme” risk
level would raise the market's skill by 2; a “minor” risk level would
Tower the market's skill by 1).

4, Add +4 per previous failed (nor delayed) 1PO.

Results: Once modified skill is known for each side, roll a Quick Contest gf
SKill. The resulis will depend on both the quality of the rolls (e criticul filure
fuilure, success or critical success) and the numerical margin of victory of the win
ner, The winner is determined solely by this margin, not the guality of his success; it
is possible to critically succeed and still lose the contest! ALl increnses and redues
tions in value are expressed in percentage points per share,

Carporation Fails Critically; Marker Succeeds or Sueceeds Critically! The 'f
fuils and a pew [PO may be not be anempied for & months, Corporate reputition &
tarnished; IPOs in other systems will be at -6 for the next year. |

Carporation Fails Critically; Market Fails; The PO is delayed by one month, [
may be modified or tried aguin “as is"

Carporation Fails Critienilyv; Marker Fails Critically: Market disruption!
stock exchange moves down one performance level (see p. 310 The [PO is delayed:
by one month, us shove,

Corporation Fails; Market Succeeds or Succeeds Critically: The PO fuils, 4
new IPO may be attempted in two weeks, !

Carporation Fails; Market Fails or Fails Criticatlv; The IPO is delayed by osg
month. It may be modified or tried again “as is.”

Corporation Succeeds; Market Succeeds Critivaliy: The PO succeeds and stock
is sold: roll at -2 on the Stock Soles Table, IF the corporation won, the value of iy
stock is increased by its margin of viclory: i the market won, the value of the s
is reduced by mwice its murgin of victory.

Caorporation Succeeds; Marker Succeeds: The TPO succeeds and stock is sold)
The value of the stock is modified by the winner's margin of victory: reduced if
market won, increased if the corporation won. |

Corporation Succeeds; Marker Fails: The IPO succeeds and stock is sold:; roll af
+2 on the Stock Sales Table, The value of the stock is increased by the corporation's
mrgin of victory.

Caorporarion Succeeds; Marker Fuils Critically: The PO succeeds and stock i§

HicH FinanCE



i moll at +2 on the Stock Sales Tuble. The valoe of the
i increased by twice the corporation’s margin of victo-

Curporation Suceeeds Critically: Marker Fails or Fails
- The PO succeeds and stock is sold; roll at +4 on
Stoed Sales Table. The value of the stock is increased by
ey the corporation’s margin of viclory

Covporation Succeeds Critically; Market Succeeds: The
0 succeods and stock is sobd; roll a1 +2 on the Stock Safes
BRNe If the corporation won, the value of its stock is
Seseaed by its margin of victory
Corporation Succeeds Critica
el Market boven! The sock evchar

MOVES P Ol
: mance kevel Dowhie the intial stock valoe and reroll the
lD I the offer smccoeds. rolls at «4 on the Stock Sales Tabde

‘Stock Sales Table

This table determines what percentage of stock offered
Bl sale v acteally sobd It s only used whes the corporation
Pl offers saock 1o the public. Stock. values can be expecially
Semative af these times (soe Stocd Performance, p. 500
M may winh 10 track changes in the stock prce cach month
Sl all of the sock heing offered is sold

Stock Sold

5 None!

L] 5% sold per month

T 105 sold per month
] 2% sold per maonth
q =old per month
1 sold per month
1" i sold per month
12 ¢ sold per month
13 sold per month
14 o sold per month.
I5 sold per month.
It sold per month,
17 out in first month,
L] Sell out in first day

Modifiers: The Status amd Reputation of the chairman of the board, Ay madifi
et indicated in the PO results. Any bonus to the TPO roll gained from discounting
he price of the shares

Raising Additional Capital
Once o corporation has. gone pobl
0 expand or suppoet its « 1 adidition 1o bank loans, corporal
faher tools that they can wse b raise ew capital: sew issues and corpe
New Luswes- The issue of new issoes must be approved by the sl

Erations.

cuorporation’s annual m

sharcs in & corporation

ity stock value increases.

T hme whao
T 2 1h

they must sell some of their stock. whi

s givimg up some control ever the

rs, espectally

¢ ties 1o the compuny,
wol be bess inclitied 10 buy stock if this
|_\ way o make
§

it om mrnd e




Example: Widget, Inc

t. This means th

Dividend:

[Cononued]

NG THE MARKET

1 ST ran 2 be) may

~carme

STock PERFORMANCE
To predict the performance of a panicular stock, It is first necessiry 1o deters
mine the stale of the k market itself.




8t Performance
The market's perfl level will ds the likelihood of a change in the
individual stock. There are five levels of market performance: boom,
mmmmmmmhelnm but the GM is free
ry. The of an individual excha can be

mwmmlh..bundnmmmumum
{Mmulfmuﬁ\ﬁl%pnm&u-uhnmdng 1]
roll as indicated 1o find the change in the stock™s value.

Performance Chart

Indnidual Stock Performance
ance Level Down No Change Up
34 57 B-1%
=1d2 - +3d2
33 610 11-18
~d - +3d
36 T-14 1518
| - +2d
310 115 16-18
-3d - +Id
3 1416 17-18
i ¥ el - +1472

Corporation showed nect profitne loss in the paut year +2-2
Corporation went hankrupt: -4

Company, board dircctor or semor exccutive ivestipaed for criminal activity
Lar -6 if comacted!
B vl

jpress {GMs decision): +17-1

Example: Widget, Inc.. LIC last had a value of Crli0/share. The market perfor-
ce bevel moll is 14, indicating a stable market. Three dice are rolled on the Siock
Chars and the result is 15. Looking at the entries for a stable market,
e that this means that the value of Widget stock goes up 2d percent. Two dice
lled, giving a 4. Thus, the value of Widget stock increases by 4%
fulbare.

These performance results assume a yearly evaluation, but the same i

userd o ek stock values on a more frequent basis, To do this, simply divide
age change by the time analyred: by 1201 tracking monthly, by 50 if
weekly and by 250 if wracking daily (although if you want 10 track o stock
duilly basis, it is suggested that you choose a real-workd stock at random and use
age changes in that stock).

HisH FINANMCE

& wounce of costacts 1o ravedens far from
hune. Ohver the years. the TAS hus pomn
o ome of the brpesd and o mfacstsd
oo ermemental arpamiratioes (N0 )
e DT st seTTomSERE KT
s As am immparsal Sy with lporiad
T i prowides IMpOTIanD wenices b
oorperstems and wak @ akiton & foEe-
L e e
Vessel Standerdizston and
Classificaton

The kmperium makes limie cffon 1o
sandandize ship fypes =nd clases acmms
s werratiory; ihere are simply wo many
ship builders and shipyards 1o make the
effon worthwhile Tmperial policy is to st
i standards for safety and coinpe-
tence woil lenve enforcement o the repre-
sentative on the scenc. Corporalions,
banks and nsurers, however. need a -
Fied, olsjoctive stundard for judging the
condithon anid capabilities of merchin
shiips offered for sube or operations; e,
by dbeterming whether cabin space is sull-
able for puying passengers.
The Tn-rlltu Aid Sl‘sltl, ulll
et chassify and msoe 2
amy vewel wpon request; member phm
wae thin miormsdm when msemz 2 dip '
registry (TAS Form JAL The inspection
cum take phace ot amy Chus IV or V star-
port with 3 TAS facility, requires bt
e By 1000 dnows of vowscl. amd costs
Crim per dvm. Thes = movally meguarnd
omby b mrwly budl vesach or those that
Mg umkTRE CuCRE

Insurance Uinderwnters

Onpmaily 3 w1 mombon. who
alurn comshd © gt comventsmal marrTs b
ooy Bom B bbby oo kows dunimg shor
mote imicresting activities. imarance
wnderwriting has hecome the single
larpent muncymaker fur the TAS. The
Sty i said v imaure Sor or azaineg any -
g for u price. and its vast mforsmation
metwork ensures that its svessments of
sk are the most avarlable.

The Trsrved Fone advisories. {p. GT70)
puueulhy the Society are an outgrowth of

this risk-assessment function that the TAS

s with its members ax a courtesy,

Thse wne ulso wimings: vensuring inio o
posted Amber Zone (p. GT19) without
wlu an adklitional rhk

e 2 Zose [
aTsh) - .




Traveliar News Service

The TAS has ahways collecied infor-
mation from all over the Imperium and
surronding space. At firsl, this ook the
form of 3 members’ ewsletier. compaled
from short motes (rom (e membership
that cuttned) seresting of sl cvosn
s they occarred. The picturs of events
this provided hecame so popular, howey-
r, |Iu| the Society began selling the
newsletier and buying stories from free-
e reporers.

The Truvedler News Service (TNS) i
mow the largest news agency in the

img. B sl ks ieadh (and cvea full sio-
micsl from meenbess as 3 matter of editori-
al palicy. Since TAS mensbers ure making
the fiews o ofien s feporting (L this gives.
the TNS an esrivalled edge over the com-

ournal of the
Travellers” Aid Society

Travellers” And Socscty members pub-
Ty gy, e thouzhtfl artacies in the
Journal of the Travellers™ Aid Sociery
(ITASL Topics mange from descriptions of
planets, cultures, ife forms or eguipment.
1o discusainns of aspocts of the ravelng
Tafe. W wowries. amd smecdotes shoot people
or adventures. Having 2 wory published
mcans name recognition |conmsadened a 0-
polmt Reputation) throughout Imperial

e o

JTAS is affered om 5 meonthly basis.
and i free W meshen: smvorsily b
scyiptions. can um i Crik 000 per yoar.
Back ssues st alss avallable w members
im the librarses of TAS hostels — online al
smaller Eacilities. in hound volumes o the
fimest. STAS stamdards. of sswrubip s
MF"" n mot 3 profevaomal
publication, snd memhers who find itoms
of inkerest should confirm them with other
Somnces.

:Squ Arches )

TRADING
Brokers and Commissions
Stock is pormally boaght and sold through brokers, who ester their i

they perform equal to o perunmge of the Control Rating of the star system.

A broker’s financial nputu:unhnbl::nlns-ﬂjhhnn:lhem i
commission. When the Stork Prrformance Chort indicaies 2 change (up or
the value of a stock, 3 sucoessfnl Fimance roll by the broker (a1 -2 in 2
dechning market, =4 in a boom or bust market) will affect the amount of mo
or gained by the customer (wor the actual change in value of the stock), 1f the
value drops, subtract one from the roll to determine the smount lost: if the
value rises. add one 1o the roll to determsine the increase in value.

Tradig Lk
A trading license allows an investor 1o trade directly and avoid brokers'

missions. A license can be purchased for Cri0u000 x WTN (of the workd m

the stock exchange). and s wsually good for one year Some workds have

roquirements, and will not issue 3 license 10 just anyone.

Options

Ome of the greatest advantages of having the Finance skill is the ability w
options. An option is an agreement 1o scll a conam amount of stock ot prede
Mm-nwﬁ:&mhhm.ﬂwklmﬁ!hmu
miuch Tess than the cost of the stock iself,

To profit from a stock option, a speculator will find a sock that he predicts.
increase in value over a particelar amount of Gme. In anticipation of this incresse.
will oy 1o purchese an option 10 bey that stock ot 2 price well below what he o
dicts its value will rise 10. At the end of that period of time., if he has predicted oo
rectly, he can purchase the stock at the previously arranged price, immediately
at its current price, and pocket the difference as profic

If the valve of the stock has not risen shove the price set im the option ag
ment. the speculator will normally choose not 10 exercise his option. He then
only the amoumnt he paid for the option agrecment — nol the drop in the stock
which would normally be much greater. In other words, he risks only the price of
option, not the peice of the stock itself. j

A character can find 2 sock that he thinks will increase in value by m
Finance roll with the following modifiers: +1 per week of dedicated research
other significant activity: maximum bonus is +4); <1 per month the pred
entends into the future; -2 in & growing or declining market. -4 in o boom or b
‘market: +1 for a successful roll 3zaing Area Knowledge (Local stock exchanget

The GM should then randomly determine the cament value of the stock. Th
price of the option will be a percentage of the current value of the number of
in the ; options are usually purchased in lots of 100 shares, The perce
age will vary with the state of the marker:

Boom 4%
Cirowing 2%

1%
Declining we
Bust We

At the end of the period of time in the option agreement, o at any time uj
that point, another Finance roll wath the same modifiers will determine the accon
of the prediction mll. If accurste. roll for the increase in valoe 2s indicated on
Seock Performance Chart ip. 511
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GHA}:TER Fnun

The Third lmpe
ilithlood. The
Smpesium s his counterparts in the bmper ¥ or Mannes.

This chapter expands th e and commerce niles presented on
. GT119-123, The intent is nod 1o bog down a campaign with unnecessary detail.
but fo provide a realistic picture of the day-1o-day business of the Imperium and act
w ispringhoard for further adventure. As always, the GM s Free 10 choose what
~ elements 1o use in his cumpaign

hasic travel,

custom end Imperi
» responsible for cveryl

THE EHIPPING Iunusm:lv

mceive fush onder g their usual shipp
pies resulting in an unexpe

ed surplus, These are opportunities for 4 captain with
spare capacity 1o step up and make a profit. Ships that traveled Trom pon 1o pon
looking for such opportunities were historically called rramips, bt frader has
emerged is the accepted term within the lmperium. A free
independently, without a p

der s one th

enl corpuration or coalition of other ships

ral term, hut is usually token to mean freig

their pro

SHIPS AND SHIPPING



Tons?

» shipping. there are mamy umits of
s dhal arc called 3 we cach wish
s owm s, B s mportam w0 spocify

it bimdd oof s e D descesedt

et Abbrevaton
ot b e
L —
kg B [
wmgier ow n

dinplaccment wom  dion
* appisvimate voluse of | siom of liguid

hyddropen

Far Trader s shin s (slons) znd
displiceiment s {dions), and clearly dis-
tinguishes between the twa e that

these displacement s are SO0 of (hased
o gl Diydrogen, vt 33 of thased on
walee; e [ VE),

. Free Frader,
Twenty Years Trawmping

Jaawwic | awimigy

One method is 10 reduce port time. A typlcal free trader spends as
insystem = traveling 1o the main world. off-loading its cargo. secking and Jo
new cargo, then traveling out 1o the jump point again - as it does in ransit
systems. This means that 50% of the time. a ship is idle. caming nothing. La
chant liners reduce this idle time 10 as litthe as three days (e, 306 of the
unitization of cargo, shipper’s asents and crew rotation

TerRMS OF SHIPPING

Two fundamental questions accompany frerght on it joumey from ongse
timation: “Who owns @17 and “Who s respomsible for movins 17 There ane
parties. smvolved: the seller (or manufactureri. the shipper (or carmicr) and the
The shupping indusiry has deveboped 2 s of siamdantired acrom s called
of shipping. which describe who
docs what and when in intersacllar
trade. They define not only who pays
for the shipment and handling of
freight. but alvo who assumes risk
(liability) for goods in transit and
when ownership passes from seller
10 buyer

In all cases, the seller bears the
risks of Jows or demage until he has
delivered the goods as specified
under the terms sgreed upon, Risks
tund ownership) are carried by the
bhuyer therealler, OF course, while the
cargo is abourd ship, o pla
alsa responsible for its salety.

EXW: Ev-Wirks. Buyer sccepts the goods af the seller’s premises. This rey
the least obligation for the seller and the most for the buyer. Buyer s n
bl For all shipping and handling

FAS: Free Meongvide Ship. Seller defivers the goods alongside the vessel's berth
in lightcrs) at the pon of origin. Buyer pays for shipping and handiing. and
chear the gouds for expon.

FOB: Froe om Boand. Sciler defivers the goods through the ship™s hatch at the port
ongm. Scller pays for handiing =t ongin: buyer pays for shippieg and for
diing # desmation. snd mes clear the poods for cxpon. This is the mod o
mon arangemenl for ships boymng spoculative cargo

st Imsunance and Freight Scller pays the costs and freight charpes nece

sary o bring the poods 10 the pont of destimation. amd mest clear the poods

cyport. The goods are defivered when they pass throuagh the hip's haich =
pont of ongin, bt the sefler must pay for imsurance (0.1% of the goods’ «
againd the buyer's msk of loss of or damage 0 the gonds during camiage

s the most common armangement for freight

Dielivered Ex-Ship. Scller defivers the goods on board the ship and uncle
for importation at the porl of destination. Seller pays for shipping and for h
dling ol origin: buyer pays for handling at destination

DEQ: Defivervd Ev-Quay. Seller delivers the gouds 10 the buyer at the berth o
quay )t the pon of destination, cleared for importation. Seller pays for all

DE

DFD: Delivered Free Domicile. Seller delivers the goods o a named place on
destination workd. The seller bears the risks and costs — including duties, 1
and odher charges - of delivering the goods to this point, cleared for importatii
Costs und Asks alier eniry are pegotiable. DFD shipments are usually scoor
nied by o hank drafl (drawn on the selier’s secount af the destination workd)
wovet the costs of importation and oo-planet movement

SHIPS AND SHIPPING




. terms are summed up in the following table:

Responsible Party'

FAS FOB CF DES DEB DFD
5 s s s s 5
B s s 5 s 5

BC B B SC SC SC
B B B B s s
B B B B B 5

e (B I.C-mlfmhpl.delulSL
i imsarod by

Dificring 10 accept or deliver zoods under terms of shipping that ane more favor-
the other panty gives +1 per level of difference 1o NPC reaction rolls for tha
tion, Insisting on bess favorable terms gives <1 per level difference.

HanDLING

dilzation of cargo reduces the amount of handling (and therefore time)
d to load and unloud a ship already in port, Cargoes can be classified for han-
by their degree of unitization,

Hulk freight consists of an undifferentiated mass of maenal, Bulk cargoes are

1 han iuds und gases can be pumped through pipes: dry cargoes (Tike
p or sawilust) can be blown through pipes. Bulk cargoes are generally the lowest
e andd the most specialized in terms of profitabk rket pairings.

k (B/B]

Boeakbulk freight comes mdividually pac and b5 sometimes called “pack-
£ goods.” This is the most general cargo. and the type most ofien offered for tramp
fsee pp. 21- “I.Amfltgiwnha-nmdlﬂu-mhnshﬂthlk_\«,

Empty howes weigh approvmatcly | B and oot Crf)2 per square foot ()
face arca. Bones are PD 0. DR 0 most are bess than N0 cubic foet (cf) in vol-
e w0 the strength Emitations of the material.

Larper. heavier or more deficate loads require crates. The crates on the follow-
g iabic arc all TLIO, and have PD2. DR 4.

Table

Wt. Loaded Wt.

[bs.) [bs./stons] Cost HP Remarks
an SM0.03 Cr0 1 16" cube

200 230/0.1 Cr50 4

540 60003 Crlod B 3 cube(ley)
2,000 2130011 50 19

2,500 265013 Cral0 23 5 cube

5,000 5240026 CrdS0 36

Small o ireegular Jouds can be consolidated and secured 1o polfets: flat, stan-
panels (all TLIO, with PD 2, DR 4). suitable for handling with focklifis or
f gear. See Containers, p. 57: type 60/%.

SHIPS AND SHIPPING

ku;-i with cargo .h:b that mate
thwr wpamdond

dwecthy with [ ——
Treighters (sex pp. 1 35-1800 anu-m‘

Land ey the dock 2 ombood 5 i = s
tardard bt

Plancts withow! brshports - and mon-
standard whigs - mws Foon o mose -
cuh measares. Ships in orkil can mate
wming 2 larger version of the armoned pas-
sape tube included with the cngincering
moduile o0 p. OT153. Additional fubes
ot Cr3000 and ke up | ston and 16
on s cargo. Tubes neguire 30 minses 10
rig or sarike in vacoum. und freight-hon-
llsng rutes wre reduced by 1 while using
them. Sealed or vacoum-olerun freight
wun be transferred dinectly: oulshee cargi
muy heve e be handled this woy
Hamdling tikes ploce at the normal rale
{iwsuming sufficient hand thrusters, beth
e, magnetic booes, eic,, for the crews)
bt everyone involved mast ol vs. Froe
Fiull skill one per howr o avoid mishap:
roll b +2 i the operation is dow (%) eied
and defiberute. If 3 minbap ocoirs. ol v,
Vace Sust kil 1o svoid damage

Hatches and
1l of the freight-handiing rules and
equipment sssume standardized
cargo hatches. Cargo vessels with

lews than seven dlons” have small

hatches! |2 feet wide by 12 feet high
Larger ships have one standord hatch per
25 dhoms (or fraction) of cargo space, mea-
siaring 24 feet wide by 12 fect high. Very
lurge ships may combine several hulchis
ey i aknghe upaun; that is a multiple of
s s rmions,




Pallet Table
Volume
[ef/dton]

Orbits

Standard

AI“ \I.I

Containers

iner fre

Size Modifier

Max Gross
([

Cargo Wt

Loaded Wt

[Ibs.] [lbs./stons] Cost HP  Hemarks

Tamdling equip:
h light, very cheap
A

44 4Cc 4D
4,000 2060 1,000
M 4 2
+6H +5

45 00




s ure designated (size Ntypel{TL): c.g “4AONE" means o size 44
of type 00, built at TLE. The empty weight and price of some commaon mm'

Histed below. To get maximum payload weight. subtruct empty weight from Na
Sensors, and vaids

mim gross weight for the size.

- e communications, sensor and navi-
iner Table gation capabilities of o starport

P depend on TL. Imperial facilities ure
Descnpr.lun Empw We'ght EEbS ] and Cost {Ezl]:i cqmpp\d to the higher of TLIOD or the
ocal TL: Class IV and ¥ will be equiva-
Cicnersl ]ﬁ.?.[ﬂ Ibs. 91]]1 I.hs_ 5400 Ibs, IL:_IINE:]cumlTnnddb[l;lln.lgr;:Ihmlnmlmm
while ass an wi! e at least
TR e S AR T
2 " -162 for exuct systems. Non-
S ; Cg‘bi): f‘l;:g?b(? CrlE,[:)sﬂ tmperial facilities will be cquipped as fol-
- LY o 2 5 5,500 Ibs, lovws:
Environment Cr65,600 Cr35.500 Cr20,900
10 KW+ Skw* 25 kW TL  Equipment
Open Top 14.200 Ths, 000 Ihs, 4,900 bs, 9. Fralisbeon.
Crl6,000 Cro.000 15,500 s
Open Frame 9,000 Ibs, 5,00 Ths, 3,000 Tbs. 5 Retating searchlih, lading
Cri0,800 Crbr (00 Cr3 6l lights.
Platfomm 3,600 Tbs, 18000 [hs, SO0 T, L ﬁi“ L“"_':L ralar, precision
Crd.000 Cr2.000 Crl.000 Vel
" G Sty b T Lasercom, datalink, IFF
o ok mE | e
. Tl & PESA. AESA,
Tank 18,600 Ths, AN s, 4700 1hs. 9 Holocom, rdscanner,
Crl06.300 Cra9.500 Cr20.600 10+ Meson comms.
ML RIOGLT  SAOBLT g e e el s

reflectors, Telescopes are 200:= and fully

Cri63, 100 Cr¥7,100 Crd®, 100 stabilized: they are used o spot and iden-

8 ment 4 ment 2 ment tify inbound traffic before it lands. On

RO KW A0 KkW* 20EW*F plancts with TLA or bess, lixed communi-

cations and sensor sites ure the rule; con-

~* Controlled Environment and Habitat containers also have a power requirenent trol must be handed off between sectors
0 tusually three) as each in fum rotales

** Tanks are also rated for capecity in gallons, Relo thaharizon.
4 Hubitat containers are also rated for passenger capacity.
Type OV5: A, simple box with doors ai both ends. Can ulso be used for dry bulk
ners (1ype BIVH). - Other Uses for
Thpe 05/8: Same a5 type 8, but sealed, Does sor include life support or envi- Containers
ntal control.
ipe 3208 Also called a0 reefer A type O5/8 with environmental control for heat- tandardized containers arc essendialy
and conling. Can maintain any temperature between -30°F to 120°F; hevond s'": el Bovel. e Blocks: hey cim
and buve heen uxed like @ giant's

limits, it I.‘:l!lll':li\U o lower temperatun: lw 40°F, Requires §hip {or other) consiruction toys. Leftover containers
r, but comes with energy banks for 24 hours” independent operation, fanded with military, industrial or colo
Tupe S005: A type 00/ with the wop removed. Often provided with a flexible nizmtion supplies can be used to consinc
er (DR 2, non-rigid). an instant base, Walls made of containers

) . Ezgentfally. 3 O . o wun be used as fences (DR 204 or wind-
Tipe 35/8: Essentially an open box frame with structural crossmembers. Armor fmae. FITel Jokl ) the s B e

normally against "'_' falls, olls or swinging mefee antacks, but has 1o build field fortifications (DR 3,600, 11

-6 chunce of protecting vs. thrusting. missile or beam attacks. Sometimes wecessary, windows und dooes can be cut

as 1 frame for heavy equipment, like power plants or life-suppon equipment for it ondinary carge containers o transform
oaly. Often provided with a Nexible cover (DR 2. non-nigid). them into low-cost baildings. Containers

can be buried and ramps dug w their

Tvp!‘ 6lE: Not really o container. but o flat slab 10 wide and of appropriate l‘penms‘ PR i i i

for the size, Sometimes called  palfer, Oddly shaped or outsized equipment pillboxes; they can even be stood on el
be strapped down to the plutform, which 1s then hundled like regular cargo. 1o ereate towers. OF course, they can sls
en emply. 20 platforms can be shipped in place of one comainer. be used "8 87 for stonige sheds.

pe 678 A box designed o come apan into its six sides. Can serve as type
SOV or GIVE, Can come apan and be stacked Ml for shipment: four fatened
iners can be shipped in place of one assembled container,

SHIPS AND SHIPPING




“Funry how mervoRIess con mess
wiltly yosr mvind: | rememdber when [ was
wleited 1o dher wry flest dorg watch and the
e s die e ok e P alvoiong
aping i el of girextieons on e, e
of whicl in “Whe ix the distress siysol
provedure ™ The only thing | rould
ik of ws et servamming ‘HELPS
ey pesmy e el "

- My Lowsesgan,
Frew Trader: Twenty Yeurs Trammping

Transponders and
Flight Recorders

ot resders will be Tamiliar with
these two devices. In the universe
wl Traveller, however, both have
featuses which deserve furiher expluns-
LS

IFF ramupeders iramvmit & brvad-
band rad upnel mah 3 eovpnese oode
- revp ko 3 properly comfipend aoie
rwilar or AESA puibic. This imcteases tange
W detect and recognize the wansponder-
wpuipped shig by i factor of 4.5 millon
G0 Seany, making iraffic conml simple

reliable.

All prmsponlers are equipped with a
vatedl gzl v iach. i prevend e from
proeeg the shap s umatan away 4 hos
il stutem Thhe coptaim of 3 or s ves
el e ez the temes e Ersenguedcr
i ol amd the cirpunntances which lod o
Bis devision 1o bt i off.
Transponiders hive proset cindes {sedec-
tive debentiffesrtion fesres, or SIF) which
iilenily the vessel, its bome port, hull
whans, ete. On chvilian ships, these conma
b changed: military versmns are fully
programmable Tramponder, can she be
W e ey doan-
Facatwm codes (e ety condey of sk )
om0 st trallic control. Thess codes
can o e wsed llih:kwum
tions: there are standard pred,

Tipe 768 An open frame with a standsrd tank inside for transporting g
gasex i balk. For most liguids. a full mnk will exceed the rated maximen
weight. requinng special handling and redocing the contsiner s HT w07

ple. Awldc variety n!’ i) ions are available; type 328 i

0 1o act as additional corri and storage. Requires ship (o other)
m:mwlm:mgm&\ﬁrdm independent operat
Ride On/Ride Off [RO/RO) -

Ride on/ride off freight s amything that can load itsclf under its own power T1
inclodes individeal ground or grav vehicles. and even passengens! ROVRD o
takes up swice its 1otal volume (including all external pods and turrets) in ca
capacity.

Lighter Aboard Ship (LASH)

Lilhlm are munldpx usually bull class 100 or larger, ased 1o utl’ i
without an orbital pori.

Heavy Cargoes

Heavy or dense loads, up 10 25 stons/dion (100 Thsfef), can be carried in ooy
nury cargo holds at the cost of additional wear and tear on the vessel's stricture
drives. Recaleulate the vesseél’s performance and HT (p. 58) based on the
loaded weight,

Especially heavy or dense Joads (those over 23 sonsidion), occupy | dion
cargo hold per 25 soms regandless of how they are configured. Charges ane
od accondingly. This sccounts for blocking. bracing. shoring and pravitic oo
sators, and avoids over-siressing either the bulkheads or the drives. Note that vehic
hays are cxpresaly & 4 1o with § the stresaes Juced by their oomtents,
parpose-bailt heavy cango carmiers (¢.g., military transports) are also possible.

LoapinG/DiScCHARGE TIME
Cargo loads and discharges at the following rbes:

Type Rate Remarks [dtons/hr)

Breakbulk 30 Lews than | dion'unst or nosstandanfized

ROVRO 120 lncludes 30F% wanstage for vehicles.

Container 150 Omne dton or more/unit, sandardized.

Diry Bulk 36l Loaded by conveyor or pipeline: otherwise treal as
container.

Liquid Bulk 540 Losded by pipeline,
These rates are constrained by freight-handling technigues, the availability of
marshailing ancas and contact area between the freighier and its herth: they doa’
vary much with the sire of the ship. Additional U and handls L
h#mmm:—mmmb'«.imdmu«p.
and those special b docrease rates by W

CarEecs
leu!hlpiwtm&pmdmlhrmhmn,nrmhghuxalu\

eoiles for common emergencies like com-
miplcations failure, general distress and
hijacking.

LASH freigh can launch all carried lighters or boad o fell complement (assum)
ihe loaded replacements ane standing by in under an hour.

STtarPORT OPERATIONS
|1 & L s the lifichb

hands. passengers meet their ships, and deals (legal or otherwise) are

SHIPS AND SHIPPING



- Sarpons
Sming b

chant caugh

ﬂ!.;'sllmn’fr’ Starparts will comer th ¢ of how saarpony are designe Transponders and
i el et Flight Recorders
BysTEM EnTRY rtusd]

Oec of

—
is

T I

! stimation. making
Jumps less than 5%

ol the total. This adds 30 bowrs 0 ihe o




Declaring an
Emergency

sitfety of his ship, passengers, crow
and carge in that ariber], b an emer-
v, nothing in the regulations prevents
fim Trom taking whatever action he deems.
necesary o cary oul that respoasibilig.
He must, however, declure an emergency
1“Mayday,” “S057 or “Signal GK™: see
below) by whatever means are available:
system ndvisory channel, gund chonnel,
Iransponder code, emergency beacon, ete.
Within 24 hours of the resodution of the
emergency, the captain must file a com-
plete report, including copies of suppor-
ing lophook emries, with the Imperial
Shipping Commissioner. Legate or Consul
{vee fmperiel Officials, sidehar, p, 73) at
thee nearest port.

Some caplains have an unforunale
tendency 0 Jet serious sitmations develop
unthl they are out of control. A good nile
of thumb is; when in doubd, declare the
emergency and sort i ot in por.

The Imperial Navigation Act of 113
feyuires uny ship receiving un emergency
transmission 1o chear the chansel wsed 1w
hamidle the emergency, give way to the
vessel in dise andl render whatever
ussdstunce i possible withow endangering
itsell. Well-iralficked systems huve high-
pee rescue crall on S-minute alen w han-
dle these sitmations: frontier or backwater
systems may not. The crew of u vessel
responeding 1o a distress call s entithed
shires of any salvage on i so-cuee, ao-puey
bain = tha ix, they can only collect i
their assistance helps 10 solve the prob-
lem.

Distress Signais

‘There are three distress signals com-
monly wsed within the Imperium and sur-
rounding space, The firss is Stgnl GK,
froam the Vilani etk Kacilariin {“ves-
el in distress” ) This uriginated on Yiand
a0 distress signal in martime and avia-
tion activity. and was one of the slandurd
communications codes of the Fiess
Imperium, When the Second Tmperium
suceceded the First. Signal GK was
retwined, along with the Sedomani My
ifrom the French o ‘afdez, meaning “help
e}, foe wse on voice channels, and e
wode signal - ==} Codexl
adgnals for non-viice use can take mumy
farms: lights, sensor beacons, digital
channels, smoke signals, calored panels,
ate. If possible, a distress call should
include the identity of the vessel, ity loca.
tion sl the noture of the emergency.

A capinin's first responsibility is o the

Comtined on net pge . .

Determining Masked Jump Points

Before jumping into a system, the GM should roll to determine whethe
main world jump point is free; otherwise, the characters will have 1o jump i
unmasked breakoot point and ruvel in. Use the following tible 1o delermine o
ing and travel time;

Jump-Point Masking Table [Main Sequence Stars)

Spectral Diameter 1000 Free Time to Jump Point [M;

Class  [SolarDiam.] [AU] [Roll 3d) MAD56 MG
05 18.00 16.84 i 2w 1d
BO 740 6.92 auto 9d 6.3d
BS 380 1.56 auto fdd 454d
Al 15 234 17 5.2d 374
A5 1.70 1.59 16 43d 3d
Fo 1.30 1.22 15 38d 274d
F5 1.20 74 S 14 i6d 16d
G 1.05 0,98 12 3ad 244d
G5 0.93 0.87 no 3.2d 224
KO 0.85 (.80 no 3d 21d
K5 0,74 0.69 e 28d 2d
My 0.63 0.59 no 26d 44 h
M5 0.32 0130 no 45h 32h
Ma .13 0.12 no 9h 20h
Unknown i nia 1 26d Hh

* In weeks (w), days (d) or hours (h).

Free is the chance (on 3d) that any point on the main world 100D limit will
unmasked by the jump limit of the stellar primary, based on its spectral class (seo
S98-105). 1f spectrul cluss is unknown (or the GM doesn’t want (o keep truck of
use the “Unknown” value. “Auto™ means the main world jump point is automaf
free; “no” means the jump point will always be musked (oo close 1o the pri
Roll separately for origin and destination, and add +1 w the target number fo
main world that is the satellite of 2 gas giunt.

The travel times on the table are the sraximm values for cach type of st
find the setual time required, the GM can simply multiply the maximum tme
0.7; this method should also be used when spectral class is unknown, Aliernati
the following more detailed method can be used.

First, determine whether the main world is sometimes free (spectral cluss
and higher) or always masked (G5 and lower). For planets that are sometimes
roll on the following table and multiply travel time by the listed fuctor. The wdjus
trivel time will not be less than the time 1o reach a free jumpbreskout point (s
Free Jump Poini, p. 611

Travel Time Factor Table |

Rall (1d]: 1 2 3 4 S|
Factor: 0.2 0.4 0.6 0.8 04

For planets that are always masked, il 1d. On a 1-3, the jumpihreakout pog
on the near side of the system and the actual ravel time depends on the spe
class of the primary s
Travel Time Factor Table II

Spectral Class: G5 KO K5 MO M5

Factor: (L2 0.5 08 0.8 (%3

04

On a 4-6, the jump/breakout point is on the far side of the system. Roll
Travel Time Factor Table | amd compare the factor generated with that from Traw
Tirre Foetor Talde 11 the result will be the higher of the two,

SHIPS AND SHIPPING



fan about jump-point mas
on mavigational dutabases as far in advance as ©
ton changes m(h time. however. Specific travel times are good for
week. Ships retrac i 3

Been on planet longer than 2 week. Between a woek and @ month., rerol

travel time {if reguired i loager than a month requines a new roll for jump-

for known systems s readily available
e characters require

e should use their previous resull

Jump Point

B e min workd jumpbreakont point s free, trave] tme dopends on the main
dhmmcter (or that of the gos ziam it orbits, i 2 saellise). Use the following

.hmp Point Table
Time to Jump Point (hours)
At 0.5G6 At 1G AL 2G

09 07

27 19

ig 2.7

46 13 systen malfunction

24 38 Guard Channels

60 42 All shipbonnd brosdeas communica
6.6 4h tios exquibpment comes with a set of spe-
Tl 50 wlal clhsnnehs, wwilly activated b 1
16 54 Batiears o ..m.l i the muin

1.0 57

35 )

147 10.4 it trifT, and
9.0 134 tors within
40 170

CILITIES AND REQUIREMENTS

When 2 starchip cnlers 3 new sysiem. there are a vaniety of taks that mest
inbexd before it can safichy and legally band a1 the sarport. The captan
e with local suthorities. state has mientions (and porbaps regeess permis.
W carry them out), snd make smangements 10 land or dock. Every siarpont =
T

under Imperial guidance. however. corain important aspects of star
aad provedures huve been standasdined




TRAFFIC CONTR

Traffic Control
Procedures

T

b i i
NOT TO SCALE
and
=
Class
Class | *
Class 11 . ( % 1 c W rpot fom )
- : Class 110: Air Extends from the planct’s surface to 110
Class IV
plan
Class V:
.
L
Traffic Control Agencies and Requirement: |

Class 0 Niwie. No requir




Smrmuv Towes/Starport Grownd Cantiol. Provides positive control® of all
| movements within the Starport Control Zone, Starport Ground controls
it frem after landing 1o just prior o takeolt; Sturport Tower controls all other
gements, including takeoft.

I Approach Control/Deparne Control. Provides procedural control*® af
i passing through u planct’s airspace. Also provides weather advisories and
jon along flight path.

s Orbital Control, Provides procedural comml** of craft moving to or from
iliameter jump limit.

: (rbital Control. Provides positive control* of all ¢rafi in orbit around plan-
This is the same agency s Class TV, but their requirements ire more strin-

in the Orbital Zone.

witive conteol i5 i method of traffic control and separation that relies on pos-
tification, tracking and direction of all cralt within a teaffic control zone.
cted by an agency that has authority and responsibility there.

Provedural control is o methad of traflic control and separation that relies on
dhering 1o puhlished procedures within s zone, using sdvisories and informa-
ovided by an ageney that has responsibility there.

istrative Requirements

diminisieative requirements are the paperwork and “red tape” requined o enter
em, clear freight for import and export, and exit the system again.
gent with planetury Control Rating
i an Imperial port with no business

musi meel the CR 3 critena.

R 0): None!

CR 12 Bill of health: comact traffic control with intentions,

22 Flight plan; customs declaration.

® 3 Landing und dcpanurc clearances: flight plin approval; ponside
1 spok inspections,

3 II!hpc\.unn\ of cargo and passengerferew mani-
phivsical spit checks,

RS Flow control: flight plans requine approved arrive
depariure hlock times: full physical inspections ol passengers,
crew and cargo,

CR 6 Pont guide; comparison of loghook wnd Tight recorder; exit visa,

eLcomE! - ENTRY PROCEDURES
There is a & cant difference between imterstellar travel that oceurs entinely
i the Tmperium {or any other star-spanning political state) and travel that cross-
the boundaries hetween interstellur states. In the first instance, sturships will
ok system and arrive at another, all under Imperial law and supervision, This
refierred 1o as wrviving from or depuerting (L) outsvstem (interplanetary voyages ane
called fsvstent travel ), Paperwork and requirements are locally derived, amd are
jgned to profect the commercial and security interests of the system visited,
Travel to or from a port outside the Tmperium is another matter. Called arriving
i ar depurting (o) fereign. such travel is subject i Imperial interest and seruting.
T and trade restrictions apply: passenger and crew ities will be full

est, and any discrepancies will result in an interview with
pence. Ciplains are 4 ed 1o pay a personal visit o the Imperial
1o ensure that there ure no hidden requirements or stumbling blocks.
perium apply similer procedures for their own protection. In
ulii-system states {such s the Sword Worlds or the Darrian Confederation), oaly
first port of call in the state (called the porr of eatey) results in the incre
in the same state follow procedures for arriving

S

irling outsyslen,
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Traffic Control
Procedures
[Continued]
*Reging Deparure Control, this is 5.5,

Freennmr, climbing through $.000 feet,
b outsystem for Jenghe,”

“Freeman, Regina Departure has you
i radar contact, Cominue standond depor-
ture profile; remuin this channel uniil
passing 100, po need 1o comact Orbial
Current weather advisory is for a storm
front with moderite, oceasionnl sever:
turbubence amd tops greater than 45,000
feel, S0 miles south of your current
wou

“Reginu Departure, Freemon has the
storm fromt in sight; passing through
SOLCHND Fieet. s Fctor,

“Regina Departure, this is
Frewmm, passing the 1000 limi, j jllllrplnl,
otsystem fo Jenghe a this time. o csti-
madeed tame of returmn.”
warns, 1 show you depurting
gina System at [6:05:15-113-1120
sk (NN, Come huck

Re
Jump approved;

ture, this is 5.5,
wll zerves; will do,

thanks and o




such contracts, the ship msd be able m
dedicate five dions of carge capacity o
postal duty on 3 Tull-time bass. the ship
must be armed, sned ot least one gunncr
st be port of the crew o ol times. The
captain is paid CrIS. 000 for cach wip
made regandlews of the amount of mal
camicd on that irip. The acteal wanage
will mt encerd 2 dotal of five doms per
wip Ml i becsk ik carpo for hamliims
parpuoracs ip. 35 Shups carrying mad way
ot dincharpe of huad et caps o pas-
scmpers wotl ol sl hos heen sermed ey
e e approprats sstheriecs and aoea-
o o

Othet troagisers sy be askad b carmy
il om 3 per-anp banis o they ste fmod
o muml s decrahod ghorve Mad o avad-
ablle om 3 ol of 12 o bews o S I thone
is mail. innape will never evceed oac
dsom, for which the planctary povommon
will puy wmnmtw
o the armowen of mmadl). No madl meam a0
ey bt e mail ket may then e ged

Starship crew membon may, o8 oocs-
siom, be approached by individuals 1o
debrver private mesaages of small pack
apes. Privase madl b usaally imtonded for
delivery i o specilic poont of person, B is

20

and a letier u
Trom the sendet i the imended recipsent
This cin be i usefnl wiy o make con-
s,

Mail Safes .
Sometiimes, e b e Hnanesil nsin
et avitable i can fake ihe plave of
pl.;.umully nioving vash iround, Truly
large anwants of cash travel by special
@ et or hewvily escorted freighier
Smuller amiinis of cash - the amounis
thag tracders might deul in - ane innspored
threangh the Bperial Mail in mail safes
Mail safies ure estremely secine portible
safes, with PL 4, DR T00 walls amd a0
electomic ek (<15 w Lockpicking kil
Fuarthermmne. e bey will open o il safe
unti] theew days afler ihe dute when it is
schuehalend we @rive at Ma destimation
Forcing open the wie resalls in otk

INSPECTIONS
Maost entry inspections are conducted by an official panty that meets the
its berth. The degree of bureaucratic inguisition depends on the CR of the wor
Administrative Requirenents, p. 631
Paranoid or exacting local governments may insist on an in-person se
muWMnnmhﬂqunkmmmm
outside the main starpont’s Imperial extrality zone (p. GT6E)L

may also board seagoing ships or sircrafl amiving at the pon if it is imp
halt them ar the extrality fine (sce XT Line. sidebar. p. 66). Boarding pan
conduct several types of scarch, depending on their composition.

microhes (hacieria and vineses), Th:n-mwﬂl&m-hh
reponts of iiness among the ship™s crew and passengers. or af of s
ponts of call, and in any ln;ﬂrmnm-alplﬁl-w-ﬂ)-huh =
tine decontaminstion of the 1

Hhmd’wnmkmﬂﬂadﬂnhﬂﬁu
called a free fivhum, from the Vilani word for “health™) If not. he may place
under quaranting, which provents ot from Landing. or discharzing pass

hul(whmﬂhﬁuluhd-lﬁmlheﬂpmdnﬂmwpmhg
12t hetween the crew and the local populace is kept to a minimum. The crow i1
ally prohibited liberty is such cases, but the captain or fird mate may go

the need for restrictions af this type.

Customs Inspection
The captain must provide a custosny declamtion, outlining all dutisble good
board (whether intended or import or not, before armiving at pon; this will f
basis Tor the customs inspection, Otherwise, he must declare the entine ship “u
seal” (see below ).
Customs inspectors gre searching for potentiol violatons of planetary
L o srruggling) wnd for other types of contruband - purtical
weapons — whether intended for import o not, Customs inspection partics must
necess 10 every space on the ship, public or private, thut is not under scal (§
belowi; they are often referred o as “the Forty Thieves™ by crew members, The ca
it must ensure that the passengers and crew do not conceal contraband g
he himsclf will be issued any fines, Once the chiel inspector is satisfied. he W
issue a custowms clearumoe, which permits the cargo o enter the pl.nntl 5 juris
Rextricred awd Prokibited lems: Whether or pot an item is prohibi
restricted from impont 1o a particular planct is & function of the item’s Legality Cll
(LC) and the planet’s Control Ruting (CR). Most goods are LC 6. unless they
haardows i misised (LC $) or ane intended as weapons (LC varies: see pp. GTIH
115} Goods with an LC equal to or greater than the CR are usually permined &
talthough cestomn duties may apply: see below ).
For items with an LC lexs than the CR. the GM is free 1o specify whether
are resaricted or prohibited based on 2. weapons for 2 planet ey
m-:mgaa\llmwmll 2+LCCR. Om an § or more, the isem s restricied &
an impon pormit i reguinad: moll versas A LR w0 obtzin onc. On 27§
kess, the item s prohibised from mpon i
The GM should muke 3 aote of impont restnctions that are likely 0 come’
azain Costoms regulatsons aren’t really random. aad woa't change muoch over
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s Duties: Most planets charge an import duty of one 10 6% of the value
goods as the principle means of generating revenue Tor the pont. Smaller
4 charpe proportionally more doe to fived costs. Day-to-day cxpenses are
port tarifls (. 661 customs duties £0 10 pay bonds. upgrade or repair fac
muke ather real improvements. Customs. duties of up o 105 will not sig-
affect wrade. Higher duties may be imposed on specific goods ( panicularly
sapplics) or on goods from specific plancts 10 encourage bocal industry or 2
of economic warfarc

s Sead. Captains can avoid taxing or confis-
e carmed on boand and not istended for sse
it in the systcm by sebmitiing them 1o customs
M resnicied sems are imvemoned and ocked in
locker or an unwsed cabin or hold. The cus-
wpecton then applics a scal. which i uniguely
filied on the customs documents. Seals vary in
stication with the TL amd CR of the planct. from
wax scals to stickers 10 electromically active
psofiliment tape

Captains of wransicnt ships with no business beyomd
Imperial extrality sone (or beyond refueling. in non-
ems ), may elect w declare their entire
andd avoid local customs aliogether
[l crew, passenger and cargo manifests must be sub-
ary customs and immigration author-
which issues them 10 ity extrality-Tine personnel. The
n and fiest male are permitted 0 go on plane
pncduct ship's business, but if any other person of ilem
g the monifests attempts o leave the starport {or the
Bin iiself, i no extralily rone exisis), the “scal” is “bo
and full customs procedures apply.

Inspection

All plancts have controls to prevent undesirsbles - ciminals, troublemakers.
bying-game designens — from free entry onto their wirkds. The precise mes-
i fe.g. chocks ot the evtrality Tine) will depend on planetary CR. As well. over:
warlds or those that arc lnghly desirable locations will restrict the sumber
Emmigranes they allow 10 setile. In cither case. 3 boarding party may @ on
pe for all pavcnpers and crew before they are sllowed o debark

The immigration officer will want a3 copy of the orew and panscnzer manifests.
will compare cach mame on the i 10 the person and bis demtificasion. Even
e that do pot mandate in-person Inspections may reguine filing mamifeds with
e costoms office in port. I there are any problicms, the captain will have 1o ensure
thene denied entry remain on board for the duration of the port call. An immi-
officer will also board 10 take charge of any sowaways found on board dur-
the voyage (those who servived the trip. that i)
Copies of the manifests will be available 1o extral
y and perhaps local police outside the fence

Port Guide

For the trie connoisseur of red tape, the local planctary government can reguine
“aport guide vn ull ships entering or feaving their system. Unlike seaport harbor
ilogs, port guides do not tike physical control of o navigate the starship — after all,
aren’t wiy hidden shoals o mn aground on, Ruther, the port guide is present as
awimess, 10 supervise amd ensure the captain’s complisnce with pon procedures and
‘pezulations (and 10 count up the fines for the ones he misses), This 1s routinely
Segar-couted with the excuse that the por guide “provides valuable local knowledge
“mnd expericnce with port protocols” bat in fact a competent pilot can fly any pub
lished approach without undue difficulty.

line personnel. starpon

SHIPS AND SHIPPING

tarchips cannat incresse their profits
by tramshipping cargocs, the wait
ing occasioned by the 109 uncer-
tainty in jump transi Gimcs sty up any
time (and opersting cous) savel Ligmen
cam. herwever. CondRC thei? operations
mdependently of the frestacr gself Foe
> inbwgnd from o cuthomad 1o

e sy e
fervphmers. Whes fuurh ,—,1- o
are manked. the wal soquett of

cmmgh
crews through jume

arrives st the jump point [2 hours
prior o the expected wmival time of

twoethirds of all jomp exits are
within 12 hours of zero-hour, this
means (it most of the time, they
Wil havee less than ome day 10 wail
About 176 of the time. the ship
wrrives earlier; another 176 of the
thine, the ship arrives laer (though

never swore tham 5 hours Luser. fof &
noatmal juaemg |

2 (e the freiphter amives. te
legphser crews. buard their ships, cad
off and drive for the mam workd =
manimum scccleration, Freighter
crvs memhery praned lihery e hack
the port with the bumboat, or take the
raft for 2 libery boat
VAL the same time, figh
ot ey s cubers ¢
depunt the starport heado
P e st

4 The ‘—nrm e o e
o the owsheomnd
with them

b, bust refiachimg may ke several houns
more

3. The crew. having compieted is kib-
arty (212 howns, mz om distance
and relative accclerations). reboards the
wimvbeat ansd dirives oul to rendervoms u
the jump point. Seme crew may have
exchanged places with other crew waiting
phinet: this is wsaally the only way o
ke pne poat liberty

B, Al the jump point, the bumboat
drops off the liberty purty and picks up the
lighter crews, then retums o the sturport
s the freighler jumps outsysiem once
e,

This complicated hallet suves, on aver-
e, one coenplene leg into the main world
A(ubowt 24 hours), which results in sbout
four addbitional pemps per year.




Leaving the Port -
The XT Line

extraiiny some and the rest of e bost

planct i+ called the euralfiy or XT
fime XT Gies s weasally desizncnd wo sap-
pont local customs s by prevesting
smmgghmg On pansculariy repressine
workb the 3 walie oo e b moy
ol by mstemdod ke borp the antuahaasrs
i - 3 Sihcontery Borlin Wall

The XT hiae can be dvided mto rwe
scctioms. The acinal svorss pevars arc
whew traflic § prowsd o o b com meve
from ome shc 4 e ofher. Adr, waner and
spacr traffic will pratally be met by cos-
worms. officiads wheve o Lemds bus secarity
artanpenents smd e level of wonming will
e samila

The sest of the XT line is called the
frwee, whatever is physical amangement
Physical security mewsares will he similar
Bo, hul less sireniois thai, those al the
oo points, Semsors will concentrate on
aren coverage to deiect and |
breach. At iniibmum, tere E
i dtial femee or oiber physical burrier,
even on pilanets with CR 0, w prevent the
Tecaly from wimsderiag omto the starpor by
dent. Physical security and strength
ingncase with both the TL and CR of
the hust planet. Marrier height will be at
Teast 10 Feet divided by local gravity in
e plunets with exlemave ir iaffic will
rely more on sensaors and anti-aircrafi
wgapus b cnlore Xl rearnictmoes.

T.‘ border between the Imperial

Contimard v mewt page

THe Price oF Doing BusiNESS
- PorT TARIFFS

Berthing fees. handling costs, facilithes use charges and other starpon fees =g
Tectively called rrify — are 2 common practice. and must be paid as they oco |
tariffs below replace the absiract weekly berthing cost on p. GT15% (which o
used for simplicity. if the GM prefers). These foes work out the same on aves
a carcful captain can shave over 50% off the lotal ssing separate fees. Unlews
wing specified. “dions™ means “dions of frright™ below.

Berthing for: Inchades power. hife-suppon and data hook-sps 2t the berth. aa
o facilities for mantenonce and ofien counesy tramsportation 1o the man <
termunal. Once pasd. berthing fees cover unbmited armivals and deparores for
entire duration. althowsh crowded pors frown on berths. Qandimne cmpty for oo
Cr20 x kil chass for phe first sy dava. Cr2 » hall clatxs per dav thereafier

Customs Duties; These zren’t pon taniffs, ea appear here for cos
They typically amount 10 | 10 5% of the fmr market valoe of freigh seep. 19

Fuel: Cr3SWdwm (ar the berth or in planetary ovfuitl, Crd3iVdion (o
1000 limis, delivered) ar Cr730Mdoom (ot ster’s [ limis, delivered)

Handling fees- These include labor and equipment remal. They can be ignos
by seli-sustaining vessels (those with their own (reight-handling equipmen and pes
sonnell. ROVRO freight does not incur a handling fee, but wharf fees still apply
Cr2i¥dnm (genensl cargo), Crdfdion (containers) or Criddion (bulk by py
Mininmon fee is CrS00. Add S0% for 4 e (see p, 381,

Lighterage fee: Freight handling fees are separate, and may be requined ai b
ends. Crlibdion {surface to orbit), CelSadion (1o planer’s TO0E fimitk o Crdibdog
{ter stenr's JOKND dimeie ), b

Port gwide fee: To add 1o the insult, starports that reguine pon guides also nes
tinely requine the starship captain to pay for the “service” of having him g
Crion

Shurtle ticker: One way, for one person and up 0 200 Ibs. of baggage: evee
baggage is carried u lighternze rates. CrS@fperson.

Speviul handling: Special handling is required for any freight which cont
harardous material or which is fragile. very valuable, five or perishable. Rates
be higher (perhaps much higher) for extremely dangerous or valuable
Discharging. sorage and loading of cargo may be icted o cont
arcas of the por., of even 1o completely separate facilitics. Handling rate is -5 (seep
351 +3507% tosal fees.

Strpoes fee: This covers the expense of adminisiration, mae
temance and operation of the port, o well a5 search and rescae o

stonng freight =t the berth. Include warchousing and ares on
berth itsell. Paid by the owner of the freight. according 1o the)
terms of shipping (see p. 54). Ce2idton for up to 30 day
Cr2idim per day thereafter.

Fines
Fines are the personal responsibility of the ship’s caplain
unless the fine is the direct resull of misconduct by a crew mens
ber, Even then, the captain pays the fine and collects it from i
erew member kater (perhaps by reducing his pay ).
Failure or refusal o vacare berth when ordereds
Cr | 000V hor.
Vidasion of port or haperiol regwlations: CrS00 per incident.




DE THE GATE

SupPPORT OPERATIONS

of businesses exist 1o suppon the shipping industry. At the high end,
punics have offices right in the starpont terminal; cheaper versions of the
ces are bocated outside the starport gate. In very small starports, there may
more than a bulletin board (literal or virsal, according w0 TL) where stur-
nd those desiring or providing services post messages 1o one another: these
pards continue 10 cxist in some form in even the kargest of ports.

s Agents/Brokers

er s someone who facilitates transfers of cargo from one owner o anoth-

5 huh&pﬂﬂnptﬂlﬂ,chngi-g-feef«hhunmwuu

of a shipping fine. Brokers working for 2 shipping line are organized into

pany s sabs depantment (soc p. 800 A character with the appeopriate skills,
s, cic. may 1 as his own broker or as 3 broker for others once be s

g o do o (see p. 850, See Chapter 2 for more details.

mmger apents maich poople desining passage off-planet with ships willmg w0
Most intenacllar travel takes place on karse. scheduled passenger lincrs.
scheduled stops on 2 planct will have 3t least one agemt there: if port calls
agent may handle scveral fines. Passenger agents are also
placing passengens aboard small, unscheduled (ramp) vessels.

the case of umall ships. the p zer agent will introduce the § s i
Lasger lincrs will detail 3 purser or 3 steward 1o rom a check-m desk in
The final decision o accept or reject any passeager. of coune. fests
ship’s captain.

plancts with rep P the operations of 7 per agenls may
et to severe restrictions and scrutiny, or may be illezal ahogether. In these
government immigration office carcfully regulates which of its citizens are
10 leave the planet, and may purchase all tickets itsell for later distribution.
1 tuking on passengers on such worlds may know nothing about their changes
arrive al the ramp,

Chandlers and Outfitters
arship life-support systems are extremely efficient and self-contained, bat for
of life aboard ship, nothing beats (resh provisions — fruit, vegetables, meat,
Ship's chundlers and outfiters exist w meet this need and 1o supply
s parts. spires, Aliees and other equipment required 1o keep o sarship
g smonthly. Crews will obtain the majority of their starship-oricnted supplies
pets from these merchants, und the typical ship’s locker is filled with their
Some chandlers provide or speciulize in services: there is almost always @
or wirfralt from o cleaner-and-laundry nearby when o large ship docks.

ATURE PROCEDURES

requirements the captain must meet before departing a given planet are sim-
those imposed on arriving: they depend on planetary CR and whether the ship
ting forcign o merely outsystem. The captain loods cango and passeagers.
sioms, stamp the manifests, setiles all open accounts. obtains a chearance ©
from customs. files a depanure flight plan for requests a departure block
and retrieves his ship™s negistry from the Imperial Legate (p. 40, if reguired.
the ship can clear customs outhound. a cestoms. rep must
feand and check the integrity of any scals. M immisration checks were required on
% a comosponding check will be requinad just priee o closing the haiches for
W0 emsare that all peraonnc] required hove made 0 shoond.

e again. the GM must check 1o see if the counse 10 the newt destination i
by the 100-diameter limit of the system’s siellar primary. Then the ship
ot o another sysem, and the cycle starts all over azaim.

SHIPS AND SHIPPING

the Port -
The XT Line
[Continued]

CR Physcal Security Messires:
XT Fence Acress Pores
Seagle fence Open gt

1 Sesgle fonce. G wikh

b

! Clearnd
ey pome Granids.

5 Asti-mrwion  Rasdom IV
s masiess checks.

4 Dosblc fosce: e
. e cherd

5 Nowicthel b Rasdom
ks, scach.

4 Lethal waps 10 phryvscal
deadly Towce scanch,

Higher level mesares may he added
during tmes of heightened alert

04

»

“an
I

MK, | eyehall;
enagmealed

hearing
Searchlight,

Raslar,

metul detector,
microphone.
LLTY,
ermugraph,

a1

20
1%
Tad counter.

THOM AL

Xeray. peophune,

PESA, AESA,
chemuniffer.
Rindscanner.
Deasitometer.
iosniffer
Meural activity
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24ia0
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Routine Vehicle
Operation (RVO)
Programs

aily eritheal Iallun on the
sevond mll fesubis in

SHip's BusiNEsSs

Running a siarship, even a small free irader. s a complex and de:
There are a host of and practical requirements surrounding every spectd
to-day operations — rupn work. personnel. accounts, maintenance — colied

b,

ATy b5 @ serious mutler, requiring sn inguiry from {8
ative at |h.- nexl starpot o substuntinte the loss before the reg
can be ressued. Conducting ship's business without a registry is as difficult as g
ting along without proper 1D s for o person; o e ship will huve o hard tms)
getting any legitimate business or service, Forging o registry (cither a replacemen -:
an altermite | s covered in Chupler b,

DLJ“I'FI"I'TING THE SHIP

o milhons reidits, y

owners will begr

it in top Here ane a few




Equipment

equipment includes every item that isa’t part of the ship's basic
-handling equipment is an investment — a ship that is self-sustaining
can make a profit where others can’t. Environmental gear for the ship's
survival gear for the crew and passengers (especially sufficient rescue
ery compartment ) can mean the differcnce between life and death. Finally,
smb pistols enough o equip the crew will let them repel boarders and

s bocker™ is a catch-all term for the miscellancous stores and supplies 3
fistains o support its operations and crew. On small ships. it may be 2 physi-
ke ﬂh‘pﬂmunamahﬂﬁmﬂa\w\h:mm

eatal and survival pesr. personal comvemionos items and consum-
b *m‘ (the slop ciwirl. and medical supplies. Most equipment is ioscd
e bt renains the property of the shap's locker

chest items (junk food. mild recreational dregs and alcobol. wiletries.
maencnt and cducational chupn. even emifiems and T-sharts) are purchased

"nu-pulhc pavsengers may have acoess b0 the slop chest through the
-lmh-nnln basis. Large liners ron scpamic concessions for the conve-

pants cost 0.1% of the ship's original purchase price per year: their vol-
b included in that of the engincering space, This s in addition 10 parts required
maimietance (p, 76),
ps” life-suppon sysiems can prodoce edible food from algac and mycopno-
this isn't very tempting: a bland-tasting. dry, Maky paste o cake. often gray
Flavor additives (100 single-meal packs weigh five pounds and cost Crsoy
more palatable. Fausflesh vats produce real animal protcin via applicd
agy, but ships with fewer than S0 staterooms may have moom (o grow only
ity (“Beel agoin’ 1'd Kill for lamb!™),
esh provisions are the allemitive of choice, and & necessity on any ship thi
1o affer high pussage. Preserved provisions are 2 Ths., 004 ¢f und Crb per
y. Fresh (“real”) Tood runges from two 1o four times that price und up
al the Bigh end, the quality of the product depends more on the Cooking
the chel), und has twice the welght and volume. Both are camied o cargo:
lays of presceryed jons or 6,250 mun-days of [resh provisions per
i, Fresh provisions are also perishable,

'+ serimp on programs! Remember that bridges are equipped with theee
ers (p. GT161). A complete package for a free trader costs kCel29 at TLIO,
sty of Datalink (run one copy per communicator), Targeting +3 (run one
g per turret and a thind for the missile fire director on the bridge), Damage
ol with ship’s specifications in a database, Routine Vehicle Operation
ting-12. Cr2.000, Complexity 2: see p. 68). Astrogation (Jump-1) and Library
Add 8 Limited (Cr2,000, Complexity 43 or Full (Cr5.000. Complexity 5)
Simulation 1o make the ship more wser-friendly, if desired

b Ships come with clocromic hocks, bt comsader mstailing afier-market intrader
rs (mchading cameran, Motion scrs and wespons) and 3 high-secun-
e sysaem (Cr3000, ¢ffective skill 200 If the ship is equipped with internal

n a0 Anti-Hijack program (Criminodogy-14. Cri0uon, Complexity 3) can
Captaim b suspicious patierms of activity.

SHIPS AND SHIPPING

3 starships.
Refer 1o pp. GTI07-117 for other el
avant cqipment

Pocket Pack [TLS]

A cullection of five ilems that most
crewmen find invalushle: it s standard
e om wicll-rem ships. B inclodes 3 pes-
Tight rems om am AA cell for 24 hours:
Crd, 116 i 3 Swiss army knile tscnew-
drvver. somsors. wmall knife. file. raeeren,
It speser amd toothpick: Crld. L%
Wi 2 poll of vacwsm-prosd sticky tape
(150 yale. w0 2 b O 106 B b 2 k-
g pem renaes o metl or i = o
peratenys from -1 5FF so 80°F. im pens
graviny and i vaceme: Crd. 116 b b and
3 camdy bar (in 3 vacs-rool wEpper.
icmpersture Tesbant 2 © the marking
pen. tastes hike chogalate covered ww
st Crl. 18 B Comt 18 Ce0 fsvees Ol
it the comd o the wemm howghl wparat-
Ty wenght, with wrapping = -

5r5/8 Surwaal Rifle (TLE]

The S48 b 2 umpie lever-actm nifle
made cnewrty from Lightweight alkos and
plastics. B becaks down casily imbo thice
basks components (harscl. action. sck t
he hareel and action can he soned in the
hollow plastic sock. The rifle uses an
imernal 1 2-round magarine, which may
e tepped wp with individual rounds ot
iy time, B lires 3 Swm caseless round
Uidentical to that wsed by the Smm body
pristel, . TEIG Ding. 24, Ace &, 85 11,
VDD 14, Max 1,700, W 1.1 Ths.. Rol 3-,
Shin . 5T K. Rel <1, Cost Cr71, SO0
yominels of ammunition weigh b Th, and
eowt

Wirist Computer (TLS)

This generil-purpose computer is the
alee and shape of a large wristwatch.
Conplesity bs 2 1t has oo disply. only &
werbul imerface (although it still iells
temeh, sl can be linked w0 2 communics-
or or directly bo a larger computer 1o
downlond dusa (making it very handy for
sphest, CrMEh L% Th,

Survival Watch [TLS]

Ingowpewntes 3 desdicated wrist comput-
er (Complexity ) with 3 0.1-gig databuse
of survival lore, a chrosometer. a rad
COUNIET, & Mmagnctic compass. 3 boming
bescon (p. UTT40) and an imertial com-
e p UT2ZL I i vesce-activatnd amd
desplays ion om 3wy, hegh-res
wrven. Russ for coe year on an A cefl.
Crdan, vl

Comsimuesd vm mext pge .

A




0Odds and Ends
[Continued]

Survival Kit (TL10)

lmperial regulatsons reguire commer-
«chal shigs o carry one sarvival il per pas-
w-mwum
Lamdemgs: ths cropatcmnent  retancly de-
regarded (and thes ofien 3 welul cuwwer
for other scarches), A typical kit might
cumsiad of 8 M = 167 % 67 carying cise
10T, 7.8 The. ) comtaining:

= A menk with buslt-in resporanor
i -air sk amed filier (p. G112
Cr2S0 2w

= Asmespincn: wster ip. GT1120
Crion, % b,

= Autegrapne] {p, UTB3E Crion, 1.5
s,

= Belt flashiight {p. S461 Crli, ¥ b
« iphane rope. 00 yobs_ {xspports 2 000

Emﬂ:aq modhit (. STy Cr3L

. Fllmlun caneen (p. S430 CrH,

= Found comoemrates l- £
i S5 Crm, 9 e

= Inflstable rafi (1 person o 240 s 1.
Crion, |

= Reflectorzed tarpusting Crd, 1

= Shilier suil {combination therme sult
arsl deser envirmment siit, but
without water-recycling capabiline. p.
Sani; Crlii, S s

= Sarvival knile ip. $45c Criim, e
[ 8

= Sarvival nifle sd SO0 mounds (e
aborvek Cr7d. 16 The
* Survivil waich (see ahove): Cra0n, 14

Ih,
* Tovwel (p. SA8E CriiL | I
= Uitiliey belt ip. S455 Cr25. 4 B
L e — .

“A working paisage is md guite the
wame ar being shanghaied, It on some
shipes it con et the mext best thing, "

— Jarsie Longizan,
Free Trader: Twenty Fours Tramping

Not all merchant ships nood 10 be armad: in the core seciors of the
armed turrets are nol only a waste of valuable space, but will attract u

tion as well. Ships operating on the fringes and those contrcled 10 curry
need some form of armament. however.

M}m-mhmhnﬁ:mm:mlj nffcnuu .
Since small ships rarely use all five bridge crew stations in combat, anc
nigue is o hand off missiles o the remaining crew station(s) after they
using the bridge’s lasercom for guidance and allowing the gunners to o
anti-missike and anti-ship fire.

There is 8o magic formula for how masy missiles and sandcasers 1
pencral the ship with the mog ammo wins. so bay 2 mamy 28 possshic.

Cash

Don't forget 1o maintain a cash reserve, Ideally, this should be enough for

are (

2 and shpr i short-handed is possible, oy
thm:nm.unﬁmqaﬁtidmamllmh-' r
thon o have the ship™s ded. The p dere for advertise
‘w«wnﬁlnm:\amslulﬁ

Officer Requirements .

Every ship requires a captain, who carries 3 master’s license (p. 84). On
smaller than bull class 200, he may be the oniy crew member if he is qua
carry out all of the functions below o bas the appropriste sutomated support.
ship is required 10 have an approved Rowtine Viehicle Operation (RVO) pr
(Fikating-121 10 perform watch-standing functions while the captain deepa. See
Tar. p. 68

Commercial ships of hull class 200 or more require o minimum of ths
licensed mates or masiers (including the captain) o stand watches on the bridgg
They also reyuire a minimum of one ficensed engineer (and two assistanes, for by
class 1000 or morz). Most shipping fines require the first officer 1o have a m
Boemse, a5 2 hacknp w0 the captsin. Engincers may abo be wsed 10 stand w
they arc qualificd mates. An RVO program may substitute for one mate on a icm
rary hasis (usually by having the remaining two stand heel-to-loe watches, with il
RVO program as backup), but the shorage should be made up s soon as possible,

All ships carrying cargo for pay require u centified cargomaster; on small shipy
e may double 25 one of the other officers. Harardous or other special cargo
2 muwe advanced cemification for saficry.

Traditionally. the fira officer s also chicf pilst and in overall charge of
operations. the scoond officer is navigator, the thind officer is second pilot and
fourth officer (il any) is in rsining for all of the above. On a free trader, posi
are more fexible and everyone cross-trains for more than one duty, A 1y,

¥ s shown under Mervchanr Rank (p. 811, but that is by no means the o
possibility
Other Crew Members
Al ships of hull class 20 or more requine a cenified medical 1echnician. 2
operator (with E bes Operation (Comm)) and a sensor op

SHIPS AND SHIPPINEG



Damage to Cargo

i Electronics Operation {Sensors)). These positions sy be filled on a pant-t
e y na
e by officors. Un larpe ships. there may be onc specialist per wotch, of 2 single
bigecialist miay be awakened whenever pquired.
Oihier crew members are gencrally clasafied as “des Lhands,” “drive hands™ o
L F
Siewards ™ Stewards aften double i gunners on armed merchantmen

Crew Sslaries

Crew members must be paid monthly, usaally at the first port of eall each
imomih. Non-pliyer characters must b paid aceording o the Job Table an p. GT106.
Player charuclers may bargain for hetter pay rates of elect (o accept warse, il may
i their fortunes o the pwiners’ iceepling shures in the proceeds ol the ship's
elivities in liew of part or all of thel Salaries {and shares) should be noed
el b et crew man s name on the crew manifest.

Whorking Passage

A captain with 4 crew shorage may hire un individual to fill o i position in
et fior passage rather than money, Working passage may not continue [ur more
fhan theee jumps or the erewman is considersad o have been hired for standund sulary
= metmactive 1o the date he joined the ship. These working
the ship’s articles (below ), instead. an eniry is made in the ship's k
ng the circumistances and terms of the contract. In onler to
e, the crowmman must have some expertise in the position for whic h e s hired
Bioush he sovil peot be fully cenificd). Baggase totaling 2000 b, or | dion i
he individual nothing

| by the eme
wiblt of effor

saliar

e situation -
. In the ¢

ved or
plain decided 10 evaco

ur passage do ol sign

ip. 721 detail

n on for working pas

he reccives passage, oo

pesaIge Cints

f s salary

SHip's ARTICLES

A ship’s artiches ane s “coast
e wspomhiitios of the dhip s <
My which Leeps the same crew

walid for the ow

a contract that spells out. in hroad terms.
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B
i
z
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Hey, Why is Murphy
on the Cargo
Manifest?

are three cases where soplonts
) manifest;

ve-berh pssengens

medicsd,

Keeping a Logbook

eepin) s u g
a1l A iereantia
anly does it provide a e

ry's bdventures, but it bhelps o
lish ||u pruper frame

Attach the ship’

o5, T save S
tally. write down o
ation snd 3 bri

51 necessary i
Iry
pwaich chunges,

patrol shipss axiacks on the shi

Hiiess, or injury 1o passer

Jumiage 1o 2 s or dim

punishiment imposed, aid ship's

Passenger, crew and car, L
ordied in the loghook, atached
the log sing stasdard forms, or kept b a
separate file with a pointer in the log
chilry.

Articles generally require the crew 1o obey the onders of the
officers while underwiy; detail salaries, shares or other pay am
schedules in port and underway: require the captain o provide
the crew to port (when time i i
require the captain o log matters of discipline, and any complaints by
the crew. for review by the Imperial representative ot the next Impel

TAS Form | (Ship's Ar i
Imperiom.

LocEook

The ship's logbook is o permanent recond
that take place on hoard or affect the \!l||1
maintained electronically, T
master (or first officer, if the capiain so Jnn.lu(..-.u ku.p\ running notes on evelsss
they occur. These can be adjusted or edited before being i
efficial leg, which is stored in a non-volatite “write onee/read ma
and may wish to sign or mk
-.||I]'|\ may keep separue cngings

al oy

mai. The captain approves all entries in the o
venl onuuthorized enlries. i.

Contrary to the opinion of some. the lo
bede
strates their concern for the sale eperation of the ship. Unusual events, acci
emergencies and deviations are recorded in enough detail 1o establish the facts,

wk is Iul the ]|r-ll.'|_\[|n|. ~ not the
ment — of captain and crew. By logging eve aetivities,

can offer prool” of the ship's nnocence or substuntiate the ship’s position in quee)

tionahle circumstances.
MaNIFESTS

A manifiest is a list of goods or passengers carried aboard a starship,
Cargo Manifests

A cw
tract for shi

1 m.umh.-.l serves as a recedpt for goods delivered, o definition of the cge
@ the goods, and a transfer of tite w o specific shipment 1o the cap
tain for the purpose of transporting it from origin to destingation, 1t can be requesisl




officials (1o determine dutiable goods) and used as o basis for inspec-
s must realize that if they accept an illicit cargo (e.g., nuelear weapons
drugs), they are responsible for it as if they were the oniginal owner.

0 manifests can be recorded on TAS Form 14 (p. 142) or by emering the
e information into the ship's log for each cargo carried: lot number. lot size,
tination, terms of shipping. general contents and special handling.

enger Manifests

senger manifests identify and account for all persons on board o ship,
nifests often include information on position, salary and shares of owner-
can be attached o the ship's articles. They can be requested by immigra-
ficials and used as a basis for inspections,

sty in be recorded on TAS Form 11 {p. 142 - the same
used for both, with the appropriate word deleted) o by entering the follow-
ation ino the ship's log for each person: full name, title, positionfoccupa-
world, salary and shares,

Might plan is a declaration of intent o pilot a vessel from one location 1o
Flight plans let traffic control agencies program loads and son out iraffic
cts, Jet grownd controllers assign berths, let customs and other n]hl:mi\ meet
ng ships with minimal delay, and let system defenses disti h

Imperial Officials

he Imperium tries 10 ensure that it is

represented on every member world

und on many of the planers along s
harders — client stales, non-aligned worlds
or members of other siul-spnnning Zov-
ermments. Imperiad offickals intervene only

when necessary fo protect Imperial
ests o b0 prevent the locals from harmi
lmperial citizens (or vice versa).

Foreign Delegarions: Other stutes will
have their own Ambussadiors aml Consuls
isee below) in ports inside the Imperial
horder, serving the sume fanctions that the
Imperial officiats do for Imperial citizens.
Small delegations may combine the func-
tions of Ambassador and Consul, while
larpe ones may hive o separate Consul in
every porL

!‘mm parates ar marauders, Flight plans also form the basis Eur search and res-
ations, as they can be used 1o determine when a ship is overdue and where
asearch,

though Might plans can be fled by submitting o form at the starport, most
plans gre simply text or voice messages sent in a preseribed format, TAS Form
ight Plan, p.142) is u ¢ tent format for collecting and itting all
dlred information;

raft mame, or the name of the Tead eralt, it more than one, This is also the

ion designator,
Type of Might: Atmospheric, oRbital, System, Inbound jump or Outbound jump.
umber of eraft in Might

pe of crult. For starships, give type classification code letiers.

| class

Port ufun;_m andd date and lnm of departure. Specily estimated or actual,

e of flight. Omit A7 “direct” lrom origin 1o destination.
nt of destination and date and time of arrival (estimated).

Jernate destination (if any ) and estimated time © alternate.

L Remarks. Any comments that aren’t covered elsewhere: request refuel, shuttle
ar lighter smr!pnn lv:qlum ,.ru.ml h.:ndlm;__ (remate control, sensor veclors )

i g for lestinations; VIPs on board, ete,

MNumber of people on board,

L, Cruft color and murkings
Kumber and type of lifehoats, rescue bubbles, ete., carmied.

1. Name of ship's capain or n-command.

After a fight plan has been sent Gand approved. if required), it must be opened
) by the ship's captain — usually on takeoff, Tvpe | (inbound jump) fight
sare opened when they are transmitled, s soon as possible after breakout from
fce.

Ounce a vessel has amived safely, it is the captain’s responsibility to ensure tha
be flight plan is closed (eanceled) with the proper authorities, Failure o do so can
Lin being fined the cost of unnecessary search and reseue operations.

SHIPS AND SHIPPING

imperial

The Ambassador is the chiel’ Imperial
diplomat and personal representative of
the Emperor on a planet outside the
Imperium, He is responathle for the whole
spectrum of relations with the planet in
question: poditical, military, cconomic and
cultural. He is normally appointed o per-
Torm this robe on one planet enly, bat in
sparsely settbed regions abong the Imperial
horder. he may have informal supervision
over several neighbaring warkds thal lack
their own Ambassador, The Ambassador’s
residence and office, called the Embassy.
enjoys the same extratermitoriality as an
Impertal starpont (p, GTR).

Ambassadors Extraordinary and
Mirstars Plenipotentiary

There ure a very few Imperial
Ambassadors, called Ambusyadors
Extroardinary, who perform the sime
duties a5 an Ambassador bur wha are nol
assigned 1o any specific planet. These
powerful individuals. often high-ranking
nables as well, are the diplomatic trou-
bleshooters of the Imperium, They are
elien found where serious problems are
developing.

Equip one of these with un Imperial
Warrant {pp. GT42-43) und he becomes o
Minister Pleniporentiary, capable of mak-
ing or breaking reaties and agreements,
and declaring or ending wars, with the
vobce and authority of the Emperor him-
aell.

Comtined o NexT prge .. .




Consul

Consuls are imperial diplomars who
rask below {(amd are subordizale )
Imperial Ambasssdors. Consuls ane
sy s planets sufuske e lnpenms
and bk afiey bagpeonal commmencial wmer-
o, There in poswrally only ome Comsad
per wydem. with offices 2 the wain 2
port. There will womally be & Comsal ou
cvery werkd within ws parsecs of the
Ergperial honder. evem om warkd that do
o raie theit ows Amhaaador Is
cae. the Comaul avsames many of the
respomsitilitios of an Arbassador (wiich
e may be. im ol b e

The Consal may be assisied by
Consular Agests |hvwer-ranking diplo-
sl who serve @ his sepeeentative
other mujor s in fhe sysiem — paticn-
Tarly the swten washd bighypon (if pescnt).

imperial Legate

Legates combine the functions of
Ambissatdiors and Consuls on Imperial
member plancis, On planets where the
Trnperinm b the only gavernment (occu-
phed worlids, reseurch stations, depois,
soot outpestal, the Legme may he called
the Goveemor or Vieeray instead. How
much power he actially wiclds varics with
Il cincumstances: poplation, ochnobo-
2. nelations with the Imperium, presence
or absence of a itk Imperial noble.
importnce of the plaet s Imperial made
or defeme, el

Shiping G

The Shippag Commissioner s an
Imperial buscascral whe represcmts the
mperial Shipping Commissacn (15C) on 2
planct. The IS0 is 3 sabdivicon of the

tion, recond fegistnies and licemses, and
acts us the crew s advecate in disputes
over pay of conditions. This function &
oficn anly wne of many porformed by 2
singhe bmperil mircaicts whi has sever-
al other respunsdbil ities

The Commercisl Attaché is an
embassy wiallfer who advises the
Amhissacor divectly on eommersial mat-
ters. Mernchant charictors will not norma-

GeTTinG PAaID

In o umverse where a determined crook can outrun the news of his misde
instantaneos gecount verification is a thing of the past, just getting paid for -
rendered can be a major hassie. There anc three forms of payment generally
the lmperivm: letters of credic, Mk drafts and good, old-fashioned cash,

Letters of Credit

A letier of credit i 2 document from one bank 1o another that ==
drafits (checks and other withdrawakb) of 2 castomer. It is iterally money
= but 2 dsfferent bank from where the funds will be drawn. With a bty of g
pu\_a--ﬂtum:h-dmtcm-h-pm_iatl

 is avaslshle. Afier this perod expines. the letier will not be honored.

A letter of credit will ofien state which other hanks will honor it. by p
ment between the hanks. It will not always be honored smomutically, howe
st be by hetween the two henks imvo
and the holder of the letter will not be able 1o draw upon the funds until then.

Bank Drafts

A hank draft is un onder from a client 1o the bank where his account is b
issue funds from that account 1o the whoever is numed as the payee in the
bank drafl is, in essence, an inerstellar check, Bank dralts are the most
form ol puyment for firms large enough 10 muintain o sizeahle account on
world where they trade.

Cash

There ure times when cold. hard (or folding) currency is the only way to g8
not just for shady deals, but also for small contracts that can’t justify banking fa
and for business done by small firms or individuals who don’t have the
muwuwwmuummmuhuunrmLccn
also in tradk | trade is conducted in

bn-d_mm('r\upapm.ﬂncddnad Iumpnmlpmnd‘tu
cargo and passengers. For every x10 spent on advenising (more or
hiring frect. agents). the ship receives an additional +I

week: +2 for Cr300, +3 for Cra. 000, eic.

OF course, if the ship changes its route, al‘ll\m:l’mmlm_nslnpllw
[anils 10 make i d schedule may gain I
able. The captain must carcfully judge how far .uhcad he cun count on
ot calls,

MAINTENANCE AND SUPPLIES

The Imperivm requires that at least SO% of all mainenance (including o
maintenanee) on Imperial registry shipping each year be performed by
planets. Not only does this provide a check on Hlegal modilications., but it also s
ports Imperial shipvand capacity. Any ship that receives maintenance outside i
lmnmmlmuhmﬂmwlwmmﬂulmpmnlupulw barh 3
the port of entry when amving from forcign. Forcign maintenance (other than
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prpency repiirs ) over 505 annually is subject o a fine equal (o the amount in

statistic 1o reflect their
ey mm-n and resistance 10 wear. fatigue and breakdowns. The formula for a
OV HT i

HT =75 « (internal spaces in dions) / (loaded mass in stons)] + 5.
iRownd 10 the nearcst whole sumber. Maximam HT is 12 or the ship™s TL
ichever o proster

lied ships mury huve reduced HT dae 10 ape and wear. If the purchase price was
pmicd 1o SIFE or less. reduce HT by onc: if m was 105 or less, reduce HT by

mance. This requirement — expressed in man-hoars

Maintenance = 4.8 = (original purchase price in MCr) /
(square root of actual purchase price in MCr),

Used ships (those bought at a discount) will thus have higher mainienance
mguwcments, reflecting greater age and wear. This requirement 15 divided amonyg all
qmr.\-nn; department persomnel (a1 8-12 hours per person per day); additional
sman-hours can he provided by equipment operatons (communications, sensors,
sespons, eic, | or other crew members, iF qualified,

Muintenance is cumulative over a voyage (port eall 1o pont call); maintenance
sbortfalls may be defermed until the ship is in port. For every 4 man-hours of mainte-
ke 104 e up hefore the ship lifis, roll against the average Mechanic skill of
e engineering depurtment, at <4 for every missed check after the fiest. On a failure,
mll against the ship’s HT. Failure on the HT roll indicates a minor breakdown: critl-

foilure indicutes the loss of | point of HT and a mogor beeakdown (GM's choice,
ot use the Mujor Damage Table, p. GT174). Repairs are conducted using the dam-
age control rules on p. GTITE restoring o point of HT is equivalent w0 repairting
magor dasnage

SHIPS AND SHIFF

it sirbock "L The !gm.r; o
Tararm 3% i O W

vivr A Disections. on board ship
wlen vefer o s dr an imaginary
Tine: that runs from the cemter of thrst of
the primary drives throngh the cener of
mass of the ship. Ships with more than
one drive configurtion may have both o
primary ancl o secondory drive axis; iF so,
ey drive axes is meant

Feek Crvienation: A ship s called 2
defityefansder i its wuin deck is parlle) 10
s drive uxds, @ madlamder 3 i s perpen-

en-

s this configuration
s the aren for carge hatches in pre
ok, 1 i also sted b fifti
(L \l?-.ln\llnr- g

- o particelar o
Vi The wop (hack)
the shap. while fac
forwand and with purt o the ket On

bl -lanibers, “poai” is arbivranily defined
by the kscution of the mamn aidock, then
“stirhiprd,” wiral™ and “dorsal” are
defined from there,

hathoard and Inbowrd: Ouibiard is
away from the drive wxis and towand the
akin of the ship; inboard is toward the
rive uis

Continued o0 next page . .




Directions As well. ol azsins HT at the cnd of any banike in which the ship d
and m combal snd whenever the ship exvcoods its rated load capacity (don’t forge
Aboard m culate HT for the new loaded mass!) or otherwise stresses itsell i ways it wall
designed for. On a failure. apply damage as described above

Nurmbering Annual Maintenance
P oftcs Bave many idost A whip should be given 2 comploe overfaml onoe per year o o Sl
ket i pood working onfer. Annual mainicnance restores HT lost doe 1o poars
tenance and removes any remaiming (zults (other than hatile damage,

[ —
cleatly, 4 stand

wsed. Odd numibers are used on the port bugs.” ete.). Such maimenance costs 0.1% of the original purchase price of thal
Ve e AT T and requires two weeks at 3 Class IV or V starport. The owners must make
" asccmtive, i onder | sions. for the payment of the mainienance fee when i comes due. and shoskifl

al o comaderation the ernc Bost while o

¢ vhip
iy ke their vacations

members

whor
Foe example, the cabim on & Br

¢lass frec trader tpp. GTI32-134

therr salaries

This maimienance can be conducted by the crew w a Cliss 11 or betier st
in wice the normul time (four weeks ), provided the required pans have .|Iu:n:|y
purchased at 4 € IV or V starpor. The k

the pun
pancy cab i
cabin K10 (1
conld e ¢
I o the lelt andd #2
whorsal wirret s #

For S(0°
a ship ¢

When the

vells a or
|In #3 drive.
Sl i st &

it “cuil o] poker
hasrry . the
Wit

Maintenance and HT
for Existing Ship
Designs

Drapon 2
Broutdevrd 7.7

* HT drops o 11 at maximum load,

SHIPS AND SHIPPING




pight-handling rales on p. 35 assume a 1eam of 2-
forcs. per hold, equipped with freight-handling
approprizie 10 the TL and cargo: two forklifis,

ForkurT (TLB)
s a standard heavy-duty forkBifl. designed 1o handle
cargo up o 10,000 B (5 stonst. It is small enough
nside 3 ship™s cargo bokd or an orbital station. The
compartment is sealed and provides life suppon
iy hours’ work in hostile environments. but the entire
gl s 10 be depressurized to open the hatch. The lowing
strong enough to pull &0 stons — equal 1 wo fully
I 4C (20-fot) containers or one 4A (40-foot) on 4 rick,
klift rents for Crl 1ihour without an operatiorn,

lign: Of-road wheels (4 wheels) with iy |

HanDLinG EQUIPMENT

ConTainEr RACK

A wheeled wailer that allows two 4C coniainers 1o he
towed on and off ship. It adds 6” 10 the height of the com.
hined load and 3% 1o its volume. I rents for Cri2.8 per dax,
and is desizmed 1o be lefi anached and with the
containers 1o their destination

In the statistics below, the vehicke™s “body™ s actmally
two 4C contsiners: see p. 37 for PD. DR and other data
Contziney cost is med inchaded!

B Sebassemblies: Smuall whocls (9% wheels )

W Miscellazesus: Tow ing pon

B Belames: Body £.000 of. Wheels 200 of. Areas- Body
2000 sf. Wheels 250 sf.

B Strectwre: Exira-heavy frame. very cheap materials.

B Nt Puints- Body 1,500, each wheel 31,

B Armer: PD 3. DR 10 cheap metal. open frame.

W Statistics: Weight 4,400 Ibs. (2.2 stons). Maximum pay-
foad 96,000 tbs. (48 stons), Losded weight 100400 lhs.
150.2 stons). Volume 4,200 cf. Size mindifier +6. Price
Cri2825. HT 8. LC S,

W Performance [combined S-ton forklift, container rack and

I|tl| unil ull-wheel steering o)

2 160 KW wheeled d11wmuu with all-wheel

IHP 19, 160 kW),
s and El

Sh

'

Forkhidt (10,000 Ibs. capacity, HP 250, 10
i l- Towing hiwch.

¢ i Eleciromic. Crrw Station: “Driver™ (requines
(Construction Equipment)) rums all sysiems. from
CITw slation

oy Shont. Crew: Driver. Emvirosmsensel Syssems
jocd Bifc system. Vi man-day (six hoors, HP 5. 0.5

Space: 5.4 cf. Empry Spoce: 1403 of
Body 400 of. Wheels 50 of_ Areas: Body 300 of
els 125 1,
Extra-heavy frame. very chesp materials,
Points: Body 2400, each wheel 375,
2 PD 3. DR 10 cheap metal.
ce Features: Scaled.

ght 22,018 Ibs. (11 stons). Maximum
al) puyload L0 Ibs. (5 stons). Loaded weight
18 s, (16 stons), Volume 480 of. Size modifier +4,
KCri30, HT 12 LC S,
nane dud): Top speed 55 mph. gAceel 2 mphis,
ceel 10 mph's. gMR 1,25, gSR 3. Very high GP. Off-
speed 9 mph.
co (unloaded): Tup speed 70 mph. pAceel 3
. gDecel 10 mphis. gMR 1.25. 2SR 5. High GP. Off-
speed 18 mph,

two s): Top speed 25 mph. gAccel 1 mphis.
gDecel 10 mph/s. gMR 0,125, gSR 4. Extremely high GP.
No off-road specd.

S-sTton ExoskeLeTon (TLB)

An exoskeleton is o man-shaped robatic framework. con-
trolied by an opersnor using kinesthetic feedback. This one s
roaghly twice mun-sizrcd (12 foct tlll, and can lifi and camy
= wotal weight of 10,000 Ths. (5 sons). lis open frame con-
struction provides no eovinonmental protection for the opers-
tor iwho rides completely within the torsol, bat thers s
ample room for him o wear 2 vace suit and hife-suppon sys-
tem. The exosbeleton rents for Crl |iosr withoo @n opers-
e

B Castrels Banlesoit crew station. pilot (w. 200 fbs. pilot
weightr: requires Exoskeleton kil

W Commumicater: Short-range radio (10 mikes)

B Arm Meters: Two ST 250 arm motors with chesp and bad
grip optioas icach HP 10, 1.25 kW),

B Brivetrain: Leg drivetrain with two legs and 7.5 kW
motive power (each HP 13, 3.75 kW),

B Accessories: Two spoilights, siren, cutting torch, fine
extinguisher,

Power: Energy bank with two rE cells (each HP 2) stores
360 MWs, Endurance 10 hours,

B Subassemblies: Left and right arms, left and right legs,

W Arm Design: Left arm houses wrm motor, fire extnguisher
and 3.1 of empty space; right arm houses arm maotor, cut-
ting wrch, and 3.26 ¢f emply spuce.

Body Design: Body houses battlesuit system. energy bank,
spoilights. siren and 13 of empty space (including 40 Ibs,
and 0.8 of for pilot’s vace suit and life-suppon system).

SHIPS AND SHIFPING
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B Lag Design: Each leg houses o leg motor and 2.35 of empty
space.

W Serface Arex: Arms and legs 19 of each: body 30 of: wtal
surface area 126 1.

B Strectere: Fuira-beavy. cheap.

B Wit Points: Arms 225 each. body 300, legs 114 exch.

B Armer; PD 3. DR 15 metal, open frame.

B Statistics: 2 500 . (1.25 ston) design weight. including
kot 12,500 s 16,25 ston) loaded weight. Volame 40 cf
(12" gall). Size Modifier +2. Price kCrl34, Body ST 500,
arm ST 250, DX equals pilot's (-4 for fine manipulation),
HT 12 (10 ot max, load¥ X, Reach 2. Speed 4 (loaded),
W tunloaded ), Cannot Moat, LE 4,

48-ston Grav LiIFTer (TLB)

This is a contragravity lifler antached 10 a grap-

5-sTton Workrop (TLB)
For general work around & starport (especially

port personnc] ofien use a workpod. Designed as a o8
vehicular alicrnative o working im vacc smits. the

be hitched 10 2 48-ston grav lifler, allowing the o
vehicle 10 be driven Fike a grav truck. The workpod e
Cridhour

B Subassemblies: Too arms (el and right).

W Body Features: Good sireamlining,

u Prop and s Contragravity liflers
15,000 Ibs, (HP 3, 15 kW), Two 750-1h, reactionk
thrusters with vectored thrust option (each HP 300
kW,

| | and Elec! Navigal

phe. It expands 10 accommodate any standard cargo container.
and is sized 1o i through standand cargo hasches with an
anached contamer. The operator iscs a2 radio link o remote
terminal on 2 10-yand fiber-optic cable 10 move the lifier a1 a
walking pace. It rents for Crdvhoar withoot an operator.

and il ity Bifters rted a
120,000 Ibs. (HP 12, 120 kW), Four 3,000-1b, resctionless
thrusters with vectored thrust option (cach HP 100, 1 500
KW

] and
10 miles), Cable jack. Remote-conteol unit (sepuraie):
Small computer dedicated 1o Datalink, short-range com-
municator, cable jack.

External cradle, 96,000 Ibs. capacity (HP
2500, Towing pin with explosive bolis.

L ] Elcctronic {requines Piloting (Ci grav )

B Power: 22032 MWs rechargeable encrgy bank (1 hour,
HP 100y

B Beleme: Body 425 of. Amw: Body 340 of (mdng “eusct™
option

B Strectere: Exira-heavy lrame. cxpensive materials.

W Wit Points: Body 2040

B Armor: PD 4, DR 60 advanced metal, open frame

W Statistics: Weight 24,020 Ihs. (12 stons). Maximum
texternaly payload 96,0060 Ihs, (48 stons). Losded welght
120,020 Ths, (60 stonsy, Volume (with 4A container) 4,425
el Siee modifier +6 (lowded), +4 tunloaded). Price
KCr7 1L HT 8. LC 5,

W Performance (loaded): Static it 120,020 Ibs. Stall speed
i can My, Aerial motive thrust 11980 Ibs. Aemodynamic
drag 2. 1400 Top speed 205 mph (restricied 1o 10 mph by
operator). aAccel 2 mph/s. aMR 1.5, aSR 5. aDecel 6

Short

mphfs

B Performance [snloaded): Sc Bit 1 20000 [he. Seall spocd
(k canm fly. Acrial mustive theest 12000 T, Acrodynamic
drag 340. Top spoed 515 mph (restricied 1o 10 mph by
operator). aAcoed 10 mph/s. aMR 2.5, aSR 4. aDecel 10
mpih's

Sha L (o mllc\l Four digital aa
eras lluL underside. cach arm). Small computer’
terminal and cable jack

Miscellansons: Towmg hivch Two modular sockens

12 B 024 of, cach arm). Two ST 250 arm moteny

cheap and bad grip options ieach HP 10, 1.25 bW,

arm} i

B Coatrels: Computerized. Crow Statfon: “Diriver™ ineg
Piloting (Coutragran )} muns all systems from mooemy &
stution,

W Occupancy; Short, Crew: Driver, Envirommensal Sysiom
Limited life system, "9 man-duy (six hours, HP 50
kW),

W Powaer: 16,589 MWs rechargeable energy bank (skx o
HP 75),

B Access Space: 225 of. Carge Spoce: (145 cf in body.

W Voluma: Body 15066 cf. Arms 23 of cach. Ame: B

S sl Arms 1] sf each.

B Strecters: Exirs-heavy frame. cxpensive materals

it Peints: Body 1,050, arms |32 cach

B Armer: PD3. DR 10 schvasced mctal

B Sarface Features: Scalcd ]

W Statisties: Weight 4950 Ibs. (2.5 sons). Maximon (g
nal) paylosd 10,000 fbs. (5 stom), Loaded weight |
The. (7.5 sons). Volume 155 of. Size modifier 43
kCr397. HT 12 LC 5.

W Performance foaded): Stitic 111 15,000 Ths. Stall spood!
cun fly, Aerial medive thrust 1500 Ths, Aerodynamic deg
A8 Top speed 155 mph, adccel 2 mphis, aMR 3. a5K4
alecel 12 mphis.

B Performance (unloaded): Static lin 15,000 Ibs. Stall spesl
ik can fly. Acrial motive throst 1500 Ths. Acrodynamig
drag 80. Top specd 375 mph. aAccel 6 mphis. aMR
aSR 4. aDecel 12 mph/s.

W Performance [workpod towing graw fifter with 44
ork Seatic lift 135,000 Ibs. Stall speed 0, can fly. As
mative threst 13500 Bs. Acrodymamsc drag 223,
speed 215 mph. aAccel 2 mph/s. aMR 0.25. oSR
aDecel & mphs
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wen imvenie. there Character Points
and Ships
ARACTERS FOR e & permoms yochi b et
RCHANT CAMPAIGNS skt weatiey A wemea. T
poARD DRGANIZATION Trmprrers Weui 5. 1) ot 2

Responsible for the operation of the starship. &

a nications and scasors, the deck depanm,
B4 sense, ihe captaing. Members of this depa
SGT97) specializing tn shiphandling skills

Engine Department

The engine department is responsible for the maimienance of the ship and the
Duperttion of its drives, ls members are usually engincers (p GTU1) or
L mechanicsitechnivians (p. GTUS), headed by the chiel e er fwhi iy be more
| eperieniced and only slightly less powerlul thin the ciy

L Furser's Department

The purser’s departinent 1s responsible for obiain
foc anel discharging carge and passengers. as we
ecoants. s menthers are usually merchants (p, G
tians (p. GTU6). The ship's surgeon on 3 b
B letor (p. GT96), and may even be in char
b ment. Organization ttles im this depariment vary m
. The depariment head may be called “chief purser”
Sergomasicr.”




Character Points

and Ships
[Continued]

1, Charge the listed point cost whether
the ship is obisined during charact
ation or during the course of the cam-
s Anyime whi acquines a ship in play
goes into “point debt” amid must pay off
llx' poine cont with caricl points. To keep
acter development from stopping
uuupﬁlclv the GM may ehect o speeily
that nly i Traction of enmed points (e,
SOHE ) must e allocated wo pay off the
puinl st

Charge the listed polnt cost only if
s ubtained during character cre-
o whit Bits i ship @
his backgronndy, 1F o character
enters play witloul o ship ol segeines
er, thiere is o it cost: (his s
applies il he loses a ship and obiains

er e

anether - although any points origimally
spent ane gone, This option regards the
timie ancd el Ton jund robeplayving ') reguinsd

o obtain u ship as payment enough, The
G sy w1 increase the point tolal
af nyane whi obtains a ship this way:
this will mk n iowe valuable o an
Ally,

o, el

A, Charge mer pisints fi IIIL‘ shige 17 &
ship s ne y lor tlse campaign, if all
of the PCs will henefit ulull\. from hav-

ing it amd 0 most rival NPCs will have o
ship of their vwn (or equivalent

resaurces), the GM may decide 1o simply
glve the party o vewsel of his choosing. To
offsel this advantage. he may wish to
increase the relutive strength of opponcnts
whis lack ships of their awn,

FRrREE TRADERS

Ships classified us free traders (generally those of hall class 400 or lesshin
small 10 have separate departments, Instead, o free trader crew functions g5,
department which covers all aspects of operation and maintenance, Due o
tility reguired to run a small ship Jike this, free trader crewmen have their own e
template (pp. 86-88). [

SHORE ORGANIZATIONS

Any merchant line consisting of more than one or two ships will have ang
sive support network on the planets it frequents. These organizations serve
dite freight handling by aranging cargoes well in advance of the arrival of the
that will carry them, and provide an interface between ships, their crews d
pluncts they .

~ Some versions of these organizations may exist as independent of
their services on contract o a number of small merchant vessels or )
ling Tines. This is also common al small or infrequently visited ports, even
larger lines; it suves having to maintain o permanent blishment foe only o
twi ships o month.

Administrative Department

The administrative department represents o large shipping company's 1
on a particular planet. It takes care of ship support — including pay,
fuel, hanking, medical care and mail. Members of this department are usually
agers (p. GT94). although anorneys (p. GTET ) are also prevalent,

Sales Department ]
The sules department enhances profits for o large shipping company by of
ing and disposing of cargoes, Its goals are for every ship 1o have a full load of
and p.u-.'.cn-ur-. waiting when it jumps insysiem, and for all cargo discharged e
ait @ hand profit. This d I8 resp ble for advertising, and for
with freight and passe .ll,LI'“\ Members of the sales department of a large
pany are usually brokers ip. 92) or other merchant (p. GTY7) vanianis,

CHARACTERS



Posimion, Pay, anD BENEFITS
it privileges,
LS
it Rank
ships and comy have a b hy which simplifies routine deci-
ag and cnables them to function smoothly in a crisis. Each crewman’s T""""" =

x hwwnuﬂnﬂhhlymﬂnllntﬂhms for chasacters in 8 com-
i ns wee Adminiarative Rank (p. C119) in moch the same way, merce-orcnied campaign. Masy of
|upmlly nonstandhips. but ot froe traders) may have an abbrevised these can be crested direcily from the

, on the size of the crew- Captain (Rank 2). Officers (Rank 1) hsnscier semplaies on py. GTS7- 145,
pw (Rank 0. or just Captain/Command Pilot (Rank 1) and Crew (Rank 0) Attorneys, Buresucrats,
Raxl (p. 100) and Managers
Department: Members of Starpon Amthority
Admunniraws Brasch (port meskons of
Engine Purser's dock miers s mally ot ip
Drive Hand Steward/Cook GTW) o mumagens (. GT9). 25 arc bow-
- - raskmg Irepenial officals and the word
3nd Asss. Enginees Jusios Purser member of CuviewmrSecariny Branch:
2nd Asst Eng Assy amorneys (p. GTET) a0 possibie for sy of
st Asst. Engineer PurserMedic thesr s well. ARl there characies types
Chicf Eagincer Chied Purser miske prend "pORrR panacagen.
Belters
A behier ip. GTXS) s a busimessman —
” albnt wae wha is in primary productios
Shore Department: ruther than the scrvice sechor. Some bel-
Administration Sales e are prispecton. seeking rch deposits
Clerk. Clerk. fioe wtors ta develop. amd sell imformation.
Others ane miners, working 3 strike on
A0 Mg Tomior Beotr Uheie o un selling the ur an best they
wan
Munager Asst, Broker
Cornputer Technicians,
Agent Broker Engineers, and
Mechanics/ Technicians
Fort Captain Senior Broker® Ship's engineers are, not surprisingly,
enghneers (p, GTYIY; their assistants may
be engimeers or mechanicsiiechnicians (p.
| Owner Owner CHT98), s are communications und sensor
(Pl wperator (o ships large enough 1o have
jor brokers are sometimes ealled faetors, them) members of the Starport

Aty Services Branch {who are ofien

and Benelits retied from shipboard service) are mem-
bers of thewe profissdons as well, but com-
As shown on the Job Table on p. GT106, ordinary crewmen recelve (Cril) Pt technicians (p, GTY0) ure also com-

I e skill) + (Cr200 x Runk) per month, or abowt Crl 00 on average, 0,

aften have the highest relevant skill levels among the crew, and are thus the
Officers receive (Cri0N x best appropriaic skill) + (Cr200 x Rank) per ~ Diplomats . —
o from Cr1.500 10 Cr2,000 on average (Cr2.500 for captains). Bonuses may , Hilh-rarking bapceat affials = (0
o 10 those who can fill multiple requirements; wtal salary usually smounts Amhasssdor himsell - are carcer diplo-
G of the combined salary for all jobs covered. mats {p. GT91) from the Imperial
l - Crewmen may agree o work for a share of the profits of 3 ship or par- Idsplomatic Corps. Such charsciers gencr-
! Wnkvnlpmmuﬂd’th:umln\au\Tlnsuaummmmmg aly hve Status (14 levels) commenss
ers mot only bocause of the imegular natare of their cash flow, bt also :::::ﬁ:m:m‘:)ﬁ
it acts as 8 performance incontive. Any profit-sharing amangement should e
specified in the ship’s anticles (p. T1) when the crew signs on, 10 pre- P s
paments ahowt il later.

arc usually draws on & ship's net profit (afier bank payments. govern-
cupenses and reasonable savimgs for future needs and reimvestmen )
basis. The ship's owners astomatically receive an amoust equal 10
‘tznd.ﬁrwu\rm:- 105 and the remander s dividod among the
raccuordieg 1o the number of dhares held

CHARACTERS




Emteriaimens ip. GTU2) can be found
everywhese, lium the deariest dives in
sanown W the lsny ko oa the finca
Pesscngrt bmncrs Miost will e om lve
performances m confincd spaces racher
han mcondod of graphe ate These may

all be mmenmad age suncises (Sheight
of Hasd). Wyprestents | Hypootna i chefs
(kg | o o comecs | Bands are
popular on ke Entertmacn. sl make
e arwands, raveheg oompanes for
the wlle rich - cven crune direcion, on

largr vewch

Law Enforcers

Members of the Starport Authority
CusomsSecurity Bramh ofien stan out
as law enforcerns (p. GTE). Some plane-
tary customs oflices are organized into
customs services {like the LS. Coast
Ciusrd ), complere with military-style rnks
anid hierurchy, Members of wich services
are sl considered elvillans, like lire-
Tighters or police, bul may be integrated
it the planctary novy I wortime. Muny
shipping lines have their own internal
security Foroe, Tor anti-hijscking duty .

Medical Doctors and
Medical Technicians

Every ship reguires a CMT (pp. B4
33, who is wsually a medacal
ip. GT96) on soaall shipn. Larper vewsch,
oxpecully thine catering to larpe numbers
of b o buvary passcngens, will bave a
ship™s surgeon (3 medical doctor. p.

The archerypal high pasengers.
ahbough Travellor” Anl Socwery members
wraveling on their dividend vouchers fiy

Muost starport personnel. if they have
no other identifying skills, can be created
using the rogue (p. GTYR) or farmer (p.
GT92) template, These folks have
“Struggling” or “Poor”

panbusdlers, mi?n" with the
Al 1
MM'

Bengfits: Members of a starship crew are entitled 1o free room and boand!
long as they remain with the ship, except during its two-week annual m
period. They also receive free medical care; i their requirements exceed thes
capabilities, the pon captain (or the ship’s captain himself, on small lines o
miliar pors) is responsible for procuring and paying for appropriaie care on

Ship's anticles will usually specify how much and how often pon
granied, and require the captain 1o provide transportation 1o and from shoe
ties. Crew members are abso entitled 10 draw advances on their pay fin i
Imperial curmency ) 1o make purchases. and 1o incidental siorage of pes e
enosed cargo space. Some ship’s amickes specifically allocaie carpo space i
vidual speculation as a form of shanes.

nWImmhamhlLrlm.rmlmm |
is 2 retirement anauity. wsually equal 0 S0 of the crewman’s highest b
payable cach year afier he compictes a full carcer in the guild (typicaily X
maore. although standands for computing length of service vary)

k. Bord: A repatri bond (similar o that issued o part o
cenary contract) guaranices low passage for a crewman from any poet al
ship’s route 1o the planet where be signed on. and is ussally specified in
artiches as a benefit. This ensores that a someone who s discharged or
his ship (due o medical care, for example) can retuen home. The cost of
paid by the shipping company into an escrow account o the start of the vo
interest or unused bonds acerue 1o the company ul the end of the voyage.

CeRTIFICATION - LICENSES
AND CERTIFICATES

A crew that owns its own ship can basically do as it pleases — and
consequences, naturally. When the ship or its corgo belongs 10 son
though, having the proper qualifications for the job becomes i
certificates are gusrantees that a crewman has the right skills for a specific ja
are also uselul for converting military qualifications ino their civilian ogqui

How meaningful a certification is depends on the level of onganizatio
socicty that issued it. A CR 0 anarchy won't even have a standand, while on)
world, just about amyone who bothers 1o apply will qualify. An the other &
spectrum. obtaining 2 broker™s permit on 2 CR 6 planet might require
|||lrud|u1u- or a diploma from an accredited school of business
b i like the Lunion School of Eco 3
W%Ldmmmhdarm-(‘mln

full picture, sce the career lemplates oa pp. GTS7- 105

In game terms, ficenses and certificates are considencd O-point
cenain special effects. Applying for 3 new certification can be an o
roleplaying. Cenifications also ket the GM describe an NPC's qus
eretely without resorting 1o “rules speak™ (“She’s got an Unlimited M
what else do you want 1o know ).

Reguirements for centifications full into three calegories: preres
enve and skills. Prerequisites and expenience cannot be waived. alt
possible w forge the reguired skill pegs ure:
by amyone whi can pass o test,

Frerequisites
Prerequisites are lower-level cenifications that must be held b
class of centification can he

CHARACTERS



scquired before the star of the campaign) and start with the certification,
expericnce in play.

which can only be mea-
I llnl of some s-url 1f the candidate has aJ'I of the requisite skill levels, he
womatically.
character does not possess a necessary skill level but wishes w attempt the
(relying on a lower skill level or even a default), proceed as follows:
k Contest of Skill between the candidate and the exam, vsing the
skill level as the effective skill of the exam, If the applicant wins or ties, he
exum. I he loses, he Tails and cannot take the exam again until either six
have passed or he has acquired additional expentise and a fresh perspective
study or adventuring.
cerifications with mose than one skill requirement, all requirements must be
either by having the requisite skill level or by winning a Quick Contest —
fication will be awarded. It is up to the GM to decide whether those who
of an exam need only retake that portion or the entire exam.
cker method (useful for cenifications with many skill requiremenis, where
ick Contests would be tedious) is o subtract the total of off requined skill
the character’s todal levels in thos ls. Apply the difference as o mod-
sigle 10 roll (rep ing the Jidate’s malive k ledge and test-tak-
). In this case, the candidate receives the cenification if the 1Q roll suc-
“all or nothing™ method allows high skill in one area o compensate for
in another; its up 1o the GM whether this is scceptable.
le: LCdr Matrise, Imperial Navy (retired) has Astrogation-12,
¢s Operation (Comm 12, Electronies Operation (Sensors)-12, Piloting-14,
g (Sturship)-12, Shiphandling-12 and Shipmaster-12. She wants w apply
un Unlimited Maie’s Lice Checking the requirements, she sees that
g s in order excepd for skill in Freight Handling - not something that a line
r by needs to worry about, but necessary on a merchant ship.
required skill level is 12; Ms, Matrise has a default of 10, thanks w her
M-Trudes sdvantage. She rolls a 9 the GM rolls a 12, Ms. Matrise wins by
wwarded her Unlimited Mate’s License. She has much to learn before apply-
Master's, though, and resolves 1o study cargo-loading techniques.
vely, the GM could have allowed her to roll against 1042 (+2 for Piloting,
ilding, -2 for Freight Handling ».

aRD LicEnNsEs anD CERTIFICATES
RPS Traveller, the terms

nse” and “certilicate™ are mosily inter-

or's Certificates

B ane as many eperator’s cenificates are there are types of equipment 10

o be :cru!n_d a5 nn operator of a particular type of equipment, a charcler
jon skill™ at a ming level of 12, or pass an

s include Computer Operation, Drving, Electronics

Gunner, Mechanic and Piloting

Mate's License (hull class less than 1,000]

guisites: Communications Operator's Cerilicate, Sensor Operator’s
Skitls: Aswogation-12, Freight Handling-12, Piloting (Spacecrafi)-12,
(Starship)-10. Shipmaster-12.

cnmamb l.awyer

lawyer may scem a linde unusual at

First glance, and while they are rare,
they do exist, Their chief advantage in
megedialions b thal humasns tend o wnder-
estimate them

Liksuksueng {100 pts. )

Vargr male: age 300 5777, 140 [hs.:
Hight-brown for, brown eyes,
5T: 10 (10]. 0 11 [0, M 14 [43], HT: 10 (0]
Basic Speed 5,25, Move 10, Dodge 5,
Thrust 1d-2, Swing 1d

Advantages: Acute Tasie/Smell +3
10]; Acuie Visian +1 [0]; s [0];
srtable Wealth [10]:
1 10[; Fur (DR 1) [0): Lang
Talent +2 [4]: Mot Curious [5]: Reputation
+2 (Reliable, 10 or bess) [8]; Teeth [0];
Vargr [0]; Voice [10].

Disadvantages: Bully [-10]; Cannot
Kick [0]; Compulsive Carousing -5
Eusy 10 Read [0]; Gregarious |

III e mation of a Vargr us a corporte

Honesty [-10]; Proud [0]; Reduced
Fatigue -1 |U| Reduced Hit Points -1 [0]:
2 iVargr) [0]: Sense of Duty

susbbornness [-5].
Impeceable Dress
: Talks in sports metaphors,

Ladlies

Skills: .'\u.oulmm. 13 [2]; Admin-
istrmtion-13 [1 ard- 17 [4]; Detect
Lies-13 [2]: Diplonsacy-17% [6]: Finance-
13 [2]; Free Fall-12 [4]; Intimidation- 1§
|4]: Law (Contract)-21115 |8]; Psycho-
logy-13 esearch-15 [4]; Savoir:
Fuire-16* [1]; Sex Appeal-12* [2]; Yace
Suit-13 [1]; Writing-13 [1); Xenology-15
161

Languages™: Anglic (native)-16 [0];
Gregh (Vargr)-15 [1]; leelandic (Sword
Waorlds)-15 [1]; Te-zhodh (Darzin)-15
[1]: Teokh (Aslun-15 [L): Vilani-15 [1];
Zhaduni-15 1]

= Includes +2 for Yoice.

8 Include +2 for Language Talent

Liksuksueng was 2 merchant brat whe
grew up in and around starports, He was
always pood with languages, and spent his
free time talking 10 and hanging out with
everyone he mel — espectally alicns —
learning about their different ways of
thinking. As he grew up, he realized that
there was a need for someone 0 el 48 4
trunslator and go-between, smoothing
over the differences.

Toxluy, Liksuksueng belongs 1o a free-
lunce: I:um ll{ cm:k curp-onl: negotintors,

AgTECMENTS, Ahhuug}hl\cus vEry
Jmmhmmmmmmm
comman ground between the parties at a
umnmmanmmmm
mﬁtfw elves.




3, Move S, Dhdpe &

1, Swing Id+|
Advantages: Alcriness +1 5]
ive | 5] Combar Refleses [15)
| Enforcement Powers { hislder's

1: Singl
pes: Had !.m,m

Sex Appesl-11 (2 2
Streetwise-13 [4]: Vace Sait-12
Tacties-11 | 2],

Langarages: Anglic inative)- 12 |01]

Licemves aund Certifivates: Conoenbed
Carry Permit: Pilot's License {spacecrall
rating)

* I husdes + | for Combur Reflenes

\ wnt gets larpe enough
Hisrtailer waes it 1 bisy rena o ship, free
and cleat, She has amassed quite an

impressive halonce so 1 Theit i the
expense of irking jost about every por
master's olfice in the subsecior wiih her

shemunds at one lume o another.

Irena's fixation on her own ship lesds
her i take chances. thal others might nol.
inclmbing 4 string of “hiack-liel” skips
{ihose where the perpemratons have killed
someone aloag the waxy). She wwes her
sncial shadhy s get om board 3 shep ia pore
then rrders o Bt Combat kol Gand e
sawed-off dtgen mader her hosy dweler
o) b hold the crew ot bay antil the
amshontes e

TIOR

Unlimited Mate’s License

Preveguisites: Communications Operator’s Certilicate, Sensor O
Certificate. S&illy: Astrogation-12, Freight Handling-12, Piloting (Spacecrfl
Shipbuilding (Starship)- 10, Shiphandling-12, Shiprmaster-12

Limited Master's License* (hull class less than 1,000}

Prereguivite: Limited Male’s License. Experience: A net & poi
Administration, Astrogation, Law, Piloting or Shipmaster. Skills: Le: i
Tactics-12

Unbimited Master’s License *

Prereguisite: Unlimited Mate's License. Experience: A net 8 p
Administration. Asir »rzrh-n Law, Pilting. Shiphandling or Shipmaster. §
Lc.)dﬂ-l\up 12, Tacts

* Due to the responsabalitics associated with captaining a starship, oo one
debilitating psychological disadvantage {Addiction in particular is Tikely 1o ha
Master’s License unless his problem is also a Secret. As always. the GM's judgl
ment is final

Assistant Engineer's License

Skitls: Any two of Mechanic (Jump Drive. Maneuver Drive, Power Flnl
Starship}- 12, plus Shipbuilding (Starship)-10.

Chief Engineer’s License

sistanl Engincer’s License. Experience
Plant or Stand

Shipbwakding | Searshap 12

- Engimcer (Standip)- 12

Certified Medical Technician [CMT]

Skill; Dnagnasis-12, Ele 12, Farss And-12

o Operation (Medical i

CHARACTERS



Doctor (M.0.]

An M.D, degree requires attending an aceredited medical school,
of skill, Other i {residency, i hip) may be necessary in
tice. Skills: Diagnosis-15, Electronies Operation (Medical)-15,

5 License
2 Medical Doctor. Skl Surgery-15,

or's Certificate
i Freight Handling-12, Merchant- 1 2, Savoir-Faire-

ardous Material Handler’s Endorsement
ixite: Cargomaster’s Certificate, Skills: Hazardous Materials-12, NBC

ed Hazardous Material Handler's Certificate
: Basic Hazardous Material Handler's Endorsement, Skifl:

s Merchant-12, Law-10. Each license is specific to a single world. Both
skill levels are reduced hy -6 if the hroker is unfumiliar with local kaws and
sec pp, 106-107,

IANT CHARACTER TEMPLATES

he merchant template on p. GT97 paints 4 broad picture; it deseribes mer-
f all types — planetary and interstellar. Not all characters in a mercantile
will be merchants, however. Altomeys. burcaucrats, corsairs, diplomats,
managers. mechanicsfechnicians, medical doctors, medical techniciuns
cun ill be found shoard merchant ships or at the typical starport
templates below ire based on those on pp. GTE7-105, but have heen altered
specific oceupations and roles. Some are best-suited for NPCs (like the
er or black marketeer), but any of them could form the basis of an intenest-
er concept, The sidebars in this section contain sample NPCs cres wed
templates: other useful NPCs can be found in GURPS Supporting Cast.

ToRNEY (P. GTE7)
very general, and can cover a wide spectrum of activity.
talized legal ise is needed.

Lawyer &5 points

siness relationships are all about money and contracls — the two areas where

e lawyer ex These are the “knights errant” of the corporute world,

out agreements between companies and doing battle in court when nego-
fails.

ST 10 (0], DX 10 [0], 1 13 [30], HT 10 [0].

: Comfortable Wealth [10], and 10 points in Administeative Rank |varies],

arisma [S/evel], Reputation [varies], Sanctity [5], Security Clearance

orporate) [2/evel], Single-Minded [5], Status 1 [5]. Voice [10] and more

th [10].

8 A total of -20 points in Bully [-10]. Code of Honor (Professional

1. Compulsiv Iy:n“ 15], Greed [-13], Honesty [-10], Odious
35, ete.) [-5 o -15], Overweight |-5],

t (Dishonest) [-10], S‘cn-.t. of Duty (Clients or Company) [-5] and

aholic [-5].

CHARACTERS

Free Trader

Alsxander Lascelies Jamison {140 pis.|

Human (Solomanil male; age 44;
5107, 160 The. tanned white skin, gray
lsair aind benrd, brown eyes,

BT: 100 (00, B {1 | 100]. Bz 14 [45), WE: 10 0]

Busic Speed 525, Mave/Dodge 5,

Thrust ld-2, Swing 1d.

Advatages: Merchant Rank 5 (Free
wrader captuing upgrades Courtesy Rank)
| 104 Reputation +2 | 14); Ship Crner (Far
irader; gives Counesy Rank 5. Stios 1)
[571: Status 1 [0].

Disadvantages: Crde of Honos (Free
Truders) |-5); Intolerance 1 Zhoduni) |-5):
Light blrrprr [-5§: Oibsession (Ancients)
[-10); Overconfidence |- 10]; Workiholic
5L
Quirks:

Broad-minded:

Knm\ ledye {Splawurd Main
Astrogation- 14 [2]; Brawlin
Computer Operation-14 [ 1]
Upculinn (Commi- 14 [1]; Electronics
Operation {Security Systemsi-14 [2]:
!lccl ronics Operation { Sensorsi-14 121:
Fasi-Talk-14 [2]: T all-12 [4]: Freight
Handling-13 [ 1] Guns {Pistol)-15 |+|
History {Ancients:-1 L [1]; Knife-11
|15 Law (Tradei 17001 [1]; Leadership-13
Merchant-15 [4]; Piloting (Cantea-

Suit-13 1]

Langnages: Anglic (native)-14 []:
Givegh (Vargrk13[1].

Licenses and Certificates; Curgo-
“s License: Comm Operator’s

cute: Limited Master's License:

Senser Operator’s Certilicate.

Home Werld: Regina (Spinward
MarchesRegrinn 19104 (p. TIBCEL,

* Includes +2 for 1Q,

Captuin Jamison of Jamison Factors is
well-known throughout the Spinward
M for lis explaits, s is his ship. mc
Marave-class far trader
Holle (Reginn registry #m?ﬁ
A-R456), Jamison bought the Empress
Nicholle used (for half price) in 1105
After 15 years of seady payments, be now
holds 33% owaership in her.

In |10, Jamison and his crew came
into the public eye by uncovering o secret
advance hase for Zhodani naval forces on
Fulachin (SM{Rhylanor 2613) while fol-
Towing up rumors of an Ancients site there
(m - 'r:nc». 106 wd p. T-AI33). Not




Sample Character:
Shipper’s Agent

Aakrmir lkush (100 pts. ]
Human | Vilew) female: age 20 610

200 Ibs: blsck shin, dark-brown hair.

zobden exven

BT 00 |00, W 00 [0 M 13 0], WE 10 0]
Basic Speed 5.00, Move/Dodge
Theust 11, Swimg lds 1.
Advamimgei: Admimsirative Rank 3

wide company) |15]:

,’ 151 Contaces

Iﬁl High Pain Threshold
110]; Sanctity [5]: Security Clearunce 2
(41 Somaz Will +3 [ 12]

Disadvantages: C
Hidehoond |5} Lame |
[-10}; Crverweight |-5],

Quirks: Loud talker; Maternal, Mikd
iy pochondrisc: Wears bright caftans:
Wit discwws impuredd beg [-5]

Skilts:

O

Accounting-11 143
15 (6] Area K
iMenactor)- 14 [2]; Carousing-10 |‘]
Computer Operation- 13 | 1]: Detect Lies-
13 [4); Diplomacy-13 [4f: Foonamics- 12
121 Froight Handling-12 1] Law-12 2]
Leadership-14* [2]; Merchant-13 |2}
Savesr-Fare- 14
Teaching-14 [4]:

Languages: Anglic-12 |1]:
irativel-13 [0

and Cortificates: Broker's

Licemse: Cargoenssics”s Centificse

* Inchudes o1 for Charsma.

likush was injured a5 o crew chiel
loading freight fur Al Mora on Mertactor.
She was koo on in the fromt office asd
was soon running the depariment. Het
lovalty » anguestionsd, bat & yet sha
untested. She would Wke a gher position,
Bt feurs it is oul of ber reach,

likissh 15 an amatenr ventriloguise, snd
wses thes skill o diaract the peany. W be
Tcalled amy.” W fake 3 comvonation wth
an offsviage “masager” or for cutertain-
ment. If questsoned about i, she gencrally
wries 1o latigh it ofF without aciually admit-
ting she can do it

oo WK,

W Primary Shills: Law (M/H) 1053 [101-16. Rescarch (M/A) 1042 (6115,

Bard (M/A) 1042 [6)-15. Diplomacy (MH) 1041 [6)-14 o Faut- T
10+2 [6}-15.
Skills: Accounting (M/H) 1Q-1 [2)-12, Administration (MIA)
Finance (M/H) 1Q-1 [2]-12 and Writing (M/A) 1= [1]-12 1
Shille: A wtal of & points in Interrogation, Intimidation or Pl
IM/AK Detect Lies or Psychology, both (MMH ), and improved levels
the other skills on this
Castomization Notes: Consider -sm‘h]uing (p. B43) your Law skill 1o get)
tive +5 in one area (e.g.. Contract, Tax or Tort): choos
mm;mmmmmmm-ﬂa” :
place in the corporate hicrarchy. Others (ofien the very best) ane
warking for anyone who can meet their fees. A successful atiomey of 8
will spend some of his points on Rey and wddith

Bounty HunTeER (P. GTES)
Siap Tracer 70
A skip tracer is a specialized type of bounty hunter with just one so

merchant ships that have “skipped out™ without making their monthly
giving the povernmeni that subsidizes them its cut.

Btribstes: ST 11 [10], DX 12 [20}, #Q 12 [20]. HT 10 (0]

Advantages: |.czal Enforcement Powers (Title-holder’s employee) |51, plus 13
chosen (rom Acute Senses (any) [2evel], Alermess [S/evel]. Combat
[15]. Contacts { Starport security; skill-15. 9 or less, usually reliable) [
Intuition | 15]. Reputation [varies | and Single-Minded | 5]

Nsadventages: A ital of -20 points chosen from Bally [-10). Callous |46]
(Rival or escaped criminal, 6 or less) [-2] or (9 or less) [-5],
Honesty [-10], Intolerance (Skips) [-5], No Sense of Humar [-10],
|varies| and Stubbornmess [-5].

Primary Shills: Arca Knowledze (any) (ME) 1) (1112 Brawliog (PE) DX
one of Beam Weapon (smy) or Guns {any), hoth (PE) DX+2 [1}-18%

of A Research or all (MAA) 1) [2)-12, or
(MH) 1Q-1 12)-11.

“lncludes +2 for 1Q.

- Operai

(Security Systems) (M/A) IQ+1

hl.u:g (Spacecrafi) (PYA} DX 121-12; omr of Descct Lacs (M) 1Q-1 [
Interrogation (M/A) 10 |2]-12; one of Shadowing or Tracking. both {
212

Bachground Skilis: A 1otal of 3 points in Criminology, Fast-Talk,
Holdout. all (M/A ) Fast-Deaw lmlleE\.ndemngkﬂTl

Castemization Betex A skip tracer can be an employee of the financal
that holds the tithe 1w the skipped ship or an i operstor. Skip
vary in their approach, from analysts who track their prey on puper (ped
never setting eyes on the quarry) to “repo men” whise methods
bile those of hijackers. Whatever his methods. 3 skip racer’s only
take possesaon of the ship (f possible ) and cither alent the proper
tum the ship over 1o them.

MERCHANT STARSHIP CREW i

There is a world of difference betwoen being 2 crewman on one of the'l
freighters making regular runs in Core Sector and 2 small merchant stanbip s
the Beowulf-class froc trader
Free Trader 80 poin

A “firee trader™ is both a small, independent merchant vessel and some
IMics such 3 ship. Being 2 froe trader takes & covtain veratinty - the ships

CHARACTERS



il ofien undermanned, so those aboard must be ca
tisk.

T 1O, B TR0, 10 13 [30], HT 14 ]a]
tokal of 30 points i Alcohol Toleran
12 or Jess) [10], Ally Group (2
[3flevel], Cluim to Hospi
[15), Contacts { Business

T5-paint crewmen, 9 or less) | 10]. th.url-.r a
ity {Trade guilds, etc.) [1 10 10], Combat Rellexes
Street; skill-18, 9 or less, somewhat relisble) | Heon-
tact], Daredevil [15], Tntuition [15], Jack-of-All-Trades [10 1w 30], Language
Talent [Zlevel], Luck |15 or 30), Rank |3evel], Shif |
1o 3l or Ship Patron (Fre [ 3. Strong Wi

30

Je Aflevel| and Wealth 110

hastages: A total of -20 points in Alcoholism [-15], Bad Temper [-10], Code of
Honor |-5], Compulsive G ing -5 51, Enemy {Rival or bounty hunter,
ar less) [-5], Exteavagance |-10], Greed [-15], Jealousy [-10], Laziness [-10],
Miserliness |- 10]. Overweight or Fat [-5 w -20], Reputation [varies], Selfish
Stubbornness [-5] and Workiaholic

CHARACTERS

Sample Characte
Advertiser/PR Agent

frr“pr,s.

hrown skin,

Maved Dy
142,
inistrative Runk

1Psiy® [-20]
Qnirk

very comservatively;
Skilly: Adverti

i "
(Hulographics)-12 11]; Leadership-12 1]
sis-14 |l| Merchant-15 [t
aul i1 13 [1
r-Fuire-15 [4]
Production-1 1

Languages:
Vilani-11 |1
* Empu

{nativel-13 |

aturally susphsion, He
und 4
fventures hud hitmse

1 lew favors,

) leaves nothing 1o chance: The
instatute that Tohins wis Im ky" emugh
o find was carcfully prinsed w sy noth
ing about his nutursl empathic
Somed when the Zho
than just good public relations, th
mation miy eome in handy.




Sample Character:
Arms Dealer

Anstuna Kadic (100 pt=.]

Human (mived) male: age 26 6707,
165 Ibs: black skin, loag brows ke,
dark greem ryen

SE: 1010 B 12 204 B 13 0L E 12 [0

shich [4]; Laeg Talem =1 |2}
Reputation 2 (Ouly in sten basiness)
151

Dizadvantages: Code of Honor
(Merchant™s) | Enemy (Jealous hus-
band. & or less) [-5]; Jealousy |-10);
Lecherosisicss |-13]; Siubbormmess [-3]

Qs Bavws w Doty Cracks knuckles:
Prefers. martiil ans 10 personsl weapons:
Seldom smiles: Loves 1o tulk about
weigon specs, even off the job. [-5]

Skilty; Aceounting- 13 [4]: Admin-
istration-13 2], Area Knowledge
[Mertactor- 13 [ 1], Armoury | Starship
Weaponry)-13 |2]. Computer Operatioa-
13 [1]; Past.Talk-13 (2); Finance-13 [4];
Free Fall-12 |21 Gunner (Laser)-13* [1]:
Judo-12 [ Karwte-12 (4] Law-12 [2;

: Sa

Langmager**: Anghc instiver 14 [OF
rnqiu\nnl 1k Trokh (Askan)-12

'.t..-_-.—fc-qh—lm
Licemse

* Inchades +2 for W)
== Inchude » | for Languape Taless

“Ai~ Kadic s sclling 3 prodect, mosi-

268 He Amows his sauff, and already
Empys 3 fopstid gk e man o e for
such items. Mis superion arc grooming
i for & hagher posation wittin the firm —
e can keep out of trouble.

Trouble soems 1o follow Air, however;
e just can't seem 1o siay away from
women, eaxpecially women he shouldn't

Primary Skills: Mcrchant (M/A) 1Q+1 [4]-14.
Secondary Skills: Fasi-Talk (M/A) 1Q [2]-13, Free Fall (P/A) DX+l |

Background Skills: A mlnl of 6 pnrul;ln Area Knowledge :uny] or

mary or secondary skill
Castomization

Shipper’s Agent

Ping company. lkulnﬂl:dslup‘adm:wn-hkmpm_-d
the

Attribstes: ST 10 [0]. DX 10 (0] 1Q 13 [30], HT 10 |0
Adwastages: A totsl of 25 points in Administrative Rank [varies],

Shipbuilding {Starship) (M/A) 1Q-1 [1]-12, Streetwise (M/A) 1Q [2]-13
Vace Suit (M/A)1Q-1 [1]-12, plus 20 points from these § options:
I. Sensor/Comm Operator (2 points): Electronics Operation (Con
(Semsors), both (M/A) 1Q-1 [1]-12
2. Cargomaster (2 points): Freight Handling (M/A) 1Q-1 [1}-12,
(ME) IQ[1]-13.
Assistant Engineer (2 pomntsy: Any rwo of Mechanic (J-Drivel, (1
{Power Plant) or (Starship). all (M/A) IQ-1 [1}-12
4. Certified Medical Technician (4 points): Diagnosis (M/H) 5
Electronics Operation (Medical) (M/A) 10-1 [1}-12, First Aad ()
[[]REN
. Limited Mase (10 pomtsy: Inclodes #1 (Semsor®Comm
(Cargomaster), plus Astrogation (M/A) 10-1 [1]-12, Pilotimg
(PA) DX+1 [4]-12. Shipmasser (M/A) 1Q-1 [1}-12
Chicf Engineer (12 points): Includes #3 {Assi
Engincer (Starship) (M/H) 1Q-1 [2)-12. and § more points in Med
Dirive. M-Drive, Power Plant or Starship) or Shipbuilding (Stership).
- Gunmer (18 pointsic Add +1 DX [10], making Free Fall (P/A) D)
for -2 points, then add Armoury (Starship Weaponry) (M/A) 1Q 1]
Gunner (Laser) (PIA) DX4+3 [4]-15%, Guaner (Missile) (P/A) DX
15%, Gunner (Sandcaster) (P/A) DX41[1]-13%, i
*lneludes +2 for 1Q.
8, Limited Master (20 pointsy: Includes #5 (Limited Mate), plus Leag
(M/A) 1Q-1 [1]-12, Tactics (M/H) 1Q-1 [2]-12, and 7 more g
(M/A), A ion, Low (M/H), Piloting or Shi

-

-

>

-4

(M/E); El (s Systems), G
Muterials, Hﬂdmlm[angng:tmy: all (MVA): MIM.FOM
all (M/H);, Appreciste Beauty (M/VH): Beam Weapons (any),
Dvaw (Pistol), Guns {any) or Knife, all (P/E); Carousing (P/A: HT)L

hchm:mmhy\lllhlul!rk‘dll:md 0
crew. Make sure that all required .

The shipper’s agent is in charge of all pont and planctary operations
business sade of the company runs smoothly

110, Contacts (Business: skill-18, 9 or less, somewhat reliable)
Intuition | 15], Security Clearance (Corporate) [2level], Sing
Sunu 1-2 [Sflevel]. Strong Will [4fevel] and Wealth [ 10 or 20],

even consider, Hiv past misad

earned him the enmity of at least one
powerlul mun, who will not hesitte w
&F him if the opportunity presents

% o

Primary Skills: Administration (M/A) 1042 [6]-15, Leadership (M/A) 1

A total of -20 points in Age |-Myear], Bully [-10], Co
Spending -5 to <15), Extravagance |-10], Greed [-13], Hi
TIneurious or Obdurate [-5 or <10], Jealousy [-10], Laziness [-10] or
[-5], Migraine [-5 to -20], Miserliness |- 10], Overweight [-5],
[varies]. Secret (Dishonest) [-10] and Stubbormness [-5].

any fwo of Bard, Fast-Talk. Intimidation or Teaching, all (M/A) 1Qs]
Detect Lies or Diplomacy, both (M/H) 1Q [4]-13, i

CHARACTERS




Aceounting (MH) 1Q-1 [2]-12. Computer Operation (M/E) 1Q [ 1]-
cs (MAH) 10-1 [2]-12. Law (M/H) 10-1 [2]-12. Merchant (M/A) 1Q

A total of 5 any) or Savoir-Faire, both
ousing (P/A H

ization Mot
maniplator might have Fast-Talk, Intimidation and Carousing, while a
" type is more likely 1o have Bard. Teaching and Savoir-Fuire,

points in Area Knowledge
T3, and Sport (Golly (PAA).

uther-

lERcHANT (P. GTO7)

Sample Character:
Black Marketeer/
Fixer

Myrna “Z-Aocks” McCaine [58 pts.”
Human (Solomani) emale; age
4107, 70 Ibs.: white skin with freck
dirty-hlor it (unevenly cropped),
brown eves, ye ed teeth and f
ST 10 (0], 00 11 10, M 14 (45), BT 10 (10
Basic Speed 3,50, Move/Dodge 5.
Thrust 1d-2, Swing |d
Advantages: Charisma +| [5];
{Government. akill-13, 12 or le

tion +2 (Rel
1, 10 o8 less) 3]

Disadvantages:

121: Computer Hacking
Operation-14 [1]; Computer

gramming-12 [1]: Diplomucy-13
I El o

L All companies need 1o adventise, Entreprencurs who intend 1o carry pa s
gspecinlly benefit from a litthe well-placed promotional talent. Prospective
mofien need convineing 1o pick onr starship over someonse elve s,

diertiser,/Promational Agent 75 points
& Advertisers ure manipulators of public opinion. Their goal is to create @ desire
ar service in the minds of consumers, or 10 adjust or intensify that
- Promotional agents and public relutions (PR flacks
e in the same business — it's just that their “peoduct” is a person. Governments use
like this to create and disseminate propaganda; the militery culls what they
ological warfare operations.”

tes: ST 10 (0], DX 10 [0], 16 13 [30], HT 10 [0]

es: A total of 3 points in Charisma [5flevel], Contacts {Business or
pernment; skill-18. 9 or less, somewhat reliable) [3contact], Culiural
Mdupiability |25]. Empathy [15], Fashion Sense [5], Favor [varies], Intuition
18], Luck [15], Reputation [varies], Single-Minded [5], Strong Will [4/evel]
Wealth {10 10 30].

otal of =20 poinis in Alcobolism [-15], Bully [-10], Compulsive
\sh'ml'ilnﬂ[ 5], Compulsive Lying |-15], Dependent (50-point “talent.” employ-
o, |5 or less) [-9], Enemy (Rival, 6 or less) [-5], Extravagance [-10], Greed
erousness [-15], Miserliness [-10], Odious Personal Habits
Shameless.” ete,) [-5 to -15], Overweight or Fat [-5 w -20], Selfish
nd Workaholic [-5].

Shills: Advertising (M/A) 1042 [6]- 15, Merchant {M/A) 1Q+2 [6]-15,

$hdlls: Computer Operation (M/E) [0 [1]-13, Market Analysis {M/A) 1Q
13, Psychology (M) 10 [41-13, and edfrer Bard o Fast-Talk, both (MfA)
1[4]-14.

CHARACTERS

Research-14 |2
Strectwise-14 [2]: Wri

. she has traded 2 posms for equipment

and 10 points for Temporary Wealth
[ Wealthy ).

** Includes +2 for 1),

Myrna “£-Kocks” MeCaine

ons, and construc
2 e computer reconds i g
ey, She owits . spacial chip-bumitg
aory under the guise of a small vani-
e also heas @ contact within the
1 Shipping Commissioner's office
thut keeps her up to date on the laest
Identification and security protecols,
Z-Rocks” Irish ancestry is real {as real
a5 anyone's can be, 3,600 years and 200
parsecs from Term), but she leamed her
Gaelic from & teaching chip. She took up
smuking on a similar lark and hasn't been
ahle o quit. Make no mistake: Z-Rocks is
u geek — a very talented geek, but o geck




-" e H.'. "
Broker

Ganidiirsi Meszaros (100 pts ]

Human tmisedi make; age 42; 6707,
170 M2 brown akin, gray hair, brown
eyen.

ST 9 |- 10]. B 10 o), Me 13 [0, BT 10 o]
Banac Speed $ 00, MoveDedpe §
Thiwst Id-2, Swing 141

¢ Baminess Orwmer® (Owmey
of Whilchurch Facwrs. gives Comnicsy

Rank S, Statws 1) [10]; Contach

(Busimess, =21 shill. 1K, 9 or less, some-

whil reliabled |6]; Merchani Rank 3

(Owner; apgrdes Courtesy Runk) | 10];

Repuiation +3 (To Meructor downport

merchants) | 5| Statis 2 |5 Wealthy [20]
Disadvantages: Code of Homor

(Mevchant"s) |8} Greed [-15): Liner

1-3]: Seifish |-5). Sshbormaeas [-5):

Workabodu [-5]

Quirks: Ancstive: Carcful: Chassvin-
ittt Staid; Genminely koves primsitive an_
L]

Bkille; Accounting- 1677 (2] Admin-
isteation-18%* [2]; Approciate Beauty-12
[4): Area Knowledge (Mertacion down-
porth 16 [B]: Competer Operstion- 13 [1 ]
Detect Lies- 14 [8). Diptomacy-15 {8
Ecvnomics-16™* 4] Fimamce- 18°* [B]:
Law-13 [4]: Market Analysin. 18°* (6}
M- 20 | 16]. Suwoir Faiee- 14 2

; imamrvei- 13 J0

Licemses and Certificates: Broker's
Livense.

* Uses the rules for Ship Owner (p.
1o,

** Hought up from default from
Merchant il

Camte Missranm s the ol progeactor of
Whitcharch Factors fmamed for am
abmcwrr pre-Costact Terras covmomist L
the mot ccewdul independent hroker

ape howse on Menacion. He w-m.ln a
stbtantial advantage (71 10 wransactions
i retam for an equally substanial com-
missin (20%), Pumies engaging in specu-
lative trude on Mertactor would do well 1o
engage him 1o look afier their business (i

sl mstvve 2t from e ~wikd” of Dednct
268 He picks the best picces from
amongsl what the radors bong i, then
wends them on to palfleries in Glisten and
ultimately the Imperial core.

m“.\ndu( !‘pmnlvnﬁrl::lﬁmuh‘lglmlu
both (MEL Ad Op a

Writing. all (MVAY; A
Appeal (M/A; HT ) (mmngll’h\ HTI,CIII) primary of s
Cestomization Notes: Background skills should reflect your onention
An advertising executive would have Accounting, Admini
Economics; whil: [} PR Mack would want Directing, Lemdership,
and Vides Pro | ugents often specialize both of
;lullunmmqgm;‘hlcu fsex p. B43 and p. B
Arms Desler 75
Imeracilar merchants favor soods with a high degree of portahiliny,
hoth value density (Cofib) and market potential. Weapons and high
hardware and software it this profile nicely. Arms dealerships may he
lished and as professional as any megacorporation (indeed, Instell bega
arms dcalmhlpl or they muy be fly-hy-night operations (like 4 mercenary @
selling its spoils). Reputation is everything in thas business.

Attributes: ST 10 [0]. DX 10 [0F. 1Q 13 [30). HT 10 |0}
A total of ¥ points in Charisma | $evel]. Contacts (M
Government; skill- "l, 6 or less, wsually relisbic) [4/contact], Oy
A Nty [25]. E w [15]. 1 1151 1 ge Talent [3
l.'gmnmg Calculator [S], Reputation [varies], Secority Clearance (
SAevel], Srong Will [4/evel] and Wealth | 10 1o 30]. 1
Disadvantages: A total of -20 points in Code of Honor (Merchunt's) [- ﬂi
(Rival or unhappy customer. & or less) [-5]. I:ximag.m«l 10}, Flashbag
to -20], Greed [-15], Incurious [-5]. J v [-10], Mi
Nightmares [-5]. Post-Combat ﬂuh- I- ‘I Reputation |varies].
Stubdy 51 and Workaholic {-5)
Primary - M.nrh:u (M.rAl Qa2 (bl 15. specializing ||'| Bidjm
M ch 14 for all ather
Secondary Skills: Am-mlmg (M/H) 10 [4)-13, Adunms!mn-n (M/A) 10 1
Computer Operation (M/E) 1Q [1]-13, Economies (MH) 1Q [4]-13,
(M/A) 16 [2]-13 und Tactics (MIH) 1Q-1 [2]-12; one of Armoury (i8
Demolition or Electronics Operation (any ), all (M/A) 1Q [2]-13; oo of B
Weapons. (any ) or Guns (any ). both (F/E) DX+2 [1}-12%, or Gunner {any) (P
DX+l [1}-11%. i
*Inchades +2 for IQ.
Bachyrasad Shills: A wotal of 10 points i Arca Knowledze (any ) or Gestere,
IMVEL: Forward Observer, Hazandous Materials, Language (any) or Strocted
all (M/A)Y: Detect Lies. Diplomacy or Law, all (M/H); Brawling or Fas
{Prstol), both (PFER Piloting (Contragravity ) (PAA ), Carousing (PIA; HT),
primary or secondary skill.
Motes: Choose an area of expertise - a class of weapons, equip
operations — then pick skills and speciafizations that reflect this: eg.,
|Enan ‘inﬂlﬂl‘»llﬂnﬂm“md‘\ﬂ'lﬂllrhﬂllfﬁ‘

or A Y (Starship and Genmer (|
ikalluau-r-hpmmM Sqmdetknmalmn
gy logistics of mstead of weapoms per sc
Biack Marketeer/Fixer 75 po

Bluck marketeers deal in the shadow economy: the world of illegal i
unrecorded business that exists beneath the surface of all bat the must open of
ethes. Fivers are also pant of that economy, but their siock-in-trade is infi
they know where 10 find what”s needed. and introduce the deal-makers 1o one
o (for a fee. of course).

CHARACTERS



ST 10 j0). DX 10 [0}, 1Q 13 [30). HT 10 |0
¢ A wotal of 30 points in Ally Growp (2-5 75 guards, 9 or less)
RII0). Aermate Identity | 15]. Chariuma [$evel]. Contacts (Street: ski 1200
Bl somcwhat reliable) [4icontact]. Cultural Adaptability [25], Danger Sense
J15]. Empathy |15]. Favor [vasies). Intuition |15]. Lightning Calculator [5]
fack [15]. Reputation [varcs]. Srong Will Tevel]. and Wealth [10 w0 30] or
emporary Wealth |5 or 10]
A wotal of -20 points im Code of Honor (Pirate’s) Compulsine
i Spending |-5). Duty (lavoluntary; crime boss, 9 o less) {-10], Esemy iRivals o
lew-eaforcoment agency. 6 or bess) [-15], Extravagance [-10]. Greed [-15]
Beabousy |- 101, Om the Ed, Reputation [varies]. Seifish
5] and Stubbornness |-3)

Shillac Merchant (M/A) 10+ [4]-14, Strectwise (MUA) 1042
Shille: Accountimg (MH) 101 [2]-12, Administration -\l A) 10 [2)-13,
b Asea Knowledge (any) (MVE) 1Q [1]-13. Computer Operation (M/E) 1Q [1]-13,
Fast-Talk (MUA) 10 (2113, Fimance {M/H) 10 [4]-13, Savoir-Faire (M/E) 1Q

TRk

Skills: A total of 12 points in Electronics Operation (Security Systems),
Freight Handling, Holdowt, Language (any) or Leadership, all (M/A); Detect
Lies, Diplomacy, Forgery or Law, all (IM/H): Appreciate Beauty (M/VH); Beam
Weapons (any ), Browling, Fas-Draw (Pistol) or Guns (any), all (FFE); Piloting
- (Contragruvity ) (VA Carousing (PAAL HT Y, or any primary or secondary skill

Not: tackground skills should reflect your market. goods and the

sige of your operation. Black marketeers and finers often specialize in one class
of goods or persons: e.g., pharmaceuticals or petrunners (see p. B43 and p
Bodt

}. Paranand |-10]

15

0
T
3
n
»
3]
i
m
s}
]

Always well-g
1 Dislikes o
..|| -.,uu Might for as
|-81

Skitiv: Accounting (fr, Merchant
default)-12 (1) Administration (fr
Merchant  defauli)- 15+ [2];
Knowledge (Imperium)- 15+ |2
* | 2): Carous
np.-m.,\n 14

Weapons (Laserj-14
121 Computer
[Hiple ¥
Fast-Talk |l' 1
Holkdowt- 12 1], Law-12 |
15%# |2} Menchent-17

Fimoe-
It Lendership
Saveir-Faine

fur Languonge Tadens

b b +2

Amanda b boen

e ravel and overs
for it; When
when whe
need for extra slecp and her mnd drive o
work conspire 1o leave her chronically
sleep-deprived, bul she seldom pauses 1o
nofice. She owen 1 hig favor 1o the corpi-
e Minancier wh balled her out of a less
than-successiul scheme, but has o ideu
when or even i he'll collect.




Sample Character:
Financier

Gredim Lishen

{100 pts. )

Disasdvantages

1 order
rry. (ther brokers are free g . trading

Jealousy [-10], Ove

| M1, Selfish |-5], Sibbomness |-5] amnd I\\ whaholic |-5]
Primary Skills: Arca Knowledge tany ) (M) 1041 [21-14, Diplomucy (M

13, Law (M/H) 1 (4113, Merchant (MIA) 1042 [6]-15 ]
S“uﬂr‘ Shills: Comp MUED 1113, Economics (M/H)HEN

e (MAH 10 1Q[2)-13

Operati
13N




Sl A total of & pomts i Savoir-Faire (MEL Adminiaration. Fas-
Freight Handling. Intimidation. Language fany) or Stroctwise. all iM/A )
geounting or Detect Lies, both (MH: Appreciaie Beauty (MIVH ) Carousing
JA; HT, or any primary or secondary skill

i You should obtuin o Broker's License (p. 85) on cach workd
you infend to trade, Brokers ofien specialize in a paricular class of goods

80 paints

4 s are the innovators of the besiness world, constantly creating and
g new opportunitics, Once an enterprise has played out hener or for

the entreprencur sells out and moves on lu the next \L|I|l||'\. Suceessful

s conform 10 a fairly namow psychological profile: det lident,

d umwilling 1o work for athers.

ST 100} DX 10|04, 1Q 12 [20], HT 10 |0}

Swong Will 3 [12L and 2 total of 30 pownis in Chansma [Sfcvel]
s (Business: skill-18, 9 o less, somewhat reliable) [Meontact]. Culiural
duptability [25]. Empathy [15], Intuicon [ 15) Jack-of-all-Trades 110w 30,
ek [15 or 30]. and Wealth [10 10 30] or Temporary Wealth |5 or 0]
Stubbornness [-5]. Workahalic |-5]. snd edther Jealousy |-10] or
sce [-10]

Merchamt (M/A) B0+ 3 [8]-15

Sl Accounting (MAH) H-1 (211, Administration (MA) 10 (2112
ter Operation (M) 1041 [ 21-13. Economics (M/M) 10 [4]-12. Fast-Talk
inance (M/H) 10 [4]-12 and Leadership (MIA) 1) [2)-12
Bhills: A wotl of 10 points in Area Knowledge (any ) (M/E) Gambling,
jage (any). Market Anslysis or Streetwise, all (MIA): Deteet Lies, Forgery
all IMH i Appreciate Beauty (M/VH 1 Beam Weapons (any L. Brawling
s (amy ). all (PEY. Carouning (P/A: HTL or any primary or seoondary

Metes: For NPCs, pick a current business venture. For all entreprencur
i, pick one or two previous ventores and decide whether they were suc-
or not | perhaps based on the character's current wealth Jevel ).

75 points

s 2 merchant who specializes in monctary uzlmuu-n obtaining

and iy with I Bankers, fund

: stockhrokers and yenture capitalists all fall mlo this category. In the

pely tight Imperial economy, successful financial wizands are rare. and in
emand when they appear

ST 10 (0L DX 10 (0L 1Q 13 [30). HT 10 [0}
A otal of 30 points in Charisma |$evel]. Composed |5). Contacts
: sk K. 9 or less, somewhat refishle) [3fcontact]. Culiural
bility |25]. Empathy [15] Intwition [15]. Languase Talent [2Mevel].
Calculator [S]. Merchamt Rank [varies]. Patron [varies]. Reputation
, Strong Wil [4/level| and Wealth {10 10 30),
A ttal of - 200 points in Code of Honor (Merchant’s) [-5]. Compulsive
: !ar (Risk-taking) [-5 10 -15], Extravagance [-10], Greed |-15],
news |10, Jealowsy |- 10, Overconfidence |-10]. Overweight or Fat
9 -20]. Scifish |-5]. Swbhornacss |-5] and Workaholic |-5]
Fmance (MAH) 1002 [B]-15: Merchans (M/A) B04+2 [6)-15, specialiiz-
Bi3) in finance (Merchan-20 for financial fike bonds. wocks
y bt Merchant-14 for all other goods i

Shills: Area Knowledge (any) (M/E) 1Q+1 [2]-14, Computer Operation
10 [11-13. Economics (MH) 1Q [4]-13, Law (M/H) 1) [4]-13, Market
is (MIALIQ+1 |4])-14.

EifaRorens -

Ljufa "Bishop™ Rade  [100 pts.)

Human (Sword Worlder) female] age

26007, N s wrhine sl Lighe brown
bt Lo, oe-blee cyes.

S%: 10 o, R 10 o, B 10 S0 I e juy
Blasic Spoed 5.00. MowsThodge 3
2 I
Ally 1100-point partier
12 or lews) | 1] Chisrfasna
Comfortable Wealth |10}

w1 o)
Councey Rank 5 (1 Mase/Owmer) 0]

Cultural Adapuability
Takemt +2 0); Ship Owser

Disadvantages: Code of Honor
iMerchami'si [-5]: Enemy {lmperial

Customs, f of lessh [-15]; Sense of Dty

(Passemgersy |-5]0 Sinbbornness |-8]C

Wowkabualac |- 2]: Xenaphilia (Milds |4
Pwirks

sbomn oty

Andrigymows. Very carsms
cultmres. Obmoicms Drusk

* 11k
Astrogal 12 1] Beam Weapons
(laser-14** |4]: Compiter Operathon-13
11): Diplomacy-13* Electromics
Operation {Comm}
Operation (Semsorss-12 |
12} Froighe Handimg 18 it
Maierials- 12 [1]: Holdout-15 |&):
Merchant- 15* [4]: NBC Warfare- 12 | 1]:
Piloting (Spucecruft)-12 [K). Savoir Faire-
4% | 1], Shiphuildsng (Starshipi- 13 |2]:
Shipmaster- 12 | 1]: Streetwise-14 [4]
= Anglic-13 %) Geegh
Vapri 13 [ lockedac (5 Woarlds
w13 0

Licemsrs and Cortificates: (argo-
master s Cortificate with Basic HasMar
Handler™s Endorsement: Comm Oper.
s Certificate; Limived Mate's License;
Sensor Operutor’s Cenificate.

* Includes +1 for Coltaral Adapi-

whiliry

Harardons

Inchudes 2 for W)
+ Tmchade o7 for Langusse Taless

Ljmfa “Binbop™ Rale is panmen with
Minko Blais (p. 95) in ulm(nlnp of 2
wsesd Beowilf- ree trader, the 5.5
Smiling Mo ilderati  registry
nm“mu.: 1131, Bishop handlcs the
jussenpers and cango: she lesves the fy-
ing W0 Misko Lalihough e i 2k s geal
oo mate s *n)iﬂ.“mﬂu
m 3 radineeally “male” profousos. de
consders hndl “culiwrally male™ as
wel, amd ety scconbingly Her fuscination
with other cultures overrides her back-
grownd 10 most other insances, however.




Sample Character:

Brunnhide Shasharshi (100 pts ]
Human (mived) female; ape 35 677

170 I browm skim, black curly hair

{shon-crpped . hasel eyes

ST 100 (0], 0 12 (2000 0 13 |0, W 11 (10

sk Sped 5.75, MovedIdudge 5,

Theust 1d-2. Swing 1.

Advantages: 3D Spatial Semse 110
Acule Vision +2 [45: Ally Growp (2-5 75-
it crewmen. 9 or hess) | 10]: Mencdomt
Rk 4 (Fird officer. Tukars Liness [20]

Divadvantages: Cods of Hooor
(Pirate i |51 Enewwy (Rival, & o lewad
=51 Hard of Hesnng |- 10): Jealowsy
1-10}] OMdisns Personal Hatit § Throws
thangs ) [-5]: Unnswactiee |

Qwirks: Careful. Che 1, Sors
hersell 2« just and fair; Uscongenial
Won 't st thiat she cam's hear [-3]

Skills: Adminisiration-13 [2]; Area
Koowiedpe iDiserict 268 ports-13 [1]:
Astrogation-14% [1]; Beum Weapons
(Laser)- 5% 121 Elecironkes Operation
{Commb 12 |1} Elecironics Operation
(Security Systemai- 13 |1 Electromics
Operation (Sensors-12 | 1] Fass-Talk-13

I Froe Fall-15 |1 Freight Hnnl.lmz
11} Goms (Pistod)-15%* [2F Law-
cadership-12 |1 Lip Reading-
Merchant- 14 [4]: Pilotieg (Space-
crafih 15* |8} Sevewr Fawe- 13 |1} Shap-

Voo Sun-12114
Lamgpuages: Mghlmucl l'|u]

st Ohperator’s Cenificate:
Uiilimited Master's License,

* Includes bonuses oy 30D Spatial
Semsat

= bnchudes +2 for 1)

1 Inchaides +2 for Acuie Vinkon.

Mr. Shavharshi tolersics no endec
tamulardy amomg her crem She s 3 zoad
& amy capraen @ Tukora's fers and o T
thaed yow o bevp that = mind Wit wan
thai ? Speak wp. siop membling’ Xo. of
omare she ducsa’t have trouble heanag
oo wonalide’t i everyone didn’t mumble all
the time, Now gt oul! | Thamp!]|

M. Shasharchi is o real proce of wark,
she is st the soft of Tt mate that
BVETY K] ends up serving under ot
s pusinal in his career.

Shills: A total of 6 points in Savorr-Faire (ME); Admintstra
Talk. Freight Handlng. Entimidation. Language (any ) or Sircctwise, il
Accounting. Detect Lies or Diplomacy, all (MM, Appreciate Bemsy
Carousing (YA HT L or any primary or scoomdary skill
h-—-:'ﬂmm:hmhm nsiruments you haadic — sio
loans, currency cxchanges, eic. ~ then choose your hackground skilly
your market and chemicle.

Purser/Cargomaster 75

Pursers and cargomasters arrange. obiuin, load and care or the ship
both pussengers and cargo, They use their extensive social and organiza
o ensure that everything goes smoothly ~ both on and ofl ship,

Mtributes: ST 10 [0, DX 10 [0 1K) 13 | 300 HT 10 [0}

Advastages: A total of 30 ponts in Ally Group (2-5 75-point crewmen,
[10]. Charisma |$evel]. Claim to Hospitality (Trade guikis, o) [H
Comtacts {Baskness; skill-15. 9 or less, somewhat reliable) | Yoomaa] O
Adspeability |25). Empsthy |15]. Intuition [15]. Languaze Talost [
Lightning Calkculator [51 Mathematical Abslity [10]. Merchan Rask 8
Reputation |vanes] snd Voice |10] A

Disaduantages: A sotal of -20 points in Chummy or Greganous |-5 or - 10}, 0
Honor { Merchan's) [-5], Compulsive Carousing |-5], Extravagance |A
[-15], Jealousy |-10], Larincss [<11}] or Workahalic [-5], Mi
(hrrunghr or Fit [-§ 10 -20], Reputation [varies|, Sellish [-5],
(Pussengers) |5 and S .5),

Primary Skills: Freight Handling (M/A) Il,.;‘+1 [6]-15, Merchant (M/A) 10
Savoir-Faire IMVE) Q%1 [2]-14.

Secondary Skillc Accounting (M/H) Q-1 [2-12, Admumistration (M/A)
Computer Operation (M/E) 1 [ 1]-13, Diplomacy (MM) 1Q H|-13.

Shills: A 1otal of 12 points in Arca Knowledge (any), C
Gestore. all (MVEY, Bartender, Hazandous Materiale, Holdout n
Shipbuilding (Starchip) or Strectwine. all (M/A). Animal Handiing, B
or Law all (M/H ), Apprecisie Bessty (M/VHE Beam Weapons {any), B8
Fast-Draw (Pistol) or Guns (any). all (PE): Driving (Constraction Fes
Exoskeleton or Piloting (Contragravity or Small Spacecraft),
Carowsing (P/A: HT), or any primary or secondary skill -
Notes: Choose ¥ 1 skiills that suit the size of your &

seope of your responsibilitics, A chief purser would hive more Ac
Administration (ind several levels of Mercham Rank ), while a lowly shig
might have Carousing and Cooking

Shipmaster/Mate 95p

Communding a ship is one of the greatest pheasarcs and most 2w
wibulimies Lnown o man. The captan of spmeser, who bolds 3 Master's
G, has bieerad ife-or-death power over those on boand bas ship: ooe
of moment of mancaton could lead w0 disaaer. Captams are ssioed i
by the ship's mates. Semior mates ko hold Masier's Licenses. in case i
hecomes il or is incapacitated

Attributes: ST 10 |01 DX 10 [0]. 1Q 13 [30], HT (0 0] ]

Advantages: Merchant Rank 4 |16 or 20, plus 34 or 30 points (10 o net
mdvantges) in 30 Spatial Sense | 0], Ally Group (6-20 75-point chew
Bess) [10], Charisma [Sfevel ], Common Sense [10], Contocts (Busi
1K, 9 or less, somewhat reliable) | Meontact]. Imperturbabie [ 107, o
Luck [15], hant Ramk +1 (includes Status 1) [4 or 5), R
Ship Owner or Ship Patroe [vanes|. Stroag Will [4/cvel| and Weakhf]

Disadwantages: A 1tal of -20 points in Belly |-10]. Code of Homor (M
Compuisive Gambling |-51. Encey (Skip tracer. 6 or lews) [-5)

CHARACTERS



Greed |-15]. Hidebound [-3], Jealousy [-10]. Miserliness [-10].
dght or Fat [-5 w0 -20], Reputation [varies|. Secret (Aleoholism) [-10],
el Duty (Crew) [-3]. Swbbornness [-3] and Workaholic [-5].

¢ Leadership (MAA) 10) [2]-13, Merchant (M/A) 1Q+2 [6]-15, Tuctics
H10-1 [2]-12.

Skills: Administration (MIA) 10 [2]-13, Astro m (MJA) 1Q [2]-13,
gronics Operation (Comm) (M/A) 10-1 [1]-12, Electronics Operation
) MAAY 101 [1]-12, F 1 Handling (M/A) 10-1 [1]-12, Law (MH)

1, Piloting (space yped (P/A) DX+2 [8]-12. Shipbuilding
ister (MAA) 1) [2)-13.

Shills: A total of 6 points i Arcd Koowledge (any | AMIER, Fast-Talk,
Language (any), Steectwise or Vace Suit. all (MIA) Accounting.
<, Economics or Shiph i all iM/H}: Appreciate Beauty
K Beam Weapons (any ), Brawli wst-Diraw (Pistol) or Guns (any), all
1 or any primary or seeondary skill.
Notes: Background skills should reflect the size of your ship and the
g of your responsibilities, The captain of a fledgling line’s only merchunt
want Free Fall-11 [4], Strectwise-12 1] and Vace Suit-12 [1]: the mas-
it corporate trading vessel is mone likely o need Accounting-12 |
12 2} and Shiphandling-1212]

75 points
er there arc laws, there are those who see i profit in circumventing them,
are businessmen whose business lies in finding w around legal
nls (customs duties and restictions, mmigration quotas, tases) and charg
e the risk. A smuggler may carry the goods himself or be may arrange for
5 ") to curry them for him — nol always kowingly, Many are either
or driven by greed

o ST 10 [0, DX 1070, 1Q 13 [30], HT 10 U],
g A total of 30 points in Ally (100-pomt partner, @ or fess) [10], Aliermnaie
[15). Charismis [3evel], Contucts (Street: skill-15, 9 or less, somewhat
b [Meontact], Duanger Sense | 15], Daredevil [15], Empathy [15],
ess [2level], Intition [ 15], Lightning sulator [5], Luck |15 or 3],
[varies], Ship Owner [varies|, Strong Will [4/evel]. and Weslth [ 11
o Temporury Wealth [5 or 10].
jges: A tolal of -20 points in Addiction [varies], Callous [-6], Compulsive
g [-5], Duty (lnvoluntary; erime boss, 9 or less) [-10], Edgy or Paranond
=101, Enemy {Rival or law-enforcement agency, 6 or less) [-15].
agunce [-10], Greed [-13], Jeslousy [-10], On the Edge [-15].
dence [-10], Reputation [varies| and Stubbornness [-3].
hills: Holdour (M7A) 1Q+2 [6]-15, Merchant (M/AY 1041 [4]-14,
ise (M/A) 1041 [4]-14.
lﬂll. Acting (M/AY 10 [2]-13, Administration (M/A) 1Q [2]-13
er Operation (M/E) 10 [1]-13. Fast-Tulk (M/A) 10 [2]-13, f—rul_ht
g (MIA) 1 [2]-13.
md Skills: / total of 12 points in Arca Knowledge (any) (ME) Astrogs
, Electronics Operation (Comm, Securi 5
s Muterials, [.x..ldn.r-.!np Shipbuilding {Starship) or Shipmaster, all
Detect Lie momics, Forgery, Law or 1 iMHE Beam
i (any), Brawling, Fast-Druw (Pistol) or Guns (any b, all (F/E). Piloting
type) (PYAD Carousing (FFA; HT), or any primary or secondary skill.
2 2 |

(e

factics you employ, A master of deception should con al
hile an independent blockade runner would huve his Limited Master's
{p. B4). Smugulers ofien specialize in one class of goods: pharmaceut-

CHARACTERS

Minko Slats

Human (Solomani} female
£'9%. 160 Ibs.. brown skin, dark
i (sheiet, bilumt-cut), brown cyes.

Ally (100-fmint partoe "thnp
12 or less) [10f; Comfrtable W

\1upnun.r.1... i
Rank 3. St i
Divadvanrages: Chummy |
I-5); Ei i

Onirks: Alwa
tles constantly: Waon® I drink aleohol:

= I8]: Shipbuilding (5
\h:pln.:\h.r 13|

J.i'rﬂ\l 5 nm{ (8 nijirufr.\.' Comm
1 Limited Master's

. InLIu.h:-. btz Inr A0 Spati
= Inchudes +2 for 14,

Minko und her pariner
(P, 933 run a vinety of

268 in their used feewidfcla;
niting Mowre {Bderati re

Sisters 17371
s 11300 unnil
we they speciil-
ize in runming contraband along the
Colluee Main from Trexabon (SM/THsirct
26K 1339) o Mille Fales (SM/District 268
16371 Most of what they move is legal
where they buy i it becomes illegal when
they bring it across the border withaut
e it 10 Imperial Customs,

Minke is very sclive, in o nervous sort
of way — 5o much so, thal Customs
imspectors have o hard time determining if
she has i reasav 1o be so edgy or ool

between Ideran (5M/]
unid Enees | SMSwond W
ot 1o o the




Sample Character:
Confidence Man

Tadeusz Speialy (100 pts ]

Homman (Solomani) male. ape ME 55,
165 I brown shin, red-brown hair,
brwm eyes.

ST 10 e, B0 11000 18k 13 {300 W 12 20

Rasic Speed 5,75, Moveixlge 5.
Thest 1d-2, Swing 1d
wi: Ally Growp 1620 75-
point family members. & or kesst [ 104
Charisema o3 | 15 Lack [15]
: Compulsive Lying
1-18%: Overcosfadence: [-10): Selfish {5}
Semi-Literate [-5]: Sense of Duty
iFamity) |-5]

Quwirks: Careful; Cheavinistic:
Imaginative; Makes sweeping gestures;
Wears colarful handannas, |-3]

Shills: Acting-13 [2]: Aren Kiowbedge
(District 208 ports)- 14 [2]: Brawling-12
12F Fast-Talk- 17 [10]: Gasnblang-13 |
Holdout-13 [2]. Imimidasion- 14 [4]:
Kmife-11 [1]: Merchame- 14 [4]: Pick-
ke 10 (2] Serabh- 12 |4 Sereorwise
(1

Languages: Anglic-13 [2): loclandic
(Sword Worldep-12 [T Romany (native)
13 10); Te-alodh ADwrriand-12 [1]; Vilani-
1211 Zhodani-12 | 1)

Tadewsr is o tremendously good liar.
ity hecans e belicves completchy in
wach lae for just as bong = 0 ke o el
He & mastey of the shon oo, sl mever
om0 be ol @ bows Bor schemaes. (8o ma-
ner b welll owr powly cach one pocs . He
o v devoied 1 his extended
Tamily: he sends all of his kool 10 them in
their travels. and caiches up with them
whenever he van: having the hmlll;r i
poet i always case for

Tadeusz s mok l:dlvlh;dmn be
wmply dooa’'t belicve m grviing & straght
amveEr of sory W ayonc (cutude ki
famahy it inh 1 Wl ey o fowsks B
v b ghen momey. s mech the hemer

Rocue (. GTS8)

At brant Jexse Jamey hod a boese!

Confidence Man 85
1t takes o special talent 1o separate people from their money in such
theyre glad to sec it go. The con man is a businessman (of a sort); he m
ing selling dreams and fantasies. Too bad he always skips wown before he
Rttributes: ST 10 [0]. DX 11 [10). 0Q 13 [30], HT 12 20} [
Rdwaatages: A total of 30 points chosen from Alcobol Tolerance | 5] Al
[$level]. Al Identity |15k App I5 w 25]. Charisea |8
Contacts (Street: skill-15. 9 or less. somewhat rehable) | 3oontact],
125, Danger Semse 151, Darodevil [15]. Luck [15 or 30|, S8

|$| Versatile |5]. Voice | 10, and Wealth | 10 10 30] or Temporary W

m A total of =30 points ehosen from Callous |-6), Compulsive G
[-5 1o -15], Compulsive Lying [-15]. Enemy (Law-enforcement age
lesa) [-15]. Extravagance [-10). Greed [-15]. Klepromania [-15]. Laziness|
Light Slecper |-5). Overconfidence [-10], (Crook) [varie
i-\lum-l-vﬁn;‘alim -20). Seifish |-5). Trademark [-1 40 -15) and T

ﬁ_'* Arca Knowledge (any) (ME) M) [1]-13. Fast Talk (M/A) 1082
18, Swrecrwise (M/A) 10 [2)-13, 1
Secondary Skills: Stcalth (PAA) DX+ [4]-12, and any four of: Savoir-Faire
1O+ [2]-14; Acting, Bard, Disguise, Gambling, Intimidation or Merd
(MIA) 1Q [21-13; Carousing (PAA: HT) HT 2112, or Sex Appeal {
HT [2}-12
Shills: A toal of 4 points im Gesture (M/E): Electromics O
(Security Systems). Holdout. Lockpicking. Research or Traps, afl
Finance, Forgery or Psychology. ali (M), Compater Hacking (M/VHE)
Weapons (any), Brawling, Fast-Draw (any). Guns {any) or Knife, all (M8
Escape, Pickpocket or Sleight of Hand, all (P/H).

A con man may have a Tavorite technique, or he may
scams wfter every job. Pick skills that suppor your preferred style; any
sible, although influence skills will likely predominate. It's also imp
choose skills that will facilitate your eventual getaway!

Unpercover AcenTt [(p. GTSS)
A1 fira plance. i might seem that the mercantile Bife offers little scope lor
activities. This is mot completely true
Courier S0p
A courier has only one putpose in life: deliver o specified package or 1
safely to its destination. Anything that helps achieve this goal is commendable;
thing else is wasteful. Couriers may work for a p:wvmml {especially the
or diph COMPS. 3 CONPOTAtoN OF some or they
mmﬂqh%hhwhﬁ

Matribates: ST 10 J04, DX 13 [30). 1) 13 [30]. HT 10]0]

Mdvantages: A iotal of 25 points in Aleriness [$fevel], Alernate Tdentity |13
Appearance |5 or 18], Chansma [$fevel], Collected or Imperturbable |5 ar
Combat Reflexes | 15]. Contacts (Any: skill- 18, % or loss, somewhil red
| Heontact]. Danger Sense | 15], Diplomatic Immunity [20], Intuition | 15], ke
of-all-Trades |10 or 201 Language Talent | Mevel]. Luck [15]. Sanctiy§
Security Clearance (Any) |2 or Slevel]. Strong Will [4level]. Veranle [5]8
Voce [ 101

sadwantages: A total of -25 poists i Conicws |-5 10 -15]. Delesion (~Encmy
are afier me™™) |8 w -15], Duty (| Agency. 9 or kess) [-5]. Encmy (Enemy

CHARACTERS



MA) Q=1
spend a nct 12 pomts o
B Saons-Faore | MVE ) B
Beading. sll (M/A) I
Lamguage or Detect Lics

s, Op Laoxcks

Dx

o Traps, all (M/A1Q |
Bscape (P/H) DX-1 |2}
Bl Computer Opera

i nyl (MIA) BQ-1 1
EI DX+ [42)-14%

H. HTIHT 9
L e P e IMUA) Q-1 [1}-
fther Beam Wea

s fany ) ar

fles +21 fon 10}
Bhills: Chie ol Diriving (any ) o
of 7 poims i Criminelog
(M) Brawling or Fast [

sting (any ), both (VA DX [2]-13, and
wise. both (MIASL T
¥ (PIEL or any prir

o Liw

ary or secondiry

i i us u courer. A
Talk amd 5
Electronies Operu

skills should reflect your
 have Body La
re likely o

pa ) ol § Sensons b, and Stealth.

1+ Security

 Chpratig ity Syslems
1+ Fast-Talk- 13 [1]: § 13 12]
112 | 1) Gums (P
|41; Lip Beading
42 bt

Lamguages: Anghc inatsci-I4

Licenses and Certificate

the
Lately
0 il he b8 con:
Tull time,




AcCaQuUIRING A STARSHIP

It is cenainly possible w0 run 4 GURPS Traveller cam-
paign ~ even one focused on trade snd commerce ~ without
the PCs coming into possession of a starship. or indeed.
without ever leaving a single system. They could pool their
Tumds. bay pn-\.i- on speculation amd ship them as corgo on
commercial freighiers while they travel along as passengers
In extreme casex, they coubd even st up as brokers (or har-
tenders) in a specific sarpon and emtice the world w beat 2
path 1o their dooe

Most groups. however, will cither emter play with 2 sts-
sinp m hand or bend all of thewr efforts owand soquinnes one
in the carly sages of a campaign. Coram rypes of campaigns
will m fact rovolve around petting (or just holding onto) a
ship. Both GM and players would do well 1o consider just
how 2 group of adventarers might obtan acoess o a shap.

There are essentially v methods for obisming 3 star-
shipc buy it (hebow L rent it (p. 991, sacal i (p. 990, borrow i,
find it or win . These vary in difficulry. likelihood snd kegal-
ity. The last three options are not normally apphicable w0
commocrcial dup operatom., snd will be coverad imstead in
GURPS Traveller: Starships.

Buy It

When maont people think of acquinng 2 starchip, the firal
option they coosider is 10 buy it outright. A starship, howey-
er, is a huge capital investment: @ standard Beowsdfclass free
trader costs 289 million credits new: even used, it would cost
12-15 million eredits. This is more than any character ar
group of characiers {other than Multimillionaires ) could hope
10 cam legitimately in # lifetime, Ordmary traders do, howey-
er, manige W allord starships. How? By sharing the expenses
and by spreading them ou over lime

Three ie forms of property ownership have been
developed over the centuries: proprietorship, purinership and
corporation. Parinerships and corporations, especially. are
methods of pooling wealth 1o make lurge purchases. Al three
methods apply as much to starships as w any other propeny:
see Husinesy Organization (pp. 41-42), Various fimancl
arrangements ~ loans, mongages und bonds — exist that per-
mit ship owners o purchase their vessel incrementally. over a
long period of time, in retum for paying a higher total cost in
the form of interest or dividends.

Proprietorship

A sufficiently wealthy individual (ic. someone with the
Multimillionsire sdvantage, p. CI127) could purchase a str-
ship outright ~ possibly (but not necessarily ) with the help of
the Ship Owner advantage ip. 101)

Partnership

A parinership comsists of two or mure people who split
the cost of purchasing a stanhip. Each parner must take the
Ship Owner advantage (p. 1011, but the pariners can pool
their investments to reach the necessary total The ship
belongs 10 the parinerdup s 3 groap; dnvision of ahor, peof
s and expemses is up o paneern.

Corporation

When individuals have insufficient wealth w st oS
business, they pood their resources and form a o
make ihe necessary purchases. Ownership of the p
divided acconding o the fraction of 1otal resources ead
vides. See Corpovations (p. 42) for details.

Bank Financing

Bank ior other venture capital) financing is avai
qualified individualy (Ship Owner. plus 2 “Very Good™s
thon from the kan officer) for the purchase of comms
starships. A minimum of 20% of the parchase
required as a dosn payment; the bank provides the
B0F%. In return. the owners agree 10 2 40-year o
whach they mud puy off in ssathly mstallments of S
the purchase price (oguivalent 10 2 557% aneel ol
morgape payments i lode kows and Rasbifiny coverase o
hank s imvestment, but the owners must arange for
on thew van

The borrower’s ownership in his ship incressesi
time, as the debt owed 10 the bask is paid off (se
below 1 I the mitial down payment was Larger thas
the purchase price, the 1erm e Joan i redueced
number of years indicated (round down )

If the owners decide 1o sell their ship, they m
the bank the debt owed as a fraction of the original
price of the ship, regandless of the actual sale
remaining moncys can be divided among the
see fit

Capital

In veder 1o explore new avenues of rade. lge
lines may take the role of vemture capitalists for
takented and favorcd emphoyoos. The company
former employee with 2 ship (treat this o 2 Ship
GTR4-55 and p. 100) - wsuaily =n older mode] dh
fully paid off and ix serples o curment aceds —
down payment in reium for 3 standand 40-year
The company s the wrms of the monzese 1o ks

28 CHARACT
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I the new “owners” discover some hereto.
Bdiden but lucrutive
ji and cupluoit i foec
Emder 3 poB-COMPELitn

parkel. the company can
the ship o move else.
o clagse in the me

s “ownens” stan out with 0% ownership in
As the morngage is paid off over
P accrucs ust 35 it docs with 3 regular
isee above), bat the company retaims its
2% o profect its imvestment. For intance,

years. the wpay and the owmers cach have
- in the vewscl: afier 30 years. the own
s mow 305, but the company still bolds

vesael

Subsidies
governmcnt | planctary of Imperial) can provide
and assistance i fimancing a3 starship. This
either 10 envure regular service 10 hackwater
in order 1o mainlain contact with the
of w8 part ol a program of deliberate devel-
el A government subsidy takes the form of
i 8 low-cost loun, with the govermnment carrying
itsell (Ship Patrond, or o pantnership arrange
i (Ship Owner), where the partners put up the
i payment (20% ) und the government provides

government retains SO% ownership, but
the remainder and any hank payments in retum
ibnee of the profits. The ship must generally fol
? jlesignateyd rowie among 2-12 worlds, inchsd
it would otherwise be ignored by mercham
The captain must pay 505 of the ship's gross

lafter expemcs. but before any dividends
fpmymcats ) (o the povernment cvery month. In
of war. the shap and its crew may be actival
sary. Trest these arran

prve o & floct ol
i Duty (Government. 15 or lessi. which takes 15
e comt o Shup Patron
ond of 40 years, Tull tike reverts 1o the owners, bat
will lable for activation i warime. A sabsidized
o fincr that has boon paid off and released from s
! tiner, wdentical in chat
s 10 another ship of the same class. but probal
mechanically duc 10 age
types of vessels are favored for subsidy arrange
use o their size (2 compromise heiween capacily
) and versatiliny; they are wsually between 400
i dhons displacement, with jump capacity sufficient
beir projected route, The Akkigish-class subsidised mer
p GT146) amd the Stelfar-class subsidized liner (p
typlcal examples,

8 froe merchant of free

y lews

I

posaible for an dividual for a

akills and Reputation 1o arrang
for a starship, called a of v (techmically @ charser

e that s like 100 moch fun). As a rule of thumb,

rroup) with the right
i long-aerm rental

reml s 3% of the ship™s purchase prce per month. adjesod
up or down accord 10 the terms of the char this

includes insorance. There s mo point cost for chanenng 2

ship - the arransement is cxsentially sclf-limiting. Sce p. 109
for more oa chariers
STEAL IT

Some people cannot resist the iemptation 1o take the

way ot and obtain o starship through illegal means. The cn
cumstances will vary by campaign, but the comsequences of
getting caught should be appropristely dire. OF course, steal
ing from thieves or from the enemies of one’s government
iy nod he considered stealing at all, but rather spoils of war
(see Letters of Margue, p, GTR6), The decision, us al
rests with the GM. Thelt of w sturship is covered in detl
under Chersicle the Law (pp. 116-123)

Stolen or “hot™ starships may also be offered on the
black market or passed off as legitimate used vessels, Such
ships bring only 1-3% of their original purchase price. and
may be impossible o get nd of afterwand (due wo irmegulin
ties in their regisiry . Buyer beware!

5
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see p. B18

states-comcious. semi-feadsl Impenam. relative
< 2 can have an immense personal impact e
imteractions. Standand boauses and pemalties for
pensons of higher or lower Status apply. The
remember, however, that this can work again
s ensily as for them.

4 see p. B16
th answers the question “How much money and
do 1 have™ This can be broken down imlo two
ing wealth (how much vou'ne worth at the stan the
.ﬂ-ﬂhlrwllmﬂk'n\n“mllw
what kinds of jobs you can hold). Surting
u& funher broken down into cavk and gowds
are anything that cannot be readily comverted 1o
taking a loss (typically 50°% or more). Anything
1 hatever form it takes,

Wealth ady {or Poverty disud ged = which
ex Deadd Broke, Poor. Swruggling, (_mnhrrluhl"
Very Wealthy, and Filthy Rich (p. B16) and
aire (p. C127) - affects both wealth level and
g wealth

ry Wealth p. C118) and points waded for cash
) o equupment (p. CTITL. on the aiber hand, oaly
arting wealth. Note that the point costs for these
pare st reconded on the character sheet; in ffccy. the
has fewer (more ) points 10 spend in return for high

-12 Crld NIA

7 Cr3 000 Cr30n

-5 Cr7.500 Cr7so
0 Celso00  Crl S0
5 Criooo0  Crioon
o Cr75.000  Cr7 500
NA MCHL3  MCrod
NIA MCrlS  MCrOiS

£ NiA MCrl5 MCrl S
100 NiA MCri50  MCrls

the cost of Filthy Rich.

g poinds for oquipment yiclkds equipment wonth 2
of the campasgn’s saarting wealth per potot. which
o Cr7 S00¢ponnt in the 1ypical GURPS Travefler
. A maimum of 3 points (giviag Cr225,000 in
) may be spent this way. The Ship Owner advantage
) s much more efficient for those who wish 10 stant
rith a starship.
Al cash amounts mist be sdjusted for exchange rates (p,
before purchasing goods or services. Most characiers’
wealth s figured in Imperial credits (exchange rate

100} M this is pot the case (c.g_. for someone who has nover
left his home world ). take Temporary Wealth worth <10 = (1-
exchange raic) points, munded up 1o the neares point; ¢z
an exchange rate of 0.75 would count as -2 points of
Temporary Wealth.

NeEw ADVANTAGE

Ship Owner Variable

Ship Owner s a variation on the theme of Trnding Foints
for Equipment (p, CHT), used when a churacter wishes 10
stan with a starship. Unlike points traded for equipment, Ship
Orwmer s treated 25 an advantape that romains on the charac-
ter sheet. It is also far more cfficient, which is imended 10
reflect the fact that starchips are karpe, haed 1o scll. expensive
o mumtasn. rrky 0 operate and sabject W0 stnct regulatons.

This advantage differs from Ship Patros in that the char-
acters own the ship outright: they may sell it at any time
(assuming they can find a buyer), just fike any other property.
and recover their investment. If the GM permits, "Ship™
Owner can be applied o other kinds of husinesses — broker-
age firms, mining operations, bars, e, - in which case it is
called “Business Owner™; the same rules apply.

The point cost of Ship Owner has two components; a
hase cost and a varishle amount above and beyond this. Base
oost depends on the character’s Wealth level: 15 points st
Average or below, 10 poimts a1 Comforiable. 5 points a8
Wealthy and 0 poines = Very Wealthy or shove. This gives
him 2 baic Cr300.000 o put towand the purchase of 3 war-
ship i liew of — not in addition o - his normal starting
wealth. A masimum of 20% of this amount (Cr60.000) can
be taken in cish as ondinary starting wealih,

Onee the base cost iv paid, each additional point gives
anather Crl 50,000 investment in the ship, Starting charcters
may spend no more than 30 poinis (giving an additional
Crd S00,000) m this way. More eguity can be bought 2t the
same rabe i play, however

Filthy Rich characiers multply their imvestment in the
ship by 5 cach level of Multimallonsire further multiplies
this by 1. The amount that can be taken s cash is suill fmit-
ed 1o Créd,000. For instance, Ship Owner costs a base 0
points. for a Filthy Rich merchant. and gives a basic MCr] $
investment; cach additional point gives another Cr7350,000
investment.

Characters are allowed 1o pool their investments in o parl-
nership or corporate armngement; the specifics are up o the
players, Calculate the actual purchise price of the ship, includ-
ing options, discounts for used vessels, exchange rates and pre-
s for custom designs, eic. Divide the pamy’s total imvest-
ment by Ihl\ price 1o get the party’s initial ownership,

daa The g smoun! mes! be
mm see &mgamip %) for detub.

Ship Owners receive 3 free Tevel of Status. not cumula-
tive with that gained from Merchant Rank 5 (Captain) or
Wealth. They also receive free Counesy Runk § (Captain) or
(Orwner nhourd). 17 they want real Merchant Rank, they must
puy for the difference, treating their free Rank as if it werne
worth § points: e.g to upgrade Courtesy Rank 5 10 Merchant
Rank 5 (Captain, frec trader) would cost 10 points.

CHARACTERS
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DiISADVANTAGES

Enemies

and Reputation see pp. B17, B39
When it comes o commercial transactions, everything

stated under Affies, Contacry, Fover Parrons oand Reporation

(p. 104y also holds for Enemics and bad Reputation. I you

aren’t trusted, or i you have enemies in high places, all the

skill in the world won't help yvou to close a deal.

Poverty see p. B16
See Wealth (p. 1013,

NeEw DISADVANTAGE

Ship Disadvantages [Optional] Variable

Al the GM’s option, the cost of Ship Owner or Ship
Putron can be reduced (hut never to less thun O points) by
giving the ship its own disadvantages,

Malfunciens: A list of possible malfunctions appears on
pp. VEI9E-159. Minor malfunctions (“bugs™) are annoying
but not actively dangerous, and are worih -1 paint (for Ship
Patrony or < 1% purchase price (for Ship Owner) each. Ma
malfunctions dre patentially dangerous, or at least highly
inconvenient, and range from -5 10 <15 points (or percent pur-
chase price} apiece, depending on severity.

GMs without GURPS Vehicles should invent their own
malfunctions. Choe method 15 o adapt character disadvan-
tages for the purpose; Primitive might represent an ohsolete
=hip thal requires a Scrounging roll 1o find parts for,
Unluckiness could be used for o disaster-prone ship (5
Furers are a superstitious Iot, after ally, etc. Rocial disadvan-
tages should not normally be used. Point costs are remd as
percentage cost reductions in the case of Ship Owner.

Used vessels are worth a maximum of 306 of their orig-
imal purchase price; this may be reduced o no lower than
WG by bugs (~HFF or 40 poines)

If malfunctions are removed (by repairs or a rebuild).
any point cost associzted with the malfunction must be

Stofern Ships: Stoden vessels can be had for as little as 5%
of original purchase price; the list -5% (-5 point) discount is
automatically for Enemy (Skip tracer, & or less), Zeroed (-10
pointsi-10%) is u serous faw in “hot™ starships, although a
COMIN one

SKiLLs
Area Knowledge see pp. B62-63, Ci118

Finding new goods 1w buy, deciding where 1o unlowd o
particular cargo. knowing who to bnibe and how much 1o
offer all applications of Area Knowledge skill,
Merchants with the appropriate Ares Knowledge can also
avond the penalty for dealing inan unfamiliar area (p. Bod),

Use the following w Yort, Port City. Planet,
Subsector and Sector {Area Knowledge of o Domain or even
the Imperium as o whole is possible, but not paricularly use-
ful), Som

these

su lnsse:

knowledge of aff the ports or port cities in a sub-
rea Knowledge (Disirict 268 ports)) is also

fairly common. Distance penalties are assessed at each
along the shorest tmdu route, as follows (examples nefer i
the map on p. GT122
Neighbaring {¢
Ohie remeved |
Tiver remnorved

Hefre from Reg
“orbeldn from R
Knowhes from Regi
Computer Operation/TL see p.
Computer Programming/TL see p.

Al TLA+, most computers have voice-instruction
hality. Computer Proy are rarely requird
all Computer Opers mide il +3,

Law see p.
Law skill in Traveller requires familiarity (see p
with a particular jurisdiction: either Imperial L
planetary legal system. Imperial law takes precedence @
planetary luw; gquestions of jurisdiction will be tried
Imperial law first, then twmed over 1o the local astho
unsuceessful. Lack of familiarity gives -6 o effective
wyers e considered unfarmiliar i they have not p
Jurisdiction for a period equal to (60 month<CR
niliarty (once held) can be regained through 8
smdying recent precedent and legistution,
Optional specialization can be used o cover sp
Kinds of law: contract, tux, astronautical, cte,

NBC Warfare/TL seep, O

This skill covers more than just the military app
of profective equipment and decontamination; it also
wridous materials |

using protective gear around i
amd preventing the spread of HazMat contamination. o
that stimeone in o vace sl or sealed combal aemar is
protected from the effects of (most) HazMat as jong
remans i his suit 15 he ever s Lo ke 1t off,
will need this skill to decontan J

CHARACTERS




fpbuilding [Starship)/TL see p. CI137
p ctews romtinely leam this skill as pan of ther
training. Shipbuilding is also wscful for
iers (and customs. agonts'). @ it covers knowledpe of
small items can be hidden aboard ship and how 10
T wWCret COMParTmends.

) see p. CI1161
This is the skall of commanding a large (1000 dions or

) starship. The person at the helm still needs Piloting

jill. Naval officers on Barge vessels should add Shiphandling
its prereguisites ) o the templates on pp, GT1T04- 105

SkiLLs
ertising/ TL (Mental/Average)
Defaults to IG-5, Psychology-4

This i the <kill of indirect persuasion through the media
can infoem the tarpet andicnce of even
ts reguite time and ciposere
not individuals. The GM
¢ up based om s
desared owt
then wse the Tl ip HUum]L o determine
outcome. This skill be wsed 1o create and dis
¢ propaganda. and for psychologival warfan:

e (Mental /Hard)]
Defaults to Accounting-5,
Economics-3, Merchant-6
The professional skill of ruising and managing money
gring cash, stocks and bonds, banking. and exchange
i+ & practical application of Economics {much as
r skill is 2 practical application of Physics). See
3 for a complete discussion. Modificrs: +3 for
al Absfiry.

iung works
st the e

componation

can alwo

Defaults to IG-5
The pum.m_.l skill of shipping. moving. loading and
hazardows. materials |HazMat). It includes prep ng

forms. and records that must accompany HazMat \Iup
nis, applying and identifying warning labels and mark

and knowledge of countermensures, antidotes, and
minathon und contuinment procedures. When dealing
fih HoxMut in any capacity, roll against the fower of the
uble skill (Diagnosis, Freight Handling, e1c.) or
ous Materials skill. The operation of persomal prosec-
fEpear is covered by NBC Warfare akill (p. 1021

| It represents any layman’s knowledpe of
id \r. micals and therr

hege cabscure by HarMat profosionals i
peneral public. mo defaalt roll is permin,
sxch tangs

Market Analysis (Mental/Average)
Defauits to IG-5, Economics-5,
Merchant-5
The soventific shall of determmmg corrent market conds
o and progocting feture trends. esing business staindics.
ncws arbckes and mtervicws. Market Anal 5 move specil
ic than Economics, mn that it prodicts the outoome of indivisl
ual business decivons rather than general nends.
fuld Market Analysis roll will reveal whether a particelar com.
mercial variable s moving up. down or holding steady al the
A eritical success will also indicate whether that
trend will continge or reverse in the fulure, which can be
used w0 answer hypoth al {“what i) questions, Failure
results in o clear answer; critical failure means the answer is

weewtg, Modifiers: +3 for Mathematical Ability.

A soews.

moment.

Shipmaster/TL (Mental/Average]
Defaults to IG-5, Astrogation-3,

Aviation-4

The professional knowledge of spaceship operatic
proceduncs, pon prodocols and ship's business. Shipn
an whra-tech version of Sailor kil (p. C1154). and

the mformation in Chapier 4
Aviation skill (p. C1153) is 4o aircraft
cither way o -4
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Pilot Talk - Chrome Boion Hoe up frost: M : — e
for the Campaign mean that .h(r ir-.—.:..m i . bidlcd =

MercanTILE CamMpPaIGNS

Far Trader ma—

The GM shoubd ron the

patrons, contacts and ene
GM’s job 1o .|r\|:'|| a viahle =

# home port that th
ing them i rest berw

will




Make every pars differene. Think about the major Gand o so-maj
il world: Now York. Tokve, Hong Kong, Singapore
T ey, Mombasi

i) ponts of fhe
Charleston, Houston, Port au
wh nanke conjures up a di +the GM should
e 1 10 make each port in the campaign equally disunct. This doesn't have o be
ol work, and goes well with the idea of spreading our seevices, Put one memio-
Incation ar NPC in each port and it will stick in the minds of the players,

Incliude some stable events and ciuroeters, Given the number of variables in a
frehant s life — ports, cargoes, passengers. adventures — the GM should make an
W preserve as moch continuity s possible, Recurning friends and villuins
good plot devices. Rival ships and
competitors can be used again and

erent imags

Pilot Talk - Chrome
for the Campaign
fContinued]

Heire: Pilots keep personal logbooks
of the time they spend behind the
“This bs in ohjective neusine of 1l

level

is osed Lo

{just not too often). A large, dis-
med enemy or patron (like o megacor-
tation ), with muny parts that can be
ountered under different circum-
pees, 15 ulso u good choice. It may be
g oniy choice the GM has for Immlllnt_
iz advantages (like Enemies}
L Running pags can he useful to tie
fventures together, if used in modertion.
are also o good way o ensure that
ure quirks come into play. For
nce, if one character has the quirk
afond.” it can be fun to nclude o hold full of froeen prawns in one adven-
a passenger who only eats fish and nice in another, ete,
L Don't Jet sie POy burn too many bridges. Most merchunts build their success on
owledge of the markets and personalities that they have to deal with, This means
they mist be allowed back anta the worlds that they have come o know.
- There is o tendency on the part of players to ake whatever action seems likely
e their characters” immediate problems, withou considering the conse-
prkes, GMs unwittingly contribute by demunding excitement and a climactic end-
i each scenario. I the PCs are wanted on or have been Kicked off of every
t planet in the subsector, they muy have no choice but 0 move on. This may
anyway, bul GMs should try w0 Timit the sumber of adventunes where this
is almost unavoidable
ichés. Look deep imnto my eyes and repeat afier me: “No Ancients. No
{0 artificial intelligences. No Ancients. No killer biotechnol-
' Of course, some or all of these elements may eventually enter
paign, but it used sparingly, they will keep their freshness and ability 1o hold
ferest for much longer,
Dure o b stipicd. Far Trader campoigns tend o be small-scale alfairs, they
'l about saving the world every morning before breakfast. This means that the
— and payolls — are small as well, and are as often the result of simple
mature ind its Taws as of any grand plan or design. Plan scenarios around
people in an extraordingry world und show the players the adventures in
ty lifie among the stars, That way, when the time does come for them o suve
e, it's 8 major climax and not just another day on the (Tight line.
every die moll ax an excuse to mlepday, There isn't much roleplaying poten-
shoating someone — either be's hit or be's not. The roleplaying comes before
o the battle. Most die rolls made in o mercantile campaign are shout people.
s influencing them, understending them, persuading them. The GM should
e exensive use of siteational modifiers. Don’t let the players talk abour what
seters ure suying! Make them say the wonds in character. Most players
Iy have Fust Talk-18 (we hope), so the skill roll sull belongs to the charae-
it applying an appropriate modilier Tor the plaver’s behivior or ideas can
him in what his character is doing
course, this implies that the GM is ready to do some serious theatrical impro-
ms well, but we never said this would be casy

CAMPAIGNS AND ADVENTURES

ther gualif

To deterimbie the “hour level
of u starting chi
Tmgreaventents Theengh Stindv

BS2-H3 {ihis s for

acter, e Lhe

Jmi character points}
that the
skill wis
sive study under o
on the jub of ot o formal g
school, That's 200 hours,
Adddivional points were probably gained
on the job, al 800 hours per peint. For
exaniple, Mme, Matrise. wh hus 8 points
in Piloting, could say that she bus (200 + 7
= HIN) = 5,Fln
contrels of o starship. Any more than
2000 hours per year would be highly
llIhMMI SH0-1 AN is more nenmal

H = Pikists are alwo contcenned with
the specific makes and models ol vehickes
they are qualified w fly. This is an appli-
cation of the specialization and ansiliarity
rules on p. B43, A pilot with Piloti
(Contrag Fibiling (S
would sy he is eared or quelified in both
“h familianty (for a storting elaren
one type of vehicle plus one additional
awpe per skill bevel past 14) is o e rating
in u purticalar make or model of erafl.
Mime. Matrise, with Piloting |Spacecratt)
15 bdids Eype fatings i two 1ypes of star-
ship — prebably the destroyer she (hew as
an ensign in the Imperial Movy anid the gig
she learned in Might schiol.

T\mnu..lup like this isa't confimed 1w
bridge. Engineers wlk about the hours
ve spent in the drive room and the
Lypes of deives they v seen, parsers count
the number of voyuges (one per 80 hours
or so0 instead, and every will knaw
haw many years of service they hove,
Travelers in general will huve their
For instance, only a hopekess

,.'(uml.f og or flatlander would suy thal

t
iexcept o few anlenmnie, perhaps) {5 bocal-
ed in Gilisten.




Things to Do
on Port Liberty

neveons chaplons cover im gresn detail

the work roquired while a ship is in

port meeting brobers., discharging
and Tousfing cargo. maimlcnEe, pUpT-
work. market rescarch and analyws. s
Hat what g slarbip crrwmens do with
thesr frex tme * Sece they v bewen covped
up in 2 timy ship for 3 week o mwwe. fop
priority is wsually 1o take o break
Formmatch . there s & whole scw workd o
experence heyomd the gate = cvery pon

Eat @ devemt meal The scnand s
hard iov porhaps you are the sewand i
bat the oo of the frdt Sungs that mos
pacers thank sbut e makang plasctisll
o rrnd fd The stamdands | Astroburpen.
o e all pvmilable. het bocal conane can
b 2m atvemtmes m el

Tevp @ rewd bl The socond thing
s a spacer kewsks fow i e place - amy
place - that vt the s ws hullheads
e has heen aaring st for cight o sine
days oun of fomnieen. Even o @' caly
might, it"s nice 1 slecp hetween clean
shorts that dom't wmell fanly of secycled
water (evem f the copieer ders claimm the
el i prarcly reyrhosomats |

Ser the siphts. Mot plancte, even the
least popubous, will have muscums and
nouarist afttactsons, For esample. Leedor
on Aramis (SM/Aramis 1110, po
SMITrin's Veil 25401, has an extensive
Museumm of Technology

Tinke a1 goer, Indbivichanl wisew oF scnvi-
thes are sometimes popidis enoigh o war
ranit established ours with regolar gaides.
These wre seliom expensve, und ane gomd
for crewmen with Hmiied time ashore
After all, what in eoubd visii Terra
(Solomani RinvSol 1E27) und wo pay o
wisil 1o Cduvah Giorge!

Gor sihopping, Tired of stbe uniforms
anid dleab witlls™ Hesid down o the bussar,
or the Markyiaiz. o the mall. Many stir-
towns huve a mow of irinkel-sellers vutside
the gate fow the umwary or rsbed; the best
hargains and most interesting Mems will
b Fomrsd 1w where e matives shap

Gr explring. Most port citkes share
certain traits, yel they are o wlividual s
fingerprints. The differences are worth
discovering. Abowe o certain sire and age.

from the ruder stractions of sanows
Thas is ofics found i cither the former
warchouse dnct wsrreskag e obdes
jprt of the powt of Bear the Tveraty

Fine TunNninG
One benefit of playing GURPS Traveller is the availability of more than e
years” sccumulated background material, much of it online. The Thind |
one of the oldest and most fully developed molepl. of any ki
existence. This docsn’t mean that there's no difference between one Travelier
paign and the mext, thoagh. Some of the nuances ane sabtle, but every cam
umigue.
We have fisted some classic “campalgn msuey™ below for the Game
perusal. The different ponts of view preseated bere are more differenors in
tation than differences in fact. It is up 10 the GM 10 choose 2 pomnt of view and &
mine which effects will be most evident in his eniverse — 1o set the stage by
some “fime tning ~ Esch comsaderation is worded 2 question for the Game oy
amwer In most cases. the amwen will fall somewhere between the cvrems
semmed

CaAMPAIENS AND ADVENTURES



werial Cohesion and Strength

How monalithic is the Imperium? Is it o single, seamless whole, o is it nothing

g than o patchweork, ready to fly apart al any moment? Ane Imperil forces and -

e competently manuged and led, with unlimited resources, or ane they con- mﬂ"ys to Do

beset with incompetence, imternal strife and shorages on Port Ll'bem

_.\huguly powerful and well-run Tmperiem is @ great place o live and do busi- [Continued]

- i you're one of the powerful. The bulk of its citizens may wish that 1t were 3

¢ less | s, i loose and divided Imperium would offer more = \‘I;I i ‘1‘”| i AL tha togh I“"“IL‘J"

i ive and rise through the ranks, but would alse offer "4’:" P‘:lf::d“‘::: :L:rmr-q :;‘_IIL;_"I:-

e opportunities for the individual abuse of what power it does command, ,1,,\“_‘,;;‘ This puts 4 premim on live

lnerstellur trade and commerce tend (o follow the same pattern. A strong entertainment. Mist large port cities will

grium will support extensive (rade, but will also curefully regulite it to prevent huve a “bright lyghts™ district (usunlly

A weak Imperium may have trouble building or maintaining starports on adjucent to ihe central ""“["““ Aihrict)

mber worlds (much less Took out for free tradersh, but will likewise be less ::;’;l:llx:.: :_‘I_"';u m:ﬂ: Fom e

to interfere with what trade there 1, Pursiie it f‘,.;.h.ln R AT i Sie purs

! . al interests are difficult o indolge ahoand
egucratic Red Tape ship. Port liberty offers the runner @

¢ comman sre hureaucratic controls on interstellir shipping? How carefully {hprict 10 got ol the. Srewiingl] and the

ial and local officials check on shipping? How much information is av Amaickis otan}e, b eatiee, LOoRRE 10

i e it 4 ML olmerve,
und how quickly is it disseminated? 15 it impossible o track the origin and de: Tk o clirxe. 11 takes some rearmanging.
ion of every vessel and shipment. or is that information mutinely sent by Xboat ol wuteh schedules, but crew members
one subsectar to the next? A related issue is whether o jump-6 Xbout network may be able 1w get u day or fwo free o
s~ replacing, supplementing or secretly running in parallel with the existing heurn ubiout pometig thit asdrests. dhem,
e Language and local interest classes are
metwork. I ; ; _ expecially popalar. Individuals with pecu-
LA marrow” (limited) puper trail s easier o alter, avoid or erase than o “wide lear skills might even be uble 1 fewciy

'y (hy determin- class or give o lecture instead, with
bery enough advance mice.
Winit fricnds, Characiers do not devel-

ygh) ane. This affects smuggling, skipping, hijacking and pi

difficulty of getting away with such erimes), and the previdence of b

comuption (which depend on a lack of effective bureaucratic checks and bal 5 T . ‘il EN o vl Foctoobe
. actuin. Even the i

I also affects the case and expense of ordinary shipping. which can choke to traveler coubd hive friends and acquain-

o oo much red tpe. tances whe have seitled down, A rewnion

e s Just the right excise 1o make o planetfull
ttralegal Activities meitnrable,
pamble and soch

How comman and how siccessful are piracy, h
ling? Are transponders easy 1o tamper with or spoof, or are they i
ing hloody murder at the least irregularity in a flight plan? Are
fertses show, and spread too thin 1o adeguately protect all the shipping tha
or does o Mayday bring a flotilla of defense hoats in minutes? Does the

jim turn 1 blind eve 1o these problems., or are pirates” and smugglers” havens Sources of mm”;”imlﬂ ol i
inely squashed by Imperial Navy task forces? ) l|I|I.|L~ B ha [:::rl .‘”‘Ilu;l. e
I piracy und trade war are rampant, llar trade becomes so expensive that '
entually ceises wltogether — and the pirates starve. An Imperium with resources
for internal police dutics, however, is one that may take exception many outside the gole.

besides outright pirac movements, drops in the mx base, chul- * Broadcat deveetscirim

_ B drink, dan
cking, + war, skipping and k r ¥
. trade war, skipping an Thise ane spy iraditional favariies.

Plenty of in thee port, in the
em sturtinwn and beyond are walling to accom-
WS il them,

+ Begpars or “guides” who often wait

« Chambers of commeroe.
g5 10 the status que, eic. This rcl.:tc\ directly to the questions rased under «El ~I|I:Ir\|||i|_' Iw‘\;‘l‘:;:
tie: Read Tope and fperiad Cohesion and Steengtl Gabove), = Gidehooks,
= Informutbon bowths, Kienks or bulletin

bisarits
« Playbills and yers

is ke money? Does success come quickly 1o those w ave 5 %
is it 1 make money?! Does success come quickly R wha have « Public datshases and directories

o strike out o their own, or are all but the hest ‘md_ must carefully suppont- + Shopkeepers.
ures doomed 1o |Jur_rn:tu;ll misery and ulbmate fillll:l(l o Sident. imjupcndem o underground
¢ figures given in Chapler 2 for freight rates amd tickel prices are approxima- newspapes

they could be adjusted by 10% either way without substantially changing the = Taxi dn‘-fl"- or ather publlic trans-
ystem. Needless 1o suy, higher rates will muke it much easier to succeed as o poviution operukors.
hipper. all other factors being equal. This is an adjustment that the Game
can make after the campaign is underway, 1o make shipping and trading
prmare or bess profitable, in line with his goals for the campaign.
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me of these sdvestars soods wne thed

o specif workds, but ey ca e

2 esily be adapted o whasever w1
tang the GM = munyg for hes Cmpues.

Bank Fadures and Panics
Avast, ve scurvy dogs! The Bank of
Amertea {5 about te g belly-up®

< (Hiver Wendell Jones,
Bloscirss Caranity

Thee st of bank that ks willing o bend
e froe waders is cither exmemely well
cvmmecied, powerfal end wable. with the
et 3 FECTRCT s invesimem i the meed
v - o cxcaly the sppunsc

The hanik bokding the POy monipage
and Sl dheir roady funds ot wom wnder
the pressdent shpped atoes the bosder
st the Vargr Extents with all the Tquid
Hunds she could embersle. Now the maon
Ehge fs up Tor wabe, WL i be bosight by
anither hank. with more aningent proce
dures wmd safeguards. or by the megicorp
ihat has been plaguing the traders for
L

The PCs are canpliyoes of & Larpe ship-
ping lime with trade roes throughout the
siibwocior. After months of voyuging with
only o duy here or there Tor port likerty,
they decide o ke o break. They fimd a
plewsant hackwater world ilow TR, friemd-
Iy matives), and reguest snd are sranted
g For 3 lew werks, they ke the
ot oo i vacareon, el then the ich W
e 08 Calches mp with them azan

(o omgmring. they descover S thesr
line mo loagey calls bere. Usknows 10
them, the company fearactancd s rowses.
while they were emprying the ughts Now,
with their funds all but pone, they have us
find their way back 10 the nuin shipping
Names (and hopefully thkr jobs) again,

Coutimuesd o nesd poge - -

Technical Issues
Two wchnal questions can also have an impact on commencial shippag: 3
The viahiline cnd anliry of external drop tonky for jump farl Exicrmal
ket a ship burn most or all of its jump focl and dispose of the belky fud &
o 3 jump. Since fucl 1anks take up 3 bt of space m conventional jump s
results in considerable savings in ship size. Drop tanks provide 2 way 1o exiosll
legs of jump-capabic ships, bat perhaps o the poimt where the campaign is oo log
recognizably Traveller. Thesr impact should be carefully considered before
widely implemented,
The competence of wutomaric pilefs. "Autopilons™ < be they robot b
sophisticated software - could conceivably produce ships capable of landing]
taking off by thermselves, with only general dinections from their living crew.
a logical extension of neal-life trends in sutomation, but it 2l has the pot
shor-aroun many dramatic ulusions.

THE VAaGrRANT Gypsy LIFE -
FrRee TRADER AND TRamMP CAaMPA

Free Trader campaigns are about oy i bstaches and winning thio
adversity, This can be pliyed very “namow,” w|||| Ihc tay t day minutise of o0
er's life (customs, mai cargo, ) providing the necessary hurd
or very “hroad,” with pirstes, disasters. wesrd aliens and -\nuull artifacts
up an otherwise successfisl trading routine.

Free Traders go where they please. The freedom of the trader’s life. of
your cem boss. is it grestest appeal < even of ot ofien amounts 10 the frendom
starve.

T many respects, the typical Free Trader campaign resembles au- and seshong
trade operations in the South Pacific of Eanth in the 1920k and "30s. GURPS
Cliffhangers can be a useful source of inspiration for Free Trader campaigns of e
“broad™ stripe.

CHARACTERS

Chowsing characters for a Free Tr:ukr campaign is fuirly simple: there are o e
tain mumber of crew positions and . and - PC or NPC - must
fill each one. ﬂm:hmlmndullwnm1m-ynap.immgadt
resules: the stnscture offered i Chapter Five (p. 791 s only a gusde. In pa
former mulitary chraracters often have the right mix of skills to fill onc or mone rleg
Unesual character chowces, although ity ill-samied o thewr shipboend e
may have just what it takes 1o awsist the orew when the chips are down.

ADVENTURES

Tramp merchans must always be thinking shout where their next cango will
come from. The easy finks und routes are already covered by the lines; tramps cama
living by picking up what's lefl. Like chess players, their success or fuilure depends
on their ability 10 see the “board™ many moves in advance, predict resules ind ke
advantage of opportunitics. The GM should therefore determing some resalts i
advance and Jo 3 cenain amount of foreshadowing: nothing overt. just the hing a3
this merchant hine s experiencing trouble on that planct. or that 3 pew markes B
sbout 1o open up. Judickously mived with false leads. this st of GM “chesting®
gives the players the fecling that the wnivene makes semse, and they will act on ey
underaanding

Speculative trade s vital in this regand. both as a sideline 10 top off the hold ad
us a stopgap when regulur cargoes are unavailable. The GM should have a liv of §
genenc cargoes ready to go and a few “special” items held in reserve. Speculaive)
cargoes need not be large enough to fill the entire hold; o single objer d'ar or e
of line wine may be all thut |s required. Letters and incidental packages also fall inip
this categury,

CAMPAIGNS AND ADVENTURES



Even though a teamp follows no sen route, it is still in a free trader’s best interest
i rElilli\'I.'lV small group of systems — certainly no more than a subsector and
fderably less, d fing on astrog ad jump routes, This allows
captuin und crew to develop a familiarity with their murket, muke contacts on the
15 they frecquent and learn the pitfalls that await them,
The GM should choose o small but varied cluster of worlds, close (o but perhaps
served by the regular trade roues, 1T needed, the GM can use the PCs” gues-
ahout markets o dircet them to the stellar regions he has prepared for them, or
it Jeading rumors, or play the part of their loan officer, offering helpful (but
J advice. Again, predictive analysis is the key 1o finding and exploiting oppor-
s not always the path 1o riches. For that, o rrader needs equal parts luck and

- Adfree trader in jumpspace is its own world = a iy world, The crew and passen-
living areas are collectively the size of a small bungalow, but there's nowhere
tw po and nothing 1o see for at least a week, The crew shases this space week in
d week out, possibly for years, with only one potential bright spot: the passengers.

Far Trom being the nuisance that they are often portriyed 1o be, passengers are
fow sources of variety aboard ship, and a ome distraction from the
r faces of one’s shipmates, Travelers who choose o tramp Treighter as
it mxe of transportation are rarely dull or ordinary, and simple convers
ften ull the entertainment thit any crew requires. First-timers are always G
gith the operation of a starship and will be delighted ot any sort of tour the crew
s W arrange — something that would never be permitted on a large passenger
. More experienced hands will have their own stories 1o tell, muny of which are
fluable sources of insight into events planctside, Any passenger may have hobhies
interests that coincide with those of the crew. and may be willing o teach or share

a1

By long custom, the tast formal meal before zero-hour (the anticipated breakout
o jurmnp) is tiken by crew and passengers together at the caplain’s table — which
y in fact only exist for this one meal. It is often a difficult parting, especially for
ers who huve spent a lang time on boand,

riers
Large merchant lines use charters as a means of muking up temporary shorages
shipping capacity (e.g. due 1w shor-term market factors, or while building new
fhips of their own), Player-charucter ship owners can be on the receiving end of a
. renting their ship and crew for someone else’s use. Charlers come in three

&m: Hull Charter; Provides a 6h||\ but no crew, fuel or provisions. This is
per for the charterer, but also risky — a party would have to have impeccable ref-
and a flawless business plan, .v\.-. a result, this arrangement applies mostly o
ion-to-corporation chariers,
Vimage Charter: Provides a ship, complete with o crew and all provisions, for
duration of one voyage, This is commaon practice when the charerer has a spe-
tific goal in mind — selting up a minng colony. for instance.
Time Charrer! Similar w0 a voyage charer, but for a specified period of time
ly six months ) ruther than a fixed destination. This is the most likely arange-
m fior PC charie:
Charters are an excellent mechanism for gerting a group of traders involved in a
ent kind of adventure for a change (see Crossover Campaigns, p. 117}, or for
ing a frivmework for o related series of adveniures, For example, if the traders”
pis chartered by a ntific researcher and his team, they coubd install a labors-
v and holding cells in the cargo hold and embark on a voyage of exploration. 10
arterer 15 a diplomat and his entoorage, the tip could be one trkde negtiation
amcther, with the crew providing moral support, acting as gofers (or spies) and
ptcoancidentally ) adding the key insight that breaks the deadlock,

CAMPAIGNS AND ADVENTURES

Adventure Seeds
[Continued]

Cargo Cults

When the company decided o mun the
blockiude on Peeas (SMBegina 2106),
establish trade relations with the nalives
and present the Imperiad Inerstellar Seout
Bervice blockade with @ fiit aecmnpli. it
sounded like a good idea, But now the
second expedition is overdue, and the PCy
have been sent in b find oul why,

The <hip is on the planer, ol right. bat
the traders are nowhere 10 be seen
There's mo sign that the US55 hos discov-
ered what's going on, Instesd, it seems
that the natives are there. waiting for
them. Perhups they ve become accus-
tamed 10 off-world goods — s musch 5o
that they wir 't wait for more -

Cash on Delvery

The Imperial Consul on Nocitocnl
ISMIDistrict 268 1433) mentions 1o the
waptuin that he'd pay dearly 1o get his
hamds an the latest Bilstein Flaer BF1120
rav bike from Glisten (SM/Glisten 2036),
Nt only s the Comsul an avid and frus
traied rucer, bat wlse an influentiul friend
o have, with many contacts in the
Imperial Diplomatic Corps

China Tea Races

“Tea race” Is the name given Lo o com-
petition for trade in a luxury food item
tha is horvested seasonally. The first load
ol a new season W arrive al sach mojor
consumer planct commands a premiem
price.

The loamtrulfle harvest on Squallia
ISMIDistrict 268 1133) comes only once
every 3.6 standand years, due 1o the plan-
et's Tany revolution areand its primary
The fungus-like wruffles are in high
demand as far awny as Mo (SM/Mora
3124} and Trein (SM/Trin's Veil 3235
The Intermingile Cirtter, Mugship of the
Muora Spice & Liguor Company, suffered
a breakeown on Egypt (SM/Glisten 17373
en rowde o Trin, perhaps as the result of
subotage. It sister ship, the Blue Streak. is

waiting al the MS&LC trading hase in
Glisten (SMAGlisten 2036), amd can carry
the preciois cargo thee rest of the way — i
the PCs accept o charter and et it there in
time.

Comtiwed onp. 112,



Empress MaArava-CLass FAR TRADER
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Faise Flag

Baldromers Muchiers 3 sockbrsker.
Bares the PCs 1o pather mivrsatos oo
ririhaama Corp and do mbutever o
takes W trank the company s vales
Delsyed shupmests. accwsstions m the
local media. mined ep mveices
Exactly what = ap o them. Muchiegg
doewa’t waws 10 know. He promives &
muminal s up front and & plece of the
profits he'll make from grabbing e com-
pany s sk on the chesp. Onoe commil -
texd. ihwmiggh, the proup is unahle o contact
i again, whether or not they siceeed ot
thelr risaion

Eventuully, they may learn thut
Muehlegg was bocked by Bay Thi
rkirkhaamn, the mujonty stockholdes of
brkarkhasmn Corp. The opcration was all &
scarm s that she couk! buy et the otter
owmcrs a3 dincouns. Expuuing thes (raad
T e s with the suthonne
- it the growp mry well ovd, depomd
g s b wTa Ty ek sy

Fashion Ratement

Lot might at the Gowernor s Ball on
Mille Falos (SMMharict 26K 16370 the
Gorvermwe s s — recently tohutmed from
fiistuing schisol in Glisten - wore @ trads-
tional Telk costume from Sorel
(SM/CGisien 2137). Suddenly, genuine
Sorellin Tolk costemes are the gnly lIlIlm

THE Company STORE -
CorpPorRATE CAaMPAIGNS

Corporate campaigns are shout living the merchant’s life withowt the b
gomng it slone. Merchant operations are the backdrop againt whnch corporate
paigns are played. not the play sl I's ot jirst 3 job - 27 28 adventurr

CHARACTERS

Player charsctors won't usually make up the entire crew in 2 corporaie @
paign; indeed, they may only represent & small fraction of the crew on the
merchant vessels, This can be handbad in two ways:

Sewfor Staff: The PCs are the vessel s officers — the captain, purser, cas
surgeon, deck officers and engineers - probably on 4 small subsidized merch
liner, unless the group is quite large, This reguires o signilicant investment in 1l
und skills, but has the advantage that the PCs will be in control of i lot of what!
pens abound ship. If some or all of the PCs take the Ship Patron advantage (p. 10
the ship is theirs 10 run as they please. subject to the restrictions that come 1
advantage. € isc, they ane simply employees, working at » job and
imstructions from the corporate office.

B i somctimes wise W make the ship’s captain an NPC. This prevents handl
mgs (many phovery can't bear taling onders from their peers) and lets the GM
the course of the campaign n 2 sateral fashion. The GM should create a
NPC for this role and for any ather m'a-ﬂpmm-nmkdhxl’c

pood post for a PC 1o fill is thit of commumcations of mwwmnt.h L
amount of time spent on the brdge. privy 1o what poes on at the op. On a lag
vessel, it may be appropriate for @lf of them 1o work in the sime department
tion. As well, the crew of the ship’s bout is often drawn from many

wottl wenring 10 balls in this
of senior officers” Famifies. Whoever gets
o Sl Tiest comkd buy 2 losd of costumes
and sell then o & bhuge profit, especially i
they gt buck before the el grand ball
w mwnths . Who knows® The fad
spread b the rest of the floa - even
1 the swbeector capital on Mertaton
PSML TNy 2K 1537

The Grattucde of Princes
Do wwnt el i che affeirs of wiz
ards. for they are sz cmd hand o bkt

Meet Jacyues Cover. financier - the
man who fromed the money for the Fili
Fromtier War o Duke Norrds of Reging
el ausrresd Wimn it something otber than
just unoiher beckwater noble ignoned by
the Emperor, Well, the wur hus been won,
the Duke mude an Archohuke and Jacgues
iwhose hortumes have fallen W rain i the
macam fieme ) would like his money back,
please. All 1.3 mibos credits of it He
woukl bl the PCs o belp. bt snnl be
et pand b hos motheny W offer them b
e irflimg the truth, or the bigprat Big Lic
Bt the Ol *

Comsimmed om mest pagr . ..

providing u rationale for bringing wogether crew from ull over the ship and
them on frequent side trips.

This option brings with it Jess control for the PCs, but less responsibility
more freedom as well. They can take their liberty and get ino 4 much tro
desired, confident that the ship will still lift — if they can get back in time

Working on Down the Line

If the PCs are

suits. the purposes of the fine. If the PCs want 10 <op on 2 world longer than
that’s carrying them, et them; there will be another liner along in a few s
Similarly, if the PCs are officers, it should not be unusual for an NPC 1o miss 1
or ask 10 be discharged just before the ship Tifts - leaving the first officer o s
for a replucement or go short-handed

ADVENTURES

Corporate campaigns can revolve mostly arourd the ships themselves,
can encompass office politics and financial affairs as well. The closer the POV
the top of the corporaie pyramid. the more of this sort of activity they may b
o,

Trade War
Trode war 1 amy foem of coonomc warfane between business entities =

caally megaconrations — that exiends beyond peacefol competition in the
place. 1t can even bring companics into direct physical conflict in the

CAMPAIGNS AND ADVENTURES



nd other violent acts (see Trade Wars in

wrale rival-
As long as the

radde wars are 1olerite
i that would otherwise 1
struction is limited 1o the pro |‘.
tved .||n| o one el is hort, officials wi
< AF thir
, the Tocal Ilw.\ ar b
ill be summaned. Most Tmperial corporations will resort o trade war only as o lost

Mficials s as am outlel for comp

| evonomic dislocutic

Ty and personn
1allow i
destruction threatens 1o sprewd oo
s representutives will step in: if necessary, the Tmperial b

the corporale enlities
ith

1o their course

get out of hiand or

vy

n il v with certain assumed limits in force, similar o e Tnperiol Rules
War (pp. GT41-42)
First, customers and bystanders are consider s durn Irade war.

ar killed, and the:
tiown, Eir

ot extend 1o them, they may noet be inj

Funy tradde war

Installations of th
since the
e, there ine no restrictic
resultint effects of
) are accepied — eve

Second,

©h actions

oper

v (lost shipmenis, delayed deliverics,

iF D Custome

lended — in the effs destray the This s an

the previe

I many cusies

e | tmiust let its

1 ety company is osuully great b

als in trade wir are o con v ool Jet

¢ markel or

» the rival comp 1 specilic Beld {such a5 electronics or pha

hant Prince
Svoncr o Tater. even
succeeded

+ that the PCs

press s ready T

hee gerest for
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Adventure Seeds
[Continued]
A Aock and & Hard Place

Hetween them, Agarwal Brokerage
il Furviishi Traders ||u\|: sl iy e

y ol e WO
er. tu the: point of wade war. Each compo
wy wants an exchishve contrac with the
P, s prevent them from deabng with
e ey sade The rvabs aor et eppened
b shntimz o sabvtage if e opperieaty
presents melf. The traders are stuck n
hetnoen and hunve 1o choose one wade. the
othet o neither

Salvage Operations

Coming out of jump in o backwaler
aysteni. the crew pieks Up something -
by radar 4 dnfting metallie object,
pemaibly 2 stup Gives that this i 4 wi-
doom - wred apprrach. no oac clse may
R s .

Pemaibsifition: It's anly 33 ssicrmd
mayhe vahusble but probobly mou B i 8
g s the masrance comgumy s kaok-
g B i B an obd shap with no working
engines, probubly only good Tor scrap
vkt gt it hack o pon’? s some st
ol wsind ship butlal for a rich workinl. befe
o il i space. OF course, there may be
suimething efie on bound!

Seven Suns Shippeng
Seven Som Shipping. 2 ur-"luq
trading ad chppeng compay . dercs the

PCs o shep cargn. I can™t affond 4o pay
manch apndicantly hokow operating ool
The company will pive she raders a poce
of the profits, or even a share of the com-
puny, i they can help Seven Suns get
bawck on its feet. Argyle Fuctors, @ hostike
andd much larger company, has been dii-
wing Seven Sans it of the subsector, The
traders will need 0 make

One possibility is to retire the characters as NPCs: the GM can assume that
is how many of the powerful figures that the PCs have dealt with v Patross)
Encmics got their stan. Another sllermative i+ 1o chanze the avumptons of the o
pagn: c.g. by plunging the Imperiam into civil war or relcasing 2 dovasty
plague. There s also a third option: Let the characiors keep ther wealth (aad
players their characiers). bat change the bavis of the campaign - Jet the PCs beco
merchani princes

Onee the PCs own an interest in more than one ship, it becomes moee-op
necessary for them (o estublish o home office or base of operations 1o run their
ness rom. This may be the only way 1o get them all wgether in one plice 1o nn '
adventure. given the communications and transportation lags inherent in o
Traveller universe. Al firsl. this base may simply be the faithful Far Trader
they"ve wead on their Climb o the top. Later on, hormever. their wadespread ©
cial imterests will mood 10 be able 10 comall them for policy dochions on 3 o
basi. leading 10 a more settled filestyle. |

How the PCs conduct themselves heyvond this point is up 10 the GM snd
players — Far Trader is not intended 10 cover corporate aperations on a muli-werld
scule, Pocker Empires (for Traveller) and Corporate Shadowars (irom F,
prove wseful heee,

SHiIPs

Merchant princelings will need a different style of ship than thew less-an
brethren. It is possible 10 run a merchant empore osing small ships soch o
Bevsaself-clas Froe Teader. bat larper vessch. are betier

Freight Liners

Freighters are the ol mtersicilar : pecessary, bul nol
orous (see the LASH tender on p. 140, or the bulk fmghlu o |1 1400, Adw
ubourd i corporate freighter will hie free-trler of with spes
chal handling. mechanical difficuliies, dock-worker strikes, c:.. Some frelgh
curry a few passengers as well (usually fewer than 12); their sccommodations
similar to those on & free trader. ax are ther relationsbips with the crew.

Mons freighters will have crews of less than 100; cven the largess will have
200 or so. Powts of call will be directly related 1o the size of the vescl: ships
10000 dions or mare will stick 10 Main Routes. those of 1,000 10 10,000 dom
Feoder Routes. and only subsidized merchanis of less than 1000 dions will ply i
Minor Routes.

Passenger Liners
Passenger liners are the tharoughbreds of the shipping workd, They are generall
Targer and have o higher jump capacity than the freighters on their routes. These ves

defeod them and perbaps mm.;.nv
Arprie

Arpyie Facsors hum baghhy placod oo
tacn i the boperial Searpont Asthonty
s huas. sovms “parses” werking S 0. 0
the s can cxposs Argyle. they will put
the company out of busimess or sl
deal i1 a serious sethack, OF course, any
equipment they suecesslilly salvage from
the “pirstes™ will be theirs. with o share
gotng 1w Seven Suns. In the end, iT the
growp s secressful (or rather. if Seven
Sums in), Seven Sums will offer w buy
Back then shares - a1 2 sgmificantly
crrased price. hased o their new- fosed
wealth

seds are ¢ ily gigantic. mobile hotels with service staffs aumbenng in the
dreds. providing all the amenitics for their guests. Given that they mast provide
ficient entcrtamment 10 keep their passengers happy for 2 woek o 2 tme, & 58
wonder that they are w0 larpe and diverse, with on-board theaters, swimming
restaurants and shoppmg arcades. Duc 10 the huge mvestment they represent,
ships will remam confined (o the Main Routes.

Player churacters can serve on one of these monsiers in many capacities, Wl
entertaimment and security being pdded 1o the usual gamui of shipboand position
Adventures will likely center aroumd passengers and fellow crew members:
idiosyncrasies, secrels, passions and deeds. Any sort of character-driven plot s
sible: hooks. movies and plays can all be wseful inspirations.

In a different class (in both the shipping and wocial semse) are the smaller
that operate on the Fooder and Minor Routes. or provide cupress service on the
Rowtes (like the Tolcra Long-Lincr, p. 139). These lack the speciafized f2
the big lmers. bat provide routine service 10 workds off the Main Routes. Sobsd
limers {like the Stellar class, p. 138) provide povernment-sponsored service
oy unproditable (o ment complete service of thesr own.
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Adventure Seeds
(Cantinued]
Startown Liberty, Part |
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OuTtsiDE THE Law - PIRATE AND
SMUGGLER CAaMPAIGNS

There isn't a merchant alive who b

t been tempied by the Dark Side: sep
mean a quick eredil. OF course. 11 can alsoe men i
ok without the benefit of a vace suit, As a result, many
advy ¢ ol shady opponunitics as they
and narrow 1 whien it loaks | L gl

satsidde Ilu law

merchants oper
wrise, but wolking the straig
caught

ezl aerivities can be used as an occiasional sideline in any kind of Far Trader
campy campaign can be built around the excitement and
danger of such activi 'RPS Swashbucklers or Robin Hood [or more sug

& they o

gestions

SMUGGLERS AND BLAack MARKETEERS

The black marker or shadow economy handles commerce in il
services. Smuggeling is a subset of the black market: importin
without paying the required duties and taxes, or withour compl
licenses, registration regquirements or guotas.

woonds and
ponting goods

2 with o system's |

Legal Goods vs. Contraband

Grovinds are sestriced of profibited on one of three bases:

I. The presence of an Amber Zone (p. GT1%) o a Red Zone (p. GT50),

2. The goods’ |
(CR},

3. S Factors like xenophc

iffs, as discussed under 7

ty Class (LC) ns compared to the local Conteol Rating

andd chauvinism — which often imply tar-
de Burrfers ip. 16)

Cioodds may be further classed as fegal o illegal (contratand), depending on e
cumstances, Running an Imperizl Navy blockade to bring guns o il
world is illegal; running supplies o Shinothy (SM/Reging 2306) is le
tems restncted by LOC are legal if permit cequirements are met, prohibited iz
are always illegal, etc,

For more on restricted and prohibited goods, as well is on duties and tariffs, s
Crestonns fsprection (p. 64




k Markets
rading in illegal goods and services on the black market follows the economic
ples outlined in Chapier Two, but with premiums on prices (0 cover the exira
5 and uncenainties involved. Roll under (9 - CR) on 3d for there 10 be a sig-
t, organized black market on a given plunet. This market may have a physical
ion, o illegal goods may be readily available through conventional conticts
e Strcctwise skilll
Black-market transactions use the same rules as Jegitimare ones, with a few
difications. First, wherever Aren Knowledge skill is called for, use Streetwise
Il instead: the underworld on one planet is more like that on the nest than like the
Jegitimate market. Critical filure on any Streetwise roll means running afoul
eriminals or law enforcers (GM's decision], with predictable conseguenses,
L all illegal goods use the “High Risk™ column on the Trade Goods Reaction
(p. 39 Finally, both the trade goods reaction roll and rolls to find a buyer (see
finding o Buver p. 39 receive a penalty of (1O - CR). Streetwise skill can help off-
this penalty, giving +1 1 level 12 or betier and +2 st level 20 or beter, but can
per give a nel bonus,
Stolen goods can be fenced using the speculative wade rules (p. 361, but their
market value™ is considerably reduced: take the price for usid goods (10-509%)
divide it by 100, giving o typical value of 1-5%,
Smugglers compete for freight rtes on a spot market, just like their legitimate
terparts (see Placing the Bid, p. 26), butit's o “black™ spot market.

foving the Goods — Smuggling Methods
Getting contraband onto @ world or into 2 system is often the hardest pan of
zpling. Mml warlds have customs offictals who inspect ships and cargoes o
and to ensure that all taxes are puid and necessary registrations
id. The Imperial Navy, Imperial Interstellar Scout Service and
perial Starport Authority will sometimes assist local puthorities in these duties,
d also wct independently 1o enforce Imperial law — especially when it comes 1o
ch things as nuclear weapons and shives.

What is conteaband on one world muy be perfectly legal on unother n
ver, Successtul smugglers often base their operations on 4 more “permissiv
d and carry their cargoes through to & mone restrictive market planet. Interstetlar
rders are also prime areas for smuggling operations, due to the differing liws and
ietions that apply on either side.

There are several wuys o smuggle goods, Contraband can be disguised as legiti-
goods, or hidden aboand ship or among ather goods. I ean be passed directly
cal distributors without customs being the wiser. Registrations and cargo manifests
be forged. Officials can be bribed to look the other way (see p. 1211, The meth-
s chosen will determine the skills muuu.d

Cameallage skill is used to make o
ilar size and shape, 10 the ¢ il be d bled into innocuous-|

p . rofl ai +1 per I after the first, This increases the amount
i time it takes 10 deliver the cargo o the buyer, since the goods must b reassem-
d hefore delivery unless differem arrangements have been made.

Holdout skill is used to carry small items on one’s person. and should be
od every time contrabamd is carried through a starport or local security check-

ippesr 1o be | goods of 4

. Bath Shipbuilding skill and Holdout skill are needed o hide large items aboard
hip, cither in seldom-inspecied of in purpose-built ling halds,
Fmgrr\- skill is used m fake I|._|_lur-. and other documents for lm.nh that reguire

Tu successfully get disguised or concealed contraband past an inspector, the
geler must win a Quick Contest berween bis level with the skill listed and the
of the inspectors Sense roll and level with that <kill. To successfully pass
documents, the smuggler must win o Quick Contest between his Forgery skill
fd the higher of the inspectons 1Q or Administration skill.
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Crossover Campaigns

cpmpargn may primanly revolve
Au«mml meschants and money-mak-

annges bt i1 bs offen vseful o vary the
pace i hit with themes or situations from
ather genres, GURPS provides a plethorg
of ideus and source houks for campaign
ers

GURPS Space - Calony Alpha

A newly opened calony world can be a
eommercial ventwre rather than o govern-
ment one. An ongoing campaign could
revolve arouid ¢ffors 1o establish, supply
and maintuin @ corporate-hacked coleny
and burn At ko @ money-making proposi
tion, The PCs could erew a scheduled sup-
ply ship iperhaps cwned by the sponsed-
g company |, be i fre-
quent visits or even act as the leaders of
wvonn (SMIYlis 1520} and
Drawenworld (SMTHxiric 268 13315 would
make excellent setiings for such cam-
hey re opened for setfle:
ment, S DW's World Tamer's
Handbook for more ideas

GURPS Traveller: Star Mercs

Mergenary o militury crossovers are
easy Lo arrunge! just charer the PO ship
0 ErAsport @ mers il e s nest deket,
o call up their subsidized merchunl b act
as an puxiliary for o oilitary expedition,
e invelved, the merchants can be kept
busy running supplies into the combat
2one, IF the metcs are not an the sule
the plunetary government, or il the mili-
tary gets panted on planct without space
supenionty, the merchants’ mission may
resemble gunrunning more than o trdi
tional bogistical operation.

D wmteresting way to work coml
oriented PCs into an overall mercantile
Tramework s as the master-at-urims and
segurity detuil of a large passenger liner
Mt of their work will be bouncing
drunks from ihe lner's testurants and
lownges, bt the occasional lermrist o
hijuck atemgt can keep thent in pratice

Cnsiinsed e pest page




[Continued]

GURPS Miuminati
Merchants, speculilor and money

men ol all Kinds are well-placed 1w sium-
ble over the machintions of the Seciel
Mustiers, or e party o (or the wrger of) o
comspiracy al the highest levels of the
Imperial pnermment Paano bas g o
dency 0 be contagmar and diffacull i
e omce amd cam e
by tahe over 3 compuigs; thercfore, the
GM dmdd chonome caten uniee e n
s smcmcded ol

GURPS

Cyberpunt i shout more thas just
cytorgs with had haircuts and wone a8
Radcn Wi shoot the deamegration of s
ety wochmokscal progress sed aliesation
A visil 1 = high-tech, bow CR planct o
the verge of social collapse can bring
some of these themes lomie o the players,
withesit departing v far from the iraill
bl Traveller universe.

GURPS Espionage nnc
Special Ops

A iramp freighicr mukes an wiead plat
frrw b am cxpeomage Mo (he
Buvsizn “wander” bekevnd of lames Bond
memien) — o aeal, i facy, dhat it ey e
regarded by somme o b b Sach &
wevied may be 3 legitmals irader presed
b service by some shadowy agency, of
i may have o crew of trained operatives
wming “truder” as @ cover story. In the -
ter cise, the team should st least by 1o
abow i profit, meet expenses, i, of el
cover will quickly be blown. bdsvidual
froe wders or kirger vewsels may abu be
hered o commEamdocTn b RSO spe-
wrad operalems deamw. v 18 crendat e
e operaton. ex

Commrd e mrt! page

Faut-Talk or Streetwise skill can be used at any point before or after the
are discovered. o aticmpt (0 bribe officials 1o overlook the smuggicd go
although after dscovery. the price will waally po ep vignificamly.

The following modificrs are comulative. and apply 10 eny skall il
smuggling

Starport Class: The bhetier a system’s starpor. the mare choscly ships and &
zocs will be monitored, Roll a1 -3 for Class V. -1 for Class 1V, no modifier for O
THL +1 for Class 1L 42 for Class 1 and +4 for Class (0

Milttary Bases: A military base in the system makes smuggling uniforml
difficult due 1o increased seruting and greater likelibood of inspection and sea
Rofl at -1 for a Scout hase, -2 for & Navy hase.

Truvel Zome: Red and Amber Zones complicate matters for much the same
sons as military bascs. Roll at -2 for an Amber Zone, -4 for 3 Red Zone.

Specific modificrs for Camouflage. Forpery and Holdout appear on pp. B6S

PirnaTtes, ComRsairs, THIEVES,
AND PRIVATEERS
On exvasion there may be someons
Yims Bcrve dor execate,
But, when vou're @ Poofessional Pivate,
Yoit alewi s have o wear  siir!
= Tim Curry us Long John Silver, Mupper Treavre Iiland

Piracy and Privateering

Technically, any theft of 3 starship s piracy. The term i used here 1o mean
vessel capturing another through foroe or intmidation. Cosrsair s 2nother lerm
jparate, wssally reserved for Vargs riding bands. Privaserring is poracy that i g
sanctoncd by a3 government i wartime (soe Letiers of Margee, p. GTRS)

All forms of piracy arc illcgal within the Imperium: member worlds ane fa
den 1o issue Leniers of Marque and the act of piracy carries the death penalty,
Imperivm diey reserve the nght 1o issue Letiers of Margue against other ine
states, but his not exercised it for centuries

Stur mere operations — escorts, raidy and convoys — are nol considered “prive
feering” exvept when the object of the mission s 10 seize a ship or its cango,
course, star meres generally fight other armed combatants, mol pure menchant v
sels. Still, the distinction between a star merc contract and a Letter of Margoe o8
sometimes be fuzzy at best. Sec GURFPS Traveller: Star Meres for more on
MarY OpCralions.

Hyacking and Mutiny
Hipaoking is scizing & ship by force from on board. I the hijackens ane @
members bound 10 obey 1o the legitimate suthority of the Captain, this is calle
sgatinry insicad,
Sturships cun be easy prey for hijsckers: & week in jumpspace - with no o
contict < is all the opportunity anyone needs, As o result, ships ure often
with infernal sensors and sophisticated security systems, crews are constantly
guard against hijacking atlempts. and the ship’s computer can run an i
program (p. 69) that analyres paterns of suspicions behavior and demies po
hijackers acoess 1o critical areas. Passeagers are reguired 10 check all
fexcept small blades and daggers. and the swonds carmied by some nobles),
locked in the ship™s bocker (p. #9) and reterned o the ond of the voyase
Despite all this. there are always infividuals who are willing 1o risk the
penalty o hijack a mulimmillion-credil vessel - either 1o ramvsom it or steal it Tol
ceed, they must quickly seize control of key arcas of the ship (brdge, f
small eraft, communications) befone loyal crewmen have thne (0 react. If po
the .'lll-cmpl should occur just anr fo entering jumpspace (s that the ship
I 11 i pew, unk 1 o0 just hefore hreakout (so that the
ers can pass themselves off as the legitimate owners).

CAMPAIGNS AND ADVENTURES
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and Gadgeteering

1t cin be fan ko creste your own goods.

imsneal of buying them from

eise. People with the righe skills can
and de g ke Buninews as inventors el
try b market theis imsovations. Many

Rodots, Ultra-Teck, Ulra-Teck T aed
Vieksicden.

Sence an iwvemme wivo can chen oot 2
mrw proddect & wock will geckly sbal
0T 3 Do CIRCMSIN MeTCantile cxm
ppn the (M may wod 0 empoe limies
oo the Gadpetoer shvstage ip CI250 A
i comprumsise v W lel @ gadsetenr™s
arvemtions ek g advertocd, b ssame
that they aren’t ready for commercial
develapraent - they ase o advanced. ase
principdes that aren’t well anderstd or
accepied, huve daspennms side effects. eic.

Legality Class of
Other Devices

egality Clusses for wewpons ane cov.

ered o p. 334, lems other than

weapoms may also huve a Legality
Class, based on how dangerous the
suthawithes perceive them o be o publbc
afiety o by thew nweopoly of power. The
Fatmgs boflow B same parern

Class A A very ciever person might
Bl 2 may b g e mwems o i dcfomne
ar crime. Evmple A bow-powcnnd Some

Clans 3 The devicr comhd comcrr abdly
b med b crwms o fow defrmee srmm
Emtrusisy podicf o pOACTEEGE 230N,
bt @ womkd b embsboty. £l A mad
e

Clans 4 Winle the devios b muy
Iegtimate wets, d can aho make wame
tpes of crime gander. Eusmgdes A bush.

& dlala-enory e progTam

Clars 1 The device is casy W misme.
o agand governanen mteresty Evamply
A commpuier socurity prgram.

Clany 20 Government sgents would
repogniee very Tow legitmate civilian pur-
possis ook Wl dievior, Enmples: Most sar-
weillance equipment, o chip-hurmang lab,

Chinsn 1 Deesignes purely for illegal or
vovert purposes, Fusples: Lockpicks, o
Warm progrun (see p. C114),

Clernn (0 Very powerful and dungeroas,
Evample: Militusy-siyle intrusion sofi-
ware.

& aa

The long con is most viable if the con men stick w three simple rules:
1. Keep the con as short as possible. (Starships take a long fime 10 build)
when commissioning 2 ship under false pretences, find o ship that is nearly
ished )
2. The broader and more sweeping the con. the mone likely it is 1o be beli
technigque called “the Big L")
3, Schemes that appeal 10 the base emations of the victims — sread. pride,
have the grestest odds of suocess.
Shurer Con: Shon com sacrifice m-depth preparation lor spead and mome
The principles outlined for the loag con aill apply. but the con men mnst aiso b

ablomied b make 3 nm:kﬁhl Talk roll and walk sway with 2 ship!

The inckiest pant of 25y con i wsaally the payolf - the hoilders, imveson., i
tary authontics, et will expect 1o recerve their promised rewands befioer the @
men take posacvsion of the ship. and may hecome suspicious or even viokent if
rewards are mt forthcoming.

Steaalth: Otmaining a ship by stealth can imvolve almost as much preparation
lomg con, bot this is focused on Toiling phyaicel security. The thicves will wast
Jearn shout guand noations, sensors and alarms, key ship components that have e
removed for sufekeeping. personnel with access 10 critical arcas. et Once they
this information, they must formulate a plan o exploit any weaknesses they ur
Execution should be as swift and quict a5 possible, Stealth can also be cor
with a cong ¢, deception can be used 10 galn access 1w o ship in onder
surmeone hidden ahourd (o act laer,

PiraTe TacTics anD OPERATIONS

Piracy is constrained by economics, just like any other business. 1T the pira
wun't ke o ressonable return on their investment - considering the risks they nm
then they will move into other, more lucrative lines of work, Devisions that the €
makes about how the | i in his isee Fine Tuning, pp
1071 will have & profound infiuence on the viahility of the pirate’s trade. but
ane some considerations that apply 1 all pirste operations.

A workd with significant trade or a stroag economy can and will defond its
out W ity J00-dhameter mit. These defenses will normally make pirscy in 8
around ssch work unprofitable. but they do not evtend ko the entire system. M
carcer pirates. will concentrate on backwater workds or amaic cotsyacms, or
sdvantage of unoseal cocemstances (ke a jump poim on the far side of 2 g8
or one tha falls cutside 3 world's defonse emvelope due 1o jump mesking). S
shappers apply nsk prominms w0 trade with el sysioms of ootsysioms,
tems dend W reman underdeveloped: they canet develop entil they are s
they are mot worth socuring umtil they are developed

Mot perates would prefer to svoid a fight. If @ merchant will sureader ity
on demand. they are content 10 take it and let the ship go - 10 be robbed an
1t the merchant resists, the pirates will concentrate on acaling the most expe
item availsble in order to moke a profic the sardhip itself. The fight to capoure 8§
ofien danages iy doves beyond repair, however. Il time is shor and help isond
waty. the next best option is 1o strip the victim of cargo and small crafi.

What the pirates do with the crew and passengers of a captured ship is a
ol tuste wnd strwiegy, Most will not burt snyone who voluptanly gives up his
I et privake passengers and crewmen are nol usually robbed of their p
sessionn, This is god policy! Word gets around that 1T you simply surrend
will lose nothing and not be burt. Maost crews care Hitle for their cargo: it isn'tth
it fsn't worth risking their lives for, and insurance will make good the loss in
cuse.

o guently, simply ds is often sulfi This
the pirtes carelully develop a Reputation for good treatment of prisoners, @
coupled with a Trademark of some kind 1o identify them. This was the origin
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Jolty Roger: flying the shull-and-crosshanes flag was a demand to surrender, and
eich pirate captain had o specific design

1€ & ship resists, however, that's a different story. When it is boanded. the fight
ing is o the death and it i» often o ke W surrender, Valuable passengers (if they
can be wdentified ) may be kidnapped for rmnsom; others may be spaced. cast adrifi in
the disabled ship or marooned. Some piraies may keep their captives 1o sell as
shves. [ puracy 1 uncommon and pumishiment for it swift and sure, there will be 3
preater endency W il everyons aboand. to climinaic wncwes.

The best mariets for wolen starships and canpocs arc across mterstcllar borders.

F Tomcaily. sesafe areas will 2k buy poods that they know are stolen — at heavily

dncosnted rates - since this lets them avosd paying ndk promiums.

Pirate Ships

Most pirate ships are comvenied merchasts. Operations in sasele areas o ot
profitable cnough 10 justify custom-hilt wanhips, while safe arcas — despite offer-
e aumcrous, lightly armed targess — are so well pasrolled that pirste wandips can-
not survive for long cnough 1o justify their high costs. What pirate warships there
are tend 1o be legitimate warships taken by mutinoss or rebel crows, especially after
adrawn-oul (rade war of a major military defeat. As for the victims, merchant ships
tracfing in wosafe areas tend 10 be heavily armed (which makes them hard 1o distin-
guish Trom pirates ) those trading in ssfe areas tend o be lightly armed or unarmed,
depending on system defenses for protection,

Firate Havens
Basic ship’s stores can be extoried from casual trlfic, purchased under a cover

lentity or ondered through a second ship. With the right supplies. even annual main-

tenance can be performed in a backwater port or on o clear patch of ground, But

modifying a ship for pirate operations or repairing hattle damage requires a lengthy
L stop in a Class IV or V port — something easier said than done. Explaining battle
damage o port suthonties is tricky: they can’t all be bribed. and st everyone who
can be bribed will stay booght. This makes secure maintenance a difficult and
apensive proposition

Access 1o secure bases with the facilities 1o

maintain pirate vossels is the key 1o sucoessful loag-
term piracy. Such bases will delimit the astural
“mages” of socuewniful pirases. Withous them, perates
will tend w0 lead 3 hand-to-mooth exigence. evion-
my or conning theiwr way throagh ground-side
wepains. always onc jump ahcad of the oot often
aundoning vesscls or operating emreliahle ships
it arc increasingly prone w0 dangeroes. malfunc
oo Piraics with sach handicaps will be no match
for the amthontics, armed morchantmen or jealoes
ak. Personnel must be take imto consideration o
well. Fow crowmen care 1o spend their entire lives
rd ship, slowly sccumulating money. Crews
be given rest and Tecreation in port at freguent
als, or they will soon desert or muting
Pirutes therelore seek o Class 1V or V star-
s thal Tee beyond the borders of major states and
ich ane conrolled by authorities oo weak or 1o
oral o bur suspected ceiminals from their ficill-
. The GM must bewr i mind thit the populations
these workds will o openly condone pirscy, and
help o exterminate it if it cuts wo deeply into
circulation of trade in the region. A small. dis-
by operation will be the most successful in
long run
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makes ip Bribees can
ity m malls, amd can
abwr b wncd e mprve the odds of an
allacncs soll (p. BIY) smaineg = whill ke
Fad Tl or Sercerese.

Medforrs The reaction or shill b

B nibery v huill o the NPC Reecmens

 bribed 1Y be has 2 high
Wocalih Level the gier-kevel bobes could
b cviwtunan® Roll @ <1 for 2 dav's pus
3 work s pun, +7 for 3 month's pay
a8 b @ vear's puy and +7 for five year's

iy

Tribery muw he discecet 3 be effe
e, il appuupeiste ko the cinumstices
HGM s decision. Tow limde may be i
i or oot worth the ok oo much ey
frighten off o prospect or leave hin feel
g like be's being booght and sold
Biribes do oot huve 1o take the form of
vash. Coodds. henefits. discounts, “kivk-
haiks™ (a “diseount” that Lrtisaction
g b wnid neinterest “loans” ase all pos
sibbe uhemutives, us long os they are of
cumparable value, and may be mure
acceptable than cash in many cases




Forgery

orpimg chovtrvms docummesn - e 2
ship’s segisiry ip 1220 oo bmperial
Mdentity Docaments (p. GT30) —
requires Forpery. Electromics Operation
1Securily Systems) ead Computer
Hacking skifls. amd access 1o 3 specialized
lab yCriSOOm, SO0 fbe., 400 of L2
there are wome legal wees for i), Ruvee 2
fowped segisiry T a spocialiv wall cost
at beast CrSELENN, i e can be foand ai
il andd shombd bee an advesare in el
The Torgery process inclisdes the cre-
st oor wlierutlon o supporting electonic
revirds (i least on a Jocal level ) sufficient
b paass i msiking dnspection, The longer o
forpeil document v used, the betler the
wippuitiig hickgronind hecomes and the
bardder thee original forgery is o detec
“Temporary” Torgeries reyuine consid-
erahly less effon s enpense; a sisceess-
ful Forgery mfl, or o Streetwise moll 1o
Vil an “urtest.” will willlice. Conts. range
From & few humdbred cradite for slicring 2
cargo manilest o Cr28,000 o produce 3
ull ser of abip s pupers. Thewe dovumients
are guaramteed o be guod for af ket 2
b

e ond of cach weck sfier dhe fire (a X
of lewa e fowpery hus becn decovered.
Thes rulll v masde @ & comulative +1 per
wexd afier the fod ie g . dncrrpamces =
descovered om 9 or bews @ the ond of weck
ww, o 10 o ke @i the ond of weck
e ac )

Omor the ftpery w dcovernd. it s op
10 the GM whether & wanung will be pog-
ed ey starports i the vicinity snd if
sa, how fast it will wrive. As a rale of
thamb, & warning will go ou if the GM
rulls wisdet the CR of the planet where the
Totgery ok place on 1d, What effect the
mepont will have when it caches up 10 the
ship s albss up v the GM, but it will cer-
tainly comse the bocal olficialy o look over
its papers very caretully, wnd it may result
i @ bad Reputation, i not criminal pro-
cccdings.

The Pirate's Life For Me!

Iy popular ficthon, interstellar pirstes ane either crased killers or happy-go-h
Robin Hood rogoes. And in fact, examples of both types exist . . . but they're
Space 1 very wide. and there ane many different kinds of “pirates" In veder of
Fesshonalivm, they nchode:

Comnmen ¢riminaly. They stole a ship: now they re going 10 see what clse
can steal. They are likely w0 have about the same level of organization 2 the e
street gang. and shout the same umover in membership. Unless they srike it
they won't have the skill or moncy lo maintain their shap: tha mukes them very
Iy 1o stesl v ship when they capoure it. Their internal discipline may be 2e00, 88
o both. They are very likcly 1o mistrest captives, somctimes. fatally.

Matineers. A crew that ok over their ship junt 10 go pirating 15 probably sl
heticr than a pamg of common criminats. But some crews mutiny agsinst hand
ment and then have sowhere 10 go. And sometimes 3 Free Trader, broke and
bess, turms parate. Such 2 hand & likely w0 inclode many professionsl spacers;
ship s thewr only home. and they will maintain i well. They may try 1o recrmit
crew from among their victims. They may trest caplured crewmen with
restraint (and even try 1 recrunt them), while being comtempiuous of the property
“owners” They will claim that their goal is 10 find a way 1o make a clean stan. Sa
of them are senots.

Fintled mencenaries. A mercenary wnit down on its luck may decide that it big
ext loyalty s to isell. They tum pirate because it's less Tor them than di
banding, Such piraie hands are often guite competent (i their bad Tuck wash
their own making, and wsually highly disciplined, Depending on their military sp
o they may Tavor groundside raids over space iltscks, They may operite with
stk code of honor . or oot A Tt depends on the personality of their keader.

Senme mkercenary ships have the reputation of “working both sides™ . . supp
menting their legitimate tickets with the oceasional bit of pieacy. Such a ship
affoed 1o leave uny witesses, ever.

Privateers. These are pavately-owned ships (hence the name) that have ba
issued “fetiers of marque and reprisal™ by their governments. These are o
licenses o prey on enemy shipping. within certain limits. The stricter those
and the more carcfully the privateer follows them, the kess likely he is 1o be ex
as a parate if he sarvives captare. In some cubtures (the Swond Worlds, for insts
minor nobles may go privatesrmg on their own authonty.

Commerce raiders. Acunl military anits, tasked to attack and
merce. They may or may aol try 1o capture ships and cargo:; they will almost
£0 W great lengths 10 spare the lves of the cvilian crews they capturc. if the oo
don’t resist with amy really viciows tncks. As long #s & commerce raider docs a
exceed the legitimate nuses of war, commils no atrocities, and s crewed by
formed maval personnel, it will be tested s hosorably a8 any other enemy
captured.

And, of course, not all pirates are Imperial of even Human. No Zhodan
ever tum pirsle, though in time of war they raid commence very . o
K'kree and Hivers would likewise not become “real” pirates. On the other
there are two types of nonhuman pirates that are all 1o common on the bo
the Imperium:

Ausdart thatel. A band of young Aslan males, looking for their own temitory, m
antack shippang. Usually the ship itsclf is their target, either 1o serve the new
they hope 1o establish, or 10 act s 3 Trojan Horse o get them down 1o the grou
the world they hope o steal, And, of course, the groundside raids of feei ane
called “pirucy” by members of other races whi don't realize the Aslan
muove in permanently, 4

Vargr corsuirs, Pirscy is a perfectly leghlimate profession among Vargr, pro
ed you can get away with it. A charismatic Ve will often ik the crew of am
chantman . . or even of 3 military vessel . . inlo luming “corsair” with him,
dlheywﬂrrmmﬂnmludnmynmmmmmmdﬁ
10 go a-trading, or join someone’s navy . . ) Vargr worlids, especially starpo
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even harbor corporations whose business plan is, qmiL annh. “Build a corsair and
see what we cun ger” Needless 1o say i onships with their
neighbors, But it's the Varge way,

Hazaros oF THE BusINESS -
LAw-ENFORCEMENT AGENCIES

Even the wolves have wolfhounds — the force that keeps the predators from
overpopulating their environment,

Imperial Navy

The Imperial Navy is charged with the task of suppressing pirecy within the
Imperium and its client states. Since most piracy oceurs on the borders of the
Imperium — mod in the interior — this overlaps with the Navy's normal patral duties,
Pirate ships are rarely a mateh for even a small Nuavy warship or task foree; the only
time the Navy needs to mount specific anti-piricy operations 15 against a major
perute haven or stronghold.
al Intelligence is always imterested in reports of pirate activity,
especiully on or just beyond the border, but does not actively target pirates as part of
its intelligence-gathering duties. Most Navy anti-pirecy operations begin with a tup
or request for assistance from some other agency.

Planetary Navy

The Imiperial Navy cannot be everywhere. so it falls to the planetary (“colonzal”}
navies 10 protect their own worlds and merchant traffic from pirate depredations,
These ure the forces ol response in o pirsle atteck, and can range from ground-
based space defenses (deep meson sites, ete.), o fighters, 10 system defense boats, o
full-scale maval wiarships {only slightly less well-equipped than their Tmperial
- counterparts, but not as well tmined ). Systems with even a modest economy w
able w0 afford these defenses — and the sensors and communications 1o back them up
- even il they have to import them: this is why pirmes generally stick o sparsely
inhabared outsysiems and backwaters

Customs Service

The Tmperial Starport Authority Costoms/Security Service and the customs ser-
vices of the varous member worlds concentrute primarily on anti-smuggling opera-
tions by keeping tabs on potential buyers and through contacts and informants on
common source worlds, Evidence of pirale operations cun appear in the form of
market anomalics caused by the sale of captured trade goods, 5o the customs ser-
vices keep tabs on this sor of activity as well.

Imperial Ministry of Justice

The Imperial Ministry of Justice (Mol) is responsible for enforcing Tmperial
laws and captoring their violatobs — including pirates and hijackers. The Mol col-
lects and analyzes intelligence and conducts andercover operations 1o idemify pirate
havens. strongholds, markets and patterns of operation. Individu i
travel aboard ships they bBelieve are vulnerable 1o piracy or hijacking. Ministry of
Justice agents are generally spread too thin w take effective unilateral action against
pires, so they normally pass their information on 1o local suthe
Imperial Navy, along with o warrant from the locul noble or Imperial Leg
fequest Tor action,

Skip Tracers

Ship owners skipping oul on their mortgage payments 15 common, difficult o
Cprove conelusively and rarely prosecuted by the Imperivm directly. Banks have a
vested interest in recovering their assets, however, and ure willing to pay “finder’s
fees” to specialized hounty hunters called skip tracers, who identify and return their
ips Lo them. An 2-5% (ol tens of millions of credits in investment), it is well worth
the skip tracer’s time and ¢ffor

CamMPAIGNS AND AODVENTURES

Pirate Havens in the
Spinward Marches

everal minor goveraments in the
s Spinwand Marches are suspected nf

sharing (or at beast trning a Blind
eye o) exiralegal
wsually ave o il agre
authorities o leave local irde
unmaslested. regardless of sctivities else-
whene,

Border Worids

Alihough an Tmperial client stase, the
Border Worlds are anything but homoge-
nevwis and well miegrated. All have Class
IV starporss, high TLs and relatively Tow
5. Pirates bave lile eroubike find-
i somenme willing te trade for whi they
alfer — especially on Hofud (SM/Sword
Worlds 1524), it small pomilation,
clutiered space tralfic region and continu-
ing imternad difliculties,

tivities, The pirates
-

Federation of Arden

The Federation of Arden has o nogori-
ausly “flexible” attitude o anyihing that
meaintains {15 idependence and increses
the strength ol its pesition in the region,
The Federation holds two potential
havens: Tremous Dex (SMAVilis 1311 s
an the Spinward Muin, just beyond the
lmperial border at Phlume: Quare
5 (915) is dess likely, as it is only
o parsecs away from the Imperial Nuvy
huse al Frensie (SMVilis 1116).

Continiied o next page ..

ol

il




Republic of Garoo

Gareo (SM/Tarmian 010 hes u bhr
extreme spimwand end of the 5
Muse At first 2 sesswmghy ok chow dua
o s gl O the exitence of 2 acaldy
wrcam of whase pars from the wohall
wwid Graveyand in the Giamoe outvysom
may have & oee prosaic explanstion than
mysteriois Anclent influences. 17 e, the
Republican government cin be expected
tur give ity implied approval to chop-ip
aperrations, in renern for o share of the
wpails i3 “salvage fee™L tn 1119, the

SpeciaL CamMmpPaIiIGNS AND
ADVENTURES

Therr ‘s @ Legiom that never was Tisted
That cusrries ne colouers oF crest,
But, apit i a thonsand sdetochments,
I breaking the mwd fior the rese.
- Rusdyard Kipling. The Lost Legion

ExpPLORATORY TRADE AnD ConTACT
One of the most le. & and sides of the hasing
world is opening new trade routes and contacts. This is where exploration and dipl
iy meet hard mmmucml sense. “New™ temitory need not be wally unexp
temitory {alth ph often have an i mgol’anh:ﬂl-'
‘mei\er-nmmhhr lected by less perceps mleresty.
An cuploratory ;mpunldwnudimphﬂ:um-dh
lcarning about cach world and docovering snique trading opportemitics
process. Aliernatively, the explorers could he part of a long-term cxpedition,
with developing trade relations with a single world or afien specics. Clm.lelu n
such campaigns include the normal hazards of exploration, plus all (he fis
starts. misunderstandings and conflicts inherent in opening contact with new ¢
tures. Potential benefits include exclusive sccess 1o all sorts of exotic. b
seen trade goods and processes in cxchange for bringing the fruits of mtes
frade 1o 2 mow market.

sne Lemers, of Masgme (p. GTSA o o The classic of this type of adveniure arc the Polesotechnic
vateeTs i fewy 0 amy 3gEn Nicholas van Rijn) sones of Poul Anderson.
the Dearvean Confederation.

Tarsus
As an lm-al client state, Tarus
ISAUDNstrit 168

Tarsas makes an excellent tocwion t "
fence aolen goods i eschange for
supplies.

Trexalon
With its bigh TL and low CR,
Trevabon (SM/Destrct 268 1339) s the

the Spimwand Man, it has ready 2cores 1o
e umincorporated worlds of Disnc 268
anidl on dnio the Tmperiun in the Glisien
subsector. Trexalon™s strong anti-lmperial
leamings s sngung evenomic siugple
with Collace {SM/Msrict 168 1237y
e it wnlikely 1kat the poverning
Trevalon Techmical Consorigm wombd
coogeraic with cutsallc sHempEs o vp-
press piratical activity

e 4

STarPORTS - BROKERS, SHIPPER'S
AGENTS, AND BARTENDERS

Life in a starpon s properly the subject of GURPS Traveller: Starporn. bt
there are wome purely mercantilc campangn optioes within the sLEPOn o oamest.
Speculating Without a Starship

Engaging in speculative trade can be Jucrative for a merchant with the right
skills and enough capital. Players who enjoy merchant campualgns but not the con
stant change of scenery of a starship-based seenario may enjoy playing planet-hased
brokers and traders. The Ship Owner advantage (p. 101) can be adapted 10wy sont
of husiness, while Ship Patron (p. 1004 can be uwsed 0 represent 3 franchise smange-
menl

Characters i such a campaipn can use their extensive contacts and local knowl-
edge o obtain freight for shippers ut a discount, or 0 buy speculative goods. from
passing traders und sell them o carcfully chosen focal customers, They cun even
engage in intersiellar trade from their base of operations. negotisting passage for
their cargo and perhaps P g it b it dhesti
Service to the Line

Line conployees who tire of the wandenng hife can sull nse withun their comps-
mes as part of the shore establishment, Port captains are ofien retired Trom active
service aboard ship. and put their extensive ¢ 10 wark, bleshooting for
the ships that call a1 their port. Successful pursers may find more rewarding carers
s hrokers, locwing and amrenging Tor cargoes 1o fill the holds of their line - for 2 fa
wommussion, of course
Ocher Businesses in Port

Onher types of pon-side establishments are also possible: shipyards. hotels., bars,
chandlers, pgencies | -, wherever there is a need, there will be someone 1o 1111 it - for
a prive,

CaAmMPAIGNS AND AODVENTURES
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A positive modifier indicaes that o world
in particularly open b0 of dependent on
off-workd wale. but the mene existence of
& good port does mot coeate rude. Couod
ports are capensive and generally oaly
il i thry will b put b i, Bl ey
Innger reflect the reality on the grosml
th-npnnuh_d-wr

e e covrvees lor 3 workd thes b is
froe o rodhacr or clemoratr & pumitreg pua
e dumprer

The Hardships
of Travel

“OK. 30 1 board this old passenges
Emrr — "o gl the Crbspuss oor s
hing . . i vow ever mesice Vil fusmey
abwarvy sl fily porphing . why is thest,
T momder * Amvmans. | board the limer amid |
met arttled im o wry cbvini sl we bisker oo,
1 map for @ while and tew | get ap and go
o 10 thhe parsenpes lowmpe for @ o,
and [ divvwroer it's oot b fior s ine g0
it g, oy veking om a pslate of hot
wingy whrw all of o sudden she lghts po
i,

“Wiell, ven dmes o, J pamni eaanily, e
aurtmrally § avsmime de ship b letat purwier
W are entering fwmp and we're all
abvant g afie o basreile bt an e frocen

depthn of apace - . 8 baite iy when tha
Bz, el v !

“AN e some of v hive been
derenigh this befere - vew, the other puis-

sengers fiughed b e e We weren's
ottt e alie, Foe thive of vore wiho o 't
gy, it veems e 0 sl Vil ool

o forr wlkern your doke w0 ship i jumy -
venn i e wlvip s Bights fo lient oot

i fr ks aprleidivedd B e, the doh bl
ekl meaming Sodvoneini, St Sosnsnds of
veatrd e, ahips hod really basy power
planss, and every erg was needed for
Jamp, s vong bl oo ot Dueck owe anll e

' camrmanyetion, i me
of course, bup since

vthimg.
sy, a i that's all the excuse they ever
e

“Say, thar reminds me: How many

Econvmic ties rarely respeet political borders - especially in The District,
hiss recently henefited from an Imperal effon o improve trade ties. The
Ministry of Commerce has authorized member worlds o lower trade b
District client states W the levels offered pther member worlds. This action
opened new trade routes and led 10 choser economic im-gmmn_ Whether it »
taken in anticip of or in 1o the heigh of th
Trexalon Technical Consortium is unclear, but either way, the coatinved polit
tension hetween Collace and Trexalon mars what could otherwise be a
trade " 1

Judice sits within two parsecs of ux of the busiest systems in the subsecior. Ay
u:knmldb:mnc:ﬂuhutﬁ-wm-dmgnmmhp T

¥, po sach 1 han d 10 date. The fact that the sysemy
pmm:lsnnﬂa-dw-qx 1 Importance y
mhwmmwmummuﬁn

acd an appetiie for arms that many of those traders are willing 10 cxploit. O the
return trp. their berths are full of refupees and thear holbds full of whatever valubles
the locals were willmg 1o hawk for weapons of o safery.

Asachtine fies on the very edge of The Disnce It is 2 relatively inbospitable
workd, and imports foodstuffs from lderati in the neighborng Five Sisters subsocsoe
Iderati also trades via Asteltine 10 Bowman and Squalliz. and is the Largess source of
trade 1o Collace from the Five Sisters - although this traffic all travels via the
rimward route through Avastan rather than through Asteltine. The Swond Workdy
make their presence el in District 268 via Asicliine as well. Despite their small
astrozraphic size, the Sword Workls are an industrial powerhouse. Sword Waorkder
traders visit the non-industrial coreward end of The Distinct 1o sell the rupped and
effective equipment manufactuned on their workds,

Milagro would be ane of The Distnets isolated frontier warlds if nﬂt iul
presence of Ling Standard Products, The company muns its own regularl d
ships from Milagro to Grote to carry output, supplies and communications. The
ships tend to run more often than necessary for the volume of freight, simply o
maintain frequent contact with the nearest corporate office in Glisten. This makes
Milugre & bad place 1o look for freight contracts, because there’s almost alwiys
room on an LSP ship.

Despite its huge population and respectuble TL, Forine has only maodest trade
ties 10 the outside. The workd's Class 11 starport is as much an effect as o couse of
this limited level of trade. The greatest factor § iy the wmru Tonl"s desire o maintiin
control over the populace. The recent leveled aguinst Forine by
Mwmﬁuwuﬂm&wﬂhﬁmhxmsmhmhw
his power.

Elixaherh, Forine's newghbor and former colony, has a much smaller popslation
and industrial base than its mother world, but its positive attitnde owand off
worlders means that il irades just i widely. It does get some traffic from the rest of
The District via Forine, but economically, it is more closely integrated with the
Glfisten subsecior. i trades via Grote with Aki and Glisten. Some Elixabethans have
even become dedicated spacefarers, and mun & regular line — Rapier Lines - from
Squalia 1o Daflia. with trading ships venturing as far o lderati and Collace. They
wse the excellent and sturdy ships of the Groteans: $0-dton far meschants and 600-
dhon “strerch™ far merchants. Both are based on the subsidized merchant or “fat mer-
chamt™ design (p. GT146), with the addition of jump-2 capability. They are popolar
ships and superbly wsted 10 the Minor Rouses and Fromticr workds of Dianc: 268
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nated *, Re
Lation Rating
b level
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Trade {lasses
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Chronor Subsector
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sl planetoid belts inihe systéem
Gilgriry - The number of gas grants in the sysiem

Worid PR TL Port WIN Trade Class Al Planetod Belts Gas Gants
[ 9 m 40 De Na Po 1 ]
7 9 m 45 De Nz Po ] k]
6 ? v 10 Ni Ri 1 o
2 m LY 2 )
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9 K m i% (1] 1
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Chronor 9 (11} W 55 | 0
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3 7 1 28 2 0
® 10 v 50 2 |
7 5 1 10 0 I
& & n 15 0 |
3 ] 1 LS 1 0
7 ¥ v L] 0 1
9 1 0 i
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Guerion Subsector

Hex Warld PR
LERR Atson 5
0114 Yikior 4
0115 Khosa 1
0z Prinx b
0215 Rushu ]
0218 Bael 1
LEIR] Muzun-fel 5
0412 Sansibar 3
414 Attica 3
0416 Retinue 6
a5t Terra Nova 3
0512 Asmodens 4
0518 Faisal 4
0613 LeBeau 5
0hl4 Quenon 7
0618 Dekalb 7
06240 Winston 5
0712 Rapp's World 3
o717 Thanhear fi
0720 Entope 1
0820 Anselhome 5

Darrian Subsector

Hex World PR
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e Sisters Subsector

World PR TL Port WIN Trade Classes Alg  Planetoid Belts Gas Giants
Emupe* 5 9 v a0 AgNi Im 0 3
Raweh® 3 1o w a0 De Eo Ni Po Im 2 0
E16-574 2 1 1 10 Eao Ni Im 0 2
Saxe 5 7 1 25 FI Ni Im 1 1]
Andor®* 7 v 1] 45 Ag Dr a 3
T69-422 4 B 1 25 Ni Im 2 4
Gothe 5 f 1 15 Ni fo im I a
Mirriam* 7 9 w 4.5 Im 1 4
Candory** L] ) m is Ni Dr 2 i}
Wonderay 4 3 1 0 Ni Wa Im 1 o
Jone* 7 9 w a5 Im 1 o
Jinx* I T 1l .5 EaNi Va Im 0 2
Ucclla® L] 7 n s Ag Ni Cs 1 o
Penclope L 3 m io De Ni Im 2 3
Karin 7 1 v 50 Ag Ri Im 1 L]
Wonstar® 7 7 w 40 Ag Im 1 ]
Froin 2 9 m 25 EoNi Im L] 1
32 Gohature 7 7 m 40 Ag Im 2 3
Quhaisthay T 9 L] 45 e Im 1 0
Lakou® 4 B 1 15 Ni Im o 1
Ralhe 5 7 ] 5 Ni Cs o 1
Iderati 7 > LR 50 AgRiCp im 0 1
Tondoul L 3 I 2 Ic Na Na Cs o 1
B75-496° 4 7 1 23 Ni Cs 1 o
Ochecae 3 7 1 15 Ag Ni Mw i 0
7 6 ] 18 Ag Ri Ma [ 1
3 : ] 1 15 Ni Va Im 2 1

EEEEEE!!'%E!"!EE R R
- |
g :

Worid PR TL Pot WIN Trade Classes Alg Planetod Bels Gas Gants
Coadoyle® 3 5 1 b L Na Ni Na 2 3
Puparkin® 3 9 ] 2s EoNi Na 0 2
Chwistyoch 7 9 w 0 Ag Ri n : E
Gougesae® 5 9 m LE ] Ni Na z L]
Esalin 6 ] m 3s Ag Ni Im 2 3
Ruby 4 9 w 18 NiVa Im 0 1
Emerald 5 L] w 40 Ag Ni Im 3 4
Zenopin 5 7 n 30 De Ni Po FA 2 2
Rrveriand® 7 9 m 45 AgCpRi Zh I s
Clan® 5 9 w 40 Ni Y 0 1
Jewell 9 10 L) 55 Cp Hi In n 2 3
Zrcon L] ] m AS Ni FA 2 4
20l Aodsi 6 6 1 30 Na Ni m 1 2
D Mongo [3 9 v 45 Ag Ni Ri Im [ 3
1209  Usoland 3 7 v 10 EoNi FA 1 0
1210 Peguan 6 L] I 2s Ag Ni Ri FA 1 0
1305 Nakege* 3 5 n 20 EoNi m 0 1
Lysen 6 9 v 40 Ag Ni Im 2 3
MOl Foclon® 6 5 [\ 40 Ag Ni Zh [ 0
1402 Farreach® 4 9 v 18 NiVa n ] 5
1510 §7I-438 0 8 1 Nil Ba Eo Ni Po Im [} 1
1604 Louzy 10 8 n 4s Hi In Po Im ] 0
1607 Gram** 1 0 [} 00 EoNi Im 2 2
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Vilis Subsector

Hex World PR TL Port WTN  Trade Classes Alg  Planetoid Belts Gas Giants
0911 Caloran 7 f 1] 35 Ag Na i 0 i
0912 B94-076 3 L] | 20 Eo Ni Na 2 [
0915 Quare 4 9 v 3.5 Ni Va Fa 0 4
L] Zetu 2% 0 0 ] Nil Ba Fl Eo Ni Na 2 0

101 Arden 3 9 i 4.5 CpRi FA 1 o i
1018 Choleost 1 9 m 20 Eo Ni Va Im 1] 178
1020 Margesi* 3 ] {1} 45 dm 1 1]
116 Frenzie 5 9 v 4.0 CpNiva Im 1 L]
1is Garda-Vilis/ 3 1] v 5.0 Ri Im 1 2 i

Tanoose®

119 8 9 v 50 Im 2 0
1212 (] .} I a0 Na Ni FA 2 0
1213 2 ] I 1.5 Eo Ni Va FA 0 [ |
1214 0 12 1 20 Eo Ni Im 1 o 1
1216 Stellatio 4 3 I 20 Ni Im 1 1]
1217 Arkudia ] ] | s Ag Im 1] 1
1311 Tremous Dex 4 10 w s Ie Ni FA 0 1 5
1315 Mirriam i 3 I 20 Eo Ni Im 1 0
1320 Saurus 4 7 1 25 Ni Im 2 L]
1411 Rangent 6 7 i &3 Ni Wi N 0 3
1413 Denotam 4 9 v 35 Ni Im 2 4 3
1417 Ficant 3 6 I 20 Eo Ni Im 1 L
1511 Tionale* 3 3 i1 25 Eo Ni Nu 1 i
1519 Asgard ** 7 5 1 [} No Po Im 2 1]
1520 Tavonni 0 0 1 Nil Ba Eo Ni Tm 3 4
a1l Phlume L] 3 m is Ag N1 Im 1 [ |
Sword Worlds Subsector

Hex World PR TL Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
21 Hrunting 7 9 w 435 Ri Sw | 3
922 Tizon & 9 v 5.0 Ri Sw 2 3
w27 MNarsil 11 9 w 5.5 HiIn Sw 2 4
[E] Flammarion 4 L v 45 Ni Po Sw 1 1]
1022 Colada* o 9 w 45 Ag NiRi Sw | 1
1026 Andunil* 8 9 v 55 Ri Sw 2 2
121 Mijolnir 4 9 w ] De Ni Po Sw 2 2
1123 Joveuse® T 9 v 4.5 AgRi Sw (1] 1
1126 Orcrist 7 9 v 4.5 Fl Sw 0 I
1130 Enos 4 5 1 20 De Ni Po Im 1 Li]

221 Gungir 7 L} v 4.0 Ag Sw 3 2
1223 Gram 9 9 v 55 CpHiln Sw ] 3
1225 Excalibur 7 o w 45 Bw o 2
1324 Tyrfing T b v 4.5 Bw ] I

1325 Sacnoth 9 10 v 55 Hi In Bw o |
1329 Caladbolg o 9 v 4.5 Ag Ri Im 1 1
1424 Beater 6 9 v 4.0 Ag CpNiRi Bw 1 L1}
1429 Gunn* 1 8 I 1.0 EoNi Im o 2
1430 Caliburm 4 9. I 2.5 As Ni n 2 4
1522 Dryrnwyn 4 L] v s MNi Sw 1] 1
1523 Durendal 3 9 v in Eo Ni Sw 1 44
1524 Hofud 4 9 v 3s Ni Bw o 1 |
1526 Biter 3 9 w 40 Ag Iim 0 1
1529 Steel 3 8 1 2 Eo Ni Im 2 4
1626 Iron ] 1] 1 0.5 Eo Ni Im 1 4 4
1627 Bronze 0 0 1 0.5 Eo Ni Im 1 0
1628 Mithril 0 0 I 0.5 Eo Ni Im 0 1
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District 268 Subsector

Hex  World PR TL Port WTN Trada Classes Alg  Planetoid Balts  Gas Giants
il Asteltine 4 9 v 35 FINi Cs 1 1}
a6 Inchin 3 9 1 235 e Eo Ni Po Cs 2 3
(840 Singer*® 6 [ 1 i fu Ni Po M 4] 1
1031 S67-908 ) 3 I 25 Ni Po M 1 0
037 Avastan 5 9 u is Ni Po Cs 2 4
1040 Kwai Ching* 7 9 1 4.5 Te Na In Va Na 2 0
131 Faldor 6 5 1 23 Ni Po . Na 2 0
1132 Bowman 3 9 n 25 As Eo Ni Cs ] 1
1133 Squallia a 9 1 4.0 Na Cs 2 0
1138 Tarsus 6 9 v 4.0 Ag Ni Cs ] &
1232 Walston 3 3 i 25 Eno Ni Cs ] 2
1233 Flenos 4 f 1 25 FINi N I 0
1257 Collace 9 10 w P Hiln Cs 0 Y
1238 Pavahid® # [ m 45 Ri Na 0 |
1331 (1] ] 1 0 Ni Nu ] 1
1332 ] [ [¥] Nil Ba Na I 1
1337 ] B 1 Nil Ba Fl Cs 2 1
1339 Trexalon 8 10 w in In Na 2 3
1340 Motmos i 6 v 4.0 Ag NiRi Cy 1 [}
1433 Noctocol v fi I 30 Fl Na 0 s
1434 Tarkine® -] T m s AgNiRi Cs 1 [}
1435 Dallia 3 9 w 50 FlIn Cs | 0
1436 Talos 5 v I an Ni Po Na 2 4]
1531 Dawnworld o o I Nil Ba Tm 2 3
1532 Elixabeth 4 & v 30 Ni Cs 0 1
1533 Forine 9 ¥ 1} 45 Ie In Na Na 1 0
1537 Mertactor 7 9 v 45 Cp Im 1 1]
1631 Talchek™ 4 o im a0 FI Ni Cs | 0
1632 Milagro 7 T 1 30 lc Na Cs 2 0
1634 Pagaton 3 -} i 40 Ri Na 1 3
1635 Binges 2 ¢ b EX)] o Ni Va Na 2 1]
1637 Mille Fales 4 1 v 35 FI Ni Im o I
Regina Subsector
Hex Worid PR TL Port WTN Trade Classes Alg  Planetoid Belts Gas Gisnts
1705 Efute 9 10 v 5.5 Hi In Im 1 0
1706 Alell B 9 v 5.0 Im 1 0
1802 Yres* 9 ¥ v LX) Hi In Im i 5
1803 Menorb 9 Fi i 4.5 Hi Pa Im 1 0
1805 Uukye 3 9 v 40 Ni Im 2 (i}
1806 Whanga I i I L0 Eo Ni Imn 2 4
1807 Knorhes 7 4 1 EX1} Ap Ni Im | 4
1508 Forbaldn 6 3 1 2.5 NiRi Im 1 2
1804 Ruie* 9 ¥ 1 45 Hi In Im 1] ]
1810 Jenghe o 9 il 4.0 MNi Im 2 3
1903 Pixie 1 1[4] v 25 Eo Ni Va Im 1] I
1904 Boughene 3 10 v 4.0 F1 Ni Im 0 I
1508 Hefry 4 7 il 30 Ni Va Im 2 0
1910 Reging 8§ 10 v an CpRi Im 0 3
2005 Feri® 8 8 v 50 Ri Im 2 [}
2007 Roup* 9 7 m 45 Hi In Wi Im 2 A
2106 Pscias®® 4 4 (1] 15 Ni Im 0 1
210 Yori 7 9 m 45 De Ri lim 1 3
2201 Dentus** ] 9 1] 35 Ni Im 2 i
2 Kinorh L & W 40 NiRi Im 2 2

a
w
-
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Regina Subsector (continued]
Hex Worid PR TL Pot WIN Trade Casses Alg Planetod Bets Gas
204 Bock's Worldd 3 n 20 Ni Im 0 1
205 Enope 9 6 m 45 Hilcln Im 0
207 Wochiers ® 9 1 is Im 0 ]
2303 Yorbund i 7 m a0 FI Ni Im 2 0
2306 Shiomhy** 7 § [ 0.5 AsVa Im 1 re
2308 Algine* 9 5 0 10 Hi Im 2 3
20 Yuest 6 5 1 25 Ag Ni < Im 2 4
402 Heva 7 6 w 10 AgRi Im 3 4
2405  Kemg ) 5 1 30 Im I E
2406  Mourghes 5 9 u 3s Ni Wa Im [ 1
2408 Rethe 0 [ 1 45 De Hiln Im 1 3
2410 Imhe 1 ] w 45 Ag Im 2 3
Lanth Subsector
Hex  World PR TL Port WIN Trade Classes Alg Planetod Bets Gas Gants
1711 Exsolay s 9 v s0 Im 1 o
1719 Lath s 9 v 45 CpNi Im 1 0 !
1X11  Dinom 5 9 u 35 NiVa Im 0 1
1815 Ghandi 4 [ w 10 le Ni Im 0 3
1817 Victoria** 7 5 0 03 Im I 2 4
1912 Divomn 6 S5 v 35 AgNi Im 0 4+ 4
1916 Ylaven** 5 s 0 00 AgNi Im 2 z
1918 Somthenr** 6 s 0 00 NaNi Im I 4
1920 D'Gaazio 4 w W 35 NiPo Im 1 2
2001 Wypoc* s 10 1 30 AN Im 2 2
2011 Djinni** 0 0 1 Nil Ba Eo Ni Im 2 2
2012 Rech 7 o u 35 Ag Im 0 I
2212 Kkirka 3 8 ] 25 Eo Ni Im o 2
2215 Quopist®* f 9 w 40 Na Poy Im 2 1
2311 Treece 5 ] 1] 30 Na Po Im 1 (]
233 Echisie 3 9 m 30 Eo Ni Wa Im 2 []
2314 Pirema | 6 u 15 EoNi Im 2 0
T Rbise* ] L] m 35 NiVa Im 1 []
2319 Ivendo 6 9 ™ a0 Ag NI Im 1 2
2411 Keanou 3 7 m 25 De Eo Ni Im 1 3
2414 Turedad* ] 9 v a0 AgNi Im 1 4
2415 Vreihefger 5 5 1 5 Ni Im 0 I
2516 La'Belle I s m 15 Ni Im 0 1
BT Eguws 5 8 v 4s Wa Im 0 2
2618 loctima® 5 7 v 35 Ni Im o 1
%19 Cogri 6 9 m 40 NiWa Im 3 2
2520 Skull L] 9 m 40 NaNiPo Im L] ]
Lunion Subsector
Hex  World PR TL Port WIN Trade Classes Alg  Planetoid Belts  Gas Giants
1721 Arba 2 9 m is Eo Ni Va Im 1 0
1727 Wanin®* 4 w W 4 Ni Na 0 2
1728 Otympia 3 7 m 3 EoNi im 2 o
12%  Smoeg 7 ] i 4 De Po Im 0 2
1822 Rabwhar 7 7 n 35 Im 1 3
1824 Adabicci 8 9 ¥ 55 Im 0 1
1838 Zulbhon 5 n W 4.3 As Ni Im 1 2
1826 Tenalphi | 4 v 2 En Ni Im 1 i
1924 lanic 6 6 I 3 De Ni Ri Im 2 4
1927 Spirelle ] T m 45 Ri Im 1 5
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ion Subsector (continued]

‘World PR TL  Port  WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
Lumion 9 111 v fy CpHiln Im | o
Shirene® 5 (4] w 45 Ag Ni Im 2 3
Penkwhar** 3 4 1] 15 Eao Ni Tm 2 0
Harvoselie 8 L 1 45 D Nu Po Im [} 0
Carse 3 4 i is En Ni Im { !
Persephone 8 9 v 5 Im 2 =
Chuiru 3 8 v 35 Eo Ni Im 2 3
Gorram** 2 2 1] .5 Eo Ni A Im ] 1
Resten | 9 v 3 De Ea Ni Im L] 1
Cupon 3 q v 5 Ag Im 1 il
Sharrip 1 9 i 3 Eo Ni Im 0 3
Strouden 9 12 v f HiIn Im F : [i]
Ciandr 3 L I 2 Ea Ni Va Im 1 3
Dirolraw z 6 I 2 Fl Eo Ni Im a 4

Glisten Subsector

Hex World PR TL  Port WTN  Trade Classes Alg  Planetoid Belts Gas Giants
1731 Grote 3 ] N 15 Eo Ni Va Im 2 4
733 Lydia 3 ] 1 20 De Eo Ni Im 0 2
1736 Melior® 4 7 1 25 De Ni Im 2 +
1737 Egypl 4 T v 3.0 FI Ni Im 2 |
173 Aster 4 9 m a0 Ni Wa Im 1] 1
1836 Callia 5 f I 25 D Ni Im 1 0
1932 Mithrus 5 6 1 a0 FI Ni Im 0 2
1934 Welss 3 L] v EX) | EoNi Im 1t i
1935 Windsor ] 9 m 20 Eo Ni Im 1 0
1937  Overnale 6 9 v 40 Ag Ni Im 2 3
1935 New Rome B L] v 50 Im 0 4
193q Craw L] 5 m 30 Ni Im 2 3
35 Aki 4 9 v 55 Hi In Po Im 1 4
W36 Gilisten 9 12 v 6.0 As Hi In Na Cp Im 2 1
2038 Trane 4 10 1 30 Ni Im 0 4
2132 Centry 4 ] 1 2.5 MNi Pa Im 2 0
213 Caledonia f f m is Ni Pa Im 1 0
2137 Sorel L 5 1 5 Ag NiRi Im 2 ]
2138 Horosho B L i 4.5 Im 2 L1
2140 Romar 4 & w 3n The Ni Im 1 2
2231 Marastan i @ n 3.5 AgRi Im 2 4
2232 Crout 9 i1 1 < Hi Im 1 4
2253 Tirem b 9 1 S0 Tl Hiln Im 2 1
2234 Inthe 4 9 1 in NiVa Im s 4
2736 Tsarina o [ 1 30 De Na Ni Im 0 1
237 Wrzhurg 3 8 1] 5 Ea Ni Im 1 i
2331 Biconn 4 5 1 20 Ni Im i (1]
2334 Fludn b 8 v 50 I Im 1] 4
2336 Bendor [ [ v 4.0 Ag Ni im [}
Aramis Subsector
Hex World PR TL  Port  WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
2504 Payn 2 9 v 30 Eo Ni Im 1] 3
2510 Dhian f 5 i n Ag Ni Tm 1] 1
02 Corfu* 6 3 I 25 Ap NiRi im 2 &
2607 Focaline 5 9 I 30 Ag Ni Tm 2 i
27 Lablon 3 9 v 4.0 Ag Ni Im L] 3
2706 Heguz 2 10 1 20 Eo Ni Wa Im | o
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Aramis Subsector [continued)]

Hex ‘Worid PR TL Port WIN  Trade Classes Alg Planetoid Belts Gas

I Violanie 4 9 m i Ni Im 2 o
2905 Pavanne 0 0 1 Nil BaEo Ni Im 2 5
2006  Canten 4 9 m 30 Ni Im [

908 Zila* 7 7 1 30 Ag Im [] 1

3001 Jesedipere 3 7 m 25 N Im | 1
M2 Yehab ¥ 7 m 45 A m 1 2
3003 Nasemin 4 s W is NiWa « m 1 2 ‘
3004 Zykoca®™ s 6 1 23 AgNi Im 2 []
3008 Ammanx® 9 o w 50 Hi Im 1 0
3008 Pysadi 6 5 m 30 AgNiRi Im L] 1
3010 Lowcl d'Dien 5 9 w 40 Ni Wa im 0 2 1
302 Rughind® 6 ] w a0 AN Im 1 o
MOZ Towers® 4 9 v 3 Ni Im 3 5
M4 Feneteman 2 0 m 25 B Ni Po Im | o
o7 Lewis 4 10 n 25 Ni Im 0 1
30 Aramis ] 9 b 40 Cp NI Im | b
3200 Junidy* 10 9 [\ 55 Hi Na Im | 0
3207 Patinic 6 9 i 40 As Na Ni Va Im 2 3
329 Natoko 2 E v 25 Eo Ni Im ] 1
3210 Reacher® 5 8 ] 30 FI Ni Im 3 3
Rhylanor Subsector

Hex  Worid PA TL Port WIN Trade Classes Alg Planetoid Bets Gas Gans
2512 Kimorh 4 L] m 0 i Im o 1
2514 Gileden 1 [ m L5 Fo Ni Im o 3
2519 Pamnct 6 7 1 30 AN tm 2 4
250 Gaminodi s 7 w 35 NiPo Im I o
2612 Depot/Marcens 310 m il AsEoNiVa Im ] 1

2613 Fulacin El 9 v 35 Im 1 0
2620 Natoko 9 ] m 50 Hi im 1 0
272 Risek 4 9 v 3s Ni Im 0 1
2715 Porozlo w9 v a0 Hi m [ 1
2716 Rhylanor 9 T 60 CpHi Na Im [ 1
M Lonessda 2 7 i 30 Fo Ni Wa im ] 5
810 Valhalls 4 6 1 25 Ni Im 1 2
812 Zivije 9 9 m 50 FI Hi Im 2 |
2814 Joe Tellona 5 & V 40 DeNiRi Im 1 3

818 Gerome** 0 0 0 Nil Ha En Ni Im 0 I
2912 Henoe 4 9 v 3.5 Ni [ 2 4
213 Celepina 4 ] w 30 Ni Im 0 I
218 Gitosy 6 9 w 40 As Na Ni Va Im 2 0
015 Belizo 6 [3 v 40 Ag Ni Im 2 3
W16 Kegena 4 s 1 0 Ni Im 2 3 |
017 6 6 1 30 De Ni m 2 0
019 457473 2 s 0 0 EoNi Im 3 4 |
300 Somem 3 w m 30 ke EoNi Va m [ 1
311 Vinorian 6 9 W 40 Ni Im I 0 {
32 Newema 3 . w 25 EoNi m 2 ]
314 Hoden*™* 0 0 o Xl Ba Eo Ni Im 2 0
38 Cipatwe 9 [ w 50 Hi m 2 3
319 Vancien E s ] a0 Ag Ri Im 2 0
3212 Margesi 2 v 30 EoNi im 2 0
217 Bewy 9 I u 40 De Hi In Po Im 2 4
3208 Tacuxeh 4 9 m 30 De Ni Pa Im 0 1
3220 Powazs 4 6 m 3n Ni Im 3 2
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Mora Subsector

3025 Fornice
3029 Pallique*
30030 Nexine
3123 Nadrin
34 Maora

s Fenl's Gren

Trin’s Veil Subsector
Hex World PR
2534 Burston
2536 Squanine
2537 Drobham
2538 Pyramus
2539 Thishe
2540 Aramis
2637 Robin
2634 D"Mara
2639 Kelcher
2731 Tussinian
27133 Edenelt
2735 Conway
2739 Drodds
2832 Leander
2833 Peperniem
2834 Traltha
2839 Farquahar
2933 Raydrad

Hex World PR
2521 Heroni o
2523 Byret ]
2517 Pimane 3
2621 Fosey ]
2624 Mercury &
2627 Tivid 4
2726 Carey 2
2738 Duale 7
2824 Caz 4
2827 Meleto 1
I8IK Henos 4
2830 Peduse 4
2924 Moran 4
2827 Maitz 5
2930 Mainz 3
3021 Brodie 4
3oz Rorise 1
7
9
3
%
10
3

2034 Zyri
2035 Murchison
2936 Hummermium

2040 Thomnastor
naz Katarula
035 Prilissi
3038 Tee-Tee-Tee
a3 Youghal
340 Tenelphi
3138 Zephyr
3139 Chamaois
3233 Ramiva
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K plans on pp. GT1

New CompPonNnENT MoODULES

“ollupsible Tank: 1.0 dwon. 0.0 stons, MCr0L4. A col

l\ltrrul Lndk

MOALO0S. A

Stage: 160

ship’s hall, Can bhe Vehi, arca with high ceilin by ! for
carried this way aren't e whip's internal ighiciub acts, el |||\Iud|_~ sophisticated unl
spaces, bul must still be in led in jump-drive require systems, Noarmally atmched 1ooa hall | ahove ) or theater

mients, They are nod g ed by the ship’s urmur thelow ) containing the audi
Hall, Bur or Conference Room: 10,0 dions, (.2 Swimming Pool: 6
i empty. MCr

il oF [ire
Add-On: This module can be used  sent . or us a briv it it projecton
insteind of an enginecring module on cralt eyuipped with wun be stowed, I desired, A




SampPLE MERCHANT VESSELS

The specific sppearance and layoul of these vessels
varies from place to place (and over time}, but the following
designs are representative of their type:

SmaLL CraFT

Several specialized craft are designs are found in the
merchamt service. They tend to stick fairly close to starports,
bat can vecasionally be Tound near bases, mining camps, and
similur installations.

10-ton Short-Duration Lifeboat (TL10)

The standird 10-ton Tifehoat {p. GT139) is 4 compromise
design: low berths for long-duration contingencies, plus pis-
senger couches for additional eapacity and utility operations.
It is suitahle for any vessel that may encounter unforeseen
difficulties in an uninhabited system far from help, The
lifehoat 1s d 1 for well-traveled routes. It
s intended 10 evacuate as many passengers as possible in as
Tittle timy possible and land them safely on the nearest

short-durati

Stewards, gunners and drive hands are often certified
litebaut operators, with Pitot (Small Spacecrafiy-12,

Crew: Pilor, Co-Pilon (from ship’s crew),

Design: 10-10n SL Hull, DR 100, Cockpit/Systems. |
Muneuver. o P..mugur Couches (capacity 72)

Statistics: Muss stz MOr35, HP 3,000, Hull Size
Muodifi 6 HT 12, maintenance interval 10.7 hrs,

Performance: Accel 1.69 Gs, Air Speed 1,225 mph.

S0+ton Modular Cutter with Cargo Module
The genenc modular cutter module — o streamlined 3000
eylinder {capacity: 24 dions cargo) — attached o a 20-ton mod-
ular cutter hull section (p. GT142). Cargo modules are some-
times carmed on freight tenders as lurge cargo containers.

Erew: Pilot, Co-Pilow, Engineer.

Des Siton SL Hull. DR 100, Basic Bridge, Small- Cmrl
Bridge Add-On, 12 Mancuver, External Cradle, 24
Curgo.

Statistics: EMass 102.7 (Madule alone: 23.4), LMass 2043
IMogdule alone: 125.4), Cost: MCr7.7 (Module alone:
0.7). HP 9,750 (Module alone: 5,850). Hull Size
Maodifier: +7. HT 12, maintenance interval 7.2 hrs.

Performance: Accel Gs (loaded)/d.67 Gs (cmpey), Air
Speed 2353 mph.

NonN-STARSHIPS

These vessels are typical of Class 1V and ¥V starpons.
and may be found at lesser ports along heavily wrafficked
routes oF at corporate terminals.

Lighters are cargo shuttles larger thun 100 wns, routinely
used for insystem freight hauling, Their large size and small
crew muke them cheaper and faster 1o uprmtc than small
fi whe i 5 i
the fuel-carrying equivalent of hghters. Tugs are used o

move large, unpowered cirgo barges, to rescue ships in dis-
tress and for salvage operations.

BOO-ton Cargo Lighter (TL10)

The basic lurge, cargo-carrying non-starship, The space-
dock/eargo hold can be pressurized and depressurized as
destred during cargo operations, or can be used w hold and
lawnch up to 275 dions of small craft and vehicles.

(;\pl.uanlInl \c.nlgnlnra’l’llol ‘SL nsors/Comm

.ﬂ‘h #0-ton SL Hull, DR 100, Basic Bridge. Life Support,
Engineering, 83 Maneuver, 553 Spacedock Cargo.

Statistics: EMass 5591, LMass 33016, Cost: MCr25.2,
Rental Cost: Crl.0E8/Mr (includes Cr37 Bfhr salaries), HP
G000, Hull Size Modifier: +10. HT 8 (muax. load 12
{normal, maimtenance 24,1 man-he'day (001 b deficit),

Performance: Accel 0.23 G {max, load)/1.01 Gs (nor-
mal 594 Gs (empty), Air Speed 2,495 mph.

BOCOH+on General-Purpose Lighter (TL10]

This ship can be used for either fuel or cargo. 1ts col-
lupsible tanks. while providing flexibility, make it slightly
less efficient in cither role than o dedicated cargo lighter or
viler, and restrict its scceleration o 1.5 Gs when full

Cdphll]l."PI]Ul N.wwamnfplip[ St,naun.n’('nmm

Illll]n B0 lun SL |{|||| DR 104, Basic Bridge, Life
Support. Engineering, 83 Maneuver, 4.5 Collapsible
Tunks, 5485 Spacedock/Cargo.

Statistics: EMass 604.1, LMass 3.346.6, Cost MCr27.0,
Rental Cost: Crl 163/hr inclu 37 8/hr salaries), HP
60,000, Holl Size Modifier; +10. HT 8 (max, load)/12
{normal ). maintenance 24.9 man-hriduy (0.9 hr deficit).

Performance: Accel (.23 G (max, load 100 G (normal 42,90
G (fuel loud v5.49 Gs (emply b, Air speed 2495 mph

800C-ton Oiter (TL10)

The hasic bulk fuel carrier, used to refuel large.
unstreamlined starships in orbit. Otlers are more costly than
general-purpose lighters (due 1o the expense of the fuel
tanks), but safer. They are sometimes seen in militery opera-
tons, bul are oo expensive 1o use commercially for hauling
fuel on fegs longer than whout one million miles (0,01 AU

Crew: Cuptain/Pilot, Navigator/Pilot, Sensors/Comm
Operator/Cargomaster, Engineer, Mechanic,

Design: 200-ton SL Huall, DR 100, Busic Bridge, Life
Support. Engineering, 30 Mancuver, 606 Fuel,

Statistics: EMass 559.7, LMass 1,165.7, Cost: MCri13.7,
Rental Cost: Ced 775/hr (includes Cra7.Bihr salaries),
HP 64,000 Hull Size Modifier: +10. HT 12, mainte-
nance 51.2 man-hefday (27.2 hr deficit).

Performance: Accel 103 Gs (loadedy2.14 Gs empty), Air
Speed 1,500 mph.

SAMPLE

MERCHANT VESSELS
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800+ton Tug (TL10)]
Tugs wse their heavily i d and hydrauki 4

HP 45,000, Hull Size Modifier: +9. HT 12

o |eguialent wh&-gmlmmm} (-dm‘
in space and move them from one orbit or location 1o anoth-
1. These obpects can be cango harges (spacecrafi bulls con-
taiming sothing but cargo modules). snderpowered bulk
freighters, or spacecrafi seffering from drive failure or ofher
emergencics. The teg crew is respomsible for rigging and
piloting the combined vessels.

In the search and rescue mle, members of the tug's large
engine room gang can form o rescoe pany. Up to three
medies cun be added w0 the crew if required, bul evacuation
and Tife support for the occupants of vessels in distress will
have 1o come from another source,

Crew: Capain/Pilot, Navigator/Pilot, Sensors/Comm
Uperator, Engineer, 13 Mechanics.

Desige: 500-ton USL Hall, DR 100, Basic Bridge, 4 Life
Sepport. Engincering, 792 Mancuver, 2 Utility, 0.5
G

arpo.
Statistics: Mass 2.994.7, Cost: MCr136.5, Rental Cost
Ce6.336/he (inciudes Cri). 1hr salarics). HP 60.000.

Hull Size A +10. HT 12 56,0 man-
Mﬂﬂﬂuwﬂhl
Accel 1016 Ga Theust 31680 stons:

can push 28,685-s0n koad st 100 G.
SmaLL MERCHANT STARSHIPS

Stellar-Class 600ton Subsidized Liner (TL10)

A substdized liner is o standard merchant vessel, carry.
ing both pussengers and freight, intended for commercial
activity in @ region that demands a minimum of jump-2
Many ships fit this description: the Stellar class is an exam-

ple. It is the I As the class
wmmwn_ﬁh—mum
mected e

The Sicllar class has an excellent jump-drive rating
(jump-3), with standerd |-G mancuver drives. It offers state-
rooms on 3 passenger deck: rows of cabims along the: porn and
starboand edges of the hull. For social and enterainment pur-
poses. the passengers have access to a passenger lounge: a
saucer-shaped gallery occupying the entire forward portion
of the ship. Tllls is alternately a dining are. dance floor,
exercise area, hol phic or live stage, and
games foom. These ships are equipped with fuel seoops and
processors, and can refuel by skimming a gas gian,

Craw: Captain, Ist Officer/Pilot, 2nd Officer/N

55.5 man-hriday (4.5 hr surplus)
Performance: Accel (134 G (man. kad 0198 G (normaly] 54

G fempey |, Jump 3.
Oberiindes 1,000ton Cargo Liner (TL10)
Oberlindes Lines maintzins a flect ranging in ioanage
from 100108 couriers to the 60,000-10n ex-Lighning-class
fromtier cruiser Eminsary. Typical of its fleet is the | 00030n
cargo liner, This is a design commissioned by Oberfindes,

and reflects the dards of its fleet. Originally. Oberl
outfited his ﬂwl using naval- \uml\u wvessels; when this liner
wits designed, it reflected O ! preference for exten-
sive Ohberli ships show 1o i system
of naming,

Crem: Captuin, 19 OfficerPilot, 2nd Officer™avigator, ‘H
Officer/Pilot, 2 Sensor Operators, 2 Comm
Deckhands, Purser/C: Modic. Chiefl E
2 Assistamt Engineers, 2 2 Drive Mands. Chicf Gunner, 9
CGrunners.

Besiga: |, 000-1on SL Hull, DR 100, Command Bridge.
Engincering. T8 Mancuver. 40 Jump. 300 Fuel, 3 Low
Benths (capacity 12). 15 Suserooms, Sickbay, 2 Unility,
10 Turrets (with three TLIO turret lasers cach), 3015
Cargo, 6 Spacedock/Hangar (included in cargo hold).

Statistics: EMass 1.460.2, LMass 29677, Cost: MCr229.9,
HP 67,500, Hull Size Modifier: +10, HT 12, mainte-
nanee 728 man-he/day (35,2 hr surplus).

Performance: Accel .35 G (max, load)/1.05 Gs (nor-
mal 2, 14 Gy (empry ), Jump 3, Alr Speed 2,100 mph,

Imperiallines 2,000-ton Frontier
Tmnspa'tmfﬂj'

Imperiallines. serves numerous worlds in the Imperium,
mosi of them off the main trade routes. The frontier transpon
provides the hasic shippmg needs o serve sach workds, I
high cargo capacity and clementary performance specs make
& well suned for its job. These ships are cquipped with feel
scoops and processors, and can refucl by skimming 2 gas
giant. Imperiallines ships are numbered. not named.

Crew: Captain, st Officen/Pilot, 20d Officer™Navigator, \n'l
Officer/Pil, 2 Sensor Operators, 2 Comm Operators, 2
Devkhands, Purser/C Mudic, Chiel Engi
2 Assistant Engineers, 5 Drive Hands, Chief Gunn:r. W
Ciunners.

Desi CI)LI ton SL Hull DR 1H, Command Bridge.

. 320 M

Sensor Operator. Comm Operator, N!:n(‘l’l‘lllﬂﬂ i
Stewards, Medic. Engineer. 2 Drive Hands.

Besiga: 600-ton USL Hull, DR 100, Basic Bridge.
Engincering. 50 Mancover. 24 Jump, 150 Fucl, 5 Low
Berths {capacity 200, 30 Staterooms. Sickbay. Usifity.
Vehicle Bay (20-10m Gig, 6 Turrets, 190 Cargo (+18 in
turress ). 4 Spacedock/Hangar (imcluded in cargo hold),
Fuel Processor.

Statisties: EMass L0840, LMass 20390, Cost: MCrI335,

60 Jump, 400 Fuel, 3 Low
Bcnh-lupmly 123, 21 Susterooms, Sickhay, 2 Utiliny,
Vehicle Bay (100-50n Shartle), 10 Turrets (with three
TLIO turret kascrs cach), 605.5 Cargo, 6 Spacedock/
Hangar (inchaded in cango hold), 3 Fucl Processor.

Statistier: EMass 30000, LMew 60275, Cost: MOrisd 6,
HP 90.000. Hull Size Modifier: +10. HT 12, mainte-
mance 91.7 man-hriday (4.3 hr srphus)

Performancs: Accel 0.71 G imax. loadW2 12 Gs {nor-
mal ¥4.27 G (empty ). Jump 2. Air Speed 3,760 mph.
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TukerRA SHIPS

Tukera Lines is a megacorporation with shipping inter-
ests in every corer of the Tmperium. Its Meet is equipped o
TL 12 standiands, for greater jump capacity and sdded durabil
ity. There is a tradeoll in comvenience, but with entire worlds
under Tukera's sway., finding ooc w perform annual mainge-
nance on its ships is seldom a problem. The following ships
are typacal of its fleet

Tukera 1,000+ton LongLmer [TL12]

The Tukera loag-liner is a proprictary Tukera Lines
design thal operates on many of Tukera'™s roulcs 2 2 wandand
passcaper lincr. Buih stundily and imended 1o last in sorvice
for decades, the lomg-lner mamtsns a standerd of quality
that other lincs try o match. Tokera™s long-hnens arc named
w0 recall the worlds they serve — e.g . Pride of Viend, Deneh
Exprrras and Sparat oof Riylamer

Crew: Captain, Ist OfficenPilot. 2nd OfficerNavigator, 3nd
Officer/Piho nsor Opermtors, 2 Comim Operators, 2
Deckhands, Chiel Engineer, 2 Assistant Engincers

Service Stal: Chiel Purser/Cargomaster, 2 Pursers, Medic, 2
Chels, 2 Cooks, 6 Galley Stewards, 3 Bartenders, 2 Bar
Stewards, 3 Cabin Stewards, 3 Housckeepers

go: 1 000-ton SL Hull, DR 100, Command Bridge,

neering, 1B Maneover, 50 Jump, 400 I-'ml 6 Low

Berths fcapacity 24). 60 Staterooms, Sickbay, 2 Utility,

Vehicle Bay (Mbon Ship's Boat), 5 Turrets (ove armied

with one TLID turret laser. one missile rack and one

sandcaster), 435 Cargo (+12 in turrets), |

Spacedock/Hangar (included in cargo hold).

Statisties: EMass 1.335.0, L Mass 1.552.5, Cost: MCr256.3,
HP 67300, Hull Size Modi HT 12, mainte-
nance 168 man-hriday (

Periermasce: Accel 0.74 G (max. loadW1.16 Gs (nor
mal ¥l 38 G icmpty L. Jump 4. Air Speed 1660 mph

Tukera 3,000+ton Freghter [TL12]

The Tekera froighter s 2 dandard Tukera trasspon ship
design, and proviades freisht-onine service along the marmy
Tukera routes within the Imperium. Tukera's freightens spon
a vanety of names, ofien vazoely reminiscent of adverting
slogans: ¢.g.. Golden Harvest, Saferv First and Star Lines

Erow: Captain, 19 OfficerPiloL 2nd Officer™Navigatorn ‘n.l
riPikot, nsor (iperators, 2 Comm Ope
2 Gunners, Purser/Cargomaster, klu!n
Chief Eng 2 Assistant Engineers, 4 Drive Hands
O00-ton USL Hull, DR 100, Command Bridge,
ngineering, 100 Maneaver, 150 Jump, 1,200 Fuel, §
Low Berths (capacity 200, 25 Staterooms, Sickbay, &
Utility, Vehicle Buy {100-ton Shuttle), 10 Turrets (e
armed with one TLID turrer laser, one missile rick und
o sandeaster ench), 13125 Cargo (424 in mets), 2§
Spacedock/Hangar (included
Statisties: EMuss 15926, L s 10,155.1, Cost: MCr766.2,
HP 120,000, Hull Size Modifier: 11 HT 11 (max, load12
{normal L. maintenance 132.9 man-heiday (0.9 br deficit)

Performance: Accel (.27 G (max. load W0.98 G (nommal 278
G fempty 1. Jump 4

Akerut Hercules-class 5,000-ton Heavy
Merchant (TL10)

Akerut is a wholly owned subsidiary of Tukera Lines,
organized to establish trade and shippinz operations m the
Aramrs subsecion

The Herrwles class is a heavy-duty camier used for both
bull carso amd contamerized dvipments. Bl i in service pn-
marily in the Aramis subsoctor of the Sprrwand Marches. bat
several cxamples are in service chewhere with Tukera, Its
jump-1 drives make homg drniances difficult. so Akerst koops
2 sappiv of 600400 collapeible fucl tanks at its starpont kocs:
wons within the subsoctin. Herrwles ships cam be fined with
one, Two or even throe sots of waks in their cargo holds, o
the cost of cargo capacity. They are hightly armed for a fron-
tier subsector because Akerut maintains a feet of heavily
armed “merchant escorts”™ for their projection. Ships in the
Hercules class carry names suggesting immense size of
strength; e.g., Mercules, Mammeoth, Gigans, T, Samson,
Brobdingnag and Goltath,

Crew: Captain, st Officenilon, 2nd Officer/Navigator, 3nd
Officer/Pilt, 2 Sensor € I||:‘l'll| 2 Comm Operators, 2
Deckhunds, 4 Gunn Cargomaster, Medic, Chiel

ngineer, 2 Assistant Engineers, 9 Drive Hands.
5.000-10n SL Hull, DR 100, Command Bridge,
Engineering. 450 Mancuver, 100 Jump, 500 Fuel, 15
Staterooms, Sickbay, 10 Ui Vehicle Bay (4d-ton
Pinnace). 4 Turrets (with three TL IO mmet lasers each),
2827 Cargo. 50 Spacedock/Hangar (included n cargo
hold)

Statisties: EMass 3.7453, LMass 17865 3. Cost- MCr514.4,
HP 165.000. Hull Size Modifier: +11. HT 10 imax.
boad W12 (normal), mantenance 1089 man-heiday (19.1
b sarplusi

Performancs: Accel 0.24 G (max. loadV1.01 Gs (mor-
mmal¥d 80 Gs icmpty | Jumep | Air Speed 3,450 mph.

Larce MERCHANT STARSHIPS
Ton for 1on, most of the commerce of the Imperium i
conducted by lirge vessels, generally defined as (L0 1oy
or larger. Most ships this big operate in the core worlds and
dock only at orbital sturports, Those that visit the periphery
were often built specitically fur the route they serve. Smaller
ships, of course, outnumber the glants by hundreds 10 one,
and pick up all the crumbs . . . und some of those crumbs ane
very profitable indeed but when a route develops enough
traffic to justify a glant. nothing can compete with it for long.

SAMPFLE

MERCHANT
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10,00C-ton Passenger Liner [TL10)

This is a typical luxury liner, with all the fitings. 1t cur
ries three separate restaurants. a cabaret hou
a e
« £

De
Derve Hands
Service Staft: (

erainers. 12

12 Bar Stewards, Chicf

R ( - B0 Housekeepers, §
Laundry, Master-a Arms, 36
Secunty Personnel

Design: 10000000 USL Hull, DR 106, Command Bridge,
Engineering, 450 Maneuver. 400 Jump, 3,000 Foel, 800
Low Berths teapucity 32004, 1,106 Sterooms, 24 Hall,
2 Suge, 24 Swimming Pool, | Theater, 10 Sickbay, 20
Urility, 25 Vehicle Bays (24 10-ton Short-Duration
Lifeboats, one 40-ton Pinnsce), 20 Turrets (four srmed
with one TL I turret laser. one missile

ter cach), 340 C

EMass

51
Stewards

geants-al

rack and one

w0 (+48 tn L
16,699.7, C

10,000-ton Lighter-Aboard-Ship [LASH]
Tender (TL10]

This vessel is nothing more than a camier for filleen BO60-
ton lighters. With lighters anached 1o the external cradies, the
ship is effectively 22,000 dions; the jump drives are sized
aecordingly,

A LASH tender is more expensive than an equivilent
conventional frelghter, especially when the cost of the
lighters is taken into account, and cannot be overloaded (due
1o st limitations on the external cradles). It is superior
in two respects, howe

loading and dis

First, it has the minimum possible
time: LASH freighters cun L

b and

it is exceprionally fe

of Tanding
sce LASH ¢
LASH

a separide destination. For more fnforma
65

ane favored for

converted &

lass system & bumts
v 25 bosubed KO0 L

2 omedor-one bases. For this

USL Hull
1 860 Mancaver

DR 100, C
BRO) Bum

10100 Luunch),

e 1 wion cradles), Vehicle ¥

20 Tarrets (fowr armed with one TL10 turret laser, one

missile rack and one sandcaster each), 2.5 Cargo iship's
locker).
Statist EMass 25,0251, LMass 74.897.6, Cost

MO 9 (eost of lghters not included). HP
Hull Size Modifier: +12, HT 12. maintenance
man-hr/day 28000 hr surplus ),

Performance: Accel (.99 G (loaded V297 Gs (empty ), Tump 3

20.000+ton Bulk Fresghter (TL10]

RELUL
320

ands, Cargomaster, Medic,

Assistant Engincers, 55 Drive Hands

2000100 USL Hull, DR 100, Command Bridge

gineering, 2040 Maneuver, 600 Jump, 4,000 Fuel, 46
Staterooms, Sickbay, 2 Utility, Vehicle Bay (100-10n
Shuttle), 20 Turrets, 13042 Cargo (+60 in wrrets), 130
Spacedock/Hangar (included in cargo hold).

Statist EMass 16,9776, LMass B2, 1858, Cost
MCr2 885.8. HP 420,000, Hull Size Modifier; +12, HT 9
{max W12 (normal), maintenance 258.0 man-hrfday
1 246.0 hr surplis),

Performance: Accel 0.24 G (max. load .99 G (normal v4.81

Gs iempty ), Jump 2
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“Regina Departure, this is 5.5. Freeman, passing the
100D limit, jumping outsystem to Jenghe at this time,
no estimated time of return.”

“Freeman, | show you departing Regina System at
16:05:15-115-1120. Jump approved; squawk 0000.
Come back and see us sometime.”

“Regina Departure, this is 5.5. Freeman, squawking all
zeroes; will do, thanks and out.”

The Universe is Your Market
There's a fortune to be made amons
epid merchant with business savvy, a suspicious
mind, and more than a little luck.

e stars — for the

Be prepared to meet some of the worst characters in the
universe — just pray they’re not your business partners!
And remember, “cutthroat competition”™ isn’t just a
colorful catch phrase

The “independent trader™ campaign is one of the

most popular among Traveller players. Far Trader is

the complete support volume for a mercantile campaign.
You can:

* Develop sector-wide trade routes,
following the tides of commerce
on an interplanetary scale.

* Start your own character-run business,
raise capital, and finance your
money-making ventures.

* Make contacts, find niche markets, and exploit
opportunities the big corporations miss.

* Learn what it takes to run a successful
commercial starship.

* Expand your campaign with 15 new
character templates.

* Run entire mercantile campaigns, including
Free Traders, smugglers, and pirates.

So stock your starship,

The GURPS Basic Set. GURPS
Traveller, snd GURPS Space are
recpuered for full wee of this book
in 3 GURPS camy

ech and Ultra-Tech
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