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Steve Jackson Games is commitied fo
full support of the GURPS sysiem. Our
address is 5J Gumes, Box 18957, Austin,
TX 78760. Please include a self-
addressed, stamped envelope (SASE) any
time you write us! Resources now avail-
able include:

Py (wwwsjgames.com/pyramid).
Our online m: e includes pew rules
and articles for GURPS. 1t alss covers all
the hobby's top games - AD&D,
Traveller, World of Darkness, Call af
Cifinthu, Shadowrun and many more —
and other 8 Games 1 s like In
Nomine, INWO, Car Wars, Toon, Ogre
Minienares and more. And Pyeamid sub-
seribers alsy bave sceess Lo playtest liles
online, to see (und comment on} new
books before they' re released.

New supplements and advennires
GURPS continses o grow, and we'll be
happy to let you know what's new, A cur-
fe catalog is available for an SASE. Or
check out our Web site (helow),

Errata. Everyone makes mistakes,
inclsding us = but we do our best 1o fix
ar errons, Up-to-date errata sheets for all
GURPS releases, inclwding this book, are
always available from 5J Games; be sure
1o inclsde an SASE with your nequest. Or
download them from the Web - see
below,

QLA We do our best to answe
game question accompanicd by an SASE.

Gater brprer. We value your comments.
We wlII consider them, not only for new
but also when we update this
printings!

Irrermes. Visit us on the World Wide
Web at www.sjgames.com for an online
eatibog. erratn and updates, and hundneds
of puges of information. We also have
conlerences on Compuserve and America
Online, GURPS hos its own Usenet group,
002 pec. games. fnpgurps.

Much of the online discussion of
GURPS happens on GURPSner. To join,
send mail W majordema@io.com with
“sphscribe GURPSnet-L” in the body. or
paint your Workd Wide Wels hrowssr to:
www incom/GURPSnet/www.

Fage References

See GURPS Compendinm 1, p. 181,
for a full list of abbreviations for GURPS
titles. Any page reference that begins with
a B refers 1o GURPS Basic Set, Third
Edivion Revized; eg., p, B144 refers o
page 144 of Basic Ser. CI refers to
Compendinm 1, ClI 1o Compendism 1,
GT 1o GURPS Traveller, 5 w0 Space,
Second Editior, UT 10 Ultra-Tech,
Second Edirion Revised, UTT to Ultra-
Tech 2 and VE 10 Vehicles, Second
Edition,

INTRODUCTION

When Traveller appeared in the summer of 1977, it became the first science fic-
sion roleplaying game. It was the first game 1o 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 1o some
lairly conservative ]'ijLLlum'u [||k|.' backpack la Jn particular, Traveller 1ok
the stance that technologi I swould ser invalidate the sses that
have dominated human Imlc:r_', o d.u.c It assumed that the future \umll] be different,
but still recognizable.

Far Trader is bosed 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.
Maost of what you will find here is real-world economic theory and shipping prac-
tice, applied to the Traveller univ hook includes a lod of detail and is
designed as a ol kit for the GM, who should take what he needs when he needs i

Mo work of this sont stands alone. Far Trader draws on the trade and commerce
rules of all previous versions of Traveller, particularly Merchamt Prince, The
Traveller Advenure and the Hard Times and Pocker Empires source books; the cam-
paign rules in Striker and Trillion Credit Squadron; and innumerable articles by
Jolly Blackburn, Phil Masters, Terry Mclnnes, Stan Mullins, 5. John Ross and oth-
ers in the Journal af 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
wha have broken the trail for them,

ABOUT THE AUTHORS

Christopher Thrash is a serving military officer and a qualified helicoper pilo.
He has spent far oo much time away from his family, in places like Germany,
Korea, Somalia. and Haiti; he has learmed a fair amount about ports (air and sea) and
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 been a member of the Traveller Mailing List since 1991 and
is more than happy 1o answer questions there.

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

AsouT THE Line EDITOR

Loren Wiseman was one of the founding partners of GDW, Inc.. original pub-
lisher of Traveller, and spent over 20 years there as a game designer, du\elupe:l.
typesetter and editor, Afier GDW ¢losed, Loren freelanced 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 Socierv, TNS
chronicled the ongoing life and times of the Imperium, Loren Wiseman is once
again writing TNS as the aliernate history of the Third Imperium develops. [t is
updared n,gul.xrh read it online at ww psftraveller shitml.
“Back issues” o are also online.

The S Games n‘avc.'fer page has links 1o the Traveller Web Ring, and thus links
to most of the major Traveller-oriented web sites that exist. For information on sub-
seribing to the Traveller Mailing List, contact rwm@ mpgn.com,

INTRODUCGTION



The Long Night demonstrated with tra

ic finality that modern human civiliza-
tion cannet survive without intersiellar d the institutions that support it With
the end of the Rule of Man. interstellar contact ground 10 a halt and the light of
interstellar civilization flickered and failed, plunging 11000 worlds into more than o
millennium of Night.

At the dawn of the Third Imperium. Cleon [ elaimed through ties o
the Rule of Man, but his popular mandate came from a dream that he shared with
most of his subjects: 1o see the Mlame of interstellar civilization rekindled.
this was accomplished by nurturing trade among the Tmperium’s mem-

e

ImPERIAL TRADE PoLICY

Protecting trade continues 10 he of wimoest imporance o the Imperial govern-
ment. The Imperium endeavors not only (o keep merchant vessels safe from harm,
but also 1o provide institations that will allow trade to Hourish. Foremost among
these institutions is the Ministry of Commerce (MoC),

The MoC is responsible for all matters pertaining (o trade between worlds. s
first responsibility is o see that Impenial free-trade laws are respected, Member
workds are encouraged 1o allow free and unfettered off-world trade. Many do. ¢
ing tariffs of no more than 1 0 5 % o support the planetary mavy, Not all member
worlds are so open 1o outside contact, though, and Imperial law allows these worlids
1o erect tariff harriers 1o trade — with certain stipulations:

= Any tariffs must be levied equally and indiscriminately against all

Imperial member worlds

= Tariffs for nonmember worlds {except client states) most be ot least twice
those for menmbers
* Tariffs cannot be levied on goods merely pussing through the system,

These laws arc in place to prevent
zones that exclude other member worlds, 10 give nonmembers an economic ine
1ive 1o join the Imperium, and w prevent interlerence with interstellar trade.

The MoC also protects the rights of off-world investors from meddlesome Iocal
govemnments. Invesiors mus de by all local laws and i
emments must spell these out clearly and enforce them im ¥
off-world businesses alike. Any arhitrary sction or seizure of property can form the
husis of o compluint w the MoC. 1 the MoC investigates and suppons the
claim, it can impose a number of administeative penaltics on the offend
govemment. Serious cases are submitied 1o the subsector duke for pos
ble action.

AL the same time, the Ministry works 1o protect the locals from off-
world exploitation, It enforces any trade restrictions placed on o waorld by
the Scout Service in the interest of local culture, It also shares responsibil-
ity with both the Ministry of Justice and Naval Intelli nting
trade in sluves, v tetion il cert [sionic
equipment,
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Applications 1o become a Limited Imperial Corporation (LIC) must pass
through the MoC as well. The Ministry scrutini uch one 1o ensure that the uppli-
cants are reputable people who can be trusted 10 behave honorably even in the
absence of supervision. How successful it is at this task is the subject of debate. An
LIC's status is subject to periodic renewal, and this is an opportunity for the MoC to
review the company’s past hehavior, force it o change practices that have generated
complaints, and inspect its books. Unfortunately, once an LIC grows hevond a cer-
tain size. the resources it can use 1o skin the law exceed those that.the MoC can call
upon o enforce the law. i

Interstellar banking is yer another area of MoC authority. The Ministry is
responsible for all banks with off-world branches. These must by law be LICs, bat
the Ministry pays extra attention 1o them because of the danger posed to the
economics of member worlds by the collapse of an imerstellar bank. The MoC
mostly coordinates information sharing between planetary banking regulators. but it
does have its own minimum reserve requirements and the authority o shut dewn
banks that do not meet them. Like all LI stellar banks are subject 1o local
laws and o g have stricter lards than the Imperium,

75, in

ImPERIAL EcOnOomic GROWTH
el

Tech le

air meisure of economic potential (see Chapter 20, By this stan-
Iy at an almost imperceptible rate. It
rs since its founding, compared 1o the
TLs in 230 years achieved by the Terrans before their contact with the Vilani,
The Terrans maintained o steady annual cconomic growth rate of seardy 3% through
this period. |\.|rli\ tue o thei
equally sk fation growth. The Imperium is not growing much on either
scale, and maintains an average annual growth rate of less than 1%,

dard, the Third ||||;1 CUm I5 growing coonomi
has advanced only two TLs in the 1100 v
]

astomishing technol y due

il wlvances and p
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low growth rate is both the cause and effect of the Tack of promising new

ities in the 1 i Few means a low demand
d and a comespondingly Iuw interest r‘ng The retum on Imperial bonds
d risk-free} is 50 low that people only invest in them o avoid keeping

‘i not to say that there are wo profitable opportunities for investment within
um. Entreprencurs (both companies and individuals) who link problems

L ul. The primary barrier
Iy slow pace of communication. When it
than a year for 2 message to travel from one end of the Imperium to the
ial and scientific intercourse is virtually impossible. The cost of
‘ot cusiomers or suppliers over such vast distances can be so great as 1o
ipanics to either make do with local solutions or make do without,
who contributes to bridging this chasm of distance — from megacorp to far
-~ contributes to the economic vitality of the Imperium,

IMmPERIAL FINANCIAL SYSTEM
's laissee-Taire philosophy. the Imperial govern-

leeeping with the |

litthe day-1o-d in i .ll'l.lm For historical reasons,
gh, its financial system receives more attention than most other economic mal-
It is penerally accepied that the beginning of Twilight and the slide into the
Night can be marked at -1776. when the central treasury at Hub/Ershur
ed 10 honor a monetary issue by the branch treasury at Antares, triggering a
financial collapse. This precedent makes the Imperium’s financial policy
5 of symbolic a5 well as practical importance.

ETARY PoLicy

Unhk: the first two Imperiums and most planetary economies, Ilk Third
has no central bank. No one in the Imperial bureaucruc
acts as lender of last resort o failing banks, supervises check ¢ 2 or tries
Juce the impact of recessions. The Third Imperium feels that it has traded the
of a smoother ride in the short term for a lower risk of financial catastrophe

i bmli The members of the board are all retived bankers and economists. many of
noble birth, but all chosen primarily Tor their hatred of anything that smacks of
i y. Their task is to carefully control
long-term growth of the money supply so as 10 mirror the long-term growth of
y. Too much growth in the money supply creates on: oo litthe cre-

deflation.

Fall of the
Second Imperium

cts of the Third Imperium’s
financial system believed that the

space. In practice. the Second Imperium’s
bambers quickly confronted this problem.
and responced Lo it by setting up regional
branch banks with the autonomy to st
within policy guidelines set by the central
bank. This solved the immediate manage-
ment problem. but created a pew one:
Jow tn generale central guidelings that
were consisient with bosh the ceniral sy
tem’s meed for coordination and the needs
of the regional cconomics?
The solution during the Rule of

was simply to strengthen the centralized
pawers .‘r the First Imperium.

|h.\.|l~ of all reg |||\ simubtaneously, o suce-
cession of central bhank
ddressed the isswe by
controd. This failed 10
most regions and greatly sccekerat
the rest

Whether oul of nurmow sell-imterest or
local patrivtism. seme regional banks
responded with policies that maximized
the welfare of their loval economies —
whatever the impaet on their teighbors,
Amares was one such bank, I triexd to halt
the terril townward spiral of its econ-
omy by m|~qm|; interest rates through the
Flosr. but oaly sueceeded in providing
casy maney for peaple frying 1o flee the
|\||II effectively expoming inflation w its
ibors.

nvernors

Couniimanend on next puge .

- Part of the task of the survey branch of the Scout
e B8 1o provide up-to-date economic data for the
monetary board to use in its lo nge growth fore-
‘casts. Forecasts are made for cach sector in the
Imperium every ten years and a suitable level of mone-
expansion for that sector authorized. Each sector
branch of the Imperial Treasury must then issue the
- appropriate amount of additional currency per year until
the pext review is completed.

This “new money” is generally handed over w the
sector duke for official use, on the logic that the sector
authorities are most likely to use the windfall in the
public interest. Given the Imperium’s very low cconom-
e growth rate, the amount is small companed 1o the se
Aor-wide budget of the Imperial government. This sys-
tem provides for a simple and transparent monetary pol-
ey that is largely immune 1o political pressures,

THE Bic PiCcTuRE




Fall of the
Second Imperium
{Continued]

When the central bank ut HubvErshur
decicled it must pat i stop 1o this ruinons
peodicy. it did s in the hope that saerific-
ing Antares might vet save the rest of the

Imperium, Tragically. by sacking the
beanch's governor and refusing 1o honor
Turther monetary issies from Antares, the

cenrul baik set ol 2 linal financial Might
that led 1o hypering]
neighbors and 4 speead
of economie collapse,
he sobering lesson of
the Sccond Imperium made
thee rulers amd merchants af
the nuscent Third Imperium
eery of a powerful centeal
bank 1
believed 1 cal
econemic role of the central
unk combined with its
peun-Imaperial breadih meant
thak i i Fuiled. it would Fail
wonally and its impact would
be everywhese. Crises
al s and other-
l impact could be
broasd by the over-
F the cen-

with b
wise Ir
carried

ank g

ernars of the Rule of Man
likened the regional econ-
wmies of the Tmperium and
their ties with the central
bank 1 a group of mountain climbers
mpedl together so that il any of them
\1|11|\|l his T hnu. ..uuhl Lc\p i rrunl

ties mude
ble of dray
ion

ng them all donn o bl

THE IMmPERIAL CREDIT

The Imperial credit is backed by neither gold, nor lanthanum, nor any other pre-
cious metal. Officially. it requires no more l\ml.ln" than the word of the Emperor. In
practice, the credit — Tike all currencies — is hacked by the productive assets of its
cconomy. The eredit is not directly backed by the economics of the Imperial mem-
ber worlds, though. since the Imperium rules not worlds but the space between
them. Neither is it backed by the virually nonexistent assets located in space direct-
Iy controlled by the Imperium. In fact, what backs the credit isall the interstellar
trade that must by its nature pass through the Imperium’s domain: the space between
workds.

What Tinks the value of 2 cumrency w the value of the assets in its economy is
the fact that if someone wants 1o do business in that economy. he has 10 use the
associated currency. The more economic cutput that must be accessed through the
currency. the more valuable the currency is. This is enforced partly by law, but mosi-
ly by the powerful economic logic of currency itsell. Even if there were no govern-
ment 1o create and enforce the vse of a currency, it would have to be invented
itis simply 1o useful to do without, Primitive cultures 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
COONOMICs, governments issue money in a convenient form,
like bills or coins, and everyone uses it simply because it is
mare convenient than inventing an altemative,

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 each world to have its own cur-
rency and to trade currencies whenever it wanted 1o conduct
business with other worlds, Currency trading would be
accomplished through the use of forcign exchange markets,
where supply and demand would determine the price of
cach currency against every other currency, This might be
practical for a few neighboring worlds. but in an cconomy

e the Imperivm’s — which spans 1,100 worlds — the profu-
sion of currencies would make trading difficult, The
Imperial credit solves this problem by providing one curren-
«y for all interstellar transactions.

In short, |hr credit’s value depends entirely on the
desire of Imperial member worlds W engage in trade with one another. When peace
and prosperity reign. the value of the ¢rul|| rises relative to planetary currencies as
more and more people try to buy a fixed number of credits 1o finance their interstel-
lar transactions. Conver when war, strife or economic crisis strikes, the value of
the credit falls as the risks of trade increase and peaple keep their money at home.
phenomenon has given rise to the expression “As the credil goes, so goes the
Imperium.”

ComMERcIAL BANKING

The lack of a central bank forces private commercial banks to monitor their own
relationships with one another. In a central banking system, the central bank guaran-
tees the drafis of private banks by requi them to maintain specified levels of
reserves with it, then paying valid claimants from those reserves. In the absence of a
central bank, banks must maintain reserves with one another o guarantee their
drafts and other financial instrume:

For instance, il a bank on MLn.luut wishes Lo offer its customers the service ol
extending letters of credit for business on Glisten, it must first negotiate with a hank
on Glisten 10 bevome its cormrespondent. A correspondent relationship means that the
banks agree 10 honor each other's letters of credit at face value, subject to certain
conditions, Foremost among these is the maintenance of reserve funds equal to an
agreed-upon percentage of the volume of business they anticipate condu ing. A

THE Bic PicTuRE



typical number might be 10% of the averag,
nece

amount of trade conducted in the time
ry for communication to complete o round trip between the two banks.
Reserves act as a guarantee and s o cushion against any sudden imhg
cial flow

Reserves can take any form agreed on by the two banks. This could be a pre-
cious metal or a planctary currency, but it is almost always Imperial credits.
Reserves canmor luke the form ol electronic transfers or other “imaginary™ money,
though: they have to be real, physical currency or precious metals. These valuahles
must be physically transported. usually using heavily armed couriers or appropriste-
onted freighters. After the initial exchange of reserves, the physical transfer of
Ith is called For only rarely. When financial flows are balanced, they simply can-
cel out and no net transfer is necessary, Only when a sustained outflow occurs from
one bank 1o another are further transfers needed.

When no correspondent relationship exists between banks, clearing financial
transactions is more difficult. Banks are still willing to honor letters of eredit or
drafis drawn on other banks, but they will do so at only a fraction of lsce value and
for & considerable processing fee. The bunk honoring the financial instrument must
find the shortest link between itself and the issuing bank. This fairly easy when the
two banks are in the same or neighboring subsectors, because there is usually at
least one indusirial world with which everyone trades. This is likely the finan-
cial center for the region. and home to the local interstellar stock exchange (p. 47).
Since most banks will accounts with banks on this world. noncorrespondents
can clear financial in zh their mutual business corespondents there.

Transactions between parties further away than one or two subsectors will only
bhe possible on large worlds connected through the Xhoat routes, Otherwise, they
will have 10 be conducted either through companies with the Tinancial power and
astrographic reach 1o accomplish them (like Homalez et Cie), or by actually sending
cash by mail or courier,

nee in finan-
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Example of
Comparative
Advantage

Glisten (TL12)
its TL advant
everything that Ak
o s more efficiently. How,
ains from trade between the two

isten and Aki can each

and drill presses,
team of workers on Glisten one
P 10 produce o gravitic nlndullr aid 1w

A weam of
] 1 drill press
in theee hours, bat gravite modules ke
sis hours to produce, becanse they are at

the cuttin s of Aki's technolo;
capabilities. If there are 40 hours in
work week and the workers split their
wly between both products.
Glisten™s workers can produce 200 grav
mnodules and 10 dill presses, while Aki's
wirkers can prodduce 3.3 gravitie m
und 6.7 Tugether, they

T drill presses.
233 gravite mucdules and 16.7 drill press.

Obwiously, the workers on AKI ase ot
s productive as their counlerpurts on
Glisten. bui the o workls can sill bene
fit Trom trading with one other. 11
world concentrates on the produet in
which it 1251 conmy i
advantige over ils neighbor
traudes for the ather produst,
will he hetler

I AkT speciulizes in drill presse
prodduce an exira 6.7 units, B
6,7 drill presses from Aki, Glisten
1 e 1o prodisce
T Aki =
extra drills for Glisten's exura

as the gre

1t
nd then
bath worlds

ve 33,4 gravitic mndult\
and 16.7 drill presses, a gain of abow 100
grivitic muslules per week. These 10 nddi-
tional gravitic modules are the angible
ns from trade,

Commerce plays a crucial role in uniting the 11000 worlds of the Imperium.
The call of intersiellar trade is also heard by the Imperium’s most distant neighbors,
and brings inrepid merchants from far beyond its borders. There are as many
sons for trading as there are inhabitants of known space, hut three factors form the
is all wade: variery. comparative advantage and economies of scale,

Variety is the simplest and most visible reason for trade. Merchants bring goods
from far and wide, providing the most tangible connection that most Imperial citi-
zens have with the inerstellar community. Consumers enjoy having more options o
choose from. and may even value something solely because it has come from far
away. The former Duke of Lunion was known for importing wines all v from
Terra, across the breadth of the Imperium. merely to impress his guests. Businesses
also benefit from varicty, since an off-world piece of equipment or software may
solve their panicular problems better than one that is available a home.

Ceomparative advantage is defined by the statement “each world should special-
ize in doing what it does best” For instance. an asteroid belt is an ideal place w
mine and conduct industrial processes, but a poor place w grow food. A terrestrial
world with a vibram ecosysiem is an excellent place 0 produce food and other

nics. but has comparatively few casily 3 i
wh world specialize in whan it does best and import those thin
to make at home. The increase in efficiency and wealth this generate:
even il a world were better ar evervihing than its neighbors, it would still be beter
off truding.

Ecanomies of scale are everythin,
bulk than to manufacture them a f
machinery, irained echnicians, dedicaed suppliers and long expe
production more efficient. These things 4 i
by making the hest possible use of them. This means producing and selling
volume of goods as possible.

Technology has a way of amplifying the imponance of economies
human knowledge advances, so, o, do opportunities for pre
specialization in increasingl
equipment) are only cost-cllective if the: re their talents as widely as possi-
ble, Since only a small fraction of the economy uses their specific output. only a vast
cconomy — an interstellar economy — can provide a market large enough to support
them all,

o single world could possibly suppont the web of expens and specialized com-
panies required by the Imperium’s technological infrastructure. This is why the halt
of interstellar trade at the end of the Second Imperium cavsed a rapid technologics
ine and ushered in the Long Night. This is alse why merchants in the Third

Imperium carry technology. in the Torm of people and goods, hundreds of parsecs o
their destinations,

Despite the importance of intersiellar trade to the economics of the Imperial
member worlds, the Imperium is far from being rated economy. The
nsportation, the months (or vears) of t and
human hazards of star travel, and the simple differences in echnical specifications
and human tastes combine 1o make regular trade from one end of the Imperium o

[t

pensive

that makes it cheaper o produce thing
witems at a time. Investments in spec

seale. As
narrower
abscure sub-fields. Specialists (und their specialized

essively

can sh

dee

single

expense of i
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the viher nearly impossible. Most worlds do not conduct si
trade beyond neighboring subsectors. and even the largest worlds rarely trade
beyond neighboring sectors.

Interstellar trade plaved a erucial role in creating the Third Imperium and
rolling back the Long Night. but it is history, politics and human will that continue
o unite the Imperium.

PLaNETARY EcoOnOmIEs

The waorld statistics in GURPS Space, Traveller and Behind the Claw do an
excellent job of describing many of the physical, social and political characteristics
of o world, To describe a world's economy. we shall add three new statistics: world
tradle number (below), trade classifications (p. 13) and traffic classification (p. 13),
Instructions for computing average per-capita income and gross world product
(GWP) are also included (p. 14).

WoRLD TrRape Numeer [(WTN)
The wordd srade number rates both size of a world's

to engage in interstellar trade. 1t is determined in three steps.

1: Determine Unmodified World Trade Number [UWTN]
LWTN measures the size of o world's economy. It is dictated by the size of the

world's workloree (depends on the world's population) and the productivity of that
workforee (depends on the world's TL). as follows

snomy and its endency

UWTN = TL Modifier + Population Modifier.

nificant amounts of

Law of One Price

uy low, sell high -~ the mantra of
B every merchant, import-capor house,

and trading company. As a result of
the collective activities of such individu-
als, prices on one world are aboul the
same s those around it. Transportution
between waorlds, distribution w points of
salee and so on, will casse the prices W
somewhat, but if they div Ty
much. someone will mtice the di e
and “comeet” it by shipping zoods from
worlds where the price is low 1o those
e is high. This is called
[here are so many people
opportunities th
g trader must be sharp o sirike it

the market"s power to eliming
opportunities. which lad to the

instance, il @ trader looked for e
umu;ll he coukl ﬁm. an indn\l

wis profits - forever!

TL TL Modifier
02 0.5
35 (1]
68 0.5
911 I
12-13 15

Population  Population Modifier
09 0
1069 ) 05
100-9499 1
1,0000-9,599 1.5
1000099 99 2
TO000-099,559 2.5
I million-9.9%9.999 3
10 il lion- 949,904 94 s
100 million-999,999 999 4

- - . and 50 on, with cach factor-of- ten
increase in population adding 0.5 10 Popul
Modifier. Note that Population Modifier is just

Populution Rating/2 (see p. §117),
2: Determine Port Modifier

Fort madifier measures o world's propes
1y 1o trade, and is determined in pan by the
world’s starport class, A good starport increas
es trade by making the world a more attrac
stopover for merchant ships. More important, it
reflects the world's desire for off-world con-
tact.
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Law of One Price

[Continued]
Why wasn't trader in the sector
they should
aders would
have joined this route for the inexorable
Tuw of supply und demand 1o force their
profits down o a level o greater than
therse on any other roote, Given that inter-
stellur transport should cost about the
s anywhere in o given area, just like
gousds, the price differences between the
rwo worlds should wltimately huve been
driven down 10 no mone than the cost of
nterstellar transpon.

Evervehing that ean be moved between
slar systems b5 subject w the Law of One
- including products, labor and capi-
tal. When wages on one world are signifi-
cantly higher than those on another, peo-
ple emigrute from the low-wage workl 10
the high-w. one. When invesiment
opportunities are more profitable than
those on ansther, people move their
money from the Jow-profit world o the
high-profit one,

A hidden assumption here is that the
only difference between the two worlds is
|hc price of labor or capital. Price difTer-
will persist if there are other differ-
that cam justify them. For instance,
wages miy be  on o world thin

o another because workers have 1o live
erammed inte a hollowed-oul asteraid,
¢ fmnu'm

Breathe recycled a
painful treasm
Wages must b
work uncer those condil
\I|||\|\||u, freight 10 an
i

ons! Likewise,
va with a known
infe: Amber Zone, or
& world with poor port facilities and
burdensome trande resrctions would cost
mare than shipping it o a more typical
il Thas, the o of O Price should
mol o be tiken absolutely literally, The
GM shoul, it i the back of his mind
ickground
creating “perpelual motion
his awn,

Port modificr also depends on the size of the planetary economy. Planet
large and prosperous economies can better afford to invest in starport fac
ch mukes it all the more unusual when they do not. For example, Forine
hillion people and TLY - has the second-largest economy in District 268, but only a
Cluss I starport. The fact that Forine’s starpon cannot even perform minor repairs
on starships, despite the world’s size and affTuence. indicates its indifference or even
hostility to off-world trade.

Port Modifier Table
UWTN

Starport Class

v w mr_ 1] 1 0
1] 1 -1.5 -25
] 0.5 -1 -2
0 0 05 s
+1.5 0 0 -1
0.5 +0.5 0 0.5
+1 +0.5 +0.5 1]
+1 +1 +1.5 +0.5 o
+1.5 +1 +1 +0.5 +1.3 0

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

WTN = UWTN + Port Modifier.
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TRADE CLASSIFICATIONS

Trade classifications note clusters of economically meaninglul world character-
istics — important natural features that can influence a world’s comparative advan-
tage and pattern of trude.

Agricultoral (Agh: Producer of foodsiuffs. Earthlike terrestrial world with Thin to
Very Dense atmosphere (0.43-2.49 atm), surface water 35-84% and population
100.000-99,999,999 (PR 5-T).

Asteroid Belt (As): Many small “worldlets”™ in place of a single world; rockball
planetoids with diameters under 124 miles.

Barren World (Baj: No population (PR 00, government or law (CR ).

Desert World (Dej: No water. A desert world has Very Thin or greater atmosphere
(0,09 atm) and surface water 4% or less.

Extreme (Ex): Inhospitable planet, requiring the use of domed habituts. Vace suils
or other protection required 1o venture outside. Any oft diameter is <500 miles
atmosphere is Trace or less (<0, 11} atm), .‘;ups.n’kn'u_ or greater (>2.50 atm). cor-
rosive or exotic; surface water is <5%. I o world is As. De, Fl, Ic or Va, then it
i also considered Ex.

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

High Population (Hi): Pepulation of ene hillion or more (PR Y+,

Tee-Capped (I
with & Trace atmosphere or less (<0.10 atm) and surface

+ Hydrographics contained in polar ice caps. An icy rockball world
ater” =55,

Industrial {In): Heavy industry forms a major part of local production, Trace or
less (<010 atm) or polluted atmosphere, and a population of one billion or more
(PR 9+).

Low Population (La}: Population less than 10,000 (PR 3 or less).

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

Nonindustrial (Ni): Population less than 0,000,000 (PR & or less),

Poor {Po): Low-grade living conditions, Very Thin or Thin stmosphere (0, 10-0.80
atm} and surface water from 5-35%.

Earthlike terrestrial world with Standard 1o
D0, 000-
tizalion

Rich {Ri}: High-grade living conditions
Very Dense unpolluted aimosphere (0.81-2.49 aim). population of
999,099,999 (PR 6-8), and & moderate 10 high level of government oy
(CR 2-5).

Vacoum World (Val: No atmosphere (<0000 aim).

Water World {Wa): Entire world surfuce (39495 ) covered by water.

TrRAFFIC CLASSIFICATION

Traffic classifications were first introduced in Befiind the Claw for use in ran-
dom ship encounter tables. They have been sdapted and redefined here 10 describe
the level of commercial starship walfic passing through a star system. They indicate
how connected planetary companies and merchants are o other worlds in the
region: see . 18 for more detail

Main Rowre worlds are on Main Routes,
Feeder Roure worlds are on Feeder Routes,
Bockwerer worlds are on Minor Routes.
Fromier worlds are mol on any roules.

The presence or absence of a route passing through a system is determined n
Trerelee Flews emel Teoele Renwres (p. 141
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Trade Barriers: Port
Modifier and Tariffs

ome worlds are more open 10 off-
s world trade o 5. This is
reflected m the leve starpon they
choese 10 boild, us expressed by the Port
Modafier (p. 110 A negative modifier
could indicate o government or culiure

that discourages off-world irade, which
cam mezn 3 high tasiff barrier that makes it
expensive to trude there, Smugglers and
those whe wish o sell speculmive goods

will want 1o kiow what the wriff rae
actually is. The table below lists the upper
haund on tafls for 3 i
Muodifier. The range reflects the fact that
tarifls could accoum for pone. some or all
of the modifier (GM’s choice).

Port Tariff Modihar
[ 05 10 11
A5 1F7 1o 30%
-1 S0 10 100K
-[ 5 L0 1o 2005

-Torworse UK or mone




What is GWP,
Really?

o5t people have heard the term
“gross domestic product” or
“GDP." GDP is a measure of eco-
momic activily within a country, Similasly,
“gross world product” — or GWP — is a
mensure of econamic activity within a
s in-sysiem u»lmm ard out-

Gruss praducts are aor direct measures
of econamic owtpul. Whal they measure is
the value of the transections that oe
between members of an cconomy. A soci-
ety could be mude up of enonmous -
ductive ind s, but iF they didn™
trade with ome another, their gross product
woakl be zero. This hes imporant impli-
5 for interstellar trade statistics.
sl worlds have wial wade levels

sure of economic output. this woald

b impessible. Sinee it i i

simple explanay
1

by independent miners. These miners
work alone or in small groups 1o exiract
mineril wealth, There
chanis or incustries, and groups ¢
Bave litthe comact with one another, All
i are seld 1o o supplies pur-
chased directly from - free traders wha
wvisit the crude starport, As o result, this
wirld haas a tiny GWP and condusls trade
wawth severul tinses this amount,

Tuaal trude being higher than GWP
tells you only one thin e locals do
mire husiness with off-workders than with
cach ather. Since many worlds in
Traveller have only the populati
mid-sized 2th-century Terra
shuaibl ot be surprising that this is often
the case

There are many 2ih-century Terran
e ||pd"\ of the same phenomenen, Hong
Kuu

SDP; however, of all the countries on
Earth. these three have almost the Jowes

GRross WorRLo PropoucTt [GWP)
AND PeER-CaAPITA INCOME

The gross werld product of a planel is a measure of the size and activity of its
economy. For our purposes, it can be caleulated by multiplying the world's pﬂpuld-
tion by its average per-capita income. Base per-capita income depends on the
world's TL, but may be modified for cerain trade clussifications. Use the tables
below to find a world's per-capita income.

TL Base Per-Capita- TL

Base Per-Capita

Income [Cr) Income [Cr)

13 24,400 6 %95
2 15,000 5 560
11 9375 4 350
1 5,860 3 220
9 3,660 2 135

8 2,200 I 85

7 1,430 0 55

Trade Class Modifier to Base Per-Capita Income

Rich *x1.6
Industrial 14
Agricultural x0.2
Poor =08
Extreme 08
MNonindustrial «{.8

GWP is just per-capita income multiplicd by the planetary populution.

TrRADE FLows & TrRADE RouTes

Two main factors determine where trades spring up: the Now of goods between
buyer and seller, and o gers from world o world, These must be
roughed in before a realistic map of trade routes can be created.

BiLATERAL TRADE
Trade between worlds ean be determined using this four-step procedure:
1: Determine World Trade Classification Modifier (WTCM]
The worlds” trade classifications (p. 13) and political allegiances (pp. 127-135)
determine their World Trade Classification Modifi M starts a0 and is modi-
fied as follows:

e wonrdd is Ag and the other is Ex or Na: +0.5,*
Chee world is fn and the other is
Worlds do not shave the same political allegiance: 4.5+

* The logic of comparati

vantage dictates that these worlds have more 1o gain from
trade than an average pair of worlds of their size and TL.
4+ Worlds of different al ces tend 1o trade less because they are more likely to have

amount of trade expressed as a p
of GDP, The median nation has a trade
tutal of roughly S0 of GIP.

The trade and GWP figures in Far
Trader are consistent with observations of
both 2th-century Terra and the Traveller
background,

legal icti tariffs, differing technological systems or simply different tasies,

2: Determine Distance Modifier

Determine the distunce between the worlds in parsecs. U
ble route: the route that seems most reasonable for a commercial vessel of the peri-
od and setting being considered. In the Imperium of 1120, navigable routes for com-
mercial purposes will generally be jump-4 along Xhoat routes and Jump-2 else-
where: see Mapping Trade Rowtes (p. 18) for more details, Look up the Distance
Modifier on the table following:

the shomest naviga-
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Distance Distance [pc) Distance Distance [pc)
Modifier Modifier

0-1 1) H-54

2 100-199

35 2061-294

6-4 A00-304

1019 Hl0-999

20-29 10004

30-59

3: Calculate Bilateral Trade Number (BTN]

Bilateral trade smmber measures trade between the two worlds, Tt depends on
the world trade numbers (p. 11} of the worlds (WTNI, WTN2), the WTCM ip. 14)
and the Distance Modifier {ahove):

BTN = WTNT + WTN2 + WTCM - Distance Modifier.,

Standard of Living:
Labar Productivity, Natural
Capital, and Tech Lavel

e person, mo
or hoth: in other words,

i important ways, Technol:
lizesd pesple and cqui
human

For instanc
u bulldozer can't di
whn
liave anly shovels, w
less withowt somecae who baows how 1o

annet drive

deserts bloom
example, and 1

menis that humans
survive in and esplo

In Far Trader, 3
aumbers 1o the concepts described
Standand of Hving i

mare ..u\ n
Traveller o
the educatis

Ay
exampl
incustri

tends w break down at extreme values; this one is no L\LLpIIIul For
late and Pixic in the Reging subsector ar parsecs apart, Elae i
warlkd of wver § billion people, while Pisie is a tiny outpost of 90 peaple
that gets 2 +1 bonus o WTN hecause of its Class V starport, Compating BTN usir
the standard procedure would produce weird results in a case like this. Comparing
the economies of 8 hillion people and 90 people is like comparing apples 1o oranaes,
a0 some adjustment is necessary o compensite for this:

BIN can wever evceed the swafler WIN plus 5. This prevents extreme results
when computing tade between extreme worlds,

THE INTERSTELLAR ECONOMY

ipment available |
worlds of the I|u|\.'|||||n
We do know local TL,
know that it is strongl

Continued on rext page . . .



Standard of Living
{Continued]

This leaves only natural capital unue-
counted for. We have a number of plane-
telagical paramelers — tempe
atmusphere. hydrosphere, gravity, ete.
bt looki the worlds of the Imperium,
it becomes obwious that there has 1o be
mere 10 {1 than that. There are many
warkls with unredeeming nutural Features

concede that there needs 1o be some po
dive renson for people w settle all these
inhospitable worlds. Pl i

tics may give
e natural capital o

waorld, bul they
olten dan’t iell us a thing about the specil-

i resources that atirscied people o
Far Trader nesolves this issue by |

TL and standard of living on
a seemingly inhospitable world, then the
world must have redeeming fea
cnough 10 make up for its obvicas st
ings. We also assume that lmperinl

polluted atmospheres, but this does not
mean that all such worlds had pristine
armospheres that weere sullied by industry,
B is just as likely that pollsing industries
were located on worlds 1
able atmospheres 1o begi "
Sinee the world descriptions of scores
of plaiets predute this book by & decade or
are, our purpase is i make our econom-
ic assumptions fit the existing Traveller
background rather than vice versa.

e

4: Interpret the Results

BTN can he translated into credits and dions of cargo using the following table:

BTN Credits/Year Dtons/Year Dtons/Week Dtons/Day*

] 0-5 0 (1] 0
0.5 5-10 0 0 0
| 10-50 0 4] 0
.5 S0-100 0 0 ]
2 100-300 ] 0 1]
2.5 500-1k ey ) 1] 0
3 1k-5k 0 i 1]
15 Sk-10k 0 ] 0
4 -5 o o
45 5-10 a ]
5 100-500k 10-501 il 0
55 S00k-1M 50100 0-3 0
6 IM-5M 100-500 5-10 1]
6.5 SM-10M S00-1k 10-50 Q-5
) 10M-50M 1k-5k 30-100 310
) S0M-100M Sk- 10k 100-500 10-50
8 100M-500M 10k-500% S00-1k 10-50
8.3 SOOM-1C Sk 100k 1k-5k 30-100
o 1G-5G O0H-5001k Sk-10k LK1-500
Qi SG-100G SU0k-1M 10k-50K S00-1k
10 10G-50G IM-5M SOk= 100k

1.5 S0G- 100G SM-10M N00Hk-5000k

1 100G-5006G 10M-50M S0k-1M

115 S0G-1T SOM-100M IM-5M

12 1T+ 10O0M-500M SM-10M

sand (kCr or kilotons); M = million (MCr or Megatons);
3 T = trillion (Teracredits [TCr])
Available for free traders o ship; the toral amount will he higher. See also
Average Volume of Tramp Freight (p. 23)

To find the actual value for a world pai

Renges beginning with {: Roll 1d-1 {rerolling 1s) For the first digit and 2d-2 for
the others.

Ranges beginning with 5: Roll 1d+4 for the first digit and 2d-2 for the oihers.

The credit value of biluteral trade is constrained 1o be the sume on hoth ends of
the route (balanced trade), but the physical dion volume can vary on either end,
since worlds may export things with different value densi
industrial world might export a tiny volume of valuable agricultural y
agricultural world and receive a huge volume of grain in return.

In converting from credits 1o dions of trade, the tble ahove assumes that freight
is worth, on av . between Cri0,000dion and Cr50,0000dwn. Th
breaks down for trade over very lo o
worth less than the cost of ransponing or long-distance trade. apply the follow-
ing maificr to BTN before reading the volume (but nor the eredit value) of trade
from the tahle:

Distance
<50
50-99
100-499
S00-999
1,000+

BTN Madifier
V]
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If the volume of trade is 0 — either initially or as a result of this modifier — trade

with the listed credit value siill takes place. but in the form of information (scientific
data, electronic blueprints, eic.) instead of goods. This takes up negligible volume.

INTERSTELLAR PASSENGER TRAFFIC

The movement of people is nearly as important 1o the interstellar economy as
the movement of goods, Business travelers pave the way for the goods that follow
by closing deals and opening new markets. Scientists and technicians carry with
them a great deal of specialized knowledge, Laborers on “guest worker™ visas
relieve local labor shortages and earn precious foreign exchange that can be used 10
import goods into their home world. Even tourists contribute to the interstellar econ-
omy by eaming money one place and spending it another.

The Bilateral Trade Number (p. 15) is also used to determine the volume of pas-
senger traffic between worlds. Since passenger traffic is influenced by different fac-
tors than freight traffic, we use an Effective BTN for passenger volume. Effective
BTN equals regular BTN with these modi 2

Eaeh world thar is a Rich (Ri) world: +0., 50

Each world that is a Subsector Capital: 40.5.%%

Euch world that is a Sector Capital: +1.%%

* Rich worlds are attractive twourist d
ments,

#* Capital worlds attract tourists and. more importantly. a steady flow of indus-
iry and government travelers doing the Imperium’s husiness,

due to their Earthlike environ-

T determine the number of passenge
given time period. refer to the table below:

aveling between a pair of worlds for a

Effective Passengers/ Passengers,/
Passengers/BTN Year Week Day*
<50 il 0 0
50 (1] L] (1)
55 0-5 0 o
6.0 5-10 ] 1)
6.5 10-50 0 o
70 S0-100 0-5 D-Siweek
15 ; 100-500 510 S 10fweek
80 500-1k 10-543 -5
85 1k-5k 50-100 5-10
90 Sk-10k 100-500 5-10
93 10k-50k S0 1k 10-50
. Sk- 100k 1k-5k S0-100
105 100k-500k Sk-10k 50-100
1.0 S00k-1M 100k-500k 50-100
1.5 IM-5M S0k- 100k 50-100
120 SM-10M 100k- 500k S0-1000

Abbreviations: k = thousand; M = million.

* Available for free traders o transport: the fotal o

To find the actual value for & world

Ranges beginning with £ Roll 1d-1 (rerolling 15 for the first digit and 2d-2 for
the others.

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

mber will be higher.

Average passenger traffic volumes are constrained 1o be the same for both
worlds in the pair. The passenger traffic figures are for travel. not emigration, so all

Trade Balance
in Traveller

areful reading of the interstellar eoo-

nomics rules will show that trade

between any pair of worlds always
bakances, In the real world, though, trade
hardly ever balances between nations. for
wwo rensons: mndiilateral trade and copital
o,

If there were only two planets, trade
would have 1o balance for the same rea-
sons hat supply and demand have 1o bal-
ance, The universe is made up of far more
than two worlds, though, so rade between
pairs of worlds does not have o balance
as Jong as interstellar trade balances over-
all. For instance, a planet could have o
trade deficit with one world offset by a
trade surplus with another. This flexibility
is appealing, but quickly gets messy in u
pame. 1t would be nearly impossible 1o
Tigure out the pattern of trade between
worlds without including every workd they
tracle with in the model. This would be
onerous uider even the best of
stances, so mul de considera-
tions have been eliminated from the game
in the name of playability,

Capital Mows raise anoiher problem:
Even in biluteral trade, they make a pro-
longed wrade imbalance possible. Consider
the 20th-century Terran example of Japan
and the United States. Both hod highly
productive indusirial economies, hul
Japan had a high savings rate while the
head a bow savings rate. Supply and
demand being what they are. this meant
that interest rutes (the price of bormowing
someane’s savings) were low in Japan and
high in the United Siaes. Japunese save
thus wanted W lend money 1o Ameri
advantage of the high
es, which meant thar they
wanted to buy a lot of LS. dollars, s
demsandd for the dollar drove up its price,
with the result thal American exports 1o
Jupan became expensive for Japanese con-
sumers, while Japanese products became
cheap for American consumers, This led
@ long-term irade imbalance. with the
Japanese buying fewer American goods
and the Americans buying more Japancse

oo

de» imbalances caused by capital
Mows could be interesting for far tradees
irying o keep their holds full of goods in
both directions, but they would require
Game Masters and players 1o keep track
of a whole other set of financial variables,
OFf course. the GM s free 1o introduce
trade imbalances where he thinks they
might be fun — always a better reason for
doing semething than any complicated
zame

trips are pssumed o be round trips. The GM is free o introduce mass migration into
his game, but this is best done on a case-hy-case basis,
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Technology,
Productivity, and
Exchange Rates

world’s exchange rates are, in the
A Iong sum, purely o fumction of its pro-

ductivity, Productivity determines
how much things cost in an econonty: ax
productivity rises, co
of an average worker's oulput rises, his
real income alse rses because his wages
cun buy mare. In Far Trader, product
is determined entirely hy TL (s
Swmcdored of Living, p, 143,

i

To understand how producti and
TL affect exchange rates. imagine that
each planct has its own cumency and that
we have fised the income of the averige
worker on all plaets o be 10,000 cred-
itsfyear — be they “high-TL credits™ or
“how-TL credits. h high-TL credit can
buy more on a high-TL world than each
lovwe-TL eredit can buy on a low-T1, workd,
becase & high-TL economy is more pro-
ductive than 2 low-TL onc and has more
oulpul per worker available o by, Since
each high-TL. credit can be exchanged for

vices, il is more valu-
able, 17 someons from o low-TL world
wanls Lo buy something from a high-TL
world, he must exchange more than one of
his Tow-TL credits for each high-TL credit
1o mike up For the fact that a Jow-TL
eredit cun buy less. Thus, the exchange
rate is determined by the TL difference,

The magnitede of this effect depends
on hew much more productive workers
become with advances in TL. GURPS has
u specifie rule that spells out pant of this:
oive TL after an ilem's inseuction, the
price drops 16 30%: twe TLs afler, the
price draps (0 25%, This imglies that pro-
ductivily in th mufaciuring sectos dou-
bles every TL. Overll productivity for a
suciely does wor double every TL, becawse
net everything is o recently introduced
manufaciured product.

Contistued on next page . . .

TraDeE RouTes

Ko the amount of trade between pairs of worlds does not give a complete
picture of interstellar shipping. Trade Muws along ruses: from Xboat routes traveled
by many huge express freighters a day 10 out-of-the-way mains that see only a few
small mercl - The degree of activity along a route determines things like
what sorts of ships can be found there, how much traffic can be expected at the star-
ports, and the odds of finding certain kinds of cargoes or passengers, Perhaps most
importantly for free traders and other tramp 5. it shows where competition with
established companies can be avoided.

15 a W

Trade routes are classified according to BTN along those routes:

Main Rowtes (BTN 10+) have dions of cargafweek in the high tens of thousands
o millions range, or more. Many 1,000+ dion fi ighters and somewhat fewer
10,0004 dion super-freighters will typically work these routes.

Feeder Routes (BTN 94) have dions of cargo/week in the high thousands to low
tens of thowsands range. About eight 1,000+ dion freighters plus a dozen or more
free traders will typically work these routes.

Minor Renites (BTN 8+) have dions of cargofweek in the high hundreds o low
thousands range. On the order of a half-dozen liners and another half-dozen tramp

ps will typically work these routes, all well under 1.000 dions, Larger commer-
cial vessels are only rarely seen.

Mapping Trade Routes

Creating trade-route maps is both an ant and a science. These guidelines are
intended 1o make an otherwise confusing task mare systematic and 1o make maps of
the same place Jook as similar as possible when drawn by different people.

Before drawing a map, you will need the complete cconomic statistics for your
subsector. With these in hand, begin with the highest WTN world and draw all of
the Main Routes for it. Then draw the Main Routes for the world with the next-high-
est WTN and so on. until all Main Routes have been drawn in. Repeat this process
for Feeder Routes, once again starting with the highest WTN world and working
down. Repeat this again for Minor Routes.

Remember to follow jump-2 routes. Jumps longer than two parsec
ted along Xboat routes of when a route of al least Feeder magnitude
jump or more by using a jump-3 route, The likelihood of a jump-3 route existing
increases when such a route can be used 1o avoid poor starports, Amber Zones or
worlds of different allegiance. Having other jump-3 routes in the vicinity helps as
well. since ships cin switch between them and manage capacity better.

If three or more routes of a pariicular size pass between two worlds, replace
them with e route of the next size up. For instance, if three Feeder Routes pass
hetween Collace and Mentactor, they should be replaced by one Main Route, This
would likely be the result of traffic from several sets of trading pariners on cither
side of Collace and Mertactor passing through those two worlds.

THE INTERSTELLAR Econamy



Ifa world has mo routes, but has enough trade going through a particular neigh-
bor o add up to a Minor Route, go ahead and give it one.

If the background seems t that a route is necessary where none exists,
g0 ahead and add one. Conversely. if a route exists where the background sugges
thiat & lesser route or no route should exist. it can be down-graded or eliminated. Use
this freedom carefully, since it can quickly lead 1o arbitrary maps.

Where there's a choice between two paths for a route, always take the one with
the most traffic already on it.

Basic TRADE SYSTEM

This is a highly simplified version of the Advanced Trade System (p. 200, It is
easier (0 make money under these rules because they are intended for in cam-
paigns that feature trade only as a backdrop for other adventures. They assume that
the GM does not wish (o make the pluyers work oo hard navigating the rade rules
just o break even. There are tips in Chapter & for GMs who wish to make their play-
ers’ lives more difficult,

Freight

Availability: 2d = BTN dions are available for the sraders” destination that day.
IF it masters, assume this is breukbulk (see Freight Hondling, p. 55). The charscters
only have to pay for freight handling if they are shipping speculative cargo (see
Terms of Shipping, p. 541

Frie

Main and Feeder Routes: Cratifdion/parsec,

Minor Routes and Frontier Worlds: Cea50fdon/parsec.

Passengers

Availabilirv; (1d-1) % BTN passengers ilable for the wraders" destir
that day. To find the number of low, middle and high passengers, roll 1d for
cntegory, starting with low, and subtract the result of each roll from the total passen-
pers for the day. Repeat until all passengers ure ¢ ed or until there are enough o
chose from, A ship can accepl as many passengers as are available, to the limit of its
staterooms or low berths {as appropriate).

Technology,
Productivity, and
Exchange Rates
[Continued]

Services, for example, don't get much
mare efficient with TL: i takes just as long
haircut today as it did 100 years
hings that are in lmited supply ane

incomes increas
pay more. Not all manufuctured goods
cheaper every TL, cither, Only recently
introduced manulactured goods get a price
L, amd many things that are manufaemred
at u TL were invented more than two Tls
rlice. Taken wgether, this means that 3
s econamic output only incneases
it 0% — ot MNFE — per TL. The
for exchange rutes (p. 48) and per-

phion te this rule for exchange
rutes is TLI2 workds. These are the mosi
advanced worlds in the Third Imperium

rae
efult rule, TLI2 workls would net only
e the only source of TL12
also the cheapest source
goods, Since everyone would
by their products, pri
The principle of compa
tage (p. 100 says thar prices would rise w
the level where it would make the most
semse for TLI2 worlds 10 focus on deing
i apable of: pro-

i reflected by

¢ rates for 12

amnly enough o compensate for the extra
1 local prices. Real income and

power stay the same,
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The Gravity
Trade Model

o understand the o behind the
teande: madel in Far Trader, it helps 1
I its origing in real-workd eco-
nomics, Econ ¢ develaped many
theories cone jonal rade,
but nene of them is as wseful for predict-
iy trahe Moows among ntions os the prre-
ity swendel. The gravity madel is so named
Becanse it s based on a decreasing fune-
||m| of the distance between two “mass
||| this

erape welth, dis-
il measures of the economies”
wcomparative slvant
An coonoimy s size is usually indscated
by it W . 140, el s thve st impase-
tunt predictor of how much it will trade
with other econamies, Trade volume
ncreases more slowly than size be
smuller econoimbes terd L be
e on trade vhan Larger on
o med hive 1o be entire
could be count

We shall discuss uuly worlds
L% best 10 use ecommices of the
sane kind in ¢ moddel 1o avoid

e wealith is me sured by per-
capita GWE. As the wealth of
people in an econgmy increascs, so does
their propensity 1o wade. This means that a
| trade more than
a large. poar aae - even if their economics
are \he same size. While increnses in aver-
alth always lead to increases in
tracle, |Iu- effect prows eapadly at first and
then diminishes,

Canslied on aest pge

Advanced
Trade System

This is a more advanced trade and commerce system, intended f
which will concentrate he:
Traveller universe,

T CaAmpigns
Ty (if not completely) on the mercantile aspects of the

THE FREIGHT SHIPPING BusINESS

The shipping business is concerned with getting the g
interstellar economy 1o their destination
business are shipping

wils that make up the
important players in the

Some of the maos:

lines, carge brokers and iramp shi

Shipping Lines

The most visible players in the interstellar shipping business are the shipping
lines, Whether they are Imperium-wide megacorporations or merely local subsector
concerns, (he companics that maintain scheduled freight and passeng
among the worlds of the Imperiun known as “shipping lines” or simply

Liners carry the vast majority of interstellar freight and passengers, These com-
|\-tl\|\'~ LOmImit enormans resources, in the form of ships and port-side personnel, 1o
n an interlocking web of routes with scheduled arrivals and departures. The
reliability of shipping lines is crucial o the stability of any interstellar economy.
Companies need 1o be able 1o count on steady access o olf-world suppliers and
markets 10 integrate them into their production decisions. Without this integ
the Imperium’s high-technology society would not be sustainable (see Economies of
Seale, p. 10},

To make these huge investments in ships and personnel pay off. the shipping

lines must manage both their ships and their freight contraets very © refully. The
various shiphoand departments (pp, 79-80) and the administrative deparment - 80}
ashore are responsible for seeing that their company's ~h!p~ spend only as much
time in port as is absolutely nu.u ary and then get back into jumpspace where the
i their money. The sales depurtment (p. 80) - made up of dedicated cargo bro-
— keeps the ships' holds full of paying cargo.
The importance of a line’s internal brokers varies from company 1o company.
Suome arganizations rely on independent brokers as much as their own to find fre ght
far them. Other compunies (mostly Solomani in origin) even 20 50 far as 10 have
their brokers organized into u separate company that has to compete with other bro-
kerages 10 lease space on their own lines’

T service
liners.”

tion,

ke

Cargo Brokers

Brokers play a key role in shipping:

Ly matching customers who have poods 10
ship with ships that have holds to i1l They are the “market-makers.” and rely on a
widde variety of contacts and skills to do their job. A broker must be part speculator,
part salesman, part loan shark and part merchant, He may work for a shipping line
or a frequent exporter, or he may be an independent agent,
Shipping cargo is a risky business, and cargo bkar make part of their money
by taking some of that risk off of other people's hands. $hip owners have na h'b
risk by investing in an expensive piece of cquipment on the assumption that
exporters will pay them w carry cargo in it They often have 40-year morntgages 1o
pay off (p. 98), and if they had their way, they would have their -.Il||>\ baoked solid
40 years in advance. Exporters, on the other hand, want shipping capacity standing
by to handle their goods and want 10 be able 10 contract for it at the last passible
moment. IF they have to sign up for hold space ahead of time, they run the risk of
being stuck with too much or 1o linle. Enter the careo broker,
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Brokers lease or contract for large chunks of cargo space from shipping 5
individual ships, far in advance and at discount whole sile rates. then sell this o
exporters in smaller lots on short notice. To ensure that they have buyers. brokers
seek long-term contracts with exporters, which usually involve a monthly fee plus a
per-dion charge for any freight that they ship, Brokers must buy just enough ca
ty to meet the needs of all their regular customers, and at the lowest possible price.
This is trickicr it sounds, because the brokers' regular customers do not know
how much capacity they will need in advance — if they did, they wouldn't need a
broker, Brokers get rich or go broke on the basis of their ability 1o manage this risk
better than exporiers or ship owners,

5 OF

Tramp Ships

Semetimes, even the best broker gets it wrong and winds up with we much or
too little freight at the last minute, As well, the undersupply of liners guarantees that
there will be brukers with freight looking for transport at almost every port. Fing ally,
brokers often need to find a ship for a client wha wants 1o ship something on whort
notice,

When a Broker needs to find freight to carry, or must contruet somenne to carry
freight, he goes w the freighe spot mark s called the seanip freight mark
Since there s almost always a shortage of inexpensive freight liner capacity, it is the

ree trader — that fills the gap and provides much of the cargo
ble on the spot markel,

Tramp ships are ships that do not follow o set and scheduled route, but instead
go wherever the most profitable opponunities o be, “Free trader” is the more
romantic term used 1o describe small tramp ships of roughly 400 dions or less,
s in shipping supply left by the shipping lines, These
gaps are kel partly due 1o the suture of the liner business and partly due W unexpect-
ed shifts in demand that the lines, with their sprawling interlocked rowes, cannot
ensily respond 1o,

ppe
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Trade Model
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Technology and
Patterns of Trade

URPS® rules for productivity lead to
somewhat unexpected patlerns of
trade in an economy where worlds of

many TLs coexist side-by-side. In

Imiperial space. the most advanced worlds

are TLIZ {with a few exceptions). These

worlds export TLIZ goods becanse
are the only source of such items. Tech
fevel |1 worlds export TL11 goads, bin
are also the cheapest source of TLY-10
goads, Likewise, TLID worlds expon
mostly TLE-Y goads. and TLE-9 worlds
export mastly TLG-8 goods. Waorlds below

TLA are sources of raw materials - il any-

one trades with them at all,

A curiasity of the Traveller universe is

tht Jow-TL worelds do not seem o catch
up technodogicully over the centuries. The
price discount rudes for TL (see p. GT112)

olfer a poent

Eng
worlds of
incentive fo
logical ©
thing thut it

explanation:

g in interstellar trade with
er TL reduces the coonomic
1 world 10 aretch its techno-
pubilities, or even produce
curvently capable of,

able wn do it more cheaply, The
where high-TL worlds cannot compele

ical slvancement of low

C3Ms are free to interpret this however
they lik s who prefer an “illuminal-
il background meay see this is 0s part of
the Conspiracy: others may soe il as mene
Iy am unfortumate economic truth,

FREIGHT PRICE AND
AvAILABILITY FOR TRAMP SHIPS

The actual going rate on a world can differ substantially from the average rate,
Business cych asonal sl in demand, disruptions further up a 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 out
worlds with high freight prices and avord those with low ones serve to push freight
rates back toward their average values,

Average Freight Rates

The lines. brokers and ramps that constitute the shipping system work effec-
tively te freight 1o its destination at a competitive price. This price depends on a
' al vary from route to route and week to week, The following table
lists the uverage 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 Cr450 Cr00 Crii0

12 weeks Cr505 Crdsn

# wecks Crs70 Crs05

4 weeks Cridi Cr370

2 weeks CrT0 Cros Crl.130

<1 week or Tramp Cr700 Cria0 Crl.200

The first column shows how far in sdvance the cargo space is booked, Lines try
e encourage early booking because it makes planning easier and lowers their risk.
The I6-week row shows the lines’ bare-hones cost of doing business, but preferred
customers and those who buy space far in advance of 16 weeks can expect a further
discount of up to 10%. The one-week row shows what tramp ships must charge 10
barely get by: use these rates for free iraders who show up in port looking for
freight. As the departure date approaches, lines and brokers raise their rates wward
those charged by tramps to reflect the additional cost and risk of short-notice ship-
ments,

The second column shows the rates for voyages of only

:’//'/I[f;m“ 3
7,

7

s pursec. These rates are higher than those for longer voy-
mply because jump-1 ve: cover fewer parsees i
month and hence must charge more per parsec o cover their
mongage.

The third column gives rates for voyages longer than
one parsec. 1t is assumed that the shipment will be carned
by a jump-2 vessel along a jump-2 route; however, many
lines maintain fleets of jump-3 ships, Jump-3 ships have
per-parsec costs only shghtly higher than jump-2 vessels
when they are using their full jump capabilit Like all
ships, though. their costs are higher than a ship of lower
maximum jump when astrography forces them to jump at
less than their full capability,

The final column. “Express.” is used for freight carried
aboard a jump-4 ship along an Xhoat route. Express service
is only available off Xboat routes by charter. The |6-week
advance rate is nearly twice the |6-week rate for jump-2
travel, but since jump-4 ships can often lake & more direct
roule in addition w covering more parsecs per jump, hey
are frequently able o make 4 journey in considerably less
than half the time needed by a jump-2 ship, This mukes
express shipments an excellent value for the customer.

The following table gives o general cost comparison by
Jump capability:
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Jump Cost/dton for Liner Cargo
Capability Per Jump Per Parsec
gzl Cr435 Cra3s
12 Cr72s Crins
13 Crl125 CriTs

Jump-2 ships have the lowest per-parsec costs, with jump-3 ships a close sec-
ol Iunlp 3 ships lose their ability 1o u\m|ulc \\|II| Jump-2 ships on w per-parsec
enst hasis when they have o operate below jump-3. ince astrography fre-
quently Torees jump-3 ships on longer routes w make several jumps shorer than
three parsecs. their costs are raised somewhat, The faet that they can sometimes take
shortcuts makes up for th Angs can be used 1o justily the madest price
inerease o the customer,
or example, imagine that a jump-2 ship and a jump-3 ship are both going wa
destination [ pursecs away along a straight line. The jump-2 ship takes five jumps
At Cr725fdionump Tor a total cost of Cr3,o25dwon, The jump-3 ship kes three 3-
parsec jumps and a 1-parsec jump for o otal of four jumps at Cel, 125/ donfump
and a total cost of Crd, 300¢dion. The jump-3 ship saves a little over u week of transit
time but costs 25% more. Fortunately Tor the jump-3 ship, some customers value the
time savings enough that the jump-3 ship can raise its prices o cover this additional
cost.

When jump-3 ships compete with jump-2 or slower ships o carry cargo
jump-3

3, howeve

he time s

between two worlds, use the Tellowing equation 10 determine the price 1
ships can charge for their fster service:

J-3 Price = (J-2 Voyage Time/]-3 Voyage Time) = |-2 Price.

Do st use this equation whe
Trade Rewtes, po 181 On de
ships bowers the price to the standard cost listed on the whle under Average Freight
Rares (p. 2

dedicated jump-3 roule exists (see Mapping
tinn among jump-3

Average Volume of Tramp Freight

The wde that exists hetween a pair of worlds is caleulated in Trode
Flows and Trode Rowes (pp. 14-19), in both valuee and volume Tl
volume of trade that is ser already committed o shipping
available to tramp ships, can be determined by consulting the last column of the
table under fugerpred the Besults (p. 100 and following the instructions For inerpola
ing within the ranges. Record the average volume for cach world in the pair for
Tuture reference. Remember thar while the value of trude must be the sume Tor both
worlds, the volume can vary.

ot ol

lines, and which is thus
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hains of worlds no more thin «

These were central 1o the develop-
s of the First Imperiom, Ships of that
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shipping line are enormously expen-

ront investments. Once this
equipment has been purchased, the bank
payments will keep coming due whsether it
is being wsed or nat, Even if the ling is a
megacorp and can expand using retained
curnings ruther than loans, the managers
in charge must show a return on the
investment oF answer to their boss, This
Puls an enrmons pressuce on line man-
agers L Al their ships" holds ar any cost,
IF the mearket i in & downiurm, any freight
that pays more than the cost o hasdle it
represemts u few more credits towands the
next bunk payment, I nothing else, this

Th: ships and Facilities needed o rn a

sive up.

supply ma stic of any
incusry which shares the shipping indus-
try's high fixed costs.

he shipping industry tends 1o be
1 itk proditability. When demand is
high and times ane goad, the high cost of
enteri i
companies or ships are show 10 ener and
compete away profits, |f demand and
profits remain high for long enough,
incumbents and new entrints alike may
wome o believe that this is more than a
teniporary blip and that demand has per-
manenily expanded. A lirger market
mieates Uit investmsent in more ships asl
port facilitics is profitable, and shipping
ines in the market may expand, while
T ihe roule. Since each
eompeliter wints o grab the new business
For dtselfl and since expansion must often
be done in big chunks or o all {e.g..
all feeder rotes and port facilities must be
exparided 1o balance), it is casy 1o creste

wily.

Conginged on next page .

Unlike the other columns on the 1able, the “Dions/Day™ column does not reflect
a straight relationship between BTN and the volume of freight available o free
traders. For BTN < 8, there is no scheduled liner service and no Targe ships directly
serve the route, so all freight is available to free traders, For BTN = 10, large vessels
enter the tramp business and limit the amount of freight available 1 free traders. For
vitlues of BTN in between, free traders account for nearly all of the tramp service,
s0 all of the freight available to tramps (roughly 10 to 20% of the total} is available
1o free traders.

Current Freight Rate
T determine the freight rate when the PCs visit & world, or when the GM
has not been tracking the world’s freight rate since their last visit, use

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

When the Game Master wants to track o world's freight rate after the initial
encounter, use

Current Price = Last Price + [Price Vola lity = (4d-14)]
+ [Price Regress » (Average Price - Last Price)].

Cuervent Price: The price this week,

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

FPrice Volatilite: A positive number that influences how much prices change
from week o week.

Last Price: The price last week.

Price Regress; Shont for “regression factor” A number from 0 10 1 that mea-
sures the degree 1o which market forces are pushing the price back toward its long-
run average.

Average Price is found from the table under Average Freight Rates (p. 22). Most
GMs will want to use the value for tramp freight. since this will be the price of inter-
est 1o their players. Volatility and Regress can be determined 1o suit the type of price
behavior the GM desires (see Price Series, p. 360 The following values are appro-
priute in most cases:

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

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

Current Freight Volume
There are two ways of finding Current Volume: they give identical results, It is
up to the GM 10 choose which 1o use;

Current Volume = Last Volume + [Volume Volatility » Price Roll] +
[Volume Regress x (Average Volume - Last Volume)]
ar
Current Volume = Average Volume +
[(Current Price - Average Price)/Price Volatility] = Volume Volat

Current Volume: The duily volume this week.
Lase Volwme: The daily volume last week,
Viofumme Visdaeiliry: The volatility number for the world's freight volume.
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Price Rotl: The result of the price roll made under Current Freight Rare.

Vialume Regress: The regression factor for the world’s freight volume.

Average Volume: The average volume for the origin world®s trade with the desti-
eation world.

Average Volume is determined as described under Average Volume of Tramp
Freight (p. 23). Volume Volatility and Regress cun be customized. just like the cor-
responding values for price. The following values are appropriate for most worlds:

Volume Volatility = (.25 = Average Volu,

Volume Regress = 0.2

Tracking Current Price and Volume

IF the raders stay on o world for longer than a week, it will be necessary o roll
for a new freight rate and volume, The GM can avoid making this seem anificial by
rlling 1d each day and changing the freight stats only on a roll of 1. 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 arca. This will not be wasted effort, because if they are good free
traders, they will be asking about all of them on a regular basis,
Cargo Types and Lot Size

Roll 4d-4 to determine the size in dions of each lot of cargo. Subiract the size of

each lot from the otal amount of fre lable wntil all freight accounted for.
Roll en the tables below for each lot:
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Competition in the
Shipping Industry
[Continued]

The Problern of Overcapacity

When overcapacity is created through
excessive expansion or 3 market down-
. it resulis in competing lines reducing
prices to the point where they may make
enough to keep the ships runnin
enough 1w cover the costs of pa
their 1 i investments in equipinl.
This does nat happen by chaice, bul is the
natural result of o many ships chasing
o litthe freight,

There are two ways out of this mosy-
Tosing trap: demand can rise or supply can
fall. Demand is bevond the conrod of the
lines, but they do contrel supply. Cutting

supply is more difficult than it sounds,
though.

sbody wants to be e ot o cur
aing so will mise prives for

everybody. with the FCST 2l
10 those with th est market sl

Waiting for the petition 10 go bank-
rupt is not terribly effective cither. since
their creditors will oaly sell off their ships
and facilities 10 new owners. Transferring
the excess capacily o other reules or
regions may work — but it could simply
serve to make the preblem mone wide
spread.

Free Trade vs, Collusion

The transportation indusiries of pre-
stellar Terra practiced various forms of
open of secretive collusion 1o prevent
ansion and o support above-mar
ket-rate prices in dow
suecess, Dceangoin
ticular was organized into
that dictated market share and prices
member shipping companies for centuries,

Since Cleon | owlawed such praciices
as restraints o Tree interstellar o
avenue has mot been open to the
industry of the Thisd lmperium. S
deals 10 set prices or divvy up temitories
s
uny times in the Imperivm’s 1.100-year
history. Whenever they have suceceded in

us

local subsector and sector dukes have used
their not inconsiderable influence 1o over-
Iy o covertly break them up in the name
of economic and military security.

Continwed on next page ..




Competition in the
Shipping Industry

[Continued]
Trade Wars in Shipping

The Imperium recopnizes the need 10
cope with the competitive fensions cr
by interstellar competition — in the <hip-
ping indusry o I.M.‘ll'lll'\.‘ he solution i[
I arraved
P 1120, which extes st Tmperial o
|rim af alluy |||I||IL\| el
“pressure rele:

i the problem is |
.+ desiroy the ex
hais broken n|l| inun
area sullering from overcapacity. the lines
in the repion will compete 1o render their
competitors” ships and focilities unsal-
wageable while pritecting their own from

i rusally ends when e
falls o profitable levels, Oce -nurully.
rivaley in o region may become so infense
und hitrer that the lines continue 1o fght
after the excess capacity has been elimi-
mitedd. This is not only bad in the short
Leri, tar a mew cycle of
comp it that s (3 unoth-
er bt of overcapacity and renewed trade
wir, Whenever this hus happened in the
past, local dukes have imervencd with
their reserve Tleets o pul an end o the
eanflict,

Preventing Conflict in Shipping

Over the centuries, a Tew rules of
i merged for avoiding the pain
of evervapucity and trade war, These ideas
have Iy
Insperium by meschant s 1
corps and the husiness press ing them
purt of every shipping executive’s reper
e,

The st important sule s that slip-
ping Tines should limit their cupaity so
thal r s i the ket
cep their ships 93%

d 95% of the time.
s that shipping lines will have
¢ o servie roughly B0 1o WFE of
todad demand, This rule of
i holds Tull almost all the
dime amd prevents e need For frequent
price discounts.

Comtinued on next page ..

Cargo Type Table [Roll 3d)

3-8 Wel Bulk
9-10 Dry Bulk
11-13  Breakbulk

4 RORO
15-18  Container
Cargo types are described on p. 25,
Special Handling Table [Roll 3d)
3 Psionic
4 Biohueard
5 Valuable
3 Living
7 Perishable

812 None
13 Fragile
14 Flammable
15 Corrosive
16 Explosive
17 Radivactive
] Raoll Twi

Special handling characteristics are de-

seribed on p. M.
Terms of Shipping Table (3d)

14
1518 DED

Terms of shipping are dis

ussed on p. 54,

Ships that lack holding

tks For transporting bulk cargo can stll carry it using
ble contaners (sce Containers, p. 56}, The trader is responsible for buying or
renting the containers and for loading them onto and unloading them from his ship,
The buyer or seller (per the terms of shipping) still pays the costs of lilling the con-
tainers and emptying them st the destination,

Renting u container costs (0.1% of s purchase price per day. and requires o
deposit of 3% of its purchase price. Rental containers are available if the caplain can
roll under the world's WTN on 1d; whether the right i le is up o the
GM. Containers can be bought with the hope of selling ||||.r|| at the destination, 17
s, treat them as Low Risk speculative trade goods {pp. 36-37).

Placing the Bid

Adter the merchant has evaluated the Freight available 1o be -.Iuppul amd deter-
mined the opporiunities that he believes o be most favorable, it is time 10 actually
hid on the joh of carrying each lot of freight, The mercham will be competing
inst other trump ships that wish o carry @ given loL. and must enter a lower bid o
win that Tot for his ship,

The degree of competition for and costs associated with a particular lov will
infMuence the fnal price that must be bid o win that lot Heavily ralficked routes
will have lower prices due to the greater competition, the ease of finding more
freight at the destination and the presence of I: w mone efficient ships that drive
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e price down, Special handling will increase the costs and risks associated with

maparting e fot, and hence drive up the price. The terms of shipping speci fed in

contract negotiated by the freight owner will also uffect the price.

o resolve the bidding on the freight spot market, roll against Merchant skill
 the following modifiers:

Smallest route connecting the two worlds is Main Route: -4,

Smallest route connecting the two worlds is o Feeder Rou

There is e direct route connecting the twa worlds: +4,
Special handling: +1 10 +4, depending on how hazardous or delicate the cargo

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

DER, 43 for DFD,
Consult the table below for the final freight price
Final Price Table

ure by 1+ 506 of Current Pric
ure by 7 to 9 804 of Current Price
Failure by 5 or £3% of Current Pric
Failure by 3 or 4 A0 of Current Price
ure by 1or 2 95% of Current Pri
by Dor 1 1005 of Current Price @R
Success by 2or 3 105% of Current Pri
Success by 4 or 5 110% of Current Price
Suecess by Gor T 115% of Current Price
Success by 8 or 9 120% of Current Price
Success by 1+ 1505 of Current Price

Hazard Pay: Il the destination world is in an Amber or Red Zone (see pp.
GT19, 56 and 704, the ship must also receive hazard pey, Amber Zones dowble the
final price for the last parsec, Red Zones guintuple the final price for the last ¢
l (if freight can be carried o them legally). The ship’s captain is generally required by
the ship's anticles (pp. 71-721 1o give the crew double or quintuple pay, as appropri-
ate, for entering an Amber or Red Zone. GMs ~h<|u|d mike cl arn their
hazard pay by exposing them to add | ps. expenses and outright disas-
tegs. Worlds in Amber and Reil zones cin he exce

ent locations (or sdventure!

| Loading and Unloading

Successful free teaders know that o make money shipping freight, they need o
take it on al worlds where an unusually high demand for shipping capacity has dri
ven the prive vp. This is great for their marging, but it means that the starport will
fave an unusually large amount of freight moving through it 1f the demands on the
port’s freight-handling f get ton large, long waits can develop that threaten 1o
throw all affected ships off schedule.

Competition in the
Shipping Industry
[Continued]

Another rule is net 1o compete on
price, if al all possible. Price compesition
maturally lowers the price that 2 company
cun charge for'a product or service. Rather
than competing on price, lines Iry Lo com-
pete on service and guality. and by nurtur-
ing bong-term relutionships. By emphasiz-
i these elements, lines hope 1o offer
something special w thedr customers and
thereby make them less price-sensitive, Of
course, this only works because lines hive
1ge over Lramps and
witheut pricing them-
selves out of the market, Price discaunts
muy be nllcr\'\l o customers through
annual 1 scount coupons for
future -.Iupinng. or eifer ||h..k||~ a2

on a
This strategy reduces the volatility o
line's prives and volume, nilers
greater customer boyalty that help sus-
tain a company through brief market
downturns,

The Market Leader

When an increase or redug
capacily becomes necessary, it can be
sceomplished withiut a price or trade war
through a form of implicit collusion hand-
ily eoordinated through the business press.
The rule of thumbs is that the line with the
largest market share - the mariet feader

iddes when un adjustment i i
neeessary abong @ rowe or in ey
der then makes o public anneuncement
its own adjustments, and other comp
mies are expected to follow suit
instunce, il the beader announced o 0%
expansion on a route, other lines could
expand by 10% without alarming their
competitors, Likewise, if the keader decid-
el that profonged downum warranted @
capacity reduction awl ansounced a 10%
cutback, all other lines would be expected
weomply.

il e

Comitiniipead ot et p

The cost of departing from schedule is greatest for liners, with
their predetermined and interdependent route schedules, so they
will almost always be serviced fiest. This leaves tramp ships at the
back of the line, and free traders will likely be behind any larger

Iraimps in port, Since anc of the first rules ol the shipping business
i this has the potential 10 put free tr aders in a
very costly position, A hig hi-handling rate does not always
reflect a long wait for [¢ th handling, though - it can also result
from a shortage of ships,

If a port is congested (GM's decision), use the table helow o
resolve the situation. Otherwise, freight can wsually be loaded or
unloaded with anly a bricl wa
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Competition in the
Shipping Industry
[Continued]

Companics that buck the diciaies of the

rmarkel risk retaliation by price or
trande: Coardination arsund the lender
throagh public annoancements s benefi-
for all competitors in an area because
it allows them to take collective action
that is in their mutual best interest, Tl
leader has the privilege of making (he
decisions and enjoys the st benefits
from couperation {sinee it has the greatest
market shure, bui it also shoulders many
of the costs, The burden of conducting o
price or trade war fulls mainly on the mar-
ket leader, others are understandably
reluctamt 10 join in unless ahselutely nec-
essary.

OF course, few muses or regions ire so
clearly covrdinated. There may be more
than eme company that believes it bas the
right t¢ make certain decisions. For
instance. & company that has the largest
share of a subsector™s freight might iry o
control what goes on along a key feeder
route where il does not lave 3 majority. 11
the company that deminates the feeder
route shjecls, o price or teade war could

break cat,

Comtintitedd 0 Nexs pge . . .

Freight-Handling Time Table [(Roll 3d)

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

1-3 Try again in 3d=d4 hours; add +2 1o subsequent rolls.
4-6 Try again in 3d=3 hours; add +2 10 subseguent rolls.
7-9 Try again in 3d=2 hours; add +2 1o subsequent rolls.
10-12 i add 2 1o subsequent rolls.
1315 d +2 to subsequent rolls.
16-18 Try again in 1d hours; add +2 1o subsequent rolls,
19+ Your freight will be unloaded immediately,

There are several wiys to improve one’s place in the queue:
Work the svstem. A successful Administration roll

ure gives
Bribery, 1f the merchant agrees 1o p
Cr25four exch (a crew consists ol 2 10 6 handlers), he may be able o secure their

mfrn 1o bribe helps; a successful Au.l Knowledge (Pmu
an the influence roll gives +4 on the next freight-han-
time roll; critical success gives +6. Failure means the bribe is accepted but has
no effect. Critical failure means the bribe is rejected: the merchant has -6 on his next
shi-handling time roll g 15 reporied o Starport Authonty law enforcement.
Forgery, Even more devious is to forge a work order. Roll against Forgery s
means a believable forgery: the next freight-handling 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.

Act chumy. Convineing the freight handlers or their supervisors that you
e a hln.ak can hL'Ip smooth lhm s over. A wﬂ.‘::-.-.l’u] C.uuuﬂnu ar Sex -’\ppul
3 ure has
ull o hum u drink or seduce
someone in a busy office or tlnvk, this tactic wll only work if the merchant can find
the right people outside of their work environment (GM’s decision).

Do {1 yvewrsell, Merchants are always free to load or

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

Getting Paid

A trader must show that he has fulfilled the werms of his
cantract in order to get paid.

First. all shipments must arrive at their destination on
time. Shipments contracted on the freight spot market arc due
one week after the day they were auctioned. plus 10 days Tor
two parsecs of distance, Late shipments suffer & 10%
decline in payment per day lute, with decreases being applied
successively.

Example: A one-delay would pay 50%; a two-day delay
would pay 9 of Y0%. or 819%; a three-day delay would pay

G050 of thar, or T3%, e,

Second, the merchant must satisfy the terms of shipping,
as determined under Cargo Types and Lot Size (p. 25) and
defined in Chapter 4. It pays 1o read the fine print: If he has
d 1o act as the seller's agent in a DFD contract on a TL4
world, he may find himsell having 1o haul freight overland by
mule train to the buyer to fulfil his contract!

Once all of the contract conditions have been met. the
trader takes the appropriate paperwork (hill of lading. customs
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ments, warchouse receipts, ete.) o the bank, As the seller’s agent, he will first
have 1o submit documentation on behalf of the seller and clear his payment. Once
done, the contract accompanying the letier of credit will instruct the bank o
its terms have been met and the paperwork is in order. This is
tration, Law or Merchant skill {or default). Failure simply
cates that the merchant has neglected 1o bring a document or have it properly
‘completed and will have 10 ry again later. Once the paperwork is taken care of, the
bank will pay the merchant what he is owed, either in cash or via a funds transfer
App. #6-47) 10 2 bank clsewhere. i

SUBCONTRACTING FREIGHT

A merchant will sometimes end up with o contract that he wants to get rid of,
panticularly one lor a distance of several jumps. Perhaps he has spotted a hener
meunhy elsewhere, wants to go chasing oft on an adventure, or cannily believes
that he can make more money getling someone else 1o do the job, Subconiracting
freight is perfectly legal; the big lines do it all the time when a customer wants 10
ship something 1o a destination that they do not service, Rather than risk losing the
customer, they ship the lot as far as they can, then hire someone else - perhaps a far
trader — 1o take it the rest of i The only restriction is that the lot has 10 be
ket together as a unit, Splitting it up and sending it with several different ships is
oot allowed.

Auctioning the Lat

When a shipper wishes to subcontract a lot, he rgo brok
g the lot using the same procedure that was used by the
hroker who contracted it to him in the first place. This means that be will have o go
1o the freight spol market and open bidding 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 opportunity o review the papers of all ships that wish 1o bid
o the Jot, The GM can introduce an entire cust of scruffy ships and captains at this
point if be wishes.

To find the winning (i.e., lowest) bid, determine Current Price using the Current
Freight Rate rules (p. 24, then go directly w0 Placing the Bid (pp. 26-27), roll vs,
Merchant skill and consult the Final Price Table. Read all “Failure hy” resulis as
“Suceess by and vice versa; the result shows the price the merchant must pay o
have ancther ship carry his lot of freight. Once bidding is opened, the merchant must
weeept the final price determined on the table: he cannot withdraw the lot, He can
start the bidding a1 @ maximum price, but if the table gives a result i

e W

andl

ater thun this.
it means that no one was willing to bid on the Jot st that starting price, Another
atternpt cun be made the following day.

Arranging the Subcontract

Writing a freight subcontract can be done with standard forms available at any
starport. Roll vs, Law skill. Only u erit lure will result in a contract that the
subcontractor can tuke advantage of, 17 this happens. the GM should make a loyaly
moll (see p. B2OL IF the result is “Bad™ or worse, the subcontractor will iry to take
the original contractor’s payment for himsell when he reaches the Treight’s destina-
tion, The victim’s enly recourse is w go 1o the port where the reight was ultimately
defivered and iry 1o convinee the Tmperial Shipping (nn:nnmum,r {or L,quw.:h,nn
that a lien should be placed st the offending ship. Even if this is successful. it
could take weeks or months to see payment — i payment is made at all, If he wishes,
the victim may hire lawyers or bounty hunters o pursue the offender,

Getting Paid

Onee the contract is completed and the freight successfully delivered, the mer-
chant will have a payment on one world while he is on another. Getting that money
to himsell o his bank can be tricky: see fnrerstellar Financial Transaciions (pp. 46+
47).
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Competition in the
Shipping Industry
{Continued]

Government Intervention
The lmperium’s dukes are keenly
aware of the impostance of shipping 1o
their local intersiellar coonomies — and of
importance of thess economies o their

limes that ¢
amid passen

ihe ajority of all fre)
r traflic. These lin
ully by the local dukes 1o
ensure that they are mot enriching ther
selves ton greatly at the economy's
expense, As the ullimate conduit of nearly
all interseellar treale, the shipping lines are
subject to o great deal of scrutiny,

The Imperium’s antiteust laws are as
vague and discretionary as its rubes of
Almuost anything that the boecal authorities
believe 10 be a theeat 10 free trade can be
acted on. By the same token, the shipping
lines can el away with all sors of things

— inchading murket-leader coordi
and trade war against new entrants —
they din ol push things toa far, In prac-
the subsector duke and the local
istry of Commerce officials are lkely
e overlook miner collusion er under-
standings s long as they do not limic the
Nevw of trade, IF the authorities decide that
the operations of certain lines are restrici-
ing free trade, though, they have any nus-
ber of official and unofficial means at
heir disposal o gain complisnee . _ .




Special Handling
Characteristics

Rinkazard: This cargo is a threat to
living things. [t may be poisonous, infec-
tious or mutagenic. Deviation from the
cargo’s narmow environmental paramcers
can have effects ranging from loss of the
cargo o sutright er. 11 the seal on
any ol the containess is broken, personnel
in the anz nsay need immediate medical
antention and may be subject to quaran-
tine, Mishaps en moute must be reported
immediately to the port authorty upon
arrival in the system. The ship and person-
nel will then be required 1o undergo
e ination procedures, and may be
subject 10 quarantine or even refused per-
ission o dock!
arrasive; This eargo is hazardous,
and needs special comuiners o prevent it
from doing corrosive damage Lo cargo
handlers, their cquipment. the ship. ete. IF
1 om iy of the containers is broken,
e will result: structural o syslem
damage 0 the 5 respiratory dam;
crew and passengers who inhale canstic
gases, or bath. Typical of strong acids and
Basass, and powerlul solvenis.

Explosive: This cargo is hazardous:
extreme heat or heavy shock may cause it
10 explode, Heal from a burning Tamma-
ble cargo and damage te the carge hold
during a starship banle are examples of
the kinds of conditions theat can detonute
an explosive wo. Even a heavy jolt
ie from o rough landing) may be
enough 1o canese an explosive cargo o det-
et Inertial compensators can mitigake
this problem, but you never kiow when
s 05 Fese will Blow and wipe oul a
MOS0 starsip.

Flummable: This carge is casily sel
I anything that could ignite it enters
rgo hold (e.g., sparks [rom an elec-
short, lnser-weapon fire), the cargo
burst inte Mames, An obviows wiy b

vacuum, which would effectively snufl
out the fire, Many captains wisely nefusc
o carry such cargo, especially if they ane
also carrying cargo tel is ot impervious
0 i,

Comtinuned ol next page . .-

FreEicHT RATE SPECULATION

The future movements of freight rates are of considerable importance to free
wraders and brakers alike. who are constantly trying to outguess the markets on the
various worlds in their region. To help them manage this risk arious means have
been developed Lo predict future rates and lock in prices in advance.

Predicting the Future

Every free trader would like to know what the freight rate-will be at a possible
destination world before he arrives there. A string of up markets could eam him
quite an easy profit, while a string of down markets could mean coming up against
bunkrupicy.

Part of the job of predicting the future has already heen done for him by bro-
kers efforts to line up ships ahead of time. As brokers compete Lo sign up tramp
ships to retum a few weeks hence. when they think that the freight rate will be high
or they will need extra capacity. the collective prediction of the brokers and ship
captains about what the price will be that week is revealed through the prices they
offer and aceept. This prediction is called the consensuy forecast (see p- 3n,
because it is made collectively by all of the players in the marketplace, How easy it
is 1o get this information depends a lot on the port and the trader’s current proximity
o it

If & merchant is trying to get information about the future price at a port hat he
is in. then his task is rather simple. Al ports on a Main Route, he need merely con-
sult the price an the freight futures market (p. 32). At ports without enough trade to
have an organized freight Tutures market, all he needs 1o do is call a few brokers and
tell them that he might be interested in sclli freight futures contract: the prices
they offer will tell him what he needs w know.

If a trader would like to learn about the future price al a port he is considering
visiting. then his task is somewhat more difficull. For a port on a 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 to know what brokers were offering for
freight futures, This usually means a fellow free trader.

To get a rough estimate of the number of free traders that have arrived from a
given destination world in the p . divide the average volume of freight avail-
able 10 free traders for that destination by 10. The identities and origins of ships in
port are freely available from the port autharity. Hunting down the captains or purs-
ers of these vessels at their ships or at a port-side hangout is the hest way 1o get the
desired information. Calling them on the phone or leaving 4 message is casier, buta
response is much less likely.

Finding such a person in a big port can sometimes be a problem, To find a free
trader from a particular de tion world, the merchant must roll against Arca
Knowledge (Port City) with the following modifiers: -2 x WTN of the world he
on, BTN (round down) of the trade route he is interested in learning about, -1 for
each free trader from that destination already found. Suceess means that he has
found someone: failure means that he must continue his search. Each attempt takes
30 minutes.

Onee the merchant Tocates someone who can help him, he must
try 1o get the information he needs. Trea this as a request for infor-
mation (p. B204), Roll at 42 if the NPC in question has Code of
Honor (Merchant), -2 if he is Selfish. and -4 il the merchant doing
the asking is being tight-lipped with information about the last few
ports he has visited. A phone call or ather message gives an extra -3;
a result of “Poor™ or worse means the age is ignored. On a
“Neutral” or hetter reaction, the NPC will volunteer information
about the last port he visited and any other ports that he might have
learned about.

Of course, a local Contact in the shipping business can be used
to get this information instead.
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Consensus Forecast Freight Rate

The GM can find the consensus forecast on any freight rate up to four weeks in
advance by using the Current Freight Rate rales (p, 24) with a few modifications.
First, determine the acreal price for the weeks of interest. keeping track of all four
dice of the Price Roll (the form on p. 40 is helpful here). Once the actual price is
knewn, find the consensus forecast by making a second Price Roll that uses the first
o dice rolled for the actual price but which replaces the second two dice with a
mew 2d roll. Use this second Price Roll 1o calculate the price for the forecast. The
use of two frue dice and two false dice represents the mixture of insight and errpr in
the forecas

Example: If the GM rolls 2. 4. 3 and 6 1o determine the actual price for next
week, the actual Price Roll is (2 + 4 + 3+ 6) - 14 = 1, The forecast Price Roll uses
2.4 and 2d rolled to find the other two numbers,

When calculating the ffrst price in a forecast price series (Le.. onc week in the
future). use the actual Current Price as the Last Price. Subsequent caleulations use
the consensus forecast price for the previous week as the Last Price. In this way,
mare distant forecases are based on less distant ones, ’

I the merchant wants o check on a consensus forecast that is still in the future
after 1 week or more has passed, the forecast should be updated o reflect what the
aeinal price was for the weeks that have passed. To do this, recalculste forecasts for
weeks still in the future, using the actual price for the Last Price in the equation.
Thus, the consensus forecast is constantly updated as new information becomes
available.

Since communications are limited (o the speed of jump, estimates about prices
at other ports will afready be one week out of date for every two parsecs, or fraction
thereod, between the two pors, The only exception is when both worlds are Main
Route worlds. I the worlds lie alon { imates are a week out of
date for every four parsecs, or fraction thereof, between them. This means that con-
sensus forecasts are only really useful for ports four o Rwu parsecs away for most
free traders, who have jump-1 or jump-2 capable ve

Market Analysis Forecasts

Market Analysis skill (p. 103) can be used 1o refine the con-
sensus forecast, This involves gathening as much information as
pussible ubout all the pluyers in the market — tramps, brokers,
lines and exporters — not only for the world of interest. but for
the worlds around it. This reguires access to business news and
same archival material, The TNS (p. 52) or similar news

Special Handling
Characteristics

[Continued]

cial enva
erly preserved during

ps i
1t st be \III].pLIJ appre
il the shiclding is breach:
will depend on the natre of the
are lell entirely up 1o the discret
GM

n of the

REXT parge - .

cin provide this information.

To refine the consensus forecast, the GM rolls against the
unalyst's Market Analy kill in secret. This roll is at -4 per
week the prediction extends into the fulure. An analyst with
Area Knowledge of the destination world gets +1 at level 12 or
betier, +2 at level 20 or better. Ref the forecast reguire:
least one full day; cach additional day spent in research
+1, 10 a maximum of +4,

Suc means thut the analyst gene
ing to the rules for Consensns Forecast Freight Rate
using firee true dice and only are false die;
means that his forecast is totally accurate and is the actual price.
Failure means that he does not feel confident enough w improve
an the consensus forecast, while critical failure means that he
comes up with a terrible forecast that includes ne true dice: all
four dice are false! The GM should not tell the player whether
his forecast is the result of a success, critical success or critical
failure,

ves

es a forecast accord-
thove.
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Special Handling
Characteristics
[Cantinuad]
Raetiowrerive: This corgo is hazandous.

sealed aid
ul on any of

and must be stored in spe
shielded containers. 1T the
e containers is broken. radiation damage
10 mearby lifie Forms is sune L resull,
Viltwanfle: The carge is wnusually valu-
aible, and reguires additienal security mea-
sures bodh in port und en route, Tts owner
iy demad thal the ship be armed o his
satisfaetion, ad may plice restrictions on
thie route dsal the ship can follow o aveid
dangerous systems, He may also insist
that the shig pest ne advanee potice of s
route, Tarhidding any sdvertising ahead of
the ship's arrival for the purpases of
allrsct reigh. passengers or buyers for
spec e tracle goods. The actual credit
amount that makes a carge qualify os
“valuable™ ultimately uLpLuds on laow
cantions the owner is, but a useful rule of
by is MCr Lidion.

Refinements to the consensus forecast are subject o the same time and distance
Timits as the estimates themselves. This means that refining an estimate for next
week for a world one jump away is making 2 prediction e weeks into the fuius
(one week from the present, using week-old data). Each estimate the analy
attempts to refine requires o separate skill roll. Thus, refining the forecasts fora
given world for the next four weeks requires four rolls. Those who obtain their own?
forecusts (regardless of bow good they are) should update the consensus forecast for
weeks following their forecast using the procedure under Consensus Forecas
Freight Rase (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 My publicly available, or available for a small fee (GM)

option).
” The GM should secretly roll versus the character’s Economics skill, at -1 per]
week the prediction extends into the future. An economist with Area Knowledge of
the target world gets +1 at level 12 or betier, +2 at level 20 or better. A prediction
reguires at least one full day; cach additional duy spent in research gives +1.
maximum of +4,

Success means that the forecast uses two true dice and two ful
m that o successful Economics forecast is no better than a cons
but remember that there is no consensus forecust more than four w
future! Critical success means three true dice and one false die, Failure means one
true die and three false dice. Otherwise, Economics forecasts are handled the same
wiy as consensus and Marker Analysis forecasts,

Freight Futures Market

Buying and selling contracts for tramp freight occurs on the freigii foines mar
ket This is identical 1o the freight spot market, except that trading is in contracts i
haul freight at o future date. Like the spot market. the futures murket can be as much
a concept as a place, Tt could exist electronically, in a designated room, or merely as
the ¢ ¢ autcome of many phone calls.

Thc lulum market only springs into action when the liners are filled to capack

lurly purti pnlc in lhn_ Iull’hl fuluru or '.pul rmukﬂs,

ec

Cownpetition in the Shigping Indusiry, sidebar, p, 24),
Omee the liners have filled their holds. the broker:
ships 10 haul freight on weeks when they
liners. Some brokers wait until they need capacity, then put everything on the freight
spot market and take their chances. A somewhat less risky tactic is to try to get
tramp ships that are in port 1o commil W returning some number of weeks in the
Tuture 1o haul the broker's Treight at a fixed price. ]
Tramps agree 1o such 1o g h Ives a price and cargo for)
that week. In particular, traders who h<|u, made [hur awn price hm:wms may
believe that rates in the future will be lower than the consensus estimate, and
they would be beter off locking in the higher rate.
A teamp ship that agrees to carry a certain amount of freight from a certain ori--
gin world in a particular future week and for a specified price is said 10 be selling &3
futures contract. The broker on the other end of the deal is said 1o be buying &
funeres contract. Buying and selling futures contracts is handled in the same way a
buying and sclling spot market contracts: see Placing the Bid (pp. 26-27) and’
Anctioning the Lot {p, 29),
The liners” holds are full and the futures ma s open on any week in which
the consensus forecast price would lead o a free trader freight volume greater |
zero, esing the procedure for determining volume outlined in Curvens Freight
Virlume {pp. 24-25).
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SENGER SHIPPING

features of the freight business are present in the passenger bu
well, and in a fairly similar form. Many of the lines that maintain
freight-shipping networks also maintain facilities for handling pas-
Pussengers who have purchased passage on discount liners some-
even claim that they were treated like freight. although most passenger
are quite comfortable,

The competitive dy af the business are much the same
those of the freight business (see Comperition in the Shipping fndustry,
P 243, but the intense price competition is muted because lines are
r able o differentiate themselves through the level of service and com-
they provide, To a businessman shipping freight, any two ships that can
et his lot 10 its destination on time are functionally identical. If the same
man 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 passengers will have to live aboard ship for weeks, the envi-
roament must be one that they find agreeable. Some lines compete by offer-

ing luxurious staterooms and endless amounts of rich food, while others woo
passengers with an Li]h.lcnt work environment and minimal distractions. The effect
ity of travelers and the degree of direct competition
is important (o free raders because the higher margins enjoyed
by the passenger lines teanslate into higher margins for free traders as well,

Fassenger Brokers

There arne people who call themselves “passenger brokers,” but most of them are
known a5 “travel agents.” They may work for the same firm as cargo hrokers, and
iy even be the same people. Many hmhr:z!,l:\ E
far their customers, who likely have both [
lurge worlds, more specialization is possible, 3
only particular kinds of passengers.
Regardiess of how they are organized, travel agents play a crucial role in the

engers, like most freight. ravel on a ship-
p do so because they are looking for a bar-
gain or hecause they cannol wait for a space to open up on a liner,

Travel a don’t just help passengers find a good deal, they also inspect the
quality of the soned travelers have at least
ane borror story about pussage aboard a tramp a surly crew, filthy guarters, had
food, ominous mechanical sounds, el Such e pu:m_nu_\ tend 1o n.IlmI |murl) on
travel agents, so most agents
passengers this way, Agents ofl on an imp.:ct
will suggest it W their customers, Passengers who pre
wsk 1o take o ook at the accommaodations before paying. Those who don’t are ofien
people who huve a powerful motivation to get off-world in a hurry .

instay of most ramp ships, including free raders. As a result,
tramps \h! o readily respond 1o the price signals in the passenger market and act 1o
smooth gaps i supply like they do in the freight market. Some ramps specialize in
passenger service, but the low volume of passenger traffic relative 1o freight trafl
mukes these uncommon. The role of iramp ships in passenger travel is also limited
by the Fact that the lines can compete on grounds other than price, which n
casier for them 1o grab a er overall market share without inc
price or trade war.
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Unfamiliarity
Penalties

erchants who are unfamiliar with
M the world on which they are doing

business are al a disadvaniage
wntil they re out the guirks of l|! i
world and its inhabi
iar with a world |
ahility o judge market conditions. o Cair
price or even who is trustworthy,
wal practices on worlds in the
mainstream of Imperial sockery are very

alike, but as one travels further oug
o bocal practices diverge funlher
from the Imperial morm. Use these unfa-
ty penalties when the unfamiliar
workd is:

O a Main Route .,
On a Feeder Route
A Backwater, .
A Fromsier. ..., ;
A Bverleuiworted .o
A mon-lmperial
frammcart workd. .
An alien world

Use the fargest applicable modifier
Area Knowledge skill for the planet m
Bevel 12 or better (even if a default) will
eliminate these modifiers. See p. B43 for
more on familiarity: see Chapter 5 for
muore on skills and their unfamiliarity
penalties.




vide u
when doing business on their world - if
they choose 1o A ful

That said. passengers represent a potentially lucrative sideline for free waders,
Since the volume of passenger traffic is largely unrelated o the volume of freight
traffic. full voms and low berths can sometimes help compensate for an empty
hold. The ability to ranspon technicians as well ir pear. or animals as well as
their hundlers, can also be a selling point with some customers,

PassenceER TICKET PRICES anD
AvAaILABILITY FOR FREE TRADERS
Average Passenger Ticket Prices

The lines, brokers and tramps of the passenger business work effectively 1o get
T gers (o their destinations at petitive prices. These prices depend on a host
of factors thal vary from route to route and week to week. The followi
average prices, inasmuch as average prices can be said o exist at all:

roll against the Frequency of Assistance of
replace any Area

e when doing busi-
anct.

points fo par-
chase o Comtier with a given skill than 1o
by the skill dsell. The dissdvantage of
Comtacts is that they are not always reli-
able or available. Free tradess wavel con-
stamtly, but Contacts on o world are only
likely o be able on that woeld — or at
51 in the same system. 1 the mercham
5 access 1o his Contact’s know-how
when he is in 2 different system, he is o

P g Average Price/Parsec/Passenger

Free Trader Liner Express [J-4)
High Cra.so Cra 000 Cr6,500
Middie Crl.750 Cr2.000 Cr5.500
Low Cri7s Cr200

Prices ure broken down by high, middle and low passage. On the lines, pre-
ferred customers or those who buy far in advance of the Lo-week mark can expect 2
discount of up to 10%, Most liners are jump-3, but are often constrained by asirog-
raphy w follow jump-2 routes. Liners can afford luxurious facilities aboard ship
even for middle passengers, because their advanced hooking keeps their staterooms
full and their short port stays keep their ships in jumpspace where they eam money.
Free traders often spend a full week in port gathering cargo and p 5. hut pas-
senger liners spend an average of only two days in port before depanting.

Average Fassenger Volume

The volume ol pussenger traffic between a given pair of worlds can be deter-
mined using the rules under lnersieliar Passenger Traffic (p. 17). The average num-
ber of pussengers #or already committed to the lines, and
thus available w free raders, can be found by consulting
the “Passengers/Day” column of the table on p. 17 and
following the instructions for interpalating within the
ranges. Record the average passenger volume for cach
world in the pair for future reference.

Unlike the other columns on the wble, the “Pass-
cengersDay™ column does not reflect a straight relation-
ship between BTN and the number of passengers av
able to free traders. For BTN < B, there is o scheduled
service of any kind, and free traders and (possibly ) subsi-
dized ships are the only source of intersiellar transporta-
tion. Al this level, all p rs are available to free
traders. For BTN 8 (o 8.5, scheduled service is available
aboard small freighters that aren’t much big
crage free trader, The passenger facilities of these ships
are nol superior 10 those of free traders, so they are not
strong competition. For BTN 9+, dedicated passenger
liner service exists, which crowds out the free traders'
murket share.

Current Passenger Ticket Price

The procedure for lnding the current passenger ticket
price is similar 1o that for finding the current freight rate,
Use the appropriate equation for Current Price given
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Freight Rate (p. 24) — the first equation for an initial price. the second
ng futer prices — but take Average Price from the table under Average
Ticker Prices (p. 34) and remember that all prices now refer 10 passenger
s, nod freight rates.

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

Like: the similarly named v.mahles used for freight rates, Volatility and ch:n:-.s
customized (see Price Series, p. 36). For most passenger ticket prices, use:

 Price Yolatility = (.02 = Average Price
Price Regress = 0.2

The Cument Price for passenger tickets is the price that passengers are willing
uy per parsec for their journey. This is the same for all destinations from a single
subject to the difference in Average Price for the different types of passenger
ice described under Average Passenger Ticket Prices (p. 34). Once Current Pna‘
nown, it s necessary 1o d ine how many p igers are available.
ed 10 as the Current Valwne,

ent Passenger Volume
Current passenger volume can be found in much the same way as current
ight volume. Use the equation you prefer for Current Volume under Currens
ght Volunte (pp. 24-25), but determine Average Volume as described under
verage Passenger Volwme (p. M), use the Price Roll tha was used 1o determine
nl pussenger lickel price. and remember that all volumes and prices now refer
passenger volumes and ticket prices, not freight volumes and freight rates. As
ual, Volag and Regress can be customized. For most worlds, the values below
will be appropriate:

Volume Volatility = .25 = Average Volume
Volume Regress = (1.2

Passenger Availability by Type

Tio find the numher of passengers seeking passage by ticket type, roll 1d-1 for
each category (low, middle, high). starting with low, and subtract the result of each
ol from the number of passengers remaining. Repeat as necessary. If a large num-
ber of passengers is available. the GM can save time by rolling more than one du: a
1 time or just le he ship take on wh T mix of p its
fer.

Negotiating the Ticket Price

After determining the number and 1ype of passengers. the actual ticker price
anust be negotiated. The price caleulated under Curvent Passenger Tickes Price (pp.
34-35) is the fair price. To see how good (or bad) a dcal the ship's purser can wran-
e, roll against Merchant skill with the followi

Purser has Savoir-Faire (Servant): =1 at 11:‘vt1 12, 42 at level 20 or beter,

Nosvade vowte 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.
Al the 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
oF con artists, pood or bad credit risks, but taking on these kinds of passengers is
ane of the things that lets free traders compete with the liners.
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The Freight
Spot Market
he freight spot market is an
much a5 a place, and o ubi
Teature of the ramp merchant”
On some worlds, it s an electronic

quietly over the port’s public computer
metwork. of with a lot of shouting and
arm-waving in a pit, or one day o week
under a certain ree. the spot market is |
where ree traders come 1o il their cargo
hodds with freight. Whatever the market's
physical manifestation, o few truths bold
awross e Imperium,

Firss, anyone who wishes to bid on a
particular 1ot of freight must present his
bona fides 1o the shipping agent who is
placing the lot, before the stam of bidding.

Nexl, the agent has the right 1o bar any
ship from bidding on his kots if he decms
in unsuitable for any reason; in Tact, some
agents will enly deal with ships or mer-
chams that they're familiar with. If the
cargo is particularly valunble or sensitive,
the agent can ask 10 inspect the ship and
the backgrounds of her crew, He can ask
anything he wants shout the ship or her
crew, but be canmod ask for any service or
payment in return for allowing a ship to
bid — this violaies Minisiry of Commerce
segulations. This is mot 1o say that bribery
never happens, only that it is not officially
allowed.

Finally, whether the bidding is con-
ducted elecironicully or in person, i
apens w0 that everyone is aware of whe ix
badding and for how much. Bids start osit
at the rate set by the shipping agent and go
down as ships compete carry the
freight. Once the bidding is complete.
arrangements for payment and loking are
e,




he Current Price equation (p. 24) can
be used to model nearly any price
serics. The (4d-14) Price Roll pro-
duces a number varying from +10 0 - 10
in u "bell curve™ distribution centered
around zero. This means that values near
the extremes (+10, -10) ase far less likely
than those ear the center {0,

Velutility and Regress serve as “con-
trol variables.” Volatility controls how far
the series’ values can move from their
lomg-term average in a single period, It
needs 1o be scaled 1o the magnitude of the
series” bong-term average. The freight rae
series uses 25% of the average rate for
Volatility. This keeps the series within
0% of the avernge most of the time.
Ruising or lowering Vo ity will vary
this sccondingly.

Rc[.resﬁ controls the endency of the
series Lo returm Lo its long-run average.
When Repress = | the
itsell afler
nothing more than randem variations
about the long-run average. When Regress
, the serics has s tendency o retum o
its long-run nverage amd can wander off
toward infinity in either direction. In
between, the series has high and low
trends thut persist over tme. but still stays
in the neighboshood of its long-run aver-
age. Experimentation can give the GM a
good feel for what values will give the
effect he s looking For,

To introduce mare prosounced inends
into a price series, the OM can use the
system 1o track the per-period change, or
aefur. The © series syslem produces a
string of positive or pegative nambers that
are related across periods. To have
strenger trends, the owiput of the series
cun be comsidered the delia of the real
pwice. Por instance. if the series equation
outpul ks a %, the delia would be said io be
S anel the real price would increase by 9%,
The Tong-ran average of the series woukl
b set 0 the real price’s long-run growth
rate. This modification s uselel for prices
or viber munthers that increase or decrease
over time,

The price series system is included o
madel the movement of freight rates and
ticket prices, but it has other applications,
If the players want 1o speculate in groat
hides or lanthanum, the GM can set up
price series and let them buy and sell.
Remember that roleplaying is about
adventure, though. Playing the commudi-
ties murkets ean be exciting in the real
world, but can easily degencrate into
“roll-playing” at the game table, For this
Teason, the GM shoald feel free 1o into-
duce new conditions or competition if the
players begin to develop a fixation on
financial speculation to the exclusion of
real adventure.

Subcontracting Passengers

A trader with a contract to carry passengers may wish to head off in an
unplanned direction. Passengers who have not yet arrived at their destination can be
subcontracted; the procedure is similar to that for subcontracting freight (p. 29), In
addition w paying another ship to take on their passengers. the trader must pay each
passenger 4 fee of 10% of the remaining cost of his voyage, based on the per-parsec
rate of his orginal ticket.

Passenger Ticket Price Forecasts and Futures

Merchants are free to forecast future ticket prices if they wish, but there is no.
futires market to sell contracts on or get a base estimate from. Economics forecasts
are not affected by this, and are conducted just as for the freight market (p. 213
Market Analysis forecasts are affected, because they must be made without the ben-
efit of an active futures market.

T create a ticket price forecast, roll vs, Market Analysis skill using the maodi-
fiers under Marker Analysis Forecasts (p. 31). The difference here is that a forecast
is being created, not refined. Success means that the analyst creates a forecast per
the rules for generating consensus forecasts (p. 31). using one true dic and three
false dice; critical suceess means that the forecast uses two true dice and two False
dice. Failure means that the analyst does not feel confident enough to make a fore-
cast, while critical failure means that the forecast includes mo true dice: all four dice
are falve. As for all forecasts, the GM should keep the result of the skill roll secret
from the player,

SpPECULATIVE 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 all speculative traders
must overcome. Every trader must ask himself, “If this is such a guaranteed success,
why hasn’t anyone else done it before? Worlds that are elosely linked by existing
trade ties are likely 10 have exhausted all the best trading opportunitics, Systems
with little or no contact are better places to look for unexpl pues for trade.

The rules below follow the logic that the most obvious ling opportunities
have already been exploited, and that finding new ones requires some work. Free
traders will have to subsist on their revenue from freight and passengers, but clever
speculitive trading can bring in a handsome bonus.

Finding the Goods

The aspiring trader must first find something worth trading. Populous, high-TL
worlds have more to offer, but also tend 1o have larger, more sophisticated business-
es that can cffectively engage in interstellar trade on their own, Such worlds get
more attention from large, off-world trading companies as well. Thus, it is difficult
for a free trader 1o find worthwhile speculative trade goods on cosmopolitan, high-
population worlds.

For the purpose of these rules, speculative trade goods are considered “found™
only if they have some profit potential. To find such goods, the trader must roll
against the lower of his Merchant skill or Area Knowledge skill for the planet he is
searching on. This task takes one day, The merchant may substitute the Area
of a Contact, but must roll 1o reach his Contact daily in order 1o
"s aid for the day.

Maodifiers: -2 = the world’s WTN: +1 if the skill nor being rolled against (i
the figher of Area Knowledge or Merchant) is known at level 12 or betler, or +:
is known at level 20 or better.

Compare the result of the roll to the table below:
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ng Trade Goods Table

Swindled. Automatic critical failure

on the destination price roll,

Mo trade goods found,

1 bt of trade goods found.

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

If trade goods are found, determine the value of cach lo using the Origin Price
Next, determine how specialized the goods are using the Risk Table. Third,
It size on the Lor Size Table, Lasily, find the market(s) where the goods will
sell well = or poorly — using the Trade Class Modifier Table, then determine the
actunl modifier by rolling 1d-3 and assigning it 1o the trade classies) indicated (trade
classes are explained on p, 13).

Origin Price Table (Roll 3d)

Cr,000,000

; Crl00,000

(2] CrSi,000

i Cr20,000

18 Crl0,000
Risk Table* (Roll 3d)

High Risk

610 Mouerite Risk

118 Laow Risk

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

orlds withont any scheduled

w freight or passenger service are

called Fronsier worlds (sce p. 13).

Such worlds call for some modifications

10 the normal trade rules 1o account for
their unusual circumstances,

Routes with BTN = 6.5 can be handled
normally, but freight For all of the world's
ather trade partners (i routes with
BTN 6.5 or less) may be waiting for ship-
ping. Roll under the Frontier world's
WTN an 1d for a lot of freight to be avail-
able. IT this mll sucoeeds, roll again and
continue roll until a roll s Failed.
Deterniine lot size und characteristics por-
aually for each lot. Similarly. possengers
can be found by rolling under WT
and continuing 1o roll until a roll fails, For

ch success ml! IsI for the number of

The destination |<\r all freight and pas-
sengers will be the nearest non-Frontier
waorld, Once they reach
schedubed ml[ﬁ\ Ihl.} will be
pa
nearest non-Frontier world
freight and passengers waiting lor passage
ter the Frontier world. On the inbaund rip,
u ship can pick up additional freight and
passcengers by rolling against the Tromser
world's WTN, s outlined above,

Advance notice can be helpful l|n.
inhabitants of froatier worlds by allo
them e plan around the ship's arrival, h.u
every week of advance notice the ship
i bonus of +1 10 the freight
senger rolls versus WTN, 10 a
maxinmum bonus of +2.
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Passage Types

description of high, middle and low
A passage can be found on p. GTTE. It

can be considered broadly represen-
tativee of the wide variety of ways in which
these types of tickets ean be defined. On
et liners that have the space and
5 1o do se, middle and high passen-
gers are distinguished by the space and

lusuriousness of their respective Facilities,
the quality of the food and the ohse-
quisusness of the stewards. [t would be
imprssible for o free trader W devole sep-
arite fach

ilities 10 high passengers. Even
ding them with heter food would be
ally awkward, since all passengers
will likely be eating at one table.
Furthermore, the limited food preparation
fucilities on a free trader put 2 low ceiling
it the bevel of cuising they can produc
Someone used 1o what “high pass.

s aboard @ Gramd Princess
Ipfiegenio-class lusury liner would be
ppointed by what it means

mypress Marava-class Far trader.

get the best stte-
ncilities and food
Thl.\ also have a lu e
|Imh ance 0| o dion, Mididle passcnger:
et slateraoms, facilities and food of bess-
er gquulity than high passengers. In addi-
tion. they share o siateroom with another
ger, 17 two middle passen
ing wgether, they will be given the
se strangers of the
ceies will be assigned 1o
sheare a statercom if possible, Middle pas-
sengers receive a
allowance. Low Passengers spend the
Joumey in suspended animation, They are
given a e-dion lu; allowainee,

same room: other:

Sample Trade Goods

ame sample geods for use with the

peculative trade rules (p. 365 The
des next W the description of the
gounls make hardy reference numbcrs.

AR =+ Live Aninals

A0+ Mea & \ch.u I‘|\|l.|r.|I||>m
0200 . [
@30 » Fish (e.g., fr\'\ll Trazen. shellfishy
0 » Gruins

whles & Fruit

-
T, Tea, Cocos & Spices
O8O » Aninsal Feed
il laneaus r.dihl; Producis
Hides & Skin:

220 « Oil Seeds
230 * Rubber
24L1 Wl

250 « Pulp & Wasle Paper
‘extile Fibers

Contitnedd o et page .

Lot Size Table (Roll 3d)

38 Large Lot, 6d-6 dions
9-14 Medium Lot 4d-4 dions
15-18 Small Lot, 2d-2 dtons

Trade Class Modifier Table [Roll 3d)
35 De

i As, Va

7 As, De, Eo Ic. No, Va
8 R

9 In

10-11 None

12 Ag

13 Ri

14 Ni

15 Eo

16-18 Wa

The Game Master should always give speculative trade goods a name and &
description to make them more interesting. A list of examples is provided in the
sidebars startin page, but is intended as a source of inspiration, not 35
definitive catalogue,

If the GM prefers. he can ~pcuf)' the traits of goods by fiat rather than by
rolling dice, much as he would design an important NPC rather than generating him
randomly. The GM should choose values from the tables that suit the campaign
direction or adventure he has in mind. The resulting goods can then be assigned 1o
specific worlds with a view to moving the game in some desired direction. This
tends to lead to more interesting goods and better opportunitics for roleplaying.

Predicting Destination Price

Knowing that the goods are valuable on the origin world is not very useful,
Shrewd trade 11 iry to estimate the value of the goods on possible destination
worlds, There are two ways of doing this, both of which involve partial predictions
of the trade goods reaction roll (see Selling the Goods, p. 39), Save the results of
these predictions for the next step. Note that the prediction mechanisms below are
quite different from those used for futures markets.

The first method is a quick judgement call that relies on the trader's commercial
instincts and his knowledge of the destination world. It does not ta ke any time and
«can e repeated for as many destination worlds as the merchant de: s long &
he has Area Knowledge at level 12 or better for each one. Roll vs, the fower of
Merchant skill or the appropriate Arca Knowledge skill. Success reveals one die of
the trade goods reacti critical success reveals two dice. Failure means the
trader draws a blank, while critical failure reveals a falve die that isn't pan of the
actual reaction roll.

The second method mml\cx Market Analysis skill. It is an attempt 1o build 2
market profile of the d tion world via a ive analysis of data on how sin-
ilar goods have fared on other worlds and how the destination world has responded 1o
ather goods. This requires a gre 1 deal of information. which can be acquired through
the TAS or any similar It is free o by
for a Cra0 fee per world. This kind of analysis is |||||L¢:anm|n 5
one day; taking extra time gives +1 per day. 0 a maximum of +4, Success lels the
analyst see one die of the trade gonds reaction roll; eritical suceess reveals two dice.
Failure reveals nothing. but critical a false die

These two methods cannot be combined 10 reveal additional dice and improve
the prediction, They are both trying to discover the same thing, and hoth consider
the same factors — just in different ways. They can, however, be used to confirm one
another.

THE INTERSTELLAR EcoNOmY




g the Goods

orlds with larger markeis are better places o sell speculative goods because it
e likely that someone will appreciate their full value. On the other hand, it is
eult 1o pet & good price if the origin and destination worlds have strong commer-

ling on the Trade Geods Reaction Table with the modifiers below, If reaction
were rolled as pan of a prediction atempt. do wor roll again: vse the results
the player.

~ Modifiers: +1 if the trader has Merchant skill at any level. +2 0f [or experr lm-l
{20 or better): +1 11 the destination hus WTN =4, +2 if WTN = 5: -4 if BTN is 8 or
urg; +Distance Modifier (p. 143, round down, If the destination world fits into one
trade classes determined under Type of Goods (p. 37}, apply the trade class
difier as well.

[Continued]

270 » Mineral Fentilizers

280« Metal Ore & Scrap Metal

240 = Crude Animal & Vegetahle Maserial
e.g., bune, coral, jvary, hair,
bamboa, bulbs, seeds, ball semen)

320 = Coal & Coke

\TD Petroleum & Petrobeum Products

tural Cias

sm * Organiic

520 = Inorganic Chemicals
=30 Dy & Culoging Malerials

ers, Polish & Perfume

240« Phastic Prosfuects fe.p.. papes. oses,
sheets,
390 » Chemicals, Other (2.g., herbicides,
explosives, Iubricants)

610 » Leather
620 » Rubber Mg, fe.g., tires, tubes,
fitings)
630+ Waod Megrs, (e g.. erates, bamels.
cwoad, shingles |

. (0. paper comdbond,

. le.g., cement,

Magstones, asbestos, bricks,
ceramics, ghisswane, beads, potlery,
Eenmlones |

A0« Tron e Saeel de.p. pipes, sheets, bars,
roals, alloys, rallway racky

Bl Nonferraus metals i Matinum.
copper, mickel, aluminum. lead., zine,
tin, tungsten. vanadium, banthanam

00 = Metallic M
contziners,
ool

maile. serews, hand
pawer toals, knives. locks,
- spengs. needles)

Traoe Gooos ReacTion TABLE

Result. Destination Price (% of Origin Price]*
Low Risk  Moderate Risk  High Risk
rous (0 or less) . T0% 2% L
ity Bud (1 10 3) B6% a5% 308
Bad (4 10 6) ey B35 0%
Foor {7 1w @) 9B% 955 LS
deutral (10 to 12) 100% 10045 1005
inod (13 to 15) 1025 105% 110%
Very Good (16 10 18] 1% 115% 130%
Excellent {19 or better) 1145 135% 170%

* The fair value on the destination world expressed as o percentage of the ori

Finding a Buyer
The actual selling price of speculative trade goods depends on the genuine value
of the goods on the destination world and the seller’s ability w0 find a buyer wha rec-
 ognizes this value und haus the means W cupiure it. The fact that the buyer knows that
Joka Cola would be a big hitis useless i he lacks access w the ma
bution channels he needs 1o sell it Those who do have access to the:
hiave more 1o lose than o gain i the product succeeds, The
- goads, like new machine 1ools, which often require an expe
manufaciuring process (o be of use, All of this is even more difficult for b
cinlized goods. Finding somebody whao is willing to pay a fair price for the gonds
-~ in be challenging.

price.
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chai
TI0 « G ... Fusicn, fission,
internal combustion, steam, wind,
hydra, propeliers, jel engines,
ekectric metars, hydrulic mators}
i

Engineering M "

vects. serapers, pike-diiversh

T Iexul; A Leather Machines i
sewing machines. weaving machines,
cutting machines)

T25 » Paper-making Machines

726 + Hookbinding & Printing Machines

727 *F

Tothes, deill, rinders, millers)
741 + Heting & Coaling Equipment

cchanical Handling Fquipment
cranes. fucklifis, clevatoes)
saon Equipment

748 = Transmission Shafis, Gears &
Flywheels

45 = Molas& Ginskels

751 » Office Machines

T3 « Computers

761 » Televisions & Ml\m

T62 « Radios.

T !mmnﬁ.‘.‘ﬁ"‘""“"'
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771+ Edectrical M.n:hin!r)‘lef..
Uses)

iranslormers, switches,

72 =+ Pringed Circuits & Semiconduciors.

773 » Fiber Optics
774 = Medical Iinaging Devices
775 » Household Appliances

T76 = Photographic Devices
TT8 = Baneries

781 » Wheeled Passenger Vehicles

T82 « Wheeled Cargo Vehicles
T83 = Vehick: Pans

TER = Hover Vehicles

T8 = Gravitic Vehicles

W1 = Railway Vehicles

792 = Aircraft

TUE » Aquatic Ships & Beats
E11 * Prefubricated Buildings
812 « Plumbing

B20 =« Furniture

B30 » Travel Goods

831+ Clothing & Accessaries
B50 » Footwear

860 « Sponting Gueds

870 = Sciemific Equipment
H72 = Medical Devices

BRI = Multimedia Entertainment
B84 » Filters

ERS = Watches & Clocks

BAL = Arms & Anmanition

#92 + Printed Matter

95 « Tays

RO« Works of An

807 « Jewelry

B8 « Musical Instruments

it skill or Are

To find a buyer. roll vs. the Jower of the seller’s Mercha
Knowledge skill for the destination planct, at -3 for Moderate Ri goods, -6 fa
High Risk goods and -1 per day after the first spent searching (the seller will
the most likely places first). Each roll represents a day of searching, and the se:
can go on for as long as the seller wishes. More than one person can search, but th oy
all receive -1 per day of searching, even if only one of them actually searched. The
Area Knowledge skill of a Contact can be used instead, but the trader must roll g
reach his Contact daily in order 1o enlist his Contact’s aid for the day,

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

Advertising can be used to convince buyers to seek out the seller, This i
resolved like a search, but the roll is against Advertising skill (pp. 102-103). Basic
advertising costs CriVday; every x10 spent gives +1 o the roll. Advertising is alsa
subject o a cumulative -1 per day, but is not affected by the -1 per day penalty
applied to a concurrent search (and vice versa). Only one advertiser can be used arg
time. Hiring an advertising agency costs (Cr20 x skill) per day, plus the cost of
alvertising.

On a success, a buyer is found and the goods can be sold at the price given by
the Trade Goods Reaction Table, Remember that in most cases, the seller will have |
to pay for handling and wharfage (for loading and unloading), clear the goods |
through customs, and pay any tariffs.

I the seller is absolutely unable to find a buyer, he can sell the goods to a local
speculator for half the value found on the Trade Goods Reaction Table, Finding o
speculator may take a day, but if the trader has been looking for a buyer for more
than WTN days, at least one will have contacted him already and offered to take the
goods off his hands. The speculator might even be the broker he hired to find a cus-
tomer!

GM’s Price SeriEs Recorp
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Average Price;
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Munaging money is a complex matter — especially in the far-flung interstellar
gavironment of the Third Imperium. There are risks at every wum, and specific meth
ods of doing business have evolved 1o manage those risks. Every businessman must
defermine how his business will be o zed, how he will acquire capital, and
which investments he will m.lLl. Each of these decisions can have a dramatic effect
on his ultimate financial suc

BusinEss DRGANIZATION

The three basic forms of business organization are the sele proprictorship, the
partnership and the corporarion. What distinguishes one from the next are the
answers (o the questions “Who owns the business and shares in the profits?”, “Who
makes the business decisions?” and “What are the le abilities for debts and
damages incurred by the business?

SoLE PROPRIETORSHIP
A

ole propriciorship is a business owned (and often operated) by only one per-
1 merchant who owns his own ship, mily-owned business where one
pcnnn makes all the decisions. In effect, the owner is the business, The assets and
debis of ane are legally the assets and debts of the other, and the owner is personally
liable for all of the debts of his business — which means that personal assets that
have nothing 1o do with the business can be claimed by creditors seeking payment
for debits or damages, A sole proprietor can literally be sued out of house and home.
Although sole proprietorships
arganizations, they are popular because they are as flexible as the owner wants them
1o be, which means they can respond quickly 10 changin

ace more |

PARTNERSHIP

A partnership is a company in which ownership is shared by two or more peo-
ple; ez, muliiple characters pooling their assets o purchase a starship. There can be
any er.lu‘s.'r ol partners, but the more there are, the less flexible the company
Pannerships are casily formed and require litle paperworks: in fact. all that it takes is
a verhal agreement and a handshake. It is wise, however, to write down the basics of
the partnership agreement at the outser.

Partners share decision-making, financial, and legal responsibility, As with a
sole progrietorship. the fAnancial risks of the owners are not limited to the assets of
ihe |1.|rtn|.r\h|p All of the partners” individual and personal assets are at risk as well
idual partners may have different areas of responsibility, but anything
that affects or changes the nature of the parinership — addi
ging the business of the parnership ust Iu approved by all of the
partners. Whether this is done by a majority vole or unanimous approv:
mined by the terms of the partnership agreement,

Pariners divide profits equally, regandless of how much work each one actually
ot SOme partners may contribule assets instead of working. Such partners
are often called “silent pariners.” because they tend 1o be uninvolved in the day-to-
day decisions of the business. Parners also share the assets of the pannership, and
e pariner may deprive another pariner of access to those assets.

Al 50 00

is deter-
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Alien Business
Organizations

11 the maj
ndard

prehend the

of families,

Aslan

Aslan businesses o

business will
Females and the wive:
exchange of assets when 3
executive marri
Fem:

Due to their fems
business. Aslan will
of other rces as b
der of female. re
the distinetion is
them, male Asl
relaxed — though po
attitude toward dis,

Droyne

e Drayne have
and their business
by their social organizat
I'|I\I\h of
mess and trade done by a Droyne e.l\lup
but ultimate decision-making power rests

with the Leader caste.

s is responsible F

Comtinged on mext page . ..



Alien Business
Organizations
[Continued]

There are two common Lypes of
[woyne companies, The first is based on
the mmmunl Leevirip). made up of
es (dreskaving, Is mem-
alize in trade or manufacture
instead of Tollowing the typical pastoral
pattern, The community™s Leader-of-
Lembers will ultimarely make all important
sions about the conduct of business,

e

he other, more adventurous {for
Doy son of company is the frawemity

wroap met unlike 3 partnership
boss bound by the standands «
and can parsise inferesss that
lies o communitics might not, lke expl
Fatlon, prospecting ad inmovation, A lr
y break up over time, with i
wving 1o join other Gamil
ay transform inte 3 “family business
grow older.

nther s equals

and always

attempl to balance accounts,
Hiver
anith-

For instunee, when
maves from one nest i
er, the two nests will
the “iramsaction” finaneially,
hen dealing with -non-
Hivers, a nest will be formed
b o basiness and respo
bility will be shared equally
ameny vest members,
Kkrag

K'kree fumilies enter inle
trucle and commerce because

their superiors among the
J.mumm alireet thea b dis so;

||!:|[ i thed
the universe. Companies are
proprictary, reflecting the
rigidly patriarchal natre of
K'kree sociely. Mercantile
endeavors {except for impor-
it trade negotiations) will be beaded by
a patriarch from the middie (“well-bom™)
caste, Ships and odber business capitl are
assigned o o family 10 operate, and 505
of the profits ane returmed to the kv

Conrinued on pes poge . ..

Limited Partnership

There is a special kind of parinership, called a lmired parinership, which lmi
the financial and legal labilities of the partners to the assets of the partnership itsel
This affords the panners greater protection from damages in lawsuits in retar i
satislying additional governmental reguirements: Documentation must be filed th
states the names of all parners and the purpose of the parinership, annual financi
reports must be filed with the appropriate governmental agency. and all changes
the parinership must be publicly announced and filed. In addition, the business m
identifly itsell with the appellation “LLE" which stands for “Limited Liabilit
Parinership!

CorRPORATION

Corporations Llit-'rd\' up nwnLr-.hl]: ino a set number of shares, each of which
counis as ong vole in sions about the ]
by any number of |x.n|\|<' called the shareholders, Shareholders elect a boanrd
direciors which exercises direct control over the ¢ 2 matters of pali-
cy, sefting goals amnd hiring & management staff that runs the company on a daily
buasis.

It is possible for the same person o be involved in all levels of a corporition
For example, he cun be a shareholder, chairman of the board of directors and chief
executive officer, In fact, in closely held corporations where all of the shares arg
owned by only a Few people, this particular arrangement is not unusual.

Shares can be teaded freely. IF listed on a stock exchange (see pp. 46-47), this s
casily done through a broker. Otherwise, shares can be traded almost as casily as any
other goods, the only additional reguirement being that transfers of stock must be
recorded so that the corporation knows wha its owners Those buying and selling
shares do not need o know euch other, and in contrast to a partnership, no one el
needs 1o agree before the change in ownership can take place. The ease with which
ownership can be transferred is one of the advantages of the corporation,

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

Private vs. Public Corporations

A corporation s peddic iF it is wraded on a stock
exchunge (see pp. 46-47): otherw it is private. As g
shares in a privite corporation will be held
ber of people. while shares in a public cor-

Dhuc to the fact that public corporations are traded on
public exchanges, they are of great interest 10 a large num-

olten the government. |
information will he freely
ration. Private corporations can afford 1o be much stingier
with information: ownership is limited and fewer people
are concerned with their performance. so they are less
Iy 10 be monitored.

Acauiring CAPITAL

Capital is the money (or goods,
ny. Unless you happen 1o have ¢

s cquipment) used Lo start and boild a compa-
I o begin with, you will need o obtain it before
you can g into business. The most common method of acquiring capital is to bos
row it — usually from fricads and relatives. Those without rich Tamily or riends can
horrow money from banks, the government, wealthy patrons and megacorporati
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Business PLan
The fi
which states:

step in borrowing money from anyone is to creste o business plan

1. The purpose of the bu:
2, The amount of money needed 1 get the company going.

ness and how il is expected 1o make a profit,

3 The proposed organization {proprictorship, purinership or corporation)
and leadership.
4, The planned list of expenditures (equipment. advertising, efc.),

Creating an adequate business plan is similar to the invention process (pp.
BI86-187), und requires a “conception” roll and a “development” roll. The “concep-
tion” roll is against Merchant-5, and may be attempted once per day until it sue-
coeds. As with inventing, failure simply means that you must try again: critical fail-
ure results in a flawed concept.

Onee you have o concept in hand, it must be developed o a detailed and pre
sentuble business plan. The size and complexity of the business will affect the devel-
opment of the plan. Estimate the size of the business, then roll vs. Administration
skill with the modifier indicated below: those with any level of Accounting or
Finance skill get +1, while those with experr level — 20 or better = get +2. This roll
may be attempted once per week until it succeeds. Critical success gives +1 on the
reaction roll for a loan application (see p. 44).

Modifier to Administration

Size of Business

Crli00-99,959 - 42
Crifi,00nn-9499,999 0
Crl 000, 000-9, 5940990 -2
Crl0,000,000-99,999,999 4
Crl 00,000,000+ 6
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Alien Business
Organizations
[Continued]

Vargr

The Vargr stron

wvor partnerships,

1. bt a con-
venient way for piraies o divide up bo
shares 1w paricipants based on
individual contribution and rank. To oth-
ers. it means nothing mose than o partner.
ship where one (usually charismatic) part-
ner will dominate decision 2 and
the rest will follow. At best. it refers o a
panncrship where o member will profit in
proportion to his contribution. At worst, it
means that is own and
in the back

exist, expecially Tor
for a single individual
Muence. The mechanics are similar 1o

il corporations, but “suck-
1 much more comman
ch to problem-solving
See GURPS Traveller: Alien Races 1,
PP, 8586, for more inform

Vilani

Vilani and Solomani cul
mixed so thoroughly that aay form of
business org
tered, but where
strongest, Iraditio
found, Vilani Bureaus ne
between huge parmerships and vast public
corporations with extremely widespread
ownership. Smaller businesses end W be
partnerships. due to the appeal of eq
de ki

ures have

crons

ainl

The Vilani are
ented and

servative, communi
astant w0 change for
e’s sake. Businesses in Vilini-inllu
il regions will have more difficulty

the same time, intellec
{patents, copyrights,
reducing the ¢
wation
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Alien Business
Organizations
[Continued]

Zhodsari

Business - as with everything in the
Consulae — is heavily influenced by the
nobles. Proles may own and aperate small
family businesses, and most exccutives in
Fhodani corporations are intendants, but
only the most insignificant venture is
umndertaken witheot the tacit approval and
fuvor of the local poble. whe receives an
interest in the business in retum. This is
nat seen s “favoritism.” bul as a neces.
sary review of the al henefits thar the
venture represcmis. Stock in major
Zhedani corporations is generally :p it
among nobles and intendants: 1
Consulate itself is often a major s
halder and receives a large portion of its
Tevennes from invesiments.

The concepts thal a merchant might
charge mare than o reasonable profit or
knowingly misrepeesent the condition of
goods are foreign 1o the average Zhodani.
Zhwelani enjoy the mental exercise of hag-
gling. but enly with the underlying
assumplion that everything is open and
above hoord, Dealings with non-Zhodani
within the Consulate are ofien assisted by
teleputhic mediators (1o keep everyone
hemnest and 1o make sure that 3 e mees-
g ol minds ocowrs). Non-Zhodani who
play by the rubes will find it relreshing {in

of paivaic medinion
merchants are semething the average Zho
has linle experience with, there are o
specilic Tows against it and an Imperial
merchant need oot Fear being jailed for
Iying - merely shunned,

Fhoduni merchants operating within
the Iinperium lve usually undergone spe-
cial training in dealing with non-Zhodani.
and will abide by Imperial biws reparding
the use of psionic powers — those irined
in pk‘vdmhu-y however, will find it a sim-
acd body Linguage and other
lucs and can usually deter

non-| |1t.|nn|\

ming if hey are being lied o, Anti-psionic
prejudice il discourages many [mperial
truders from doing business with the
Zhodani, however.

See GURPS Traveller: Alien Races I,
pp. 26-28, for more information.

Banks anD Loans

Banks are the primary source of loans (that is their main business, after all),
doan is an agreement in which a lender gives money to a borrower in exchange for
promise to repay that money (the principal), plus interest, within a specific period
time. Interest is the cost of b ing the money. asaf of
principal and charged per vear of the period of the Toan.

Example: Dr. Kromm borrows Cri0,000 (the principal) at an interest rae
109 for two years. The total amount hé will pay the bank over two years will
Cr10.000 plus 10% (Crl.000) for each year of the Toan period. In other words, he
will pay Crl2,000 over two years to borrow Cri0,000 woday.

Loan payments are usually made each month. In the example above, Dr. Kromm
would be paying Cr12.000 over two years, Dividing the 1otal amount to be repaid by
the number of months of the loan gives a monthly payment of CrSD0. 1T payments
are not made on time, the bank will eventwally call in the loan and repossess anys
thing purchased with the money borrowed,

A bank will insist on an adequate business plan (p. 43) before it will review g
loan application. 1t then examine the loan application, the financial histories
i volved, the purpose of the loan, the business plan. etc.. and decide
n the bank’s interest 1o approve the loan. Approval requires a =
Ciood™ (16+) or better result on a reaction roll (see pp. B204-205), which is subject
to the following modifiers:

Cnlluz:rul +1 per full 3% of the loan amount that is backed by collateral (assets of
ue). For down payments on large, single-item loans, use wotal pur-
stead of the loan amount.
Bank Location: Main: +1. Feeder: 0. Backwater: -2, Frontier: -4,
Interest Rate: +1 per full percentage point of interest to be paid, with & minimum
2% (+2).
Loan Amount: -1 per MCri} to be borrowed (round up).
Loan Period: -1 per 10-year period of the loan (round to the nearest 10 years).
Reputation: A good Reputation will help the bank decide that the borrower is a
waorthy credit risk; a bad Reputation will discourage the bank from loaning him
money.
Illa.k Level: Exireme (mercenary companics
peri -2 High i 1rat||ng
(sector-wide cargo transport, belt miming): 0. Minor imanufacturing, agricul-
ture): +1. Negligible (single-system service industry, planetary businesses): +2,
Status: Those with high Status hold positions of trust and respect, as well s power,
and are regarded as more reliable credit risks, They are nol necess: e,
trustworthy. but they are more traceable, and could risk losing their Status if
they are unable w repay their loans.
Cltll:r Reaction Modifiers: The GM may decide that other modifiers (applicant's
loan officer” etc, ) are relevant. Banks are not normal-
1) suxcptnhlc to these kmdﬂ 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) a picce of cquipment thal is just
beyond his current means. There are two kinds of shor-term loans: personal and
Business,

FPersonal Lovs: The wotal amount of money that an individual
sonally each year is equal 1o his annual income. computed using the Job Table (p,
GT106). If no appropriate career is listed. the GM should determine a reasonable
amount. The sum of alf personal loans for one year cannod exceed this amount; nei-
ther can the total amount owed at any one time. Once this limit is reached. legitimate
applications for further loans will be awtomatically denied (see p. 46 for fraudulent
loans).

explofation or trade outside the
dous travel areas): -1. Moderme

borrow per-
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&5 Loans: A company may apply for a business loan to purchase equip-
ulative carge, starship parts, ete. A business loan must be hacked by col-
1., assets the company owns, The wial amount of short-term money that a
can borrow is equal to its collateral, This figure includes all of the compa-
and all of the equipment and starships it owns — even if owned only in part
Financing, p. 44).

¢ A business that has purchased o MCr30 starship and operated it for §
irs will own 25% of the total value of that ship. This means that it has MCr7.5
i the ship, and can borrow up 1o that amount in short-term loans,

2 Whether or not 2 short-term loan will be approved and the amount
e are determined by a reaction roll (see pp. B204-205). Roll three dice on the
ewing table for the loan officer’s reaction:

 Bor less - Application denied.

12 = Newtral: 10% of annual income or collateral available.

1315 = Good: 25% of unnual income or collateral available.

16-18 - Very Gond: 50% of annual income or collateral available,

19 or better = Excellent: 100% of annual income or collateral availuble,

 Madifiers:
Any level of Accounting skill: +1: expert level (20 or better): +2.
Repatation or Status: +1 per level.

Number of other loans outstanding: -1,

‘The normal reaction roll can be avoided by using Finance skill o attempt an
ence oll {p. B93), Critical success will result in an “Excellent” reaction, suc-
will give o “Very Good™ result. Failure means a “Neutral” renction and critical
means the loan is denied.

Short-term loans have a fixed interest rate of 10% and payments must be made
thly. Borrowers who make a habit of making payments late or missing them
together may gain a bud Reputation. Persistent failure 10 pay can also result in
session, freezing of assets and even the hiring of a licensed bounty hunter or
ip tracer 1o trsck the culprit down and bring him 1w court,

DAN SHARKS

Banks aren’t the only source of short-teem loans, Loan sharks are people — usu-

affiliated with organized crime — who loan money easily (they often don't care

hether or not the borrower can repay the loan on time) but at high interest rates.

Laan sharks are willing 10 loan substantially greater sums of money than are banks;

te totul amount available is 200% of an individual's annual income or o business’
lateral,

To find a loan shark, roll against Sreetwise once per day, at a penalty equal to

CR. Failure simply means vou must try again the next day. Critical failure can

ead to trouble with local law enforcers or criminals (GM's choice).

Once a loan shark is Iocated, roll three dice on the following table for his reac-

tion; all reaction modifiers under Shorr-Terme Loans (p. 447 apply here as well:

For less = Failure.

46 — Bad: 10% of annual income or collateral available.

7-9 = Poar: 25% of annual income or collateral available,

10-12 — Newwral: 50% of annual income or collateral available.
13-15 = Good: 100% of annual income or collateral available
16-18 — Very Good: 150% of annual income or collateral available,
 19or better - Excellent: 200% of anmual incame or collateral available.

HIGH FINANCE

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

Company Names

ertain labels are atsched w company
cmmex 1o indicate whether the com-

pany is o corporation (and whether it
is public or private) or a parinership,
These abbrevintions help people doing
business with such companies keep track
of what form of husiness they are dealing
with and what lnws will protect: them in
the event of future difficulise under-
stoed that most corporations in the
Imperium, publ nrpm:sn. will have the
appellation * which stands for
Limited Imperial (‘1>fpnmuwr This is
often amitted in common usage: e.g..
“SuSAG"™ is often used ins
“Hehunumann und Sobn AG. LIC."

F"u-bﬁc Corporations
Abtiengesellschaft

Incorporated

Limited Tmperial Corporation
Nyekeues Hvaek {Vargr:
“Merchant Comract/Agreement™)
Ple. Public Limied Company

SA  Socidié anonyne

SH, Svarel Huakh | Aslan: “Searchers
For Profit)

EhL  Ehieve felinzh (Fhoduniy

Private Corporations

GmbH Gesellsehaft mie beschrdnker
Haftung

LIC  Limited Imperial Corporation
Led.  Limited
SARL  Socidtd @ responsibilitd limirée
Fartnerships

Appellutions like "& Sons.” “&
Company” and “& Associates” do nat
mecessarily designate o parnership, Such
mumes can be wsed for sole proprictorships
and corporations.

LLP  Limited Liability Parnership
N.Th.  Mgekvol Thaeghs (Vargr:
“Tradling Pack”)




Interstellar Financial
Transactions

n “interstellar financial wanssction”
A' ny instance of money moving

Between two star systems. Those
whin have Tived their entire lives on a si
ale planet - including the pln}u-. .mu
sy POs — are wsed 1o financi
tions being processed and cle: n..l over the
nelwork ot or near the

actions, which ase limited 1o
the speed of jump and take
weeks or months 10 conduct. Tn
general. communications move
avane jump per week along irade
rowtes, which means 4 parsees’
week on Xboal soutes and 2 pur-
secaiweek clsewh

Mot Tree truders live “hand
so managing their

details of the Imperial hanking
and Finuncial systems are
deseribed throughout this bl
e rules helow address only thse
issue of how easy it is 1o make
an inteestellar financial trunsac-
n he used whenever
ters want to transfer money
ceount o another, get paid or
ke payments (e, on o ship morgage),

Tr‘ans.l"arﬂng Money

ase of @ transaction depends on
ties hetwesn the origin and
on wiorlds, which are themselves
a simple Munction of Bilateral Trade
Number (B BTN = 10,
then a dranch lmuk exists an the desting-
tion world, If BTN > 8, then a correspon-
dlenr bunk exists on the destination world,
Otherwise, neither exists on the destina-
Lo warld,

Continaed on pext page

The normal reaction roll can be avoided by using Streetwise skill 1o attemp: 8
influence roll (p. B93). Critical success will result in an “Excellent™ reaction, s
cess will give a “Very Gond™ result, Failure means a “Poor™ reaction and crilics
failure means the loan is denied.

Loan sharks are willing 1o loan 10 just about anybody. but they do 5o al a s
premium. The interest rate for horrowing money from a loan shark is 20% -
more! The duration is one year, and monthly payments suese be made - or else; fal
ure 1o do 50 is not only likely o earn you a bad Reputation, but can be ha .ln’JﬂIISI
your health. Loan sharks and their Munkies are not above w physical i
and corporal punishment (“leg breaking™} to extract Jate puyments. As well, boar
hunters and skip tracers — of bogh the legal and illegal varicty — may be used to trad
down those who default on loans made by a loan shark; treat this as an Encmy disa
vantage.

Since many if not most loan sharks are part of large criminal organiz
may be willing 10 “for late payment, or even waive payment altogether,
exchange for s legal. Treat this as an Involuntary Duty (p. CIT
in many c itis .Alm an Extremely Hazardous Duty (p. CIT8).

Note that at low Control Ratings (CR 0 or 1), banks may operate much like |
sharks!

Bank Fraup

Interstellur trade depends on the honesty and ht
ness of everyone involved, but there are always |i|cﬂ
who seek 10 cul corners and more than they an
entitled to. Banks, because they huve lots of money ang
are in the business of lending it 1o people, are prime 1o
zets for fruud.

To abtain a fravdulent personal loan, vou must reg
resent your Status or occupation as being better than i
really is, and you must be able to back this up with il
sified documents. Savoir-Faire skill is needed to mis
represent your position, while Forgery skill covers cre
ation of the supporting \h\wmcnlnliun Roll\ f
baoth skills must be made before mak
toll for the loan. Fraudulent busi
same way, excepl that Accounting skill is used inste
of Savor

If cither roll fails, so does the loan
becomes suspicious, and will investigate the applicant if he attempts
transactions, On any critical fuilure, the authorities will be alerted immediately an
the criminal will be arrested ar the scene, If both rolls succeed, however, roll normal
ly on the resction table (see Short- !m.lr Laoans, p. 44),

IF {more likely, when) a | defrauder fails 0 make pay skip
crs will probahly be hired and the authoritics will be alented and given his “identi
Treat this as an Enemy disadvantage, The con man can attempt 1o use Disguise skil
to avoid exposing his true identity o the sk of arest,

INncORPORATION
Incorporation is the act of forming a corporation (see p. 42), The corporation i
a popular and effective way to organize a business, but also an excellen
way 1o acguire the capital needed 10 finance a company. By offering shares for sk
A company can quickly accumulate the cash necessary o pet started, The process is
not without its risks, however.
To incorporate, a company must submit a business plan (see p. 43} and a fee i
the appropriate governmental agency, along with a request for approval, Approsl
a ful roll against Merchant or Finance skill, modified for Contra
Rating (see table below). There is no fee 1o become a Limited Imperial Corporatior
(LIC). but the Ministry of Commerce will examine your business plan and vau

HIGH FINaANCE



boaks. and 2% of all shares must be given to the Emperor, who will usually assign
their control to a local noble. If incorporating on just one planel (which must have a
CR of 2 or higher), the fee is determined by the Control Rating of the system:

CR Fee Incorporation
(Cr) Modifier

2 100 +4

3 s00 +2

4 1,000 0

5 5,000 -1

(] 10,0061 -2

Once the prospectus
tioe process is comple:

is successfully prepared and the fee is paid, the incorpora-
nd the shareholders can elect the initial board of directo
y 1] ivi ol & corporation and can do busi-
ness in that form, Shares can now be sold privately — that is, one person cun sell
dhesn 10 another, person tw person — but they canned be old on a stock exchange yet.

T publicly sell stock, the corporation must be listed with a particular stock
exchunge and make un initial public affering (IPO). 1T the compuny's business activ-
ities are limited 1o one system, it will be listed on a planeraey siock excliumge (PSE
il it does business in multiple systems, it will be listed on an imersietior stock
exchange (ISEL

Interstellar Stock Exchanges

These exchanges are designed to assist and promaote trade between systems,
They are authorized and ~u|ur\|~uJ by the Imperial Ministry of Commerce. The
Ministry has a strong “hands off™ policy, so each 1SE can have different rules and is
usually administered by the local system government. The Ministry only gets
imolved if the local authorities ane hampering trade on the exchange, A system must
hiave 0 Control Ruting of 3 or higher, a tech level of 5 or better and a World Trade
Number (see p. 11) of 4 or greater w have an 15

Listing Fee: To be listed on an 15E ires a listing fee of Cri0000 2 WTN (of
the system that manages the exchange), which must be paid amoally. A parent cor-
poration and its subsidiaries may be listed on only one exchange apiece, but each
wmay be listed on o different exchange as long as all requisite listing fees are paid,

HicH FinancE

Interstellar Financial
Transactions
{Continued]

When a branch bank is ilable,
transferring money between accounts
involves oblaining 3 aft (p, 74) for
up 1o the ful I money in vour
aceount on the first world and 1aking it o
the second world for
account there, Yo i
without doing this, bul there
re nch banks will honor a
portion of claims on account b
other worlds. The exact amount is deter-
mined using the shor lown rules (pp.
25}, with the ace a1
AN armoun. " is interest
free, and is considered repaid when the
bank comgletes its own fund in
speed of this transfer is limited
speed of communic
reyuired is the round-aAp time heoween the
1w wirlds,

some

rictions.

lunces on

cun be handled 3..\( as for branch ha uL~.
but using a letter of credit (p. T4).
Correspondent hanks will help you il out
et request i you do o
e one that is valid on that workd.
In this case, the transfer nust first travel
o the nearest branch of the your hank and
from there 1o its ultimate destination
Caleuls £ ally b
this dis
shor t alf-warl -.I
wes from an-.pumm | h.mh bt Ilu.n:
1% fes.
11 nzithes
bunk is

cormespondent
U can ¢ I|\.'r

by courier.
I you
money

sepuration,” the two banks must find the
shonest link between them, using either a
of comespondents or branches or
comespondents on the sanse world that can
elear the transaction through the planciary
network. The GM can simply assume that
3 weeks times the distance
two worlds, Those who like
can instead find the nearest world
where both banks have correspondents,
then multiply the round wip distance in
parsecs by 1 week, This service costs
Distance Modifier (p. 14-151x 2%




Exchange Rates

ome Impersal member planets main.
tin their own currency. When visi-
tors come o these worlds, they mst
exchange Imperial credits for the local
currency (and convert back again when
they leave). This currency may be called

anything: credits. dollars, rupecs. drach-
mas. solars, e, Its pame is not important;
its purchasing pawer is, Purchasing power
depends on tech level, as shown on the
Echange Rare Table (below).

The Exchange Riate Table nssumes that
the ratio of currency 1o population is the
same everywhere. For instance, if the
averuge TLI2 person earns 15.000
Imperial credits per year. it is assumed
that local currencies on TLIZ worlds are
set s that the average person eamns 15,000
“local credits™ per year as well, IF the GM
wishes, some cumencics may have higher
or lower ratios, IF the world has more or
Fewer credits per person, muliply the firsg
column by (*local eredits™ per per-
st )1 5.CHH0 ard divide the second column
by the same number,

For planets which lack their own wr
vency amd e Imperial eredies instead
GM should multiply the prices ol'n]l
goods and services that cannol be traded
between systems (restaurant meals, hotel
stiys, equipment repairs, ete.) by the aum-
ber in the second column (Local Credits
o fmperint Credits), This represents the
Jower standard of living and labor costs on
worlds below the TLI2 “lending edge”
isee Tecknelogy, Productivity and
Exehange Rates, p. 15),

Exchange Rate Table

TL  Imperial Credits Local Credits to
to Local Credits  Imperial Credits
12 Lo 1o
3] 0 .50
1 iz 031
9 50 020
8 80 0.12
7. 130 0075
6 200 005
5 330 03
4 S0
3 100.0 001
2 145400 0.007
1 2000 0.005
L] M0 0.003

Initial Public Offering (IPO)

The corporation must first determine the price of each share. This is typical
Tess than Crl00/share for new companies. To calculate the initial value, divide
current and antici assets of the by the number of shares issued,
instance, a company with MCrl00 in assets and 100,000 shares would have an
value of Crl.000fshare. If it had 1.000.000 shares, initial value would &
Crl0share, ]

The actual sale of stock is a Quick Contest of Finance skills between the corps
ration (using the highest skill from among its representatives) and the effective ski
of the market. Modify the corporation’s skill by +1 per full 10% of the total
of shares being offered for sale and by +1 per full 10% reduction of price below
tial value.

Example: Widget. Inc., LIC has MCrl{ in assets and 100,000 shares. lis
value is Cri(/share. If it offers the shares at a 10% discount {Cr90vshare), it gets 4|
on the offering roll. IT it offers 20,000 shares for sale (20% of waal shares), it gets a
additional 42,

To determine the effective skill of the market:

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

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

3. Subtract 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
lower the market’s skill by 1).

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

Results: Onee modified skill is known for cach side, roll a Quick Contest of
Skill. The results will depend on both the guality of the rolls critical Fuilure
fuilure, success or critical success) and the numerical margin of victory of the wins
ner. The winner is determined solely by this margin, not the quality of his success; il

sible to eritically succeed and still lose the contest! All increases and redugs
alue are expressed in percentage points per share.

Corporation Fails Critically; Marker Succeeds or Sueceeds Critically: The 190
fails and a new IPO may be not be attempted for & months, Corporate reputation &
tarnished; IPOs in other systems will be at -6 for the next year.

Corporation Fails Critically Mur&rr Fails: The TPO is delayed by one month, [E
may be modified or tried again “as is."

Corporation Fails Critically; Market Fails Crivically; Market disruption! The
stock exchange moves down one performance level (see p. 51). The 1PO is delays
by one month, as ahove.

Corporation Fails; Market Succeeds or Succeeds Critically: The 1PO fails, A
new [P0 may be attempted in two weeks,

Corporation Fails; Market Fails or Fails Critically: The 1PO is delayed by on
month. It may be modified or tried again “as i

Corporation Succeeds; Marker Suceeeds Criticallv: The 1PO succeeds and stock
is sold: roll at -2 on the Stock Soles Table, If the corporation won, the value of ity
stock is increased by its margin of victory: if the marketr won, the value of the stock
is reduced by rwice its margin of victory.

Corporation Succeeds; Marker Succeeds: The TPO succeeds and stock is s
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; Market Fails: The IPO succeeds and stock is sold; roll @
+2 on the Stock Sales Table, The value of the stock is increased by the corporatioa’s
margin of victory.

Corporation Suceeeds; Marker Fails Criticallv: The TPO succeeds and stock i
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d; roll a1 +2 on the Stock Sales Table. The value of the
is increased by rwice the corporation’s margin of victo-

Corporation Succeeds Criticallv: Market Fails or Fails
ically: The TPO succeeds and stock is sold; roll at +4 on
he Stock Sales Table. The value of the stock is increased by
times the corporation’s margin of victory.

Corporation Swcceeds Crirically; Marker Succeeds:
IR0 succeeds and stock is sold: roll at +2 on the Srock
able. If the corporation won. the value of its stock is
increased by its margin of victory,

Crarpur.r.lmm Succeeds Criticall arket Succeeds
! The stock exchange moves up one
. Double the initial stock value and reroll the
I I the offer suceceds, rolls at +4 on the Stock Sales Table.

Stock Sales Table

This table determines what percentage of stock offered
i ally sold. 1t is only used when the corporation
wk 1o the publ tock values can be especially
seasitive 1 these times (see Stock Performance, p. 500; the
G may wish 1o truck changes in the stock price each month
Suntil all of the stock being offered is sold,

Roll (3d) Stock Sold
35 None!

The

6 5% sold per month.
7 10¥% sold per month,
8 20 s per rivonth,
3 30% sold per month.
10 40% sold per month.
11 500% sold per month,
12 605 sold per month.
13 T0% sold per month,
14 8% sold per month.
15 90% sold per month.
6 95% sold per month
17 Sell out in first month.
18 Sell out in first day

The Status and Reputation of the chairman of the board. Any modifi-
ermdwu,d in the 1P resulis, Any bonus to the IPO roll gained from discounting
the price of the shares,

Raising Additional Capital

Once a corporation has gone public, it may find that it necds additional capital
ta expand or support its operations. In addition 1o bank loans, corporations have two
aihier wols that they can use to raise new capital: new issues and corporate bonds.

- The issue of new issues must be approved by the sharcholders in a
held at the corporation’s annual meeting). Some [raction of the
d by the company is decided upon and placed on the open market.
These shares are sold at the established stock value. Use the Siock Sales Table 10
determine how rapidly they

Corporate Bones: A bond is a debt that must be paid after o specified number of
years. The seller of the bomd owes money 1o the buyer. The bond is sold for a set
amonnt and has a fixed interest rate. Each year, the seller must pay the bond holder
the interest on the bond. Al the end of the period of the bond, the seller must also
repiy the buyer the full amount of the bond.

are purchased,

HiGH FINANGE ﬂ’

Dividends

ation
s

o wh bold shares in a corpor:
T[!r it when its stock value ine

To pocket those carnings. tho
they must sell some of their stock, whi
means giv up somme control gver |I|c
com 3

' '&Il.;r\-lmlnk-r\ alsa eum
Mion’s
emtitles its hobder to

Fortunately, it isn
a alivide
profits. Each s
payment of (annual
expensesiinumber of shares) on
carning ¥ “Annual expense
i , equipment costs.
nscs (permits, eke.) and re
s

A gorporation need not pay
s |\||\|||\ as dividends: in fact, most d
not, T
decide 10 reinvest some of
its s new capital. This raises the value of
share by vested profitsiinumber
res) and lowers the dividend paid on
each share by a like amount. It can ke a
few weeks for the market to recognize this
increase in value, however,

share of the corpe

e board of directors can inste
1of the pre

Continued on next page . .




Dividends
[Continued]

Annal profits, expenses and reinvest-
ments can be used i e dividends.
This how dividends showld be caleulaed
when the PCs are on the board of directors
ard must pay them eut! To caleulste divi

% of share price per anmum, E
in:u. e inrisk fevel doubles this retam:
high™ risk g
the cost of a han for
nies, bul they have 10 make I 2
ments, while 1he simply reinvest
profits indefin T the: board approves.

Example: Widget. Inc., LIC sells Duke Nois o
interest. This means that every vear for ten vears, W
the bond’s value (Cr300). At the end of those 10 years, it must also pay him
Cri0,000 value of the bond. Over the full 10-year period, Widget will pay Dy
Norris Cri5.000 in return for Crl0.000 from him in the first vear, The Duke wi
thus earn Cr3,000,

The issuance of a bond is similar 10 the loan application process. First. o hod
agreement must be drafted according the rules under Business Plan (p. 43), b
using Finance skill rather than Merchant. This agreement states how many b
will be made available and applies 1o all bonds sold. Next. a reaction roll is mads
subject 1o the modifiers listed for the loan application process (p. 441 A success
bond offering requires a “Very Good™ reaction or better (16+). Finally, the Stak
Serles Tuble (p. 49) is used to determine how quickly the honds sell,

PLAayinG THE MARKET
Traders with surplus cash (rare though that may be) may choose to invest ther

hurd-earned credits in the stock market.

STock PERFORMANCE
To predict the performance of a particular stock. it is first necessary 1o deters
mine the state of the siock market itself.

HIGH FinNANCE




Performance

market’s perfi level will d

the likelih

d using the following table:

Performance Chart

ance Level Down

) 34
-1di2

35
-1d

36
-2

310
-3d

313
=3dx2

Maodifiers:
Corporution went bankrupt: -4,

=L ar -6 if convicted!

armerice Chart and the resul

ihat stock),

57
610
T-14

11-15

14-16

Corporation showed net profivnet loss in the past year: +2/-2.

Other positive/negative press (GM's decision): +1/-1,

but the same

1 of & change in the
of an individual stock. There are five levels of market performance: boom,
stable, declining and test. The default level is ™
this as necessary. The performance of an individual exchange can be

table,” but the GM is free

alue changes, roll as indicated 10 find the percentage change in the stock’s value.

Individual Stock Performance
Mo Change

Up

B18
+3dx2

11-18
+3d

15-18
+2d

16-18
+1d

17-18
+1di2

Compiny. board director or senior executive investigated for eriminal activity:

Example: Widget, Inc., LIC last had a value of Crl0(/share. The market perfor-
mance level roll is 14, indicating a stable marker. Three dice are rolled on the Stack
15. Looking at the entries for a stable market,
see that this means that the value of Widger stock goes up 2d percent. Two dice
rolled, giving a 4. Thus, the value of Widget stock increa:

s by 4% 1o

he Travellers' Aid Saciety (TAS)

started out as a private club for gen-

tlemen adventurers, offering a place
af refuge, an exchange of information and
a source of contacts to travelers far from
home. Cher the, vears. the TAS hus grown
i one of the largest and most infleemial
non-governmental organizations {NGOs)
in the Tmperism and surrounding terrio-
rics. As an impartial body with Imperial
scope, il provides important services o
corporations and trade in addition 10 regu-
lar member services.

Vessel Standardization and
Cliassification

The Imperium makes linle effor w
standardize ship types and classes across
its territory: there are simply wo many
ship builders and shipyards 1o make the
effort worthwhile. Imperial policy s 1o set
i tandaards for safety and compe-
tence and leave enforcement o the repre-
sentative on the seene. Corporations,
banks aned insurers, however, need o uni-
fied, ohjective standard for judging the
condition and capabilities of merchant
ships offered for sale or operutions: ¢.g..
to determine whether cabin space is suit-
able for puying passengers.

The Travellers” Aid Society will
inspect. classify and issue a description of
any vessel upon reguest; member planeds
use this information when fssuing a ship’s
registry (TAS Form 3A), The inspection
can take place ot any Class IV or V' siar-
port with a TAS facility, reguires about
ame howr per 100 dions of vessel, and cosis
Criod per dwn. This is normally reguired
wnly for newly buill vessels or those that
have undergone extensive modification.

Insurance Underwriters

Originally a ser 10 mensbers, whi
olien coubdn’t get conventional insurers 1o
wover them for liahility or loss during their
more interesting aclivities, insurance
underwriting hus become the single
L moneymaker for the TAS, The
ety is said to insure for or against any-
thing for o price, and i1 vast imfosmation
netwark ensures that its assessments of
risk are the most up-to-date available.

The Travel Zone advisories (p, GTT0}
pasted by the Society are an outgrowth of
this risk-assessment function that the TAS
shares with ils members as a courlesy,
These are also wamings: veniuring into a
posted Amber Zone (p. GTIY) without

 These performance resulls assume a yearly
be used o truck stock values on o more frequent basis. To do this, simply divide
percentage change by the time analyzed: by

if tracking monthly, by 50 if
acking daily (although if you want 1o track a stock
ed that you choose a real-world stock at random and use

HigH FIinNaNCE

paying an i risk premium coald
result in non-payment of inswrance claims,
while deliberately entering & Red Zone (p.
GT56) voids most i

k insurance agrecments.
Of course, if nothing happens, there is



H! The Travellers’ Aid
[Continued]
Traveller News Service

The TAS has always collected infor-
mition from all over the Imperium and
surrounding space. At fiest, this ok the
form of 4 members” newsletter, compiled
from short notes from the membership
that autlined imeresting or unusuzl events
s they oceurred. The picture of events
this provided became so popular, hawey.
er, that the Society hegan selling the
mewslelter and buying stories from free-
lance reporters.

The Traveiler News Service (TNS} is
now the largest news agency the
Imperium, with permancently established
Bureaus or local affiliztes on most indabii-
ed workds. It has 2 well-deserved repuLa-
tion for accuracy and reliability in report-
ing, but «ill tkes leads ind even full sto-
ries) from members as 4 matter of editori-
al policy. Since TAS mebers are making
the news as ofien as Teporting it, this gives
the TNS an unrivalled edge aver ihe com-
pelition. Www.sjgames.com/gurps/
traveller/news.himl,

dournal of the
Travellers’ Aid

Travellers’ Aid Society members pub-
lish longer, more thoughtful anticles in the
Journal of the Travellers” Aid Sociers
(TASL Topics mnge from descriptions of
planets, culures, life forms or equipment,
e discussions of aspects of the traveling
life. w0 stories and anecdotes about people
or adventures. Having & story published
Means ns recognition |considered a -
Foint Reputation) throughout Imperial
space.

JSTAS is offered on a monthly basis,
and is free 10 members: university sub-
SETpEons can run to B.000 per vear,
Back issues are also available 1o members
in the libraries of TAS hostels — anline at
smaller facilities, in bound volumes at the
linest, JTAS" stndards of awthorship are
demanding, but it is nor a professional
publication, and members who find ilems
of interest should confirm them with other
simrces.

Forms
TAS Form | (Ship's Anicles)
TAS Form 3 (Ship's Regisry)
TAS Form 4 (Sh 's Type
Classification)
TAS Form & {Business Plany
TAS Form 11 tCmn‘an»unwer}ohnifcﬂj
TAS Porm 12 (Flight Plan)
TAS Form 14 {Cargn Manifest)
TAS Form 18 (Repatriation Bond)
TAS Form 46 (Qualified Operitor
Certificate)

e U

."-g |

TrRADING
Brokers and Commissions

Stock is normally bought and sold through brokers, wha enter their o
orders, perform transactions and piy or charge their clients as appropriate, They
recommend when to buy or sell. Brokers charge a commission on all transact
they perform equal 10 a percentage of the Control Rating of the star system. 4

A broker’s financial expertise is valuable and usually balances the price off
commission. When the Stock FPerformance Chart indicates a change (up or dowg)
the value of a stock, a successful Finance roll by the broker 3 -2 in a growing
declining market, 4 in a boom or busi market) will affect the amount of noney ke
ar gained by the customer (nor the aclual change in value of the stock). IF the st
value drops, subtract one from the roll 10 determine the amount Tost; if the
value rises, add one to the roll 1o determine the increase in value,

Trading Licenses

A trading license allows an investor 1o trade directly and avoid brokers'
missions, A license can be purchased for Cel0,000 3 WTN (of the world man
the stock exchange), and is usually good for one year. Some worlds have athg
requirements, and will not issue a license 1o just anyone.

Options

One of the greatest advantages of having the Finance skill is the ability 1o utilise
aptions. An option is an agreement to sell a cemain amount of stock al pred
mined price at a specific time in the future. There is a cost for the option, but i j
much less than the cost of the stock itself.

To profit from a stock option, a speculator will find o stock that he predicts
increase in value over a particular amount of time. In ant ipation of this increase,
will try 1o purchase an option 1o buy that stock at a price well below what he
dicts its value will rise to. At the end of that period of time. if he has predicted o
rectly, he can purchase the stock at the previously arranged price, immediately sell i
at its current price, and pocket the difference as profir. 1

If the value of the stock has not risen ahove the price set in the option 2
ment, the speculitor will normally choose not to exercise his aption. He then
only the amount he paid for the oplion agreement — not the drop in the stock pri
which would normally be much greater. In other words, he risks only the price of
option, not the price of the stock rself. |

A character can find a stock that he thinks will increase in value by making 4
Finance roll with the Tollowing modifiers: +1 per week of dedicated research (n
other significant activity: maximum bonus is +4): -1 per month the predicti
extends imto the future: -2 in a growing or declining market, -4 in a boom or b
market: +1 for a successful roll agamnst Area Knowledge (Local stock exchange),

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

Market State Percentage

Boom 4%
Growing 2%
Stable 1%
Declining

Bust

At the end of the period of time in the option agreement, or a any time up i
that point, another Finance roll with the same modifiers will determin Wy
of the prediction roll, If accurate, roll for the increase in value as indicated on
Stock Performance Chary ip. 51

HiGH Finance



Sikips

The Third Imperium is. at its root, an economic entity — commerce is ils
lifeblood. The Imperial merchant is at least as important 1 the health of the
Imperium as his counterparts in the Imperial P arines.

This chapter expands the basic travel, trade and commerce rules presented on
. GT119-123. The intent is not W bog down a campaign with unnecessary detail,

 Butto provide a realistic picture of the day-to-day business of the Imperium and act

¥ or }

. & 1 springboard for further adventure. As always, the GM is free 1o choose what

lements to use in his campaign.

THE SHIPPING INDUSTRY

Some aspects of interstellar shipping are the result of careful planning and slow,
messured development over the centuries. Other aspects seem to have developed
mare or Jess al random. but have now become so ingrained in the system that they
ot be changed except through an industry-wide disruption.

TRAMP vs. LINER TRADE

The most efficient ¢ o conduet interstellar trade is 10 have prearranged
mites, with freight waiting for each ship as it arrives. This means that merchants
can get the best deals from shipping companies, port time is reduced 10 a minimum,
and sellers and buyers can depend on lar service as needed. Ships that follow a
sef, predictable route like this are called finers.

The universe, however, is nol predictable: Ships break down: manufacturers
receive ush onders oo large for their usual shipping firms: a world's cconomy fluc-
fmates resulting in an une \p\LlﬂJ surplus. These are opporunities for a captain with
spare capacity (o step up and make a profi. Ships that traveled from port to port
Ioaking for such opportunities were historically called rramps, but frader has
emerged as the accepted Lerm within the Imperium. A free trader is one that works
mdepcudulll\ without 4 parent corporation or coalition of ather ships.

1 more general term, bt is vsually taken 1o mean freight liner

iter i

TimMeE 1s MonNEY

The oldest cliché in business — — applies with a special
yengeance 1o commercial shipping operations. Merchants are paid o pick up goods
aane location and deliver them w another: the more ofien they can achieve this, the
mare money they can make.

Merchant operations, like many things in the Traveller universe, are constrained
by the immutable physics of jumpspace. Ships travel one parsec per jump number.
in just one week. The only way 1o realize higher speeds is 1o invest i
er jump number. with the sdded expense and redy 5
tinkage) that entails. Physies also limits the jump points that a ship can use (o enter
ar leave a m. Ofien, Jump limin of o sks that of the main

itsell (see Svstem Enpe, p. 59), addin wired to comple
be partially offset by bene
A

“time is money”™

his

ives diminished returns

Shippers must then look (o other means w increase their profits.
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CHA'F'TEFI

and S5 Skrip pjng

The Captain

o is addressed 10
s ciptain ratle:

p does oF fails 1o do, On his ship in
|1|\-h| especially when o
e in jumpspec
hsolute monarch:
Sven the ship's owne
n only give
instructions are ca

e captain, althc |“]| |h|. owner
hien at i
re notoriously indepen
ble with the
ain's \mzhnuu or unwilling to fi
his wrdiers. That i up 1o the party (and the
le, but the Imperizm will
2t the GM

v rep
unhappy. PCs
dent,

b0 s
apect the ¢

must do everythi
e the anthority i accomplish some 1
by having the first officer or purser
supervise the |

cannol deele;




Tons?

n shipping, there are many units of
measure thal

re called a for. each with
its own ses. 1L is imporiant to pecify
whant Kind of tons are being discussed:

Linit Abbreviation Definitsan
short oen ston 2.000) [,
metrie on nnne 205k,
lomg 1on lion 240 s,
register W n T ef
displacement ton - dion Sh el

* approximate volume of | ston of liguid
hydragen,

Far Trader uses short wons (slons)
IJ|\|\|J\\IlILl|l wons (dons )y, and clearly dis-
tinguishes between the twe, Note that
these displacement wns are 500 of (hased
on liguid hydrogeny, not 35 of (hased on
waler: see 1, V

8 war wrised in one of these frontier
welomies your veoad alvons, The climate wis
anited, coved { Bived almeest o decade n o -
verged freight container — my childhood
wickname was “Ked Med” ise § drered
wed hair and the container said Medical
Siappiies” i fancdedd letters an the onside,

Jamie Losnigan, F.

Twenty Fears Tramping

One method is to reduce port time. A typical free trader spends as mich
insystem — traveling 1o the main world, off-loading its carzo, seeking and |
new cargo. then traveling out to the jump point again — as it does in transit b
systems. This means that 50% of the time, a ship is idle, i
chant liners reduce 1 ¥
unitization of cargo, shipper’s agents and crew rotation

TERMS OF SHIPPING
Two fundamental questions accompany freight on its jourmey from origin to
tination: “Who owns it?” and “Who is responsible for mov
s involved: the seller (or manufacturer). the shipper (or carrier) and the b
hipping industry developed a series of standardized acronyms,
af shipping, which describe who
does what and when in interstellur
trade. They define not only who pays
for the shipment and handling of
freight, but also who assume: k
{liability} for goods in transit and
when ownership passes from seller
1o buyer.

In all cases. the seller bears the
risks of loss or demage until he has
delivered the goods
under the terms agreed upon. Risks
(und ownership) are carried by the
buyer thereafter. OF course, while the
© is aboard ship. the caplain is
also responsible Tor its safety.

EXW: Ev-Works. Buyer accepts the goods at the seller’s premises. This nepres
the least obligation for the seller and the most for the buyer. Buyer is respo
ble for all shipping and handling,

FAS: Free Alongside Ship. Seller delivers the goods alongside the vessel's herth (i
in lighters) at the port of origin. Buyer pays for shipping and handling, and m
clear the goods for export.

FOB: Free on Board.

gin. Seller pays for hundlin,
dling ar destination, and must ¢l
mon arrangement for ships buy peculative cargo,

CIF: Cost, Inswrance and Freight. Seller pays the costs and freight charges n
sury to bring the goods 1o the port of destination, and must clear the goods fuf
export. The goods are delivered when th through the ship’s hatch ot thel
port of origin, but the seller must pay for insurance (0. 1% of the goods’ val
agatinst the buyer’s risk of loss of or damage o the goods during carriage. |

the most common arrangement for freight,

il vers the goods on board the ship and unclea

1 the port of destination. Seller pays for shipping and for b
dling at origin: buyer pays for handling at destination,

DEQ: Delivered Ex-Quay. Seller delivers the goods 1o the buyer at the berth o
quay) at the port of destination, cleared for importation. Seller pays for all shi
ping and handling, and bears all risks and costs (like dutie:
the most common arrangement for ships selling spec

DFD: Delivered Free Domicile, Seller delivers the goods to a named place on the
destination workd. The seller bears the risks and costs — including duties, ta
and other charges — of delivering the gonds to this point, cleared for importation
Costs and risks afier entry are negotiable. DFD shipments are usually acce
mied by a bank draft (drawn on the seller™s account at the destination world) &
cover the costs of importation and on-planet movement,

eller delivers the goods through the ship's hatch at the portaf
at origin: buyer pays for shipping and for ha

ar the goods for export, This is the most com

SHIPS AND SHIPPING



ferms arc summed up in the following table:
of Shipping
Responsible Party'

EXW FAS FOB CF DES DEQ ODFD
B 5 5 5 5 5 5
aboard ship B B 5 5 5 5 5
rd ship  B/C BIC BIiC B*iC SiC siC SiC
wquay B B B B B 5 IS
B B B B B B 5

er (B), Carrier (C) (ship), or Seller (S).
er is insured by seller.

 Offering to accept or deliver goods under terms of shipping that are more favor-
e 1o the other party gives +1 per level of difference 10 NPC reaction rolls for that
ion. Insisting on less favorable terms gives -1 per level difference.

REIGHT HANDLING
Unitization of cargo reduces the amount of handling (and therefore

me)
ed o Toad and unload a ship already in port. Cargoes can be classified for han-
g by their degree of unitization.

Bulk freight consists of an undifferentiated mass of material. Bulk cargoes are
to hamelle: Tiguids and gases can be pumped through pipes: dry cargoes (Tike
in or sawdust) can be blown through pipes. Bulk cargoes are generally the lowest
ue and the most specialized in terms of profitable source-market pairings.

kbulk (B/B)

Breakbulk freight comes individually packaged, and is sometimes called “pack-

ze goods.” This is the most general cargo, and the type most ofien offered for tramp
de (see pp. 21-22). Any freight with a unit size of | dion or less is breakbulk. Very

or uwkward loads (aireraft, prefabricated structures, power plants, e
of breakbulk.

General cargo comes in baves, which are included in the weight and cost of the

- Empty boxes sweigh approximately 1 Ib. and cost Cr).2 per square foot (sf)

surface arei. Boxes are PD 0, DR 0; most are less than 200 cubie feet ief) in vol-

due to the strength limitations of the material.

Larger, heavier or more delicate loads requi

table are all TLIO, and have PD2. DR 4.

Crate Table

b are also

crates. The crates on the follow-

Cargo Wt. Loaded W,
[lbs.) (lbs./stons] Cost HP  Remarks
40 S0M0.03 Cr20 1 16" cube
200 230001 Cr30 4
540 600/0.3 Criod 8 3 cube(ley)
2,000 213001 Cr250 19
2,500 2,650/1.3 Cr3on 3 3" cube
5,000 5.24002.6 Crd350 36

Small o iregular loads can be consolidated and secured 1o pallets: Rat, stan-
ized panels (all TLIO, with PD 2, DR 4). suitable for handling with forklilts or
gear. See Comtainers, p. 57: type 60/8.

SHIPS AND SHIPPING

in Orbit

ransferring freight between ships and

stations in orbit is a more ticklish

proposition than the same operation
on a planet’s surface. Orhital highports are
designed with cargo docks that mate
direetly with the standand hatches on large
freighters {sce pp. 139-130), allowing
freight handling 1o take place in antificial
gravity and a shiri-sleeve environment.
Small commercial vessels may actually
land iuside the dock and unload as if in a
stanard berth,

Planets without highports — and non-
stanclard ships — must resor o more diffi-
cult measures. Ships in orbit can mate
using a larger version of the armored pas-
sage tube included with the engincering
module on p. GT153. Additional whes
cost Cra, 000 and take up | ston and 16
dion as cargo. Tubes reguire 30 minutes 10
rig or strike in vacuum, and freight-han-
dling rates are reduced by vhile using
them. Sealed or vacunm-tolerant freight
cum be transferred directly: oulsize cargo
may have o be handled this way.
Handling tukes place at the normal rawe
{assuming sufficient hand thrusters, teth-
ors, magnetic boots, etc,, for the crews).
bt everyone involved must roll vs. h\:\.
Full skill once per hour o avoid mi
roll at +2 if the operation is sbow {
and deliberae. I
Vace Sun skill i

L3 .lILJ
istiap aceurs, roll v
d damage.

-S—

Hatches and
Openings

A 1l of the freight-handling rules and

equipment assume standardized

g0 haiches. Cargo vessels with
less than seven diens’ cargo have smull
harches: 12 feet wide by 12 feet high.
Larger ships have one standard hatch per

23 dions (or fraction) of cargo space, men-
suring 24 feel wide by 12 feet high. Very
large ships may combine several hatches
into o single opening that is & multiple of
these dimensions,




Standard Orbits

standarel arbiy is defined as uilul-

Port’s Latitude and
110 and | p
wontral authori

es and the extra speed
g in the direction
i resulted in imper

sivings,
Nonstandand wrbits are possible, and

may be requested when fili
.

moe frequent {bat
s 4 the surface

Pallet Table

Volume  Cargo Wt Loaded We.

[cf /dtan) [Ibs.} (lbs./stons) Cost
270,054 540 Cr20
12510250 2,500 Crsn

Containers
Cuomtain
h| |I|;:

s in stan

like muclul.n cutler nmulu es (pp, C
Containers are cheap and quick 1o
ship arives in pont. Specialized c
goods, or even serve as modul

Serfes 4 {fuie
stundard container

uilding components,

lengths respective
litings for feeight-handlin
structed an TLE with ligh

an

4c

Volume
lefy 4,000 2,000
{dtons) # 4
Area (sh) 1,800 L
Hit Points 1.350 750
Size Modifier +6 +5
Max Gross
(s} 6,000 48,000
LEIGTIEY) 48.0 240

AND

SHips SHIPPING

zend Carge Containers,
A, B, C and D, corresponding 1o 40-
All are 10 feer wide by 10 feet tall, and incl

HP

The,

Remarks

iners, as
r ship s

qu alse |||L\ cin be mulul before (i

amners can also handle bulk or refriger

wre four sing of
20 and. 10-fool
I all doors and

In GURFS Vehicles t1erms, all were g
mes and cheap metal armor, and have PO

40

1,000
2
Gl
450
+4

24,000
120




ners are designated (sizeWtype){TLY: e.z.. “4A00S" means a size 4A
g7 of type 00, built at TLE. The empty weight and price of some common
listed below. To get maximum payload weight. subtract empty weight from
m gross weight for the size.

iner Table

Description Empty Weight (Ibs.) and Cost (Cr)
4A 4C 4D

General 16.200 Ibs. 9000 Ihs. 5,400 lIbs.
Purpose Crl8,000 Crl0.000 Cr6,000
Sealed 16,200 Ibs. 9,000 Ihs. 5400 Ihs.
Cr34,000 Cr30.000 Crl8.000
Controlled 16600 Ibs 9200 Ihs. 5.500 Ibs.
Environment Cria3, 600 Cr35,800 Cr20.5900
10 kW= Skw* 25kW*
Open Top 14,200 Ibs, B0 Ths, 4.900 Ibs,
Cri6,000 Cra 000 Cr5.500
Open Frame 9,000 Tbs. 5,004 Ths, 3.000 1bs.
Cri0.800 Cro (00 Cri 60
Platform 3.600 1bs, 1804 [, SO0 Tbs.
Crd, 000 Cr2.000 Crl, 000
Modular 17,000 1bs, AN Ths, 5.600 1bs.
Cr54.000 Cr30,n Cris,000
Tank 18,600 Ths, AN b, 4700 1bs.
Criie, 300 Cr49.500 Cr20,600
19,100 gal.** 8700 gal = 3,400 gal =+
Habitat 39,000 1bs. 23400 Ibs. 12,600 lbs.
Crl63,100 Cri7,100 Crd®, 100
% ment 4 ment 2 ment
B0 kW 40 kwW* 20KW*

* Controlled Environment and Habitat containers also have a power requirentent
W

#* Tanks are also rated for capacity in gallons,
F Habitat containers are also rated lor passenger capacity.

Tipe 00VS: A simple box with doors at both ends. Can also be used for dry bulk

tainers (type B0/). -

Thpe 05/8: Same as type OVE, but sealed. Does wer include life suppon or envi-
ntal control.

Tipe 32/8: Also called a recfer A type O5/8 with environmental control for heat-

and cooling. Can maintain any temperature between -30°F o 120°F; beyond

e limits, it can raise or lower wemperature by 40°F. Requires ship (or other)

r, but comes with energy banks for 24 hours” independent operation,

Tipe S8 A type OOV8 with the op removed. Often provided with a flexible

gover (DR 2, non-rigid).

Tipe 55/8: Essemially an open box frame with structural crossmembers. Armor

cets normally against collisi falls, rolls or swinging melee attacks, but has

it 2in-6 chance of protecting vs. thrusting. missile or beam attacks. Sometimes

as 1 frame for heavy equipment, like power plants or life-suppon equipment for

ony. Often provided with a flexible cover (DR 2. non-rigid).

Type 60/8: Not really a container, but a flat slab 107 wide and of appropriate

th for the size. Sometimes called a paller, Oddly shaped or outsized equipment

be strapped down o the platform, which is then handled like regular cargo.

en empty. 20 platforms can be shipped in place of one container.

Type 6748 A box designed to come apart into its six sides. Can serve as type

S8 or 6IVE, Can come apart and be stacked Mat for ment; four Mattened

gontainers can be shipped in place of one assembled container,
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icators,

Sensors, and Navaids

e communications, sensor and navi-

gation capabilities of a starport

depend on TL. Imperial facilifies are
equipped to the higher of TLID or the
Iocal TL: Class 1V and V will be equiva-
lent 1o a command bridge at minimum,
while Class I and I will be at least
equivalent 10 a standard bridge; see pp.
GT160-162 xael systems. Non-
Imperial facilities will be equipped as fol-
lovws:

Equipment
Boafire beacon.
Radar reflector.
Telescope.
Retating searchlight, kunding
Tights.
Radin commns, rukar, precision
radin mavaids,
7 Lasercom, datalink, IFF
trunspander, GPS,
8 PESA. AESA.
9 Holocom, rdscanner.
10+ Meson comms.

wens A

o

Radar reflectors are metal corner
reflectors, Telescopes are 200= and fully
stabilized: they are used 1o spot and iden-
tify inkound traffic before it lands. On
planets with TLA or bess fixed communi-
cations and sensor sites are the rules con-
trol must be handed off between sectors
tusually three) as each in turn rotates
below the horizon.

Other Uses for
Containers

tandandized containers are essemially

big metal boxes or blocks: they can

and have been wsed like a giant's
construction toys. Lefover containers
landed with mi y, industrial or cole.
nization supplies can be used o constnuct
an instant base, Walls made of containers
cun be used as fences (DR 20} or wind-
breaks. Filled with dirt. they can be used
o build field fortifications (DR 3.600), 1T
mecessary. windows and doors can be cut
in ondinary carge containers (o transform
them into bow-cost buildings. Containers
can be buried and ramps dug tw their
openings 1o provide bunkers, shelters or
pillboxes; they can even be stood on el
o ereate owers. OF course, they can also
be used “ns is” for storuge sheds.




“Funmy how nervowsness con mess
with vour mind: ! remember when | was
slated 1o da wry fiest dog warch and the
ket pays i te sk how P doing and
apring o couple of questions on me, ane
of which ix 'What i the distress signal
pracedicee?” The ouly thing § conuld

thinek of was that sereaming “HELP!
wanr't golng o work "

- Jumie Loanigan,
Free Tradder: Twenty Years Tramping

Transponders and
Flight Recorders

vt readers will be familiar with
these twe devices., In the universe
of Traveller, however, bath have

features which deserve furiher explana-
s,

Transponders

IFF transponders transmit g
and vadion signal with a recogr
i respanse 1o a properly configured active
rdar e AL 3
1o dletect o e the transponder-
e ship by o factor of 4.5 million

imes that the transpeader
is ol and the circumstances which led 1o
Bk dlewision o shut it off,

Transponders hive preset codes {velec
tive identiffeation fratures, or SIF1 which
demtify the vessel, its home port, hull

el
Tully
programmable. Transponders can alsos be
progrmmed 10 sansmit femporary identi-
Tieattion codes (discrete codes or squerks)
aid give origin and dest i
tion 10 assist ralfic control. These codes
can also be used for backup communica-
tions: there are standard predesi d

Tipe 70/8: An open frame with a standard tank inside for transporting liguids
gases in bulk. For most ds. a full tank will exceed the rated maximum
weight, requiring special handling and reducing the container’s HT 10 7., 1

Type S A modular office. building component or habitat, Provides full i
support and standard - if cramped — cabin quarters for the indicated number of e

ple. A wide variety of are

iype 328 are o

d 1o act as additi dors and storage. R ship (or other)
but comes with energy hanks for 24 hours’ independent operation,
Ride On/Ride Off (RO,/50)

Ride on/ride off freight is anything that can load itself under its own power. Th
includes individual ground or grav vehicles, and even passengers! ROMRO canay
takes up fwice its total volume tincluding all external pods and turrets) in
capic

Lighter Aboard Ship (LASH]

Lighters are non-starships, usually hull elass 100 or Lirger, used to off- i
unstreamlined freighters on planets without an orbital port. Specialized starships i
designed to carry these lighters direetly. much like battleriders and their tender.
p. 140 for sample designs,

Heavy Cargoes

Heavy or dense loads, up 10 23 stons/dion {100 Ibs.fcf), can be carried in o
nary cargo holds at the cost of additional wear and tear on the vessel's structure
drives. Recaleulate the vessel's performance and HT {p. 58 based on the acy
loaded weight,

Especially heavy or dense loads (those over 25 stonsfdion), oceupy | dion of
cargo hold per 25 stons regardless of how they are configured. Charges are calculs
This accounts for blocking, bracing, shoring and gravitie compens
sators, and avoids over-stressing either the bulkheads or the drives. Note that vehicle
bays are expressly designed 10 withstand the stres produced by their contents,
purpose-built heavy cargo carriers (e.g.., military transports) are also possible.

Loapine/DiscHaRGE TiME
Cargo loads and discharges at the Tollowing rates:

Type Rate  Remarks [dtons/hr)

Breakbulk 30 Less than | dionfunit or nonstandardized,

RO/ROY 120 Includes 50% wastage for vehicles,

Container 180 One diwn or morefunit, standardized.

Dry Bulk 36l Loaded by conveyor or pipeline; otherwise treat as

container.

Liguid Bulk 540 Loaded by pipeline,
These rates are constrained by freight-handling technigue
marsh;

he availahility of
ling areas and contact area between the freighter and its berth: they don’l
vary much with the size of the ship. Additional stevedores and handling equipment,
higher-capacity pumps, etc., can increase rates by Y4, at increased cost (see p. 64),
For hazardous cargoes and those requining spe i

Rates for ships in orbit de ity of shuttles, lighters, oilers, cic.

coiles for commen emergencies like com-
munications failure, general distress and
hijacking.

Continaed on next page ., |

LASH [reighters can luunch all carried lighters or load a full complement (assuming
the loaded replacements are standing by) in under an hour.

STARPORT OPERATIONS
If int 1l ¢ is the lifeblood of the I then starposts ure its.

heart, Starports are where the business of the Imperium takes place: freight changes
hands. passengers meel their ships, and deals (legal or otherwise) are struck,

SHIPS AND SHIFPING




L Bans, s it 1 impor
 reakout from jumpspace, throu

Fpomstructed and arr

clion of their time in and around star-

1. This section will Follow a ship on
riure.

ant 1o know how they oper
its port call, until it jumps oul

in e de

signed,

GURPS Travelle

Starports will cover the del

BysTEM ENTRY

One of the must significant considerations in interstellar comme

This is the result of two fuctors: tme i
fime spent traveling to and from the jump and breakout paints. Time in jumpspace is
fied by the nature of jump travel: 168 hours (+/- 19, reg
iT44), Time o and from the jump and breakout p
h the 100-diameter (100D limit. This would be a stra

dless of the o

trives were it not [or one problem: jump-point masking,

Jump Points and Jump-Paint Masking

Jump-point masking oceors when the 100D limit of wadly
Bocks (masks) the jump point of the main world. Since o ship (rying 10 jump in
fhrough the 1000 Fimit would be precipituted out of jump well short of its des

wit from within that radius runs the risk

2001, and since jumping
ourse that just skims the 100D
s possible (see dlustration), ¥
nation, making completely

tiation (p. Ci
misjump, astrogators must plot
s s close 1o the main work
8% of the time at cither origin or des
jumps less than 5% of the total. This adds 30 bours 1o the o

1t and begins or
king occurs ahout

ked)

s Aune

Vi len

JUMP MASKING

STAR'S 100D LIMIT

SHIPS aND SHIRPPING

Transponders and
Flight Recorders
[Continued]

Flight Recorders
\




Declaring an
Emergency
A capaain’s first responsibility is o the

sitfety of his ship, passengers. crew

andl carge {in that order), In an emer-
geney, nothing in the regulations prevents
him from taking whatever action he deems
necessary 1o cary oul that responsibility.
He must, however, declare an emergency
1“Mayday,” “S
below] by wh
system ndvisory channel, p,mm} channel,
ranspender code, emergency beacon, ete.
Within 24 hours of the resolution of the
emergency, the capiain muost file & com-
plete reporl, including coples of suppor-
ing loghook entrics, with the Imperial
Shipping Commissioner. Legate or Consul
(see fmperinl Offfcials, sidebar, p, 73) at
the nearcst port.

Some captains have an unforiunate
endency icr serous sitations develop
¢ out of control. A good rube
when in doubt, declare the
emsergency and sort it ot in 8

The Imperial Navigation Act of 103
requires any ship receiving un emergency
transmission Lo chear the chansel used 1w
hundle the en

gency, give way Lo the
vessel in distress. and render whatever
assistance s possible withow endangering
itsell, Well- Ilal'ru,ked systems huve high-
e rescue crafl on S-minute alen wo han-
alle thess sitwations; frontier or hackwater
aystems may not. The crew of o vessel
responeling 1o a distress call is entited
shures of any wl\ng;: O 1) N0-CHRE, N0y
basis ~ that is, they can only collect if
their assistance helps to solve the prob-
lem.
Distress Signais

There are three distress signals com-
manly used within the lmperium and sur-
rounding space. The first is Sigmal G,
from the Vilani gasinekie kaalariin (“ves-
sel in distress” ). This originated on Vland
a o distress signal in maritime and avia-
tion activity, arsd wass ane of the standand
commumnic
Imperium, Wi
su rdded the First. Signal GK was
retained, along with the Sedomani Mayday

me”}, for e on voloe channels,
code signul SO5 (= s 0 — - —»n»
signals for non-voice use can take many
forms: lights, sensor beacons, digital
channels, smoke signals, colored panels.
ete. If possible, a distress call should
include the identity of the vessel, s loca-
tion and the nature of the emergency.

Comtimmed o et page . .
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Determining Masked Jump Points

Before jumping into a system. the GM should roll to determine whether
min world jump point is free; otherwise, the characters will have to jump §
unmasked breakout point and wravel in. Use the following table 1o determing
ing and travel fime:

Jump-Point Masking Table [Main Sequence Stars)

Spectral Diameter 1000 Free Time to Jump Paint [M;

Class  [SolarDiam.] (AU} (Aol 3d) M056 &6
05 18.00 16.84 auio 2w 1d
BO 740 6.92 auto 9d 6.3d
B3 3.80 3.56 autn 6.4d 4.5d
Al .50 234 17 5.2d 37d
AS 170 1.59 16 43d 3d
Fo 1.30 1.22 15 38d 27d
F5 1.20 112 14 36d 2.6d
GO 1.05 0.98 12 34d 24d
G5 0.93 0.87 o 3.2d 2.2d
K 0.85 0.80 no 3d 21d
K5 074 0.69 no 28d 24
M 0.63 .59 no 2.6d 44 h
M5 0.32 {130 no 45h 32h
Mo 0.13 0.12 no 29 h 20h
Unknown nia nfa 3 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 b
unmasked by the jump limit of the stellar primary, based on its spectral class (see
S98-105). If spectral class is unknown (or the GM doesn’t want 1w keep track of
use the “Unknown” value. “Auto” means the main world jump point
free; “no” means the jump point will always be masked (oo close 1o the pri
Roll separately for origin and destination, and add +1 to the target number fo
main world that is the satellite of a gas gian.

The wravel times on the table are the maximum values for each type of star, Ta
find the actual time required, the GM can simply multiply the maximum tme
0.7: this method should also be used when spectral class is unknown, Alicrnati
the following more detailed method can be used.

First, determine whether the main world is sometimes free (spectral class G
and higher) or always masked (G5 and lower). For planets that are sometimes fi
roll on the following table and multiply travel time by the listed factor. The adjis
travel time will not be less than the time 1w reach a free jump/breakout point {3
Free Jump Poing, p. 61}

Travel Time Factor Table |
Rall [1d): 1 2 3 4 5
Factor: 0.2 04 6 08 0.4

For planets that are always masked, roll 1d. On a 1-3, the jump/breakout
on the near side of the system and the actual ravel time depends on the sp
class of the primary
Travel Time Factor Table lI
Spectral Class: G5 KO K5 MO M5

Factor: 04 0.5 0.8 0.8 [k

5

On a 4-6, the jump/breakout point is on the far side of the system. Roll of
Travel Time Factor Table and compare the factor generated with that from Traig
Tinte Fuetor Table 11 the result will be the higher of the two.




ailable

ation about jump-point masking for known systems is readily

ational databases as far in advance o Tequire.
pes with time, however. Specific e good for
week., Ships retracing their voyage should use their ]'Jru ious results, unless
we been on planet longer than a week. Between a week and a month, reroll
il travel fime {if required); longer than a month requines a new roll for jump-

masking.
Jump Point

“the miain world jumpbreakout point is free, travel time depends on the main
s digmeter {or that of the gas giant it orbits, if a smellite). Use the following

e Jump Point Table
Warld Time to Jurmp Paoint (hours)

At 0.5G At 1G At 2G
08 0.7 0.3
27 1.9 13
38 27 1.8
48 & K 23
54 R 27
6.0 4.2 0
6. 4.6 i3
7.1 50 3
T8 54 38
20 53 4.0
85 6 4.2
4.7 o4 7.3
19.0 134 9.5

24.0 17.0 120

FPROACH AND LANDING - STARPORT
"ACILITIES AND REQUIREMENTS

When a starship enters a new system. there are a variety of tasks that must be
gzomplished before it can s i legally land an the starport. The captain must
municate with local authorities, stute his intentions (and perbaps request permis-
0 carry them out), and ma angements 10 land or dock. Every starpont is
under Imperial guidance. bowever, certuin important aspeets of starpon
tperations und procedures have been standardized,

el

SHIPS AND SHIPFING

Declaring an
Emergency
(Continued]

A precantionary (Pen-

XXX
s call im:iuu: an
siluation nol amounting 1o
but which requires spe
consideration. |

any ship with & non-critical life-support
system malfunction.

Guard Channels
All shipbeard broadeast communica-

fions equipment comes with a set of spe-

cial channeks. wsually actvated by

batton or switch on the main

guard channels because the

ed ireserved) for emergencies, 1

empt all ob
are Tec

il by all comme
Space defense warnings, for exan-
ple. are often transmitted “on guard” 1o
ensure that all vessels receive the warning.
Unauthorized or frivolows wse of @ guand
channel is frowmed upon, and may result
ina fine.




TRAFFIC CONT!

Traffic Control
Procedures

mel. Yo
Chardie

NOT TO SCALE

ex help 1o m
depanting starsh 3 i wl smosoth ¢
port th

control (see below), Coy

ity increases with starport class (see p. GTI23,

ch class incorporates all lower classes as well,

Traffic Control Zones
Class 0: Nowe. This is uncontrolled sp
Zonie, Extends fr

m planet’s surface
100 AU from the

last charied planet in the system. whichever

trolled
or to the orbit o
Advisory Zone iy

still considered uncontrolled space

wvers the physical extent of the starport (on e
adius around it and up 1o 50,000 fect above i,
Extends from the y *

neter abog

Extends fre
above the surfag
E

e Zone to 108

n the upper limit of the Aj

ntemds from the upper limit
: 4

| Zone is i

@ the surl

ee the Transition

Traffic Control Agencies and Requirements
Class 0 Ny
Svsrenm Aevise.

No require

wommon channel that all ships in the sy

(outside controlled space) must use 1o exeh; intentions and mformation,

SHIPS AND SHIPPING



Starport Tower/Starport Grownd Contrel. Provides positive control® of all

movements within the Starport Control Zone, Starport Ground controls

from after landing to just prior to takeoit; Starport Tower controls all ather

ements, including takeoft.

[I: Approach Control/Deparnire Control. Provides procedural control*® of

passing through 2 planet’s airspace. Also provides weather advisories and
jion along flight path.

8 Orbital Control, Provides procedural control®* of erafl moving o or from

A00-diameter jump limit.

i Orbital Contral. Provides positive control* of all eraft in orbit around plan-

This is the same agency as Class TV, but their requirements are more strin-
in the Orbital Zone,

1 method of tralfic control and separation that relies on pos-
tracking and direction of all craft within a traffic control zone.
ed by an agency that has authority and respons y there.

Provedural controd is o methad of raflic control and separation that relies on
hering to published procedures within a zone, using sdvisories and informa-
uvided by an agency that has responsibility there.

istrative Requirements

e requirements are the paperwork and “red tape” required o enter
tem, clear freight Tor import and export. and exit the system again.
rements ht,mlﬂl. cumuk \'Lly mare ﬂlringull with |11 melary Culllml Rming
Trans:

CCR 1) None!
CR 12 Bill of health; contact traffic control with intentions,
aration,

CR 2 Flight plan; customs de

CR3: J‘mdmg il Lkpanurc clear:

1 spud inspection

R 4: Boarding pany: ions of cargo
fests with full p'l}‘ltd] sput checks,

CR 5: Flow control: l'IIghl plans requi roved arrival and
departure blo full physical inspections of passengers,
crew and cargo,

CR 6 Port guide: comparison of loghook and Might recorder; exit visa.

mani-

ELcomE! - ENTRY PROCEDURES
There is a significant differcnce between imersiellar travel that occurs entirely
in the Imperium (or any oher star-spanning political state) and ravel that eross-
fhe boundaries between interstellur states. In the first instance, starships will
d ane system and arvive at another, all under Imperial law and supervision, This
peferred 1o as arriving from or departing (L) outsysiem (interplanetary voyages an:
led nsvsten travel ), Paperwork and requirements are locally derived, and are
fgned o protect the commercial and security interests of the system visited.
Travel to or from a port outside the Tmperium is another matter. Called arriving
am or departing (1o) foredgn. such travel is subject w Imperial interest and scruting.
applys ger and crew

fentities will be carcfully
amd any diserepancies will result in an in

iew with
sed 1o pay a personal visit to the Imperial
re thut there ure no hidden requirements or stumbling blocks.

i perium apply similar procedures for their own protection. In
Lj- g,_\w[em states (such as the Sword Worlds or the Darrian Confederation), only
first port of call in the state (called the porr of entry) results in the incre sed
atiny. Subsequent stops in the same state follow procedures for arriving
departing outsysien.

SHIPS AND SHIPPING

Traffic Control
Procedures
[Continued]

“Regina Departure Control, this is 5.
Freemn, climbing through 3000 feet,
bound outsystem for Jenghe,”

“Freemen, Regina Departure has you
in radar contact, Continue standard de
ture profile: remain this channel until
passing 1000, no need 1o comact Orbilal
Current weather advisory is for a storm
front with moderate, oceasional sevens
turbulbence and tops greater than 43,000
feet, 50 miles south of your current
course.”

“Reging Departure, Froeman has the
storm fromt in sight; passing through

I

“Regina Departure, this is 5.5,
Frevmm, passing the 1000 limit, jumping
outsystem to Jenghe @l this tme, no esti-
mated time of rewm.”

Treeman, 1 show you departing
Reging System at 16:08:15-113-1120
Jump approved: squitwh 0000, Come back
aml e s sl
gina De . this s 5.5,
Freemar, squuwking all zeroes; will do,
thanks and out.”




uhsidized merchants and Ii

InsPECTIONS

Most entry inspections are conducted by an official party that meets the
m Ix_rlll The degrtc of bureaucratic inguisition depends on the CR of the warkd)

mperium may receive

contracts, usually as an adjunct o
their estublished routes. In erder o receive
[ conteacts, the ship must be able w
te five dions of carge capacity 10
postal duty on o full-time basas, the ship
must be armed, ond at least one gunner
st be part of the crew ar all imes. The
captain is paid Cr25.000 for cach wrip
made regardless of the amaunt of mail
carried on that wip. The act
will not exceed o ol of fi
trip. Mail is ha\nLhnllL

ol discharge or load other cargo oF pus-
wengers until off ma been wirmed over
ter the appropraate authorities and sceount-
wd for,

Other lreighters may be asked w cary
mail an o per-trip basis iF they are Nied
For mabl s described above, Mail is avail-
able on urall of 12 or Jess on 3 IF these
is mail. wnnage will never exceed one
abon, far which the planetary govermnment
will pay the captain Cri.00 tregardless
ol the amount of m; N mail mes
pay, bt the mail Tocker muy then be
for ather smull corgo.

Starship crew members may, on occa-
siom, be approoched by individuals

deliver private messages or small pack-
ages, Privide muil is usually intended for
delivery apecilic poin or person. 1L is

wsually secompanied by 3

and a letter of
From the sender o the intended recipient
This can he o useful way 1o make con-
Lt

Mail Safes

Sommetines, there is o Hnancial instro-
able |I|l~| un lul.L the |\I.n of

20w Crl 20

the amaunts
rs might deal in — are transparted
throaigh the Tmperial Mail in mail sale:
Ml sifes are extremely secure portible
safes, with P 4, DRI walls and an
elecironic lock (<15 10 Lockpicking xL\IIr
Furthermore, ster key will open s mail
until three days after the date when .| is
scheduled 1 urvive s its destination.

Forcing open the sale results in both
the cush and the perpetrator being spruyed
with indelible ink, rendering the cash
worthless and the perpetrator very con-
spicuous, Furthermore, the safe will
spread micro-fibers i a 10-meter rudios.
Sweeping for these fihers is @ routine part
of custonys inspections; discovery of such
fibers resulls in serious law-enforcement
atsention.

A L . 63).

Puranoid or ex: ting local governments may insist on an in-person search o
incoming shi s rire for ships landing at the main starport. but routine for s
landing outside the main starport’s Tmperial extrality zone (p. GT64). In
may also board seagoing ships or aircrafl arriving at the port if pra
halt them at the extrality line (see XT Line. sidebar, p. 66). Boarding pa
conduct several Lypes of search, depending on their composition.

Health Inspection (Quarantine)

The guarantine officer is a medical doctor or veterinarian whose sole i
in preventing the spread of infectious organisms 1o the host planet. Such ong
could be unimal pests (rodents, insects or their interstellar »,quwulcmxh fu
microbes (hacteria and viruses), The inspector will be particularly @
reports of illness among the ship's crew and passengers, or at 3
ports of eall, and in any fragile or live cargo (plant or animal) w
tine decontamination of the holds.

It the quaramine officer is satisfied, he will issue u clean bill of health (g
culled a free fishun, from the Vilani word for “health™). If not, he may place the &
under quarantine, which prevents it from landing, or discharg;
cargo, until the situation is resolved. If he is unsure of the
e inconclusive indications of a disease on board), he may i
health (or linited lishin), which allows the ship to discharge cargo so long a5 oo
tact hetween the crew and the local populace is kept o a minimum. The crew is
ally prohibited liberty is such cases. but the captain or first mate may go ashare
conduct ship’s business,

Quaranting restrictions may also be imposed for the protection of a ship’s a
from local outhreaks of disease; the Imperial representative on planet can con
the need lor restrictions of this type,

Customs Inspection

The captain must provide a ciesioms declaorrion, outl
hourd whether intended for import or not), before arrivi
hasis for the customs inspection. Otherwise, he must dec
seal” {see below).
Customs inspectors are searching for potential violations of planetary
restrictions (i.e.. smuggling) und for other types of contraband - particy
weapons — whether intended for import or nod, Customs inspe; il
access 10 every space on the ship. public or pri that is not under scal
below): they are often referved 1o as “the Forty Thieves™ by crew members, The ca
tain must ensure that the passengers and crew do not conceal contraband goods,
he himself will be issued any fines, Once the chiel inspecior is satisfied, he
issoe i customy clearance, w s the cargo to enter the planct’s jurisdict

Restricied and Prohibited Tems: Whether or not an item is prohibited
restricted From import W a particular planet is a function of the item's Legality
(LC) and the planet’s Control Rating (CR). Most goods are LC 6, unless they can
hazardous il misused (LC 3y or are intended as weapons {LC varic

2 all dutiable gmds

are restricted or prohibited based on circums - weapons for o planet
riencing a civil war), or roll 2d+LC-CR. On an 8 or more, the item is resiricted a
an impon permit is requived: roll versus Administration-CR 1w obtain one. Ona
less, the item is prohibited from impor. |
The GM should make a note of import restrictions that are likely 1o come
- Customs regulations aren’t really random, and won't change much over i

SHIFS AND SHIPPING



Mast planets charge an import duty of one to 6% of the value
the principle means of generating revenue for the port. Smaller
st charge proportionally more due to fixed costs. Day-to-day expenses are
port tariffs (p. 66); customs duties go to pay bonds. upgrade or repair facil-
und make other real improvements. Customs duties of up to 104 will not sig-
ly affect trade. Higher duties may be imposed on specilic goods (particularly
y supplics) or on goas from specific planets to encourage local industry or as
poem of economic war
Cugtams Seal: Caplains can avoid taxing or confis-
of items carried on board and not imended for use
in the system by submitting them to cusfoms
All restricted items are inventoried and locked in
ship's Tocker or an unused cabin or hold. The cus-
inspector then applies a seal. which is uniquely
gtified on the customs documents. Seals vary in
ation with the TL and CR of the planct. from
| wax seals Lo stickers to electronically @
gmofilament tape.
Captains of transient ships with no husiness beyond
Imperial extrality zone (or beyond refueling, in non-
erial star systems), may elect 1o declare their entine
“under seal” and avoid local customs altogether.
il crew, passenger and cargo manifests must be sub-
1o the planetary customs and immigration author-
whld] issues them 1o its extrality-Tine personnel. The
und first mate are permitted © go on planet o
uct ship's business, but if any other person or item
the manifests atempts 1o leave the starport (or the
itself, if no extrality zone exists). the is “bro-
ken” znd full customs procedures apply.

Immigration Inspection
All planets have controls to prevent undesirables — eriminals, troublemakers.

ing-game designers — from free entry onto their worlds. The precise mes
at the extrality line) will depend on planetary CR. As well. ove
fowded worlds or those that are highly desirable locations will restrict the number
ol immigrants they allow 1o settle, In either case. a boarding party may insist on
secounting for all passengers and crew before the: 2

The immigration officer will want a copy of the crew and pass
sd will compare cach name on the list 1o the person and his identifi
plimets that do not mandate in-person inspections may require filing miml[c\h with
the customs. office in port. IF there are any problems, the captain will have to ensure
that these denied entry remain on hoard for the duration of the port call. An immi-
gration officer will also board 1o tak of any stowaways found on board dur-
mg the voyage {those who suryi ived the trip, that is).

Copies of the mani will be available 1o extrality line personnel, starport
spourity and perhaps local police outside the fen

Far the trie connaisseur of red tape, the local planctary government can require
apor guide on all ships entering or leaving their system. Unlike seaport harbor
pilots, port guides do not ke physical control of or navigate the starship — after all.
here aren’t any hidden shoals to run aground on. Rather, the port guide is present as
awilness, 1o supervise and ensure the captain’s compliance with port procedures and
rezulations (and to count up the fines for the ones he misses). This is routinely
sugar-couted with the excuse that the port guide “provides valuable local knowledge
anil experience with porl protocols,” but in fact a competent pilot can fly any pub-
Tished approach without undue difficulty.

SHIPS AND SHIPPING

LASH Operations
larships cannot increase their profits
by trans-shipping cargoes: the wait-

occasioned by the 10¢% uncer-

winty in jump transit times eats up any
time (and operating costs) saved. Lighters
can, however. conduct theit operations

I!\IijL"dL“[l\ of the freighier itsell,

legs anbeund from or outhound 1o
frec jump points, the procedure is
similar to that for conventional
hters. When borlh jump points
are musked. the usual sequence of
events is:

2 siall eraft (pinn
or shuttle) — sometimes dispar
ingly referred 1o as @ “humboat
departs the starport with the crews
of the lighters th i
(LASH designs do

prior o the u;n.uu]
the freighter (zero-hone).
two-thirds of all jump exits are
within 12 hours of zero-hour, this
means that most of the time, they
will have less than one day 10 wait,
About 176 of the ship
arrives carlier B ol the
me. the ship arrives later (though
never more than 5 hours laer. for
normal jumg).

2. Once the frei;
lighser crews bos
off and drive For the main world a0
maximum acceleration, 2
crew members granted liberty ride back 1o
the port with the bumbaoat, or take the
\hlp s small craft for a |I|>\.[|l boat.

AL the same time ters for the
uthound leg and oilers carrying jump fuel
depurt the starport heading for the oul-
bounel jump point.

4, The freighter. pow empty and con
siderably faster, drives for the suthound
jump point w readezvous with them.
Loading the Tighters takes less than an
hour, but nelucling may take several howrs
more.

5. The crew. having completed s lib-
erty (2-12 hours, depending on distances
and relative accelerations), reboards the
bumboat and drives out to rendezvous at
the jump point Ve
exchanged places with other crew wa
on planet; this is wually the only way to
take more pon liberty.

. Al the jump point. the bumboat
drops off the liberty party and picks up the
lighter crews, then remurms 1o the starpart
as the freighter jumps oulsystem once
mure.

This eomplicated ballet saves, on aver-
age, one complete leg into the main world
{whout 24 hours), which results in about
four additional jumps per year.

ome crew m;




THE Price oF Doineg BusiNEss
? - PORT TARIFFS
Leaving the Port - Berthing fees, handling costs, facilities use charges and other starport fees -
The XT Line Tectively called fariffs — are a common practice, and must be paid as they oceer Tl

tariffs below replace the absiract weekly berthing cost on p. GT15% (which may!
used for simplicity, if the GM prefers). These fees work out the same on average,

planet is called the exiraliiy or XT '] Fnr\:l'ul captain can shave over 50% u_[]' [l!e: h:l_lal using separate fees. Unless oth
line. XT lines are usually designed w sup- . Wise specified. “dions™ means “dions of freigii™ below. £ ]
port local customs laws by preventing ..~ Berrhing fee: Includes power, life-suppart and data hook-ups at the berth, aces
smuggl 3 5 o fucilities for maintenance, and often counesy transportation Lo the main st
sty the phinetory sk of the terminal. Once paid, benthing fees cover unlimited arrivals and departures for th
insted be iimended o keep the in e # it g : .
in = a 5Tth-cenury Berlin Wall. entire duration. although crowded ports frown on berths standing empty for too

The XT linz can be divided into-two Cr20 % huell class for the first siv days, Cr2 » hall class per day theveafier,
The actual aocess poias are * Custewns Duties: These aren’t port tariffs, but appear here for completens
av ) can meve They typically amount 1o 1 10 6% of the fair markel value of freight; see p. 19,

et L er and Fuel: CrasWdton (at the berth or in planesary ovbit), Crd30dieon jar planef
T SCoeruily b et Y S 100D fimiv, deivered) or Cr7504fton (a star’s 100D liniy, delivered). _
witveints smd the bevel of scrting will ™= Handling fees: These include labor and equipment rental, They can be ignoy
ilar, ) by self-sustaining vessels (those with their own freight-handling cquipment and per
sonnel). RO/RO ht does not incur a handling fee, but wharf fees still apply
Cr2idion {general cargo), Crdddion {containers) or Crifdion (bulk by ipeline
Minimm fee is Cr300. Add 50% for +

Lighrevage fee: Freight handling fe and may be required at ba
ends. Criiidton {surface to orbit), Crl3fdion (1o planet’s 1000 fimit) or Crio
(ter star’s 1D Tineir), i

he border between the Imperial

firnre, wha physical arrangement,
Fhysical security measures will be
1o, hut less strenuous
acgess points. Semsors will concent
area coverage (o det
minimum, uere

an actual fence or sther physical harrier, T g we: Tor add 10 the .inwlt st ¢ tha Jire rides also o
wven on planets with CR 0, 1o preveat the Port guide fee: c insult, starports that require pon guides als

Tl Tt prisk o the stargont by tinely reguire the starship captain 10 pay for the “service” of having him a
and strength Crl,

TL and CR of Shutde ticker: One way, for one person and up to 200 Ibs. of baggage; 4
ight will be at baggage is carried at lighterage rates. Cr3tiperson,

" Special handling: Special handling is required for any freight which cont
i hazardous material or which is fragile. very valuable, Tive or perishable. Rutes my
weapons o enforee XT-line nestrictions. be higher (perhaps much higher) for extremely dangerous or valuable goods
Discharging. storage and loading of hazardous cargo may be restricted 1o censig
areas of the port, of even (o completely separute facilities. Handling rate is -4 (seep
35). +30% total fees.

u
nerease with both g
the host planet. Barrier
be

]
Bees;

Comttionedd o stext page .

Swarport fee: This covers the expense of administration, mai
tenance and operation of the port, as well as search and rescue ser-
ices. Con vity crafl of less than 10 dions
ment are considered ground vehicles, and are exempt, Cr30,

Tug fee: Tug crews are responsible for grappling and naviga: |
tion of the combined ships while under tow. Time is figured from
port to rendezvous and back. Cril2 % rated thrust (in sions) per
howr:

Witaref fees: Cover the use of port facilities for transferring and
storing freight at the benh. Include warehousing and area on the
herth itself. Paid by the owner of the freight, according 1o the
terms of shipping (see p. 54}, Cr20dion for up to 30 days
CrXiediem per day thereafier 1

Fines
Fines are the personal responsibility of the ship’s captain
unless the fine is the direct result of misconduct by a crew mems
ber. Even then, the captain pays the fine and collects it from the.
w member later (perhaps by reducing his pay).
Failure or refusal 10 vacare berth when ordereds
Crl, 000 hour,
Violation of port er Imperial regulations: Cr300 per incident.

SHIPS AND SHIPPING




DE THE GATE

T SuPPORT DOPERATIONS

number of businesses exist 1o suppont the shipping industry. AL the high end,
es have offices right in the starport terminal; cheaper versions of the
ices ure located ouiside the starport gate. In very small starports, there may
g more than a bulletin board 1 or viral, accerding 10 TL) where star-
those desiring or providing services post messages o one another; these
boards continue to exist in some form in even the largest of ports,

s Agents,/Brokers :

A broker is someone who facilitates transfers of cargo from one owner o anoth-
¢ muy be an independent operator, charging a fee for his services, or the
ee of a shipping line. Brokers working for a shipping line are organized into
npany’s sales department (see p. 80). A character with the appropriate skills,
wes, elc., may 2¢L as his own broker or as a broker for others once he is
10 do so (see p. 83 See Chapter 2 for more details.

enger Agents

nger agents mateh people desiring passage off-planet with ships willing 10
 them. Mast interstellar travel takes place on large, scheduled passenger liners.
ith scheduled stops on a planet we at least one agent there: if port calls
uent, a single agent may handle several lines. Passenger agents are also
uahle when placing passengers aboard small, unscheduled (trump) vessels.

In the case of small ships, the agent will i fuce the | o
captain. Larger will detail a purser oF & steward o run a check-in desk in
terminad, The final decision o accepl or reject any passenger, of course, rests
th the ship's captain,

-~ On planets with repressive governments, the operations of passenger agents may
ihject to severe restrictions and serutiny, or may be illegal alwgether, In the
the government immigration office carefully regulates which of its
mitted 1o leave the planet, and may purchase all tickets isell for later distribution.
¢ on passengers on such worlds may know nothing about their charges
they arrive at the ramp.

p Chandlers and Outfitters

urship life-support systems ane extremely elficient and self-contained, but for

iy of life aboard ship, nothing beats fresh provisions — fruit, vegetables, meat,
verges, eie. Ship's chundlers and outfitiers exist o meet this need and to supply
the routine parts, spares, fillers and other equipment required o keep a starship
nning smonthly. Crews will shiain the majority of their starship-oriented supplics
gadpets from these merchants, and the typical ship’s locker is filled with their
Some chandlers provide or specialize in services: there is almost always a
ff or uirfraft from a cleaner-and-lTaundry nearby when a large ship docks.

JEPARTURE PROCEDURES

The requirements the captain must meet before departing a given planct are sim-
o those impused on arriving: they depend on planetary CR and whether the ship
departing forcign or merely outsystem. The captain loads cargo and passengers.
customs stamp the manifests, settles all open accounts, obluins a clearance w
from customs, files o departure flight plan (or requests a depariure block
) and retrieves his ship’s registry from the Imperial te (p. T4, i required.
Before the ship can clear customs outl 1, a customs ive must
and check the integrity of any seals. If immigration checks were reqguired on
try. a comesponding check will be reguired just prior to closing the hatches for
srsonnel required have made it aboard.

Once .|ga|n. the GM must check 1o see if the course 10 the mext destination is
ed by the 100-diameter limit of the system’s stellar primary. Then the ship
psuu[ o another system, and the cycle starts all over again,

Leaving the Port -
The XT Line
[Continued]
CA  Physical Security Measuras:
XT

Fanca Aocass Ponts
O Single fence. Open gate.
I Single fence. Gate with
gatehouse.
2 Cleured
buffer zome. Guasids.
3 Anti-intrusion Rundom 11/
fence. manifest checks.
4 Dowble fence; 1% 10y
SeIROrs. manifes checks.
5 Nonlethal traps:  Random
patrals, search,
6 Lethal traps: 1005 physical
deadly force,  search.

Higher-level measures may be added
during times of heightened alers.

TL  Physical Securil

Sensars
04 ME, | eychall;
unaugrmented
hearing.
Searchlight.
Risclur,
metal detector,
micraphene,
7 LLTV.

thermograph.

o

X-ray. peophume,

8 PESA, AESA,
chemsnilfer.
9-10 Rudscanner.
11 Densitometer.
binsnifter.
12 Meursal activity
sensor,
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Freight
Consolidators

lized freight Imuardm\ u\|iu.[

qualify for preferentiul rates. usually hy
lilling standurdized © The con-
anlidator will issue ing Tor the
shipment which includes & description
the comtents of each sub-shipment

Routine Vehicle
Operation (RVO)
Programs

T.n Rowtine
iy earaine
ot point, o i

Vehicle Operation pr

jumpspace, The pre
will steer clear of chstacles and re -.,w..l iy
simp
bust will ot perfor danpe
wers, “push the e
I & situation

instrugctions from 1

al peeset imervals
or events - the program will soumd an
aliarin andd rouse the il 1 ke over.

The RVO ram is rated at Pil
12 for normal aperations, bt its capacity
is extremely limsed. In an emergency, the
RVO program is capable of
docking the ship, but si
i misd

e results
: resulls. in
st sul-
ure when
s st
nd rodl. A

second ||||I results in disnster,

SHIP's BusINESS

Running a starship. even a small free trader. is a complex and demandin
There are a host of legal and pr i
to-day operations — paperwo
known as ship s business.

SHIP’s REGISTRY

A ship's stry is a physical document (equivalent o an Imperial Ide
Document for a ship: see p. GT40) that uniguely idemifies the ship by type, hon
world and hull number. The Imperium does not issue stundardized registrations
commerci vies that funciion o individual planets), but it 1Iuc~
the infor B
iy, requi
the information contained can be read off
when entering most systems. In some cise
surrender the reg
ship from jumpi

| vessels (it e

crew. ownership information

the ship’s ¢ he required
stry to the Imperial Legate (p. 74) on arrival; e.g.. o prevent t
it without paying a fine,

Loss or Destruction of a Registry

Losing or destroying a SIT is @ serious matler, requiring an inguiry from [
Imperial representative at the next starpon o substantiate the loss before the regisi
can be reissued. Conducting ship's business uilhuu 4 i if]
ting along withoul proper 1D is for 3 persor
getting any legitimate business or service. Forging a re
an altermate) is covered in Chapeer 6,

ship will have a hard
ary feither a replacement of

OUuTFITTING THE SHIP

A starship costs tens of millions of eredits, yet some owners will beerudze 3 fon
tens of thowsands to keep their investment in top shape. Here are a few
sider when outlitting & new ship.
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Equipment

fary equipment includes every item that isn’t part of the ship's basic
[ -handling equipment is an investment — o ship that is self-sustaining
that can make a profit where others can’t. Environmental gear for the ship’s
d survival gear for the crew and pussengers {especially sufficient rescue
1 can mean the di between life and death. Finally,
18 anel snuh pistols enough to equip the crew will let them repel boarders and
s without frying the bulkheads,

s Locker

s locker”™ is a catch-all term for the miscellaneous stores and supplies a
intains to support. its operations and crew, On small ships, it may be a physi-
4 storeroom o hold, Contents of a ships locker can
gear, personal convenience items and consum-

hul remains the property of the ship’s locker.
o chest items (unk food, mild recreational drugs and aleohol, wiletries,
ment and educational chips, even uniforms and T-shirts) ure purchased
the purser and sald to the crew at cost or charged against their unpaid
On small merchant ships or those that carry only a few passengers in addi-
their cargo, the sengers may have access 1o the slop chest through the
an a cash-only basis. Large liners run separate concessions for the conve-
of their passengers.

and Stores
parts cost 0,1% of the ship's original purchase price per year: their vol-
s included in that of the engineering space. This is in addition o parts reguired
ual maintenance (p, 7o),

produce edible food from algae and mycopro-
t bland-tusting, dry, Naky paste or cake, often gray
weal packs weigh five pounds and cost Cr Sily
nmr\' pdldlql\h.. Fauxflesh vats produce real animal protein via applied
ology, but ships with Tewer than S0 stalerooms may have room o grow only
L el again” 1'd Kill for lamb!™),

Fresh provisions are the aliemative of choice. and & necessity on any ship that
10 offer high passage. Preserved provisions are 2 Ibs., 0.04 of and Crh per
day. Fresh (“real”) food ranges from two to four times that price and up
though at the high end, the gquality of the product depends more on the Cooking
llof the chef), and has twice II\L, weight and volume. Both are carried as cargo:
i) man-days of preserved provisions or 6,250 man-days of fresh provisions per
. Fresh provisions are also perishable,

Don’t serimp on programs! Remember that bridge equipped with thiee

ters (p. GT161). A complete package [or a free trader costs KCri29 at TL1O,
consists of Datalink (run one copy per communicator), Targeting +8 {run one
per turret and a third for the missile fire director on the bridge), Damage
rol with ship’s specifications in a databuse, Routine Vehicle Operation
00, Complexity 2; see p. 68), Astrogation {(Jump-1) and Library
Add a Limited (Cr2,006), Complexity 4) or Full (Cr3.000. Complexity 5)
nality Simulation 1o make the ship more user-friendly, if desired.

urity and Anti-Hijacking

Ships come with electronic locks. but consider installing after-market intruder
nses (including digital o motion senzors and weapons) and a high-securi-
alarm system (Cr3, 000, ef 200y 11 the ship is equipped with intermal
sors, an Anti-Hijuck program [C| logy-14, Cr10.000, Complexity 5) can
et the caplain (o suspicious paterns of activity.
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Odds and Ends
he follawing items are intended espe-
Tc:'ally for crew members of starships.
Refer to pp. GT107-117 for other rel-
EVAM equipment.

Pocket Pack (TLG]

A collection of-five items that most

isswe on well-run ship:
light (runs onm an AA o
Crd. 1716 P, o Swiss army knife (screw-
driver, scassors, saall knife, file

hottle opener and toothpick:
b0 a rell of vacuum-pre
(150 yibs. % 2 inches: 18 B, mark-
ing pen (writes on metal or glass in lem-
peratures from -1 50°F to 400
avity und in vacuum; Ced, 116 1b.). and
a candy bar (in o vacuum-prool wrapper,
temperature Tesistant as is the marking
pen. tastes like chocolme-covered saw-
dhust; ©rl, 1B ). Cost s Cr20 (saves C)
over the cost of the items hor
Iy wieight. with wrapping, is !

Sr5,/8 Survival Rifle 1’?13}
Thee SrS/ is i simpde lever-ue
mnle entirely from lightw
plastics. I breaks down ¢
husic components (b o, stock )
the bamel and action can be stored in the
hollaw plastic stock, The rifle uses an
internal | 2-rounsd magazine, which may
h-c topped ugp with individual rounds u
e, It fires o Smm caschess round

that wsed by the Smm body
|'\I~Iu8 P GTEE Dmg. 'd Acc 65811,
2D 140, Ll\ 1,700, W, | | Ihs,. Rol® 3~,

ily into three

rounds of
cost Crl.

Wirist Computer (TLS)

This general-purpose
i ape of a la
s 2. It has a0 display, only 3
talthough it sl ells
Ked 1o a communica
tor or directly 1 a larger computer o
dowisload dara {making it very handy for
pes!), Crui, 178 1b,

Survival Watch (TLS]

Incorporates a dedicated wrist compul-
er (Complexity 2) with a 0.)-gig database
of survival lore, a chrenometer, a rad
counter, o magnetic compass, a homing
bezcon (p. UTT40) and an inertial com-
pass {p. UT22), It is voice-activated and
displays information on u tiny. high-res
screen. Runs for one year on an A cell.
Cr0, ¥ I,

Cowtinmed o next page . . .




Odds and Ends
[Continued]

Surwval Kit (TL10)

Imperial regulations require commer-
ciul ships to carry one survival kit per pus-
senger in lifebouts designed for surface
landings; this requirement is routinely dis-
regarded (and thus often a useful excuse
for oaher scarches), A typical kit might
cunsisl of a 0K x 16" % 6" carrying case
(CrI0, 7.5 The ) containing:

* Air sk with bailt-in respirator,
amini-air tank and filer (p, GT112);
Cr230, 2 1bs,

» Atmasphere tester {p, GT112);
Criig, ¥ b,

= Autograpnel (p. UT83): Crlon, 1.5
Ehs,

* Belt fashlight (p. S461: Cr1n, v Ih,
+ Biphise rope, 40 yds. (suppons 2,000
1h; T2, 2 Ihs.

nkfirzmsponder {1000 mile
X, 3 s,

S

* Emergency medkit (p. ST0); Craon,
11h,

= Filiration canteen (p, S45); Cr44.
L ib. fempry ).
* Flares x8: Cr2, | fb,
* Food concenrates for 30 days
(. S45); Cra00, 9 The.
= Inflatable ffi 1 person or 240 b ),
Cridn, | b,
* Reflectorized wrpauting Ced, 1 b,
* Sheller suit (combi

e, 5 hs.
1 knifie (p. $45); Crion, 114

vl 1ifle and SO0 ronds isee
O3 Lhdhs.
I watch (see above); Ce3nn, vy

Ih,
* Tuwel (p. 8455 Crl0, 1 Ih,
= Utiliny bel {p. 545
= Water, 8 = 0.5-guart ¢

“A working pussage is not guite the
e ax being shanghaicd, but on some
alhiges it cam e the near bext thing. "

~ Humie Lonnigan,
Free Trader; Twenty Years Tramping

Weapons

Not all merchant ships need 10 be armed: in the core sectors of the [
armed turrets are not only a waste of valuable space, but will attract unwanted
tion as well. Ships operating on the fringes and those contracted 10 curry mail
need same form of armament, however.

A mix of one missile rack, one laser and one sandeaster per furret is g
commercial vessels, On average, two sandcasters will buy a free trader an
laser hit before it takes major damage. Lasers are useful offensive/defensive
missile) weapons, while missiles are most effective purely offensive w
Since small ships rarely use all five bridge crew stations in combat, one useful
nigue is o hand off missiles 1o the remaining crew station(s) after they are fix
using the bridge’s lasercom for guidance and allowi 2 the gunners (o concen)
i ile and anti-ship fire.

There is no magic formula for how many i s and sandeasters to by
general, the ship with the most ammo wins, so buy as many as possible.
Cash |

Don't forget 1o maintain a cash reserve, Ideally, this should be enough for
months” expenscs — but no one ever fmanages to suve that much, Just keep someriy
buck, for quick speculations, repairing battle damage. meeting unforeseen equj

i making = ik " w a local official's persanal LEONOMY, elc,

Hlnme Crew

g are (. ined by the Travellers” Aid Society (p. 51)g
other classification agency (like Lloyd's in the Solomani Confederation} as pan g
the registration and classification of o ship. Operating short-handed is pessible, sps
cially due to illness or injury, but routine voyaging without a full crew is an i
tion 1o have the ship's insurance canceled, The procedure for advertising a posi g
wanted or needed 1o Gl is outlined on pp. B194- 195, 1

Officer Requirements

Every ship requires a captain, who carries a master's license (p. 84). On ship
smaller than hull class 200, he may be the aniy crew member if he is qualified i
carry out all of the functions below or has the appropriate automated support, Suchg
ship is required to have an approved Routine Vehicle Operation (RVO) prog
{Filoting-12) to perform watch-standing functions while the captain sleeps. See si
bar, p. 68,

ial ships of hull ¢lass 200 or more require a minimum of g
licensed mates or masters (including the captain) to stand watches on the
They also require a min i licensed engineer (and two assistants, for
class 1000 or more), Most shipping lines require the first officer 1o have a maste
license, as a hackup 1o the captain. Engineers may also be used to stand waichesif
they are qualified mates. An RVO program may substitute for one mate on a e
rary basis (usvally by having the remaining two stand heel-lo-toe watches, with the
RVO program as backup), but the shortage should be made up as soon as possible,

All ships carrying cargo for pay require a cenlified cargomaster; on small shiy
he may double as one of the other officers. Hazardous or other special cargo requi
@ more wdvanced certification for safety,

T onally, the first offi s also chief pilot and in overall charge of pod
operations, the second officer is navigator, the third officer i ond kot and the
founth officer (i any) is training for all of the above. On a free trader, Positicy
are mure flexible and everyone cross-trains for more than one duty. A typi
arrangement is shown under Merchant Rank p. 81D, but that is by no means the only
possibility.

Other Crew Members
All ships of bull class 200 or more require a centified medical wechnic it
munications operator (with Electronics Operation (Comm)) and & sensor operaiag
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ion (Sensorsi), These positions may be filled on o part-time
b . On large ships, there may be one specialist per watch, or a single
specialist may be awakened whenever required.

Other crew members are g My classified as “deckhands” “drive hands™ or
Ssiewands.” Stewards often double as guaners on armed merchantmen.

Crew Salaries

Crew members must be paid monthly, uswally at the first port of eall each
ot Non-pliyer cha must be paid according to the Job Table on p. GT106.
Flayer characters may bargain for hetter pay rates of elect o accept warse, and may
fie their fortunes to the pwners” by accepting shares in the procceds of the ship's
ailivities in licu of part or all of their salaries, Salaries {and shares) should be noted
et to euch crewman’s name on the crew manifest.

Working Passage

A captain with 2 crew shortage may hire an individual o Gl a vacant position in
etamm [ pass passige may not continue for more
fhan three jumps or the erewman is considered 10 have been hired for standard salary
= fetroactive {0 the date he joined the ship. Those working for passage do not sign
i icles (below); instead, an entry is made in the ship’s log (p. 72) detail-
rr[g the circumstances and terms of the contract. In onder o sign on for working pas-
b crewman must have some expertise in the position for which he is hired
[;Iﬂmubh he need not be fully r 2,000 Ths. or 1 dion is
allowed, Working passage costs the individual nothi Cceives Passige, room
and hoard in licw of o salary.

SHIP's ARTICLES

constitution” — & contract that spells out, in broad terms,
ihe responsibilities of the ship’s caplain and erew. Articles may be standing. an 2
ship which keeps the same crew from voyage 1u voyage {common among free
wraders), or valid for the current voyage only, b artich ew members
Ssipn on” with the ship and agree to the conditions of the ship or voy
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Damaye to Cargo
d in routine

hen e :
teansit, i
s 16 prove ne

the ship (that is. the

re paidd for accond
¢ shipped under

its owner will be
Declel IIJhk' For any dha i was done.
Again. who owns the any given
mament is determined by the terms of

self. This rule s
Tor historical
a fire in |h\- y
ek thut burned or suffocated rom
ire would be the responsibility of
wher.
. however, the cargo was not dam-
ageid by the emers directly, but us a
result of efforts o contin or cormeet the
emergency. then the ks is shared propor-
tiomally by every pasty that bad car
boanl. This is calbed gen
assumes th: 1y henefin
from sesolving the silualion

every |

- whether
s saved or nod. In the exam-
tain decided 1w evacn

o hold 10 put out the fire,
wwners of all shipments ahoand won
¢ of the loss of the livest
1 Imu mmuch thiie carg

would i I
There are I(mrm.\s. whan make
fortable living ing mthing bt o
of damage o, and particolar
general aver




Hey, Why is Murphy
on the Cargo
Manifest?

here are three cases where sophonis
AT on 3 carge manifest;

Imperium anyway).

These are

Keeping a Logbook

ceping a loghook is
addd Tlavor 1o & nwercan
Not anly does it pr

arty's adveniures

s 1. but s
i ey preler Wasg-leat M
the name of the sh

sy number. el
her with the

5, O Save 5[
nally. write down
time, location and a briefl descripti
major events or unyl it of the ordi-
nary 1k porits
isn't necessary w include everyiiin
to capture all the routine opers
{watch chunges,
checks. course adjustments b that really
vccur abyand ship.
Typical entrics mi
i IEW SYSLEM: ey into

uit supplics: ikin
filing o Aight plan: cle
kel entey into jumpsp

illness, of injury 1o passer
el carge; loss oF d

punishment imposed, and ship's aceo

Passenger, crew and cargo manil
can be recorded in the loghook, attached 10
the log wsing stambsed forms, or kept in a
separate file with a pointer in the log
entry.

Articles generally require the crew 10 obey the onders ¢
officers while underway: detail salaries, shares or other pay arrang
schedules in port and underway: reguire the captain 1o provide liberty boats
the crew to port (when time permits) at stops where the ship will not be docking,
require the captain to log matters of discipline, any complaints brought to him
the crew. for review by the Imperial representative at the next Imperial port of clls

TAS Form | (Ship's Articles. p. 71) is the standard form used within
Imperium.

=

LoceooK

The ship's loghook is a permanent recond of all signi;
that take place on hoard or affect the ship directly in some w
maintained electronical
master (or first officer,

anl activities and
Starship !0!5
. The rough log is recorded in read/write format. The s
the captain so designates) keeps running notes on events;
they occur. These can be adjusted or edited belore being included in the smaodie
afficial {og, which is stored in a non-volatile “write once/read many™ (WORM) foe
mat, The captain approves all entries in the official log. and may wish to sign WD
vent unauthorized entries. v keep separat i
ar medical logs. but only the most significant entries in these will be wansi
to the official log.
Contrary to the opinion of some. the loghook is for the protection — not

]

strates their concern or the safe l>-|u|<|1|ur| of the \||I]'.l Unusual events, accl
emergencies and deviations are recorded in enough detail o establish the
prool of the ship’s innocence or substantiate the ship’s posits
tionable circumstances.

1 affe

MaNIFESTS

A manifiest is a list of g

ds or passengers carried aboard a starship,

Cargo Manifests

A cargo manifest serves as a receipt for goods delivered. a definition of the g
tract for shipping the goods. and a transfer of title w a specific shipment 1w the cap
tain for the purpose of transportin i n to destination. 1t be requesie
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officials (10 determine dutiable goods) and used as a basis for inspec-
must realize that if they accept an illicit cargo (e.g.. nuclear weapons
drugs), they are responsible for it as if they were the original owner.
manifests can be recorded on TAS Form 14 (p. 142) or by emering the
g information into the ship’s log for each cargo carried: lot number, lot size,
tination, terms of shipping. general contents and special handling.

i/Passenger Manifests

passenger manifests identify and secount for all persons on hoard a ship.
lifests often include information on position, salary and shares of owner-
d can be attached (o the ship's articles. They can be requested by immigra-
ficials and used as a basis for inspections,

dpassenger manifests can be recorded on TAS Form 11 (p. 142 - the same
used for both, with the appropriate word deleted) or by entering the follow-
ation into the ship™s log for each person: full name, title, positionfoccupa-
world, salary and shares.

HT PLANS

flight plan is a declaration of intent 1w pilot a vessel from one location 1o
r, Flight plans let traffic control agencies program loads and sort out traffic
cts, Jet ground controllers assign berths, let customs and other nd’tn.'
ing ships with minimal delay, and let system defenses disti legiti

Imperial Officials

represented on every member world

and on many of the planets along its
harders — client states, non-aligned worlds
or members of other star-spanning gov-
ermnments. Imperial officials intery 3
when necessary 1o protect [mpe
ests of to prevent the locals from harming
Imperial citizens (or vice versa),

Foreign Delegarions: Other stmes will
have their own Amba
{see below) in ports inside the Imperial
barder. serving the sume functions that the
Imperial officials do for Imperial citizen:
Small delegations may combine the fun.
tions of Ambassador and Consul, while
large ones ma e o separate Consul in
every port.

T he Imperivm tries o ensure that it is

from pirates or marauders, Flight plans also form the basis for \:.ln.h and res-
ations. as they can be used 1o determine when a ship is overdue and where
hegin a search.

- Although flight plans can be filed by submitting a form at the starport, most
bt plans are simply text or voice messages a preseribed format, TAS Form
format for collecting and g all

pe of craft. For starships, give type classification code letters,
| class,
art of origin and date and Inm: of departure. Spevily estimated or actual,

Route of flight. Omit if “direct” from origin to destination,

ot of destination and date and time of arrival (estimated).

Toaal time enroute (estimated).

Alternate destination (i any) and estimated time to allemate.

s that aren’t covered elsewhere: request refuel, shuttle
or lighter -uppurl request ‘P\.CI.Il h.mdlmg (remote control, sensor veclors):
>p‘|ur i for ions; VIPs on board, ete,
mber of people on board,

Cruft color and markings.
Number and type of lifehoats, rescue bubbles, etc., carried.
Name of ship's captain or pilot-in-command,

Aﬂh‘ a flight plan has been sent (and approved. if required), it must be opened
ed) by the ship's captain — usually on takeoff. Type T (inbound jump) Might
e op,ned when they are transmitled, as soon as possible after breakout from

Om.e a vessel has armived safely, it is the caplain’s responsibility to ensure that
flight plan is closed (canceled) with the proper authorities, Failure 10 do so can
tin being fined the cost of unnecessary search and rescue operations.
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Imperial A r

The Ambassador is the chiel Imperial
diplomat and personal representative of
the Emperor on a planet outside the
Imperium. He is responsible for the whole
spectrum of relations with the planet in
question: poli military, economic and
cultural. He is normally appointed 1o per-
form this robe on one planet oaly, but in
sparsely settled regions abong the Imperial
border. he may kave informal siper
aver several neighboring workls that Il
their own Ambassador, The Ambassador’s
residence and office, called the Embassy.
enjoys the same extraterritoriality as an
Imperial starport (p, GTH4).

Ambassadors Extraordinary and
Ministars Plenipotentiary

Tlh re are o very few Imperial
A dors, calle:
Extrasrdinary, who perform the sume
duties as an Amshassador but who are nol
assigned 1o any specific planet. These
powerful individuals. ofien high-ranking
nobles as well, are the diplomatic trou-
bleshooters of the Imperium. They are
often found whers serious problems are

developing.

Equip one of these with an Imperial
Warrant (pp. GT42-43) und he becomes a
Minister Pleniporenttary, capable of mak-
ing or breaking reaties and agreements,
and declaring or ending wars, with the
voice and authority of the Emperor him-
self.

Continued on next page . . .



Imperial Officials
[Continued]

Imperial Conswl

Consuls are lmperial diplomats who
rank below tand are subordinate to)
Imperial Ambassadors. Consuls
appoinied o planets outside the lnperium,
ifter Imperial commercinl imer-
ests. There is generally only one Consul
per system. w 5 al the main star-
port. There will u v b a Consul on
every world within six parsecs of the
Imperial boeder. even on worlds that de
not rate their own Ambassador. In that
case, the Consul assumes y of the
responsibilities of an Ambussador (which
I ez hee, i all but rame ).

The Cansul wmay be assisted by
Consular Agents (lower-ranking diplo-
miats), who serve as his representative al
ather mujor pests in the system - particu-
larly the main world highpont §if presen ),

Imperial Legate

Legates combine the Functions ef
Ambassadors and Consuls on lmperial
member planets. On planets where the
Imperium is the only povernment (oceu-
piedd worlds, research stations, depots,
seoalt outpostsk, the Legate may be calked
the Governor or Viceroy instead. How
misch poweer he pctually wields varies with
lowal circumstanees: population, lechnolao-
2y, relations with the Imperium, presence
or ahsence of a titled Imperial noble,
impostance of the planct o lmperial rude
o defense, cic.

Shipping Commissioner

The Shipping Commissioner s an
wha represents the
h.m...s Commission (15C) on 2
5C is a subdivision of the
Minisiry ur Commerce: it menitors the
customs duties s sel by
ons about
imerference in interstellar trade. hae-
ardous and contraband cargo, etc., then
recommends i
Commissioner collects shipping informa-
tiom, records registries and licenses, and
iets as the crew’s advecate in disputes
" mndmum This function is
any perfermed by o
burcancral who has sever-
al anher responsibili

Cormmercial Attache

The Commercial Attaché is an
embassy staffer who advises the
Ambassador directly on commercial mat-
ters. Merchant characters will not nonmal-
Iy have dealings with the attaché unless be
is Tepresenting the Ambassador on some
erand,

B ey

GeETTinG PainD

In a universe where a determined crook can outrun the news of his mis
instantancous account verification is a thing of the st just getting paid for se
rendered cun he a major hassle. There are three forms of payment g nerally
the Imperium: fetrers of credit, bawk drafts and good, old-fashioned cash,

Letters of Credit
A letter of eredit is a document from one bank to another that zuarantess |
drafts (¢hecks and other withdrawals) of a customer. It is literally money in the
= but a different bank from where the funds will be drawn, With a letter of ¢
person can make withdrawals and write chiecks through any bank that will honar
letter. The honoring bank will later settle aceo with the bank that issued it.
ter of eredit will state the amount of credit and the period of time for which the a
it is available. After this period expires, the Teter will not be honored. 1
A letier of eredit will ofien state which other banks will honer it, by prears
ment hetween the banks. 1 will not always be honored automatically. however -4
must sometimes be confirmed by communication between the two banks inval
and the holder of the letter will not be able to draw upon the funds until then.

Bank Drafts

A bank draft is an order feom a client 1o the bank where his account is heldg
issue funds from that secount 1o the whoever is numed as the payee in the drafi,
bank draft is. in essence, an interstellar check. Bank dralts are the most commom
form of puyment for firms large enough 1o maintain a sizeable account on g e
world where they trade.

Cash

There are times when cold. hard {or folding) currency is the only way o
not just for shady deals, but also for small contracts that can 'L justify hanking
and for business done by small firms or individuals who don't have the aceo
needed o support interstellar bank drafts or letters of credit. Cash transactions m
also common in speculative trade. | Tar trade is cond 1in Imperial
by default; conversion 1o and from local cumency may cost a lew pereent 3t ba
ends.

ADVERTISING AND ADvVANCE NoTice
Shipmasters. even on free traders, would greatly prefer 1o have their cirgoes
passengers waiting for them when they arrive insystem — it saves considerable tin
and time is maney. They achieve this in part by announcing their schedule of
calls as far in advance as possible. Messages can be sent by Xhoat or carried g
ships headed in the right direction. f
A simple posted 1o a | I port of origin's public bullei
board, ¢osts Cr30 per port; this adds 2 +1 bonus per week posted when se
cargo and passengers, For every %10 spent on advertising (more or Tlashie
hiring freel agents), the ship receives an additional +1 p
300, +3 for Cra.000, etc. |
{the ship changes its route, all benefits are lost. A ship that routing
announced schedule may gain an unfavorable reputation as ung
m must carefully judge how far ahemd he can count on meeting

week: +" for C

able. The cap
ot calls,

MAINTENANCE AND SUPPLIES
The Tmperium requires that at least S0% of all maintenance (including annul
maintenance) on Imperial registry shipping each year be performed by membe
planets. Not only does this provide a check on illegal modifications, but it
ports Imperial shipyard capacity. Any ship thal receives maintenance outside i
Imperium must report its nature and amount 1o the Imperial Legate (sce !
the port of entry when ariving from foreign. Foreign maintenance (other than ba

SHIPS AND SHIPPING



structural Health (HT) statistic o reflect their
al condition and resistance to wear, ftigue and breakdowns, The formula for a
sHT i

HT = [75 » (internal spaces in dtons) / (loaded mass in stons)] + 5,

Round to the n

rest whole number. Maximum HT 15 12 or the ship’s TL,

Usexd .dhpa: may have reduced HT due 10 age and wear. If the purchase price was
ted to 50 or less, reduce HT by one: if it was 10% or less, reduce HT by

utine Maintenance
Starships require daily maintenance. This requirement — expressed in man-hours
=i given by:

Maintenance = 4.8 x (original purchase price in MCr) /

(square root of actual purchase price

Used ships ithose hought at a discount) will thus have higher maintenanc
- mquirements, reflecting greater age and wear. This requirement is divided amao
eagineering department personnel | at §-12 hours per person per day ) additional
mun-hours can be provided by ications, sensors,
eapons, eic, ) or ather crew member

Muintenance is cumulative over a voyage (port call 1o port call); maintenance
- shortfalls may be deferred until the ship is in port. For every 4 man-hours of mainte-
tance nod made up hefore the ship §ifis, woll against the average Mechanic skill of
die engincering department, at -4 for every missed check afler the first. On a failure,
all against liw ship’s HT. Failure on the HT roll indicates a minor breakdown: criti-
el filure indicates the Joss of 1 point of HT and 3 sejor breakdown (GM's choiee,
o use the Major Damage Table, p, GT174). Repairs are condueted using the dam-
e conrol mules on p. GTITO: restoring & point of HT is equivalent to repairing
migor damage.

if qualified,
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Directions
and Numbering
Aboard Ship

incli our wiy around 2 ship can be
Fl:unr'us.ing witheut a system. cven on

smaller vessels. On larger vessels it
can ofien be a matter of life and death

Dhrections

Drirections aboard ship can be relative
i“forward of bulkhead 30} or absolute
1the aft airlock™ ). The Tllowing conven-
LiOns are in conmumon use;

Diive Avis: Directions on board ship
ollen refer o its drive axis, an imaginary
line that runs from the center of thrust of

: s through the center of
Ships with maore
one drive conliguration may have hoth 4
primary and a secon
the primary drive axis
rlenaiio

A ship is called a
n deck is panllel 1o
ander iF i is perpen-
- designs are comimg

this conliguration
hes inpro
imity e a \h\L I is also suited o lifiin,
body designs, awing to streamlining.

is dnn.

GT1435: the men: 39

Fore gned Afi: Forward (foae) i in the
direction of the driv
nosel; afler Gaft) is in the oppos
tion,

Port anid Starieourd: The lefl and i
sides of the ship, respectively - o
desermined while Facing fr
the belly directly below, The wrm “pon’
refers o the Solomani custom of placing
the primary airlock (and hence scoess 1o
the starport) on that side: Vilani-influ
enced designs slow ne particular prefer-
ence

Drrserd and Ventral: The top {buck)
and battom (helly) of the ship, while fae-
ing forward und with port to the keft, On
Latl-landers, “port” is arbitrarily defined
by the bocation of the main airlock, then
sturboard, entral™ and “dorsal” are
defined from there,

Duthoard wird Inboard: Outboard is
away from the drive axis and toward the
skin of the ship; inboard is toward the
drive axis.

anis (ie low

Canrimned on next page . .



[Continuead]

Nurnbering

Starships often have many identical
components located throsghout the hull:
when it is important 10 distinguish them
cleardy, o standand numbering system is
usel. Ol mumbers are wsed on the port
side, even numbers on the starboand side,
MNumbers

ventral, Blems on the drive axis are
bered 4 v others of the sume type.
aple. the cabins on 4
elass free trade T132-134) are
numberd. starfing
afil on the deck |

tport) side and 2 - the i (snar
boird k. O deck 2, the ¢ bin on
the por side is # ol

puney cabin is 5
cabin #10 {the n
could be called #90. The two drive snits
are #1em the el and #2 on the right; the
chorsal twrvet is #1. the venral wrrer #
DHifferent ships may lave sfi
Ferent conventions, amd all ¢
should b
pr fision, When the chiel en
et tells o crewman w
the #3 drive, und hurry!
should at beast know whiere

Maintenance and HT
for Existing Ship
Designs

Mainlenance sttistics for the starships
and long-voyage non-starships described
on pp GTEI0-146 are given below. Al
hese clisses normally have HT 12 4.

where HT would drop for heavy boads are
Aot

Class Maintenance
[man-hr. /day]
Interplanctary shintle
§

Animal
Emype

Vrne

Laely of Shatlor

ARkigish® 6.3
Kugashin 410
Dragan 527

Broddsivard 717
* HT drops i 11 at masimum load,

As well, roll against HT at the end of any battle in which the ship dod
combat and whenever the ship exceeds its rated load capacity (don’t forger g
culate HT for the new loaded mass!) or otherw stresses itsell in ways it
designed for. On a failure, apply damage as described above.

Annual Maintenance
A ship should be given a compl
kept in good worki

overhaul once per vear 1o ensure that i
order. Annual maintenance restores HT lost due to poar
tenance and removes any remaining faults (other than battle damage. pem
“hugs.” ete.). Such maintenance costs 0.1% of the original purchase price of the 4
and requires two weeks at a Class IV or V starport. The owners must make
sions for the payment of the maintenance fee when it comes due, and should
inte consideration the revenue lost while the ship is laid up. Crew members so
on standi ticles generally take their vacations at this time., but st stil]
their salarics,
This mainte

ance can be conducted by the crew at a Class 11 or hetter 5
time (four weeks), provided the required parts have already b
purchased at 4 Class IV or V starport. These parts cost hall as much as shig
maintenance (purchase price/2000 and oeeupy a volume of iship's hull cla
dions, There is no additional cost above crew 54
abviously g @ - ALa Class 1or 1

arpont, this do-it-yourself maj
ey

tkes eight weeks,

For 50 of the difference between the ship’s original and actual purchuse
it ship can receive a complete rebuild from the hull up. This takes time in dock gy
to (hull surface area in s/ ks, minimum 1wo weeks. Restore HT jo t
maximum value and recilculate maintenance reguirements as if for w ship
actual price equal to original price). Permanent " may be “bought off”
character points at this time
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freight-handling rates on p. 35 assume a team of 2-
es per hold, equipped with freight-handling
appropriate to the TL and cargo: two forklifis,
ans or workpods for general cargo; two grav lifters
Klifts plus container racks for containerized cargo.
carry these personnel and equipment (or equivi-
Joad and unload themselves, and are called “self-
Other ships must either rent the equipment or
Bandling tariffs, depending on the terms of shipping

oN ForkuFT (TL8)
s 3 standard heavy-duty lorklifi, designed 1o handle
il cargo up to 10,000 Ibs. (5 stons). 1t is small enough
ok inside a ship's cargo hold or an orbital station. The
oc's compartment is sealed and provides life support
ix hours” work in hostile environments, but the entire
cle has to be depressurized 1o open the hatch. The twwing
i strong enough to pull 60 stons — equal o two fully
od 4C (20-Toc) containers or one 44 (40-fool) on a ra
orklift rents for Cri 1fhour without an operator,

blies: Off-road wheels (4 wheels) with improved

isHT-HAaNDLING EQUIPMENT

ConTaINER RACK

A wheeled trailer that allows two 4C containers to he
towed on and off ship. It adds 67 to the height of the com-
bined load and 5% to its volume. It rents for Cri2.8 per day,
and is designed 1o be lefi anached and transported with the
containers to their destination.

In the statistics below, the vehicle's “body™ is actually
two 4C containers; see p. 37 for PD. DR and other data.
Container cost is nor included!

B Subassemblies: Small wheels (96 wheels).

W Miscellaneous: Towing pin.

W Volumes: Body 4,000 cf. Wheels 200 cf. Areas: Body

2,000 sf. Wheels 250 sf.

W Structure: Extra-heavy frame, very cheap materiuls.
W Hit Points: Body 1.500, each wheel 31,
]
L]

Armar: PD 3. DR 10 cheap metal, open frame.

Statistics: Weight 4,400 Ibs. (2.2 stons). Maximum pay-
load 96.000 Ibs. (48 stons), Loaded weight 100,400 Ibs.
50.2 stons). Volume 4.200 cf. Size modifier +6. Price
825 HT 8. LC 5.

W Performance (combined 5-ton forklift, container rack and

nsion and all-whee ing options.

n: 160 kW wheeled drivetrain with afl-wheel
GHE‘ 19, 160 kW),
nts and Electr
() miles ).

lanesus: Focklift ( LOLOO0 Ths. capacity, HP 250, 10
W). Towing hitch,

ntrols: Elcctronic. Crew Station: “Driver”
aving (Construction Equipment)) runs all sys
iy crew station.

pancy: Shorl, Crew: Driver. Envieommental Systens:
Limited life \_',‘h.m Y& man-day {six hours, HP §, 0.5

s: Shor-range communicator

(requires
tems from

3.683 MWs rechargeable energy bank (6 hours,

lmnlnn 5.4 ¢f. Empry Space: 140.3 cf,

mes: Body 400 cf. Wheels 80 cf. Areas: Body 400 sf.
Wheels 125 51,

B Structure: Exira-heavy frame, very cheap materials,

it Points: Body 2,400, each wheel 375

'_ «PD 3, DR 10 cheap metal.

Features: Scaled.

Weight 22,018 Ths. (11 stons). Maximum
{external) payload 10.000 Ibs. (5 stons). Loaded weight
L3018 Ibs, (16 stons). Volume 480 cf. Size modifier +4.
Price kCri30. HT 12, LC 5.

| Performance (loaded): Top speed 55 mph. gAceel 2 mplhs.
‘ghecel 10 mph's. gMR 1,25, 2SR 3. Very high GP. Off-
moud speed 8 mph.

| Performance (unloaded): Top speed 70 mph, gAceel 3
mphis. gDecel 10 mph/s, gMR 1.25. g5R 5. High GP. Off-
o speed 18 mph.

(1] iners): Top speed 25 mph. gAccel 1 mphis.
gDecel 10 mphis. gMR 0.125. gSR 4. Extremely high GP.
No off-road speed.

5-sTon ExoskeLETON (TL8)

An kel isa shaped robotic framew
trolled by an operator using kinesthetic feedback. '
roughly twice man-sized (12 feet tall), and can |
a total weight of 10,000 Ibs. (5 stons), lis open frame con-
struction provides no environmental protection for the opera-
tor (who rides completely within the torso), but there is
ample room for him to wear 2 vace suit and life-support sys-
tem. The exoskeleton rems for Crll/hour without an opera-
1aF.

W Controls: Battlesuit crew station. pilot (w, 200 Ths, pilat
weight): requires Exoskeleton skill.

W Communicatar: Shori-range radio (10 miles).

Arm Mators: Two ST 230 arm motors with cheap and bad

grip options (each HP 10. 1.25 kW),

Drivetrain: Leg drivetrain with two legs and 7.5 kW

mative power {each HP 13, 3.75 kW),

Two spotlights, siren, cutting torch, fire

bank with two rE cells (each HP 2} stores

ance 10 hours.

Subassemblies: Lefi and right arms, left and right legs.

Arm Design: Left arm houses arm motor, fire extinguisher
and 3.1 ¢f empty space: right arm houses arm motor, cut-
ting forch, and 3.26 cf emply space.

W Body Design: Body houwses bautl m. energy bunk,
spotlights, siren and 13 of empty space (including 40 Ibs,
and 0.8 cf for pilot’s vace suit and life-support system).
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B Leg Design: Each leg houses 4 leg motor and 2.35 cf empry
space.

W Surface Area: Arms and legs 19 sf each: body 50 sf; total
surlace area 126 sf,

Extra-heavy, cheap,

= Arms 228 each, body 300, legs 114 each.

| l.mnr PD 3, DR 15 metal, open frame.

t 2,500 Ibs. (1.25 ston) design weight. including
pilot, 12,500 Ibs. (6.23 ston) loaded weight. Volume 40 ¢f
{12 e Modifier +2. Price kCr134, Body 8T 500,
arm ST °§[I DX equals pilog's (-4 for fine manipulation).
HT 12 (10 at max, load¥300. Reach 2, Speed 4 (loaded),
1 funloaded). Cannot foat, 1

is  contragravity lifter attached 1w a container grap-
ple. il expands to accommaodate any standard cargo cor
and is sized w0 [ through irge hatches w
attached container, The ope e link or remole
terminal on a 10-yurd fiber-optic cable 1o move the lifter a1 a
walking pace, It rents for CrélVhour without an operatar,

nd A ic Lift: O ravity lifters rated at
JNF[){I[J Ihs., (HP 12, 120 kW), Four 1{][!(] Ih. reactionless
thrusters with vectored thrust option (each HP 100, 1,500
KW
I Short.

and El g icator
(10 miles), Cable jack. Remote-control unit (separate);
Small computer dedicated o Datalink, short-range com-
cator, cable juck.
nal eradle, 96,000 Ibs. capacity (HP
2500, Towing pin with explosive bolts,

Electronic {requires Piloti 1.
Power: 22,032 MWs rechargeable energy bank (1 hour,
HP 100,
Volume: Body 425 of.

Area: Body 340 51 tusing “exact”

tra-heavy lrume, expensive materials.,

B Hit Paints: Body 2,040,

PD 4, DR 60 advanced metal, open frame.

B Statistics: Weight 24,020 Ihs. (12 stons), Maximum
texternaly payload 96,000 ths, (48 stons). Loaded weight
120,020 Ihs. (60 stons), Volume (with 4A container) 4,425
cf. Size modifier +6 (loaded), +4 (unloaded). Price
KCr7 10 HT 8, LC 5,

atic 1t 120,020 Ibs, speed
ive thrust 130 Ibs. Aerodynamic
2,140, Top speed 205 mph {restricted w10 mph by
). adecel 2 mphis, aMR LS. aSR 5. aDecel 6

mphfs.

B Performance [unioade; itic il 120,000 Ibs. Stall speed
02 can fly. Aerial motive throst 12, [)H(J Ibs. Aerodynamic
drag 340. Top speed 315 mph (restricted to 10 mph by
operator), afceel 10 mphis. aMR 2.5, aSR 4. aDecel 10
mphs.

S-sTon WorkrPoD (TLB)
For general work around a starport (especially ofi
port personnel often use a workpod. Designed as a
vehicular allemative to working in vace suits, the
provides a sealed environment for six hours, Work is 3
plished using two robotic arms equipped with modulss
els 1o accommodate a variety of twols. The workpod
be hitched to a 48-ston grav lifer, allowing the com
vehicle to be driven like a grav truck, The workpod
Cr3dhour. i

Two arms (left and right).

B Body Features: Good sireamlining.

B Propulsi tic Lift: Contragravity lifters riled;
15,000 1b: 15 kW Twa 750-1b, reac

kW,

W Instruments and Electronics: Navigation i instruments,
Short-range communicator (10 mile
terminal and cable jack.

B Miscellaneous: Towing hitch. Twa modular sockets
12 Ibs.f0.24 f, each arm). Two ST 250 arm motors
cheap and bad grip options (each HP 10, 1.25 kW,
urmy).

B Contrals: Computerized. Crew Starfon: “Driver” (n
Piloting (Contragravi) runs all systems from romy
skation,

H 0o cy: Short, Crew: Driver. Environmental Sysiom
Limited life system, ¥ man-day (six hours, HP 3, 0
kW), ]

W Power: 16,589 MW rechargeable energy bank (six
HP 75).

W Access Space: 22.5 ¢f. Cargo Space: 045 ¢f, in body,

W Volume: !iod} 150,66 LI’ Arms 2.3 ¢f each, Area: Bod

u sivie materials,

]

]

]

|| : Wei

nl Ill 000 Ths, (5 stons
Ibs. (7.5 stons). Volume 155
kCr397, HT 12, LC 5. |
B Performance Uoaded): Stnic lif 15.000 ths, Sl speedd

can fly. Aerial motive thrust 1,500 Ibs, Aerodynamic

480 Top speed 155 mph, aAce mphts. aMR 3. aSR4

abecel 12 mphis,
B Performance (unloaded): Static lift 15,000 Ibs. Stall spead

. can fly, Aerial motive thrust 1,500 Ths. Aerodyn:
80. Top speed 375 mph, aAccel & mph's. aMR &
aSR 4. aDecel 12 mplhys.
Performance [workpod towing grav lifter with 4A cost

ic 1ift 135000 lbs. Stall speed 0, can fly.

motive thrust 13,500 Ibs, Aerodynamic drag 0
speed 215 mph. aAccel 2 mph/s. aMR 0
aDecel 6 mphs.
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have been invented, theve will alse

When ships o il the void between 1
Bemen who come forwerd fo sail those ships,

- Johannes Kepler.
Sowim, -2 A 163

HARACTERS FOR

ERCHANT CAMPAIGNS

iPBOARD DRGANIZATION

Like the crew of a naval vessel, the crew of o large merchant ship is divided inw

spartmments by function Lo ensure smooth operation. Diflerent depantments require
kills: these are tied 1o the churacter lemplates on pp. GTET-105 and on pp

Deck Department

Responsible for the operation of the starship, including piloting. astrogation,
st officer (and,
¢ merchanis (p.

ammunications and sensors, the deck depariment is headed by the
i 2 sense, the capiain). Members of this department are usw
GT97) specializing in shiphandling skills.

Engine Department
ne department is responsible for the maintenance of the ship and the
on of its drives. [ts members are usually engineers (p. GTY1) or
technicians (p. GT95). headed by the chiel engineer (who may be more
aperienced and only slightly less powerful than the captain himself.

Character Points
and Ships

v simply 1
chi, but not all cam-

on the exploits of the

plus
30 points), w

er.

The Ship Patron (pp. C
and Ship Owner (p. 1011
alten

ing u st
The firss is used when a Patron owns the
ship and lets the crew use it the sscond is
used when the crew puts up s ;

v mens of dequ

< the ship o
the rest, The point cost of either advantage
be reduced by Duties. Sense of Duty
or other dis GM’s dis
cretion. The ptions when
dealing with the:

Purser’s Department

The purser’s department is responsible for obtaining, loading, caring
for and discharging cargo and passengers. as well as maintaining
- gecounts. [1s mem are usually merchants (p, GTYT) or medical echni-
s {p. GTH6). The ship's surgeon on a larger vessel will be a medical
doetar (p. GT96), and may even be in ol : ol u separate medical depart-
- ment. Organization and titles in this department vary more than in the oth-
grs. The department head may be called “chiel purser” “chief steward” or

“gargomasier.”
(ther Departments

Other departments are possible, and will be org
Taes, An exploratory teade vessel could have a scienee, survey oF contacl
dggariment. A ship with & number of gunnery persoancl (usus Iy fosmer
Nawy or Mari mners) on board might ereate u separate depariment for
them urd Since these crewmen have litthe to do in jump-
spce, they often double as stewards or serve as guards and shiphoard
pilice. Ships with only a few gunners may include them in the deck
depaniment instead.

nized wlong similar
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Character Points

and Ships
[Continued]

I Charge the listed poing cost whether

o Wl acyuires
perint debt” sind must pay aff
the point cost with earned podnts. To keep
character development from stopping
completely. the GM may elect w specify
:h.u anly a fraction of eumed points (e,
S04 ) must be allocated 1o pay off the

listed point cost anly if
the ~h|g1 is abtained during character ere-
e someone who hiis o ship e
part of his background). If a characier
enters play withoul a ship amd scquires
e Tater, there s e poind eost; this also
applies if he loses a ship and obiains
anether - althiu ¥
spent are pone, This option reg;
thimwe aned o {and r\ll.\.pl.nlllt"l requiresd
0 obtuin o ship as paymem encugh. The
G iy w10 increase the point tolal
biains & ship this way:
i more valuable as an

o, ele,

s necessary for the campaig
of the PCs will henefit equally from
ing it, and if most rival NPCs will

ship of their own (or equivalent
resources), the GM muy decide to simply
give the party a vessel of his choosing, To
offset this advantage, he may wish o
increase the relative strength of opponcnts
whin lack ships of their own.

FREE TRADERS

Ships classified as free traders (generally those of hull class 400 or less)
small 10 have separate departments, Instead, a free trader crew functions as
department which covers all aspects of operation and maintenance. Due (o the!
tility required to run a small ship like this, free trader crewmen have their own el
template (pp. 86-88). )

SHORE DRGANIZATIONS

Any merchant line consisting of more than one or two ships will have ang
sive support network on the planets it frequents. These ong: i
ght h.zndl'm; by arranging cargoes well in advance of the arrival of thew
them, and provide an interface between ships, their crews

Some versions of these organizations may exist as independent opesil
offering their services on contract to a number of small merchant vessels or )
ling lines, This is also common at small or infrequently visited ports, even
larger lines: it saves having o maintain a permanent establishment for only o
wo ships a month.

Administrative Department

The administrative department represents a large shipping company's i
on a particular planet. It wkes care of ship support — including pay, maing
fuel, hanking, medical care and mail. Members of this department are usually
agers (p. GT94). although attorneys (p. GTET) are also prevalent,

Sales Department

The sules department enhances profits for a large shipping company by obi
ing and disposing of cargoes, lis goals are for every ship 1o have a full load of &
and passengers waiting when it jumps insystem, and for all cargo discharged 1o 8
1 handsome pro department is responsible for advertising, and for dé
with freight and passenger agenis. Members of the sales depariment of a large oo
pany are usually brokers (p. 92) or other merchant (p. GT97) variants,

CHARACTERS



, PosiTion, Pay, anD BENEFITS

ships and «¢ have a hi hy which si routine deci-
and enables them to function smoathly in a erisis. Each crewman’s
thin that structure is reflected by his Merchant Rank (see tables below).
nizations use Administrative Rank (p. C119) in much the sume way,

 depending on the size of the crew: Captuin (Rank 2), Officers (Rank 1)
(Rank 0}, or just Captain/Command Filot (Rank 1) und Crew (Rank 0).
Caurtesy Rek {p. 100,

Ehifbnard Department:

Decl Engine Purser's
Deckhand Drrive Hand Steward/Cook
4th Officer Frd Asst. Engineer Junior Purser
Frd Olficer 2nd Asst, Engineer Asst, PurserMedic
2nd Oficer 15t Asst. Engineer PurserfMedic
1t Officer Chief Engineer Chief Purser
Capiain
Line Commadaore

ink Free Trader Shore Department:

Administration Sales
Deckhand Clerk Clerk
dth Officer Asst. Manager Junior Broker
(Steward)
3nd Officer Munager Asst, Broker
{SensorComm}
Znd Officer Agent Broker
(Engineer)
151 Officer Port Captain Senior Broker®
{Navigator)
Captain Owner Owner
{Pilot)
# Senior brokers are sometimes called factors,
and Benefits

aye As shown on the Job Table on p. GT106, ordinary crewmen receive (Crd0
appropriate skill) + (Cr200 % Rank) per month, or about Crl,000 on average.
utmers often lave the highest relevant skill levels among the crew, and arc thus the
paid. Officers receive (Crl00 % hest appropriate skilly + (Cr200 = Rank) per
b, o from Cr1,300 to Cr2,000 on average (Cr2,500 for captains). Bonuses may
ed 1o those who can [ multiple requirements; total salary usvally amounts
of the combined salary For all jobs covered.
Shares: Crewmen may agree 1o work for a share of the profits of 4 ship ar par-
aulir voyage in liew of part or all of their regular salary. This 15 COMMON 3Mong
traders not only because of the iregular nature of their cash flow, but also
e it acts as a perfi incentive. Any profit-sharing ar should
fully specified in the ship's articles (p. 71 when the crew 5 O0f, 10 pre-
arguments ahout it later.
Shares are usually drawn on a ship's net profit (after bank payments. govern-
subsidies. expenses and reasonable savings for future needs and reinvestment)
monthly basis. The ship's owners automatically receive an amount equal 10
of the total, the captain receives 10% and the remainder is divided among the
according 1o the number of shares held

CHARAGCTERS

s (especially nonstarships, but not free traders) may huve an abbreviated

Characters in a
Mercantile Campaign

T here are, of course, countless possible

hackgrounds for characters in o com-

merce-oriented campaign, Many of
Ihese can be created directly from the
character templates on pp. GTHT-105.

Members of Starport Authority
Administration Branch {port masiers or
dock masters) are usually buresucrats (p.
GT89) or managers (p. GT94), as are low-
ranking Imperial officials and the worst
members of Customs/Security Branch:
attomeys (p. GTST) are possitie for any of
these as well, All three character types
muke good “generic passengers.”

Belters

A belter (p. GTER) is 0 businessman —
albeit ene who is in primary production
rather than the service sector, Some bel-
ters are prospectors, seeking rich deposits
for others 1 and sell information,
Others an ¥ i
thelr own und selling the ore s best they
can.

Computer Technicians,
Engineers, and
Mechanics,/ Technicians

Ship's engineers are, not surprisingly,
engineers (p. GT91Y; their assistants may
be engineers or mechanicsfiechnicians (p.
€YY, as are communications and sensor
operators {on ships large enough 1o have
them). Most members of the Starport
Authority Services Branch {who are often
retired from shipboand service) ane nem-
bers of these professions as well, but com-
puter technicians (p, GTH are abso com-
mo.
Diplomats

High-ranking Imperial officials - from
the Commercial Attaché 1o the
Ambassador himsell - are career diplo-
mats {p. GT91} from the lmperial
Diplomatic Corps. Such charscters gener-
ally have Status (1-4 levels) commensis-
rute with the position itself amd the pres-
tige of the world 1o which they are
assigned.

Comtined o0 NEXt page .. .




Characters in a
Mercantile Campaign

Entartainers

Entertuiners (p.
everywhere, Trom th caziest dives in
startown 1o the huxury salons on the finest
passenger liners, Most will focus on live
performances in confined spaces rather
than recorded o graphic ars. These may
«till be unusual: stage magicians (Sleight
of Hand}, hypmtists (Hypiotism}, chefs
(Cooking ) and stand-up comics (Bard) ane
popular on liners. Entertainers also muke
great stewands, traveling companions. for
the idle rich — even cruise direciors, on
larger vessels.

92 can be found

Law Enforcers
'\vh-mth of the ‘Smrpurl Authority

as law enforcers (p, GT9). Some plane-
tary customs offices are organized into
customs services (1
Guard), complete with military-style
and hierurchy. Members of such services
are still considered civilians, like fire-
fighters or police, but may be integrated
into the planetary navy in wartime. Many
shipping lines have their own internal
security foree, for anti-hijacking duty.

Medical Doctars and

Medical Technicians
Every ship reguires u CMT (pp, 84-

T96) on small ships. Larger ve: mlsﬂ.

specially those catering o large numbers
of high or lusury passengers. will have a
ship’s surgeon (4 medical dector, p
GTH) aboard for emergencies and rich
hypochondriacs. Starport Authority quar
anline inspectors ane also medical person-
mel.

Wealthy Traveler,”
Remittance Man

The archetypal high passengers,
althengh Travellers” Ald Society members
traveling on their dividend vouchers fly
migldbe passage. The wemplate appears on
. GT L0

Others
Most starport persennel, if they have
ni oher identifying skills, con be crested
using the rogue (p. GTYE) or farmer (p.
GT92) template. These folks have
“Struggling™ or “Foor” jobs as stevedores,
ers, pud chics (ihe guys with the
Dray-Gilo sticks), fuel handlers, religious
zealots and street sweepers ~ minimal
skills, and fewer prospects,

Benefirs: Members of a starship crew are entitled to free room and boad f
long as they remain with the ship, excepl during its two-week annual mas
period, They also receive free medical care; if their requirements exceed the
capabilities. the port captain {or the ship’s captain himself, on small lines or in)
miliar ports) is responsible for procuring and paying for appropriate care oap 1

Ship's articles will usually specify how much and how often port
granted, and require the captain o provide transportation o and from s
ties. Crew members are also entitled 1o draw advances on their pay (in lo
Imperial currency) to make purchases, and to incidental storage of personal it
unused cargo space. Some ship’s anticles specifically allocate cargo space
vidual speculation as 1 form of shares,

Starship crewmen often join merchant spacers’ guilds or brotherhoods,
can provide a variety of services (reated as Claim 1o Hospitality, Contacts o Py
as appropriate) in retuen for a monthly fee (Crl00 or so), The most common
is @ retirement annuity, usually equal to 50% of the crewman’s highest b
pavable each year after he completes a full career in the guild (typically 20
more, although standards for computing length of service vary).

Repatrigtion Bosd: A repatriation bond (similar to that iss
cenary contract) guarantees low passage for a crewman from any port al
ip's route to the planet where he signed on, and is usually specified in the
articles as a benefit, This ensures that a someone who is discharged or who
his ship (due o medical care, for example) can return home. The cost of p
paid by the shipping company into an escrow account at the start of the v
interest or unused bonds acere to the company al the end of the voyage.

CERTIFICATION - LICENSES
AND CERTIFICATES
A crew that owns its own ship can basically do as it pleases
consequences, naturally. When the ship or its cargo belongs to someb
though, having the proper qualifications for the job becomes important. L
certificates are guarantees that a crewman has the right skills for a specific
are also useful for converting military qualifications into their eivilian equi
How meaningful a certification is depends on the level of organi
society that issued it. A CR 0 anarchy won't even have a standard, while o
world, just about anyone who bothers w apply will qualify. An the other
spectrum, obtaining a broker’s permit on a CR 6 planet might require 2
introduction or a diploma from an accredited school of business (one i
hureaucrat in question recognizes, like the Lunion School of Econom
Spinward Marches), and perhaps Area Knowledge or a Contact, all in
Merchant skill and a good reaction roll.
The Travellers” Aid Society issues most of the certifications associated W
mercantile world; Medical Doctor (p. 85) is a notable exception. Note that @
tions are the minimun qualifications required o hold a particular posit
full picture, see the career templates on pp. GT8T-105.
In game terms, licenses and certificates are considered O-point ady
certain special effects. Applying for a new certification can be an oppor
roleplaying. Certifications also let the GM describe an NPC's qualifi
cretely without resorting 1o “rules speak™ (“She’s got an Unlimited Mate's
what else do you want to know ). |
Reguirements for certifications fall into three categories: prerequis
ence and skills. Prerequisites and expx.m,ncu cannot be waived, ..lmmﬂi
possible w forge the required d skill requi e o
by anyone who can pass a tesl.

Prerequisites
Prerequisites are lower-level centifications that must be held befo
class of certification can he awarded.

CHARAGTERS



-]
ence requirements represent time on the job, and are usually expressed in
points applied to specific skills. I there are no experience requirements, o
can acquire multiple levels of certification at any time. If experience is
be must either meet the requirements during character creation (reflecting
gce acquired before th of the campaign) and start with the certification,
gn the requisite experience in play.

i which can only be mea-
by a u:sl of some surl If the candidate has aH of the requisite skill levels, he
woamatically.
e character does not possess a necessary skill level but wishes 1o atempt the
{relying on a lower vel or even a defaulth, proceed as follows:
ick Contest of Skill between the candidate and the exam, using the
skill bevel as the effective skill of the exam. If the applicant wins or ties, he
exam. I he loses, he fails and cannot take the exam again until either six
have passed or he has acquired additional expertise and a fresh perspective
study or adventuring.
‘certifications with more than one skill requirement, all requirements must be
by having the requisite skill level or by winning a Quick Contest —
ification 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.
! er method (useful for certifications with many skill requirements, where
Quick Contests would be tedious) is 1o subtract the wtal of all required skill
i the character’s total levels in those skills. Apply the difference as a mod-
sangle 10 roll (rep ing the fidaie’s native k and test-tak-
). In this case, the candidate receives the centification if the 1Q) roll suc-
s “all or nothing™ method allows high skill in one area to compensate for
inanother; it’s up to the GM whether this is acceptable.
gample: LCdr Matrise, Imperial Navy (retired) has Astrogation-12,
cctronics Operation (Sensors)-12, Piloting-14,
12 and Shipmaster-12. She wants 10 apply
cking |h|: requirements, she sees that
15 in order except [or 'duil in Fll.lL!ll Handling — not semething that a line
f y needs o worry about, but necessary on a merchant ship.
he required skill level is 12; Ms. Matrise has a default of 10, thanks to her
he rolls a 9; the GM rolls a 12, Ms. Matrise wins by
arded her Unlimited Mate™s License. She has much to learn before apply-
r Master's, though, and resolves 1o study cargo-loading techniques.
.| the GM could have allowed her o roll against 1Q+2 (+2 for Piloting,
ing, -2 for Freight | i

RD LicEnsEs aAnD CERTIFICATES

IRPS Traveller, the terms “license™ and “certificate” are mostly inter-

or's Certificates

are as many operator’s cerificates are there are types of equipment 1o
b be centified as an operator of a particular type of eguipment. a character
the appropriate “operation skill”™ at a minimum level of 12, or pass an
level. Typical skills include Computer Operation, Daving, Electronics
Gunner, Mechanic and Piloting.

gd Mate's License (hull class less than 1,000]

guisites: Communications (J]‘JLI’J[SJT'H Certificate, Sensor Operator’s
Skills: A ion-12, Freight H; 2-12, Piloting (Spacecrafi)-12,
ﬂSTar»luth] Shipmaster-12.

lawyer may secm a linde unusual at

first glance, and while they are rare.
they do exist. Their chief advantage in
negadiations is thal humans tend 1w under-
estimate them,

III he motion of u Vargr as a corporate

Liksuksueng

Vargr male: age 30; 3777,
Tight-brown fur, brown eyes.

BT: 10 [10). B0 11 (0], 1 14 [43], HT: 10 (0]
Basic Speed 5. Move 10, Dodge 5.
Thrust 1d-2, Swing 1d.

Advantages: Acute Taste/Smell +3
0] Acute Vision +1 [0]: Claws [0];
Comfertable Wealth [10]; Enhanced
Move 1 [0]; Fur (DR 1) [0]; Language
Talent 4. 141 Nul Curious [5]; Reputation
weth |0];

(100 pts. ]
1400 Ihs

Vargr [ o

Disadvantages: Bul|} [-10]: Cannot
Kick [0]; Compulsive Carousing [-5]
Easy 1o Read [O); Gregarious [-5]:
Honesty [-10]; Proud [0f; Reduced
Fatigue -1 [0]: Reduced Hit Points -1 [0]:

Reputation ense of Doty
{Clients) [

Quirks T “Ludies
Man™; Nosy; Talks in sports metaphors;

Undiscriminating. |-5]
Skills: /\LL‘DIIIIII!\A. |! I‘I -\dunu-

; Free Fall-12 |
[4]: Law iContract)-2
logy-13 [2]; Researc
Faire-16* [1]; Sex Appeal-12* ["| Vace
Suit-13 [1]; Writing-13 [1]: Xenology-15
[6].

Languages*™*: Anglic {native)-16 [0];
Gvegh (Vargr)-15 [1]; leelandic (Sword
Waorlds)-15 [1]; Te-zlodh {Dargian)-15
[1]: Teokh (Aslan)-15 [1]: Vilani-15 [1];
Zhadani-15 1]

* Includes +2 for Voice.

% Inclsde +2 for Language Tabent.

Liksuksueng was a merchant brat wiho
grew up in and around starports, He was
always good with languages, ad speat his
free time talking to and hanging out wilh
everyone he met — especially aliens —
Tearning about their different ways of
ihlnkmg As he grew up, he realized that
re was 2 need for someone 10 st as @
wranshator and go-between,
over the differences.

Toxday, Liksuksueng belongs 1o a free-
lance: team of crack coTporMc: n:guumns

izing in
agreements, Although he is sii ery
Junior, hehxabommkmckm’mngﬂu
common ground between the parties at a
negotiation and lte drive to make them




Irena Khemiris (100 pts. }
Human (mixed) female: age 26: 587,
1300 Ths.; brown skin, curly hrown hair,

oray eyes

DN 12200, IR 12 20, WT: 10 pr0)

Busic Speed 5.75, Move 5, Dodpe 6,

Thrust 1d-1, Swing Id+]

Alertness +1 [5];

Combat Reflexes [15

nforcement Titbe-holder's
1[5

ges: Had Temper [-10]:
o Honor { Reg man’s)
ip owner)

@it
Callows. [-6]: €
Ohsession (B

personnel
tubbornness [-
s ki

Administrs
(District

Fall-12
Haldout-
Law-10 11

Licenses and Certificates: -
Carry Permit; Pilot's License {spacecraft
raling).

* Includes +1 for Combat Reflexes.

** Includes +2 for Q.

There is nathing Irena wants mone than
ler own starship. She doesn’t want any
half-measures or mortg hough -
all or nothing. She has made a deal with
Hartalez et C [ Mertactor: she repos-
sesses ships far them on salary, and they
pul the finder’s fees in an escrow account
When the account gets lar
Hurtaler wses it to buy Irena a ship, free
and ¢ h amassed guite an
ance so far, albeit at the
¢ just about e port
in the subsector with her
demands st one time or another.

Irena's fixation on her own ship leads
her 1o take chances that others might not,
including a string of “black-listed” skips
(those where the perpetrators have killed
somesne along the way). She uses her
social 1o get on board a ship in pont,
then relies on her combat skills (and the
sawed-off shotgun under her long duster
coat) tn hold the crew at bay until the
austhorities arrive.

Unlimited Mate’s License

Prerequisites: Communications Operator’s Certificate, Sensor Opersiof
Centificate. Skills: Astrogation-12, Freight Handling-12, Piloting {Spacecrafty
Shipbuilding (Starship}-10, Shiphandling-12, Shipmaster-12.

Limited Master's License* (hull class less than 1,000]
FPrereguisite: Limited Mate's Lic Experience: A net § poinls

Administration. Astrogation, Law, Piloting or Shipmaster. Skills: Leadership1g
Tactics-12.

Unlimited Master's License *

Prerequisite: Unlimited Mate's License, Experience: A net § p
Administration, Astrogation, Law, Piloting, Shiphandling or Shipmaster, i
Leadership-12, Tactics-12.

# Due to the responsibilities
debilita
Maste:
ment is final.

ssociated with captaining a starship, no one w
ing psychological disadvantage (Addiction in particular) is likely o ho
nse unless his problem is also a Secret. As always, the GM's

Assistant Engineer's License
Skills: Any rwe of Mechanic (Jump Drive, Maneuver Drive, Power Plant
Starship)- 12, plus Shipbuilding (Starship)-10.
Chief Engineer’s License
Prevequisite: Assistant Engincer’s License. Experience: A net 8 pai
Mechanic (Jump Drive, Maneuver Drive, Power Plant or Stars ip) or Shipbuild
{Starship). Skills; Engineer (Starship)- 12, Shipbuilding (Starship)-12.
Certified Medical Technician ([CMT)

Skills: Diagnosis-12, Electronics Operation (Medical)-12, First Aid-12.

CHARACTERS



Doctor (M.0.]

ites: An M.D, degree rcqumﬂ .uleudmg an aceredited medical school,
kill. Othes hip) may be necessary in
e. Skills: TJlagmm 15, [.Ie«.lromu Operation (Medical)-15,

5 License

ite: Medical Doctor. Skill: Surgery-15.

s Certificate

Freight Handling-12, Merchant- 12, Savoir-Faire-

Hazardous Material Handler's Endorsement
isite: Cargomaster’s Certificate. Skills: Hazardous Materials-12, NBC

Hazardous Material Handler's Certificate
wisite: Basic Hazardous Material Handler's Endorsement. Skill:
Materials-15.

License

s Merchant-12, Law-10. Each license is specific to a single world. Bath
skill levels are reduced by -6 if the hroker is unfamiliar with local laws and
je; see pp. 106-107.

IANT CHARACTER TEMPLATES

merchant template on p. GT97 paints a broad picture: it describes mcr
all types — planetary and i Not all ch ina

will be merchants, however. Altorneys, bureaucrats, corsairs, diplomats,
managers, muuh;lllluflccllnicinmi, medical doctors, medical technicians
can all be found shoard merchant ships or at the typical starport

e emplates below are based on those on pp. GTET-105, but have heen altered
specific oceupations and roles. Some are best-suited for NPCs (like the
or black marketeer), but any of them could form the basis of an interest-
er concept, The sidebars in this section contain sample NPCs created
templates; other useful NPCs can be found in GURPS Supporting Cast.

prRNEY [(P. GTEB7)

5 very general, and can cover a wide spectrum of activ
i ialized legal ise is needed.

r Lawyer 65 points

Business relationships are all aboul money and contracts — the two areas where

e lawyer excels. These are the “knights errant” of the corporate world,
oul agreements between companies and doing battle in court when nego-

ST 10 (0], DX 10 [0], 1 13 [30], HT 10 [0].

omfortable Wealth [10], and 10 points in Administrative Rank [varies].
sma [5/level], Reputation [varies], Sanctity [5], Security Clearance
ate) [2level]. Single-Minded [5], Status 1 [5]. Voice [10] and more
h [10].
b A total of 20 points in Bully [-10]. Code of Honor (Professional
ing [-15]. Greed [-13], Honesty [-10], Odious
Shameless,” etc.) [-5 to -15], Overweight [-5],
ecret (Dishonest) [-10], SCH‘N. of Duty (Clients or Company) [-5] and
aholic [-3].

CHARACTERS

‘ree Trader

Alexander Lascelles Jamison (140 pts. ]
Human (Solomani} male; age 44;

5107, 164 Ibs.; tanned white skin, gray

haaie and beard, brown eyes.

BT 100 [0, B 111700, M= L4 [435). WT: 10 [0]

Basic Speed 825 Move/Dodge 5.
Thrust 1d-2. Swing 1d.

Advantages: Merchant Rank 5 (Free
trader captain: upgrades Couresy Rank)
| 1); Reputation +2 | 10]; Ship Owner {Far
irader; gives Courtesy Rank 5, Status 1)

Li
[-10}; {:mu.nmhmu |n| Warkaholic
5L

Quirks: Broad-minded: Careful:
Congenial; Imaginative; Nosy. [-3]
Skills: Administration-14 [2]; Arca

Knmﬂc:lg: 1Spinward Main)- Ih 14
20

Operation (Comm)-14 |2]; E
Operation (Security Systems)-14 |
Electronics Oper. {Sensorsi-14 |
Fasi-Talk-14 [2]: Free Fall-12 [4]: Freight
Handling-13 [1]; Guns (Pistol)-15% [4];
History {Ancients)-1T/ 11 [1]; Knife-11
115 Law (Tradel-17/11 [1]; Leadership-13
[1]; Merchani-15 [4]; Piloting (Contra-
gravity)-10 [1]; Piloting (Spacecrafi)- 13
[81; Savoir-Faire-14 [1]: Shipbuilding
(Starshipp-13 [1]; Shipmaster-14 [2];
Streetwise-13 [1]; Tactics-12 [1]: Vace
Suit-13111.

Languages: Anglic (native)-14 [0]
Gegh (Vargrl-13 [1].

Licenses and Certificates: Cargo-
“s License: Comm Operator’s
e: Limited Master's License;
Sensor Operntor’s Certilicate.

Home World: Regina (Spinward
MarchesReging 19100 (p. T:BCSE L,

* Includes +2 for 10,

Captain Jamison M J.um-mn }-.u.um is

Muin For his exploits, as is hu s.lup the
55 Marava-class far trader
55 Nichoile (Regina registry #10?5
A-B456). Jamison bought the Empress
Nicholle used (for half price) in 1105,
After 15 years of steady payments, be now
holds 3% cwnership in ber.
In 1106, Jamisen and his crew came
into the public eye by uncovering a secret
ce hase for Zhodani naval forces on
Fulachin (SM/Rhylanor 2613) while fol-
lowing up rumors of an Ancients site there




Sample Character:
Shipper's Agent

Azkmir likush {100 pts.}

Human (Vilani) female; age 40; 5'0°
200 Ibs.: black skin, dark-brown hair,
golden eyes,

ST 1000, D08 10 [0, 00: 13 (340, HT: 10 10,
Basic Speed 5,00, Move/Dodge 2.
Thrust 1d-1, Swing 1d+1.

Advantages: Administrative Rank 3

ent, seclor-wide company) [15];

Charisma +1 [
(Business, x2; skill-18, 9 or less, some-
what reliable) [8): High Pain Threshold

[101: Sanctity [5]; Security Clearance 2

[41: Strong Will +3 [12].

Disadvantages: Chummy [-5]:
Hidebound [-5]; Lame [-15]: Miserliness
[-10]; Overweigh [-5],

Quirks: Loud talker; Materny
hypochondriac: Wears bright ¢
Won't discuss injured log. [-5]

Skitls:  Accounting-13  [4);
Administration- 1% [6]; Ansa Enowledge
(Mertactar)- 14 [2]: Carousing-10 [1);
Computer Operation- 13 [1]: Detect
13 [4]; Diplomucy-13 [4]; Economics-12
12): Freight Handiing-12 [1]; Law-12 121
Leadership-14% [2];
Savoi

Teaching-14 [4]: Ventriloquism-12 2]

Languages: Anglic-12 [1]; Vilani
{native)-13 [0,

Licenses and Certificates: Broker's
License; Cargomaster's Certificate,

* Includes +1 for Charisma,

Likush was injured o5 o crew chief
Inading freight for Al Morai on Mertactor.
She was taken on in the front office and
was 5000 running the department. Her
toyalty is unguestioned, but as yer also
untested, She would like higher position,
Bt fears it is out of her reach,

likush s an amasear ventrikiguist, and
usess this <kill 1o distract the unwary, 1o be
“called away." 10 fake 4 conversation with
an offstage mager” or for enteriain-
meat. I questioned about it, she generally
tries to laugh it off without actually admit-
ting she can do it

Primary Skills: 12w (M/H) 1043 [10]-16, Research (MVA) 1042 [6]-15,
Bard (M/A) 1042 |6]-15, Diplomacy {M/H) IQ+1 [6)-14 or Fagl
1Q+2 [6]-15.

Secondary Skills: Accounting (M/H) 1Q-1 [2)-12, Administration {M/A) g}
Finance (M/H) 1Q-1 [2]-12 and Writing (M/A) 1Q-1 [1]-12. [

Background Skills: A towal of 6 points in Interrogation, Intimidation or alif
(MIA); Detect Lics or Psychology, both (M/H), and improved levels wi

mplate.

er specializing (p. B43) your Law skill 1oy et o

tract, Tax or Tort); choose your other

reflect this, Sume corporate lawyers are company men, with a steady
place in the corporate hierarchy. Others (often the very hest) are

working for anyone who can meel their fees. A successful attorney of
will spend some of his ining points on Rep and

Bounty HunTeR (P, GT8m)
Skip Tracer
A skip tracer is a specialized type of bounty hunter with just one sor

merchant ships that have “skipped out” without making their monthly p
giving the government that subsidizes them its cut.

Attributes: ST 1] [10], DX 12 [20), 1Q 12 [20). HT 10 [0).
Advantages: Legal Enforcement Powers (Title-holder's employee) [5], plus 15
chosen from Acute Sen: {any} [2fevel], Alerness [5/level], Combat
115], Contacts (Starport security: skill-15, 9 or Jess, usually reliable) [4
Intuition [15], Reputation [varies] and Single-Minded 151
Disadvantages: A 101l of -20 points chosen from Bully [-10). Callous |-6], B
(Rival or escaped criminal, 6 or less) [-2] or (9 or less) [-5]. Gireed
Honesty [-10]), Intolerance (Skips) [-5], No Sense of Humor 1-10], Re
[varies] and Stubbarnness [-5).
Primary Skills: Arcy Knowledge (any) (M/E) 1Q [1]-12; Brawling (P/E) DX
one of Beam Weapons (any ) or Guns tany), both (F/E) DX+2 [1)-14%
of Administration, Research or Streetwise, all (M/A) 1Q [2]-12, or A
(MVH) 1Q-1 [2)-11.
*Includes +2 for 10}, £
§ y Shills: El ics Operation (Security Systems) (MAD 10+] [4
Piloting (Spacecraf) (FfA) DX [2]-12; sme of Detect Lies (M/H) 1Q-1 [
Interrogation (M/A) 1Q [2]-12: one of Shadowing or Tracking, both
[2)-12.
Background Skills: A toral of 3 points in Criminology, Fast-Talk, Gamblin
Holdout, all (M/A); Fast-Draw (any ) (F/E), and Carousing (P/A: HT).
Customization Notes: A skip tracer can be an employee of the financial jus
that holds the title to the skipped ship or an independent operator, Skip
vary in their approach, from analysts who track their prey on puper ip
never seting eyes on the quarry) to “repe men” whose methods greatly res
ble those of hijuckers. Whatever his methods, 4 skip tracer's only function
take possession of the ship (if possible) and either alert the Proper aul
tumn the ship over to them.

MERCHANT STaRSHIP CrEW
There is a world of difference between being a crewman on one of the lg

freighters making regular runs in Core Sector and a small merchant sturship

the Beownlf-class free trader,

Free Trader 80p

A “free trader” is hoth a small, independent merchant vessel and someone
flies such a ship, Being a free trader takes a certain versatility - the ships ane s

CHaRACTERS



LO[0], DX 10 (10, 1 13 [30], HT 10 [0].
tages: A total of 30 points in Alcohol Tolerance
12 or less) [10]. Ally Group (2-3 75-point crewmen, 9 or less) | 10), Charisma
[#level]. Claim to Hospitali ade guilds, ete.) [1 40 10, Combat Reflexes
[15), Contacts { Business or Street; skill-18, 9 or less, somewhat reliable) [3con-
tact], Daredevil [15], Tntuition [15], Jack-of-All-Trades [10 1o 30], Language
Talem [Zlevel], Luck [15 or 30]. Rank |\u'|lul| Ship Owner (Free Trader) |up
10 30)] or Ship Patron (Free N
0

nbling [-5 o -15], Enemy {Rival or bounty hunter, 6
Extravagance |-10], Greed [-15], Jealousy [-10], Laziness [-10],
Miserliness [- 10, Overweight or [-5 1o -20], Reputation [varics Ifish
[-3]. Stubbarnness [-3] and 1

CHARACTEARS

Sample Character:
Advertiser/PR Agent

(Junior account
campany} [4]; €

Merchan-15 16}
1-13 [1]
Faire-13 [4].

Languages:
Vilani-11 [4];

J I|||\J|'|\ e
Telepathy, 3

Impe
their former enemies,
the Tozfabr (Zhodani secret
5 nothin
institute that Tohias ws
1o find was carcfully prin
ing about his natural empathic abilities.
Someday, when the Zhodani need more
than just good public relations, that infor-
makion may come in handy.

o char

ky
o o say noth




Sample Character:
Arms Dealer

Arishima Kadic (100 pts.}
Human (mixed} male: age 26; 607,

165 Ibs.: black skin. long brown hair,

dark-green eves,

ST: 10 [0, D% 12 |20, 18 13 [30], HT: 12 [20).

Basic Speed 6,00, Move/Dadge 6,

Thrust 1d-2. Swing 1d,

Advantages: Administrative Rank |
Junior broker. multi-workd company) [4]:
Attractive [3]: Charisma +2 [10]: Contact
(Business; skill-21. 6 o less, usually reli-
ahle) [4]: Language Talent +1 [2]:
Reputation +2 (Omly in arms business)
5

Disadvantages: Code of Honor
{Merchant’s) [-: my {Jealous hus-
band. 6 or less) Jealousy [-10];
Lecherousness |-15]. Swbhomness

Queirks: Buws a Joi; Crucks knuckles:
Prefiers martiul arts to personal weapons;
Seldom smiles; Loves o talk about

Accounting-13 [4]: Admin-

Primary Skills: Merchant (M/A) 10+1 [4]-14.
Secondary Skills: Fast-Talk (M/A) 1Q [2]-13, Free Fall (/&) DX+1 I
Shipbuilding (Starship) (M/A) 1Q-1 [1]-12, Streetwise (M/A) 10) [2]-13)
Vace Suit (M/A) 1Q-1 [1]-12, plus 20 points from these & options:
1. Sensor/Comm Operator (2 points): Electronics Operation (€
(Sensors), both (M/A) 1Q-1 [1]-12.
2. Cargomaster (2 points): Freight Handling (M/A) 1Q-1 [1]-12, Savoi
(MEYIQ[1]-13.
3. Assistant Engineer (2 points): Any rwo of Mechanic (1-Drive), (M-Dr
{Power Plant) or (Starship), all (M/A) 1Q-1 [1]-12,
Cerrified Medical Technician (4 points): Disgnosis (M/H) 10-1
Electronics Operation (Medical) (M/A) 1Q-1 [1]-12, First Add ]
[1]-13.
Limited Mate (10 points): Includes #1 (Sensor/Comm Operator)
(Cargomaster), plus Astrogation (M/A) 1Q-1 [1]-12, Piloting (Sp
(P/A) DX+1 [4]-12, Shipmaster (M/A) 1Q-1 [1]
- Chief Engineer (12 points): Includes #3 (As nt Engineer), |
Engincer (Starship) (M/H) 1Q-1 [2]-12, and & more points in Me
Drive, M-Drive, Power Plant or Starship) or Shipbuilding (Starship),
Cunner (18 points): Add +1 DX [10], making Free Fall (P/A) DX [2
for -2 points, then add Armoury (Starship Weaponry) (M/A) 19
Gunner {Laser) (F/A) DX+3 [4]-15%, Gunner (Missile) (PFA) DX43
15%, Gunner (Sandcaster) (PIA) DX+1[1]-13% 1
“Includes +2 for 16).
8, Limited Master (20 points): Includes #5 (Limited Mate), plus
(MA) 1Q-1 [1]-12, Tactics (M/H) 1Q-1 [2]-12, and 7 more p
iy 3 :

=

bl

=

byl

Area K
Armoury (Starship
Weapanry)-13 “omputer Operation-
13 [1): Fast-Talk-13 [2]; Finance-13 [4];
Free Foll-12 [2): Gunner {Laser)-13* [1];
Judo-12 [4): Karate-12 [4]; Law-12 [2];
hant (Weapons)-2I614 [6]; Savoir-
Faire-13 [1]; Sex Appeal-12 [2];
Streetwise-13 [2]: Tactics-12 [2]: Vace
Suit-13 2]

Languages**: Anglic (native)-14 [0];
Gvegh (Vargri-12 |%]; Trokh (Aslani-12
(LI

Licenses and Certificates: Rroker's
License.

* Includes +2 far 1.

** Include +1 for Language Talens.

iMertacton)-13 [1
3

“Air” Kaodic is selling a product, most-
Iy shipboard laser weapons to ships out-
bound From Glisten 1o the wilds of District
268. He knows his stuff, and already
enjoys @ reputation as the man to see for
such items. His superiors are grooming
him for a higher position within the firm —
ifhe can keep out of trouble,

Trouble seems to follow Air. however;
he just can't seem to stay away from
women, especially women he shouldn'y

(MIA), A . Lunar (M/H), Piloting or Shipms

Background Skills: A total of & points in Area Knowledge (any) or Ges

(M/E); Electronics Operation (Security Systems), Gambling, Ha

Materials, Holdout or Language (any), all (M/A); Detect Lies, Forgery

all (M/H); Appreciate Beauty (M/VH): Beam Weapons (any), Brawlin

Drraw (Pistol), Guns (any) or Knife, all (F/E); Carousing (F/A; HT), or
mary or secondary skill.

Customization Notes: Chouse secondary skills 1o reflect the structure of your ghi

crew. Make sure that all required certifications and positions are covered!

Manacer (P. GTS4)
All merchant starship companies, large and small, can benefit from a loca

resentative who knows the ropes,

Shipper's Agent B5
The shipper’s agent is in charge of all port and planetary operations far

ping company. He takes care of ships and their erews while in port, and

the business side of the company runs smoothly.

Attributes: ST 10 [0], DX 10 (0], 1Q 13 [30], HT 10 [0].

Advantages: A total of 25 poinis in Administrative Rank [varies], Co
[10]. Contacts (Business; skill-18, 9 or less, somewhat reliable) [
Intuition [15], Security Clearance (Corporate) [2/level], Single-)
Status 1-2 [3/level], Strong Will [4/level] and Wealth [ 10 ar 200],

Disad ges: A total of -20 points in Age [-3fyear], Bully [-10],

even consider, His past
have earned him the enmity of a least one
powerful man, who will ned hesitate 1
crush him if the opporienity presents
itself.

Spending [-5 to -15], Extravagance [-10]. Greed [-15], Hideb
Incurious or Obdurate [-5 or -10], Jealousy [-10], Laziness [-10] or W
[-5], Migraine [-5 10 -20], Miserliness [-10], Overweight [-5],
[viries], Secret { Dishonest) [-10] and Stubbornness [-5].

Primary Skills: Adm ution (M/A) 1042 [6]-15. Leadership (M/A) 1Q) [2
any fwo of Bard, Fast-Talk, Intimidation or Teaching, all (M/A) 10+
Detect Lies or Diplomacy, both (M/H) 1 [4]-13.

CHARACTERS



condary Skills:
13. Economi
¢ [2F13
nd Shills: A total of 5 points in Area Knowledge (any) or Savoir-Faire, both
HT), and Spart { Goll) (PAA).
skills that reflect your management style. A
manipulator might have Fast-Talk, Intimidation and Carousing, while
I type is more likely to have Bard, Teaching and Savoir-Faire,

Accounting (MH) 1Q-1 [2]-12, Computer Operation (M/E) 1Q [1]-
(MVH) 1Q-1 [2]-12, Law (M/H) 1Q-1 [2]-12, Merchant {M/A) 1Q

ERCHANT (P. GTS7)
All companies need 10 advertise, Entrepreneurs who intend o carry passengers
especially benefit from a little well-placed promotional talent. Prospective trav-
mofien need convincing 1o pick onr starship over someone else's.

er/Promotional Agent 75 points
& Advertisers are manipulators of public opinion. Their goal is to cres
 hei rserviee in the minds of consumers, or 1o adjust or intensify that
dy exists. Promotional agents and public relations (PR} flacks
just that their “product” is a person, Governments use
like this to create and disseminate propaganda; the military calls what they
chological warfare operations.”

a desire

tes: ST 10 (0], DX 10 [0], 1Q 13 [30], HT 10 [0].
| es: A total of 30 points in Charisma |5flevel], Contacts {Business or
Government; skill Iil 9 or less, somewhal reliable) [3/contact], Cultural
Adapiability |1ﬁ| pathy [15], Fashion Sense [5], Favor [varies], Intuition
. Reputation [varies], Single-Minded [5]. Strong Will [4/evel]
d Wealth [10) to 30].
es: A fotal of -20 points in Alcobolism [-15], Bully [-10], Compulsive
g |-15], Dependent (50-point “talent,” employ-
I3 or less) [-9], Enemy (Rival, 6 or less) [-5], Extravagance [-10], Greed
5] Lecherousness [-15], '\.‘Juulmu“ [-10], Odious Personal Habits
. ameless,” ete. ) [-3 to -15], Overweight or Fat [-5 to -20], Selfish
| Swhbornness [-5] and Workaholic [-5).
Shills: Advertising (M/A) 1042 [6]-13, Merchant (MAA) 1042 [6]-15.
Skills: Computer Operation (M) 1 [ 1]-13, Market Analysis {M/A) 1)
13. Psychology (M/H) 10 [41-13, and euther Bard or Fast-Talk, both (MfA)

CHARACTERS

Sample Character:
Black Marketeer/
Fixer

Myrna "Z-Rocks™ McCaine (86 pts

Human {Solomani) female; o
4107, 70 Ibs.: white skin with freckles,
dirty-blonde hair (unevenly cropped),
brown eyes, yellowed teeth and fi

ST 101 i3] DA 1, 0B 14 [45]. HT: 001

Basic Specd |
Thrust 1d-2 \u\

ot
or less, \|II\|I.‘\\hJ| 'l|l\h|\J 41
ion +2 (Reliable on the
sareet, 10 or less) [3]

Disadvantages.
wle of Honor ¢

less) [-15]; Par,

Quirks: Chain smoker:
callied “Myma®; Pretends 1o be unawan
very tall

Admin
{District

(Security System
(Pistolp-12

Streetwise-14 |

Language:
Irish Caelic-13
Z-Rocks™
but she has traded
and 10 points for

the computer records o go o with
he owns 4 sp chip-bur
L.hu dory under the guise o

pping Commi
that keeps her up 1o date on the latest
identification and security protecols.

Z-Rocks” Irish ancestry is real {as real
a5 anyone’s can be, 3,600 years and 200
parsecs from Terra), but she leamed her
Gaelic from a teaching chip. She ook up
smoking on a similar lark and hasn't been
ahle w quit. Make no mistake: Z-Rocks is
a geek very talented geek, but a geek
nonetheless.




Ganidiirsi Meszaros {100 pts.]
Human {mixed) male; age 42; 607,

170 Ibs.: brown skin, gray hair, brown

eyes

ST 9[- 10y, BN 10 [0, 1z 13 30, HT: 10 j0].

Basic Speed 5.00, MoveDodge 5

Thrust 1d-2, Swing 1d-1,

Advantages: Business Owner® (Cwner
of Whitchurch Factors: gives Courtesy
Rank 5. Stats 1) [10]; Contacts
(Business, x2; ckill-18, 9 or less, some-
whal reliable) |6]; Merchant Rank §
upgrades Courtesy Rank} [ 10];
Reputation +3 (To Mertctor downport
merchants) | 3]; Status 2 [5]; Wealthy |20

Disadvantages: Code of Honor

(Merchant's} [-5]: Greed [-15]; Loner
-51; Selfi =

Stubbornness [-5];

kills: Accounting-16*% [2]; Admin-

stration-18%* [2]; Apprecia
[41: Area Knowledge (M
porth-16 [6]; Computer Oper
14 [6]: Diplomacy-15 [§):
6% |4]; Finance-18** [8];
-13 [4]; Market Analysis-|§** [6]:
Merchant-201 [ 16]: Savoir-Fuire-14 [ 2],

Languages: Anglic (native)-13 [0].

Licenses and Certificates; Broker's
License.

* Uses the rules for Ship Owner (p,
1o,

** Bought up from default from
Merchant skill, 3

Gani Meszaros is the sole proprictor of
Whitchure ctors (named Tor an
whscure pre-Contact Terran economist).
the mast successful independent broker-
age house on Mertactor. He provides a
substantial advantage (+7) 10 transactions
b return for an equally substantial com-
mission (20%), Puntics engaging in specu-
lastve trade on Mertactor would do well 1o
engage him to book after their husiness (il
the competition has not already done so).

Gani has a sideline dealing in pri
and native art from the “wilds™ of D
268, He picks the best pie
amengst what the traders bring in, then
sends them on 10 galleries in Glisten and
ultimately the Imperial core,

round Skills: A tatal of 12 points in Area Knowledge (any) o Savo
bath (M/E); Administration, Electronics Operation (Comm or Hola
Language (any). Leadership, Performance, Streetwise, Video Pro
Writing, all (M/A); Accounting, Directing, Economics or Law, all (]
Appeal (MIA: HT); Carousing (P/A: HT), or any primary or secondary gk
Customization N Background skills should reflect your orientation ar
ng executive would have Accounting, Administ
s, while a PR flack would wanl Directing, Leadership, P
and Video Production. Pr ional agents ofien ialize both of their
skills to managing “talent” (see p. B43 and p. Be),

Arms Dealer
Interstellar merchants favor goods with a high degree of portability,
bath value density (Crflb.) and market potential. Weapons and high-tech
hardware and software fit this profile nicely. Arms dealerships may be |
lished and as professional as any megac T (indeed, Instell b
arms dealership) or they may be fly-hy-night operations
selling its spoils). Reputation is everything in this business.

T 10 [0]. DX 10 [0, 1Q 13 [30], HT 10 [0

tages: A total of 30 points in Charisma [Sflevel]. Contacts (M
Government; skill-21, 6 or less, usually reliable) [4/contact], Cal
Adaptability [25], Empathy [15], Intuition [15], Language Talent [2k
Lightning Calculator [5], Reputation [varies], Security Clearance (Any) |
Sflevel], Strong Will [4/evel] and Wealth [ 10 eo 30,

Disadvantages: A toal of -20 points in Code of Honor {Merchant's) Eagg
(Rival or unhappy customer. & or | B i - 141, b

Stubbornness [-3] and Workaholic [-5].
Primary Skills: Merchant (M/A) 1Q42 [6]-15. specializing (p. B43) in wi
-20 for weapons, Merchant-14 for all other goods),

Secondary Skills: Accounting (M/H) 10 [4]-13. Administration (M/A) 1) [2]-
Computer Operation (M/E) 1Q [1]-13, Economics {M/H) 10 [4]-13, Fust
(MFA) 10 [2]-13 and Tactics (M/H) 10Q-1 [21-12; one of Armoury (;
Demolition or Electronics Operation (any), all (IMIA) 1 [2]-13; rwo of
Weapons (any} or Guns (any), both (F/E) DX42 [1]-12%, ar Gunner (any)
DX+L[1]-11%.

*Includes +2 for 1Q. b

Background Skills: A total of 10 points in Area Knowledge (any) or Gesture,
(MYELR: Forward Observer, Huzardous Materials, Language (any) or S
all (M/A): Detect Lies, Diplomacy or Law, all (M/H); Brawling or Fast:
(Pistal), both (P/E): Piloting (Contragravity) (B/A); Carousing (P/A; HT), ar;
primary or secondary skill,

Customization Notes: Choose an area of expertise — a class of weapons, equipy
operations — then pick skills and specializations that reflect this: e
(Energy Small Arms) and Beam Weapons (Laser) and (Plasma) for an i
weapons specialist, or Armoury (Starship Weaponry) and Gunner (Laser}
(Missile) for a starship arms merchant, Some dealers specialize in sup
cquipment, logistics or electronics instead of weapons per se.

Black Marketeer,/Fixer 75 po

Bluck marketeers deal in the shadow economy: the world of illegal g
unirecorded business that exists beneath the surface of all but the most open of
efies. Fixers are also part of that economy, but their stock-in-trade is info
they know where to find whut's needed, and inteoduce the deal-makers to one ano
er {for a fee, of course).

CHARACTERS



ST 10 [0]. DX 10 [0], 1Q 13 [30]. HT 10 [0].
E A total of 30 points in Ally Group (2-5 75-point bodyguards, 9 or less)
[10], Alternate Identity [15], Charisma [Sflevel], Contacts {Street: skill-15, 12 or
less, somewhat reliable) [4fcontact). Cultural Adaptability [25], Danger Sense
[15], Empathy [15], Favor [varies], Intuition [15], Lightning Calculator [5],
Luck [15]. Reputation [varies], Strong Will [4/evel], and Wealth [10 0 30] or
y Wealth [5 or 10].
antages: A total of -20 points in Code of Honor (Pirate's) [-5], Compulsive
Spending [-5], Duty (Involuntary; crime boss, 9 or less) [-10], Enemy (Rivals or
lnw-enforcement agency, 6 or less) [-15], Extravagance [-10]. Greed [-15],
Jealousy [-10], On the Edge [-15], Paranoid [-10]. Reputation [varies]. Selfish
[-5] and Swbbornness [-3]
Skills: Merchant (M/A) 1Q+1 [4]-14, Streetwise (MAA) 1042 [6]-15.
: Skills: Accounting (M/H) 1Q-1 [21-12, Administration (M/A) 10 [2]-13,
Area Knowledge (any) (ME} 10 [1]-13, Computer Operation (M/E) 1) [1]-13,
Fust-Talk (M/A) 1Q [2]-13, Finance (M/H) 1Q [4]-13, Savoir-Faire (M/E) 1
[1j-13
nd Skills: A total of 12 puil:l:i in E
Freight Handling. Holdout, Language (any) or L
Lies. Diplomacy. Forgery or |
Weapon

cetromics Operation (Security Systems),
dership, all (MIA): Detect
eciile Bmm (M/VH); Beam
(PE):. Piloting
(PfAY; C .mnmng (P/ACHT ) or any primary or secondary skill,

i tien Notes: Buckground skills should reflect your market, pouds “and the
size of your operation. Black marketeers and fixers often specialize in one class
of goods or persons: e.g., pharmaceuticals or netrunners (see p. B43 and p.
Bo4).

CHARACTERS

Sample Character:
Entrepreneur
Amanda Blackwell

Human (mixed) femal
130 Ibs.. brow

(100 pts. )
33 54"

BT: 10

Advnnmgc. +1 [0
(ulluml
hi = Li
trong Will +3 [12].
Disadvantages:
Weakness [-5]; Duty ||u I
fi

Sickness |-I<J|. Stubbornness [-5];
Workaholic |

Quirks: Always well-groomed;
Congenial: Dislikes doctors: Proud: Puts
ofl space flight for as long as possible
[-51

Skitly: Accoun
default)-12 Adminsstration (fr

ult)-15% [2]: Arca
Tedge lllllpmiunll 15% [2]: Beam
s (L ARE]
C |nn]|uh_x

* 12

Fast-Talk- |\\ ||
Holdout-12 [1]; L

Langragest: Anglic (native)-15 [0];
Vilani-14 [1].

* Includes +1 for Cultural Adapt-
ahility.

“* Inchuces +2 for 10}

W Incldes +1 for Chirism.

# Inclucde +2 for L e Tu

Amanda n very successful at
starting small retail and mercantile busi
nesses wherever the Imperium has opened
new termtories Tor development; the recent
development of District 268 in the
Spinward Marches has broaght her there.
She has been my and widowed, but
refuses o discuss the circumstances.

Amanda loathes her physical intoler
ance of space travel and overcompe
for it: When she goes, she goe
when she stops, she stops harde
need for extra sleep and her mad drive i«
work conspire 1o leave her chronically
sheep-deprived, but she seldom pauses o
notice. She owes a big fuvor 1o the corpo-
rate financier whe bailed her out of a less-
than-successful scheme, but has no idea
when or even il he’ll collect,




Sample Character:
Financier

Gredim L rshenr. (?UCI pts. }

# Includes bonus for Mathematical
Ability,

s {SMYDistrict 268
s cantent 10 stay there, man
ation and looki i hybrids

Broker

Brokers are merg |hh||i\-||}! hire; they negotiate deals on behalf of other pa
return for a fee or commission (see p. 40, Shipping companics keep by
payrolls of their sules departments in order 10 get the best deals on the
carry. Other brokers are free agents, trading on their intimate knowledge
miarket conditions.

Attributes: ST 10 [0], DX 10 [0, 1 13 [30). HT 11]i],
Advantages: A total of 30 points in Charisma [5/level], Composed [5],
|J$u-.|n.\-.\ skill-18. 9 or less. somewhat reliable) [3/contact],

the Farm. He has never |u\||.\\| b

Adl 25], Empathy [15], Intwition [15]. Lan
.lku tor [5], Merchant Rank |varies)
strong Will [4evel| and Wealth [ 10 w 30)
Disadvantages: A total of -20 points in Code of Honor r'\1uLI|.\|u'-.|| -3,
Behavior (Risk-taking) [-5 o -13], E stravagance [-10], Gree
Impulsiveness [- 10, Jealousy [-10], Overconfidence [ IIJ| Oiverwe
-5 tor -20], Selfish [-5], Stubbornness [-5] and Workahalic [-5],
Primary Skills: Area Knm\'lu 21 1041 |2]-14, Diplomucy (]
13, Law (M/H) 10 | t(MIA) 1Q+2 [6]-15.
Secondary Skills: Computer Operation (M/E) 10 [ 113, Economics (M0
Finance (M) 1Q [4]-13, Market Analysis 10 [2]-13.

CHARAGTERS



Skills: A twtal of § points in Savoir-Faire (M/E) Administration, Fast-
Ik, Freight Handling, Intimidation. Language (any) or Streetwise, all (MIAR
ting or Detect Lies, both (M/H): Appreciate Beauty (M/VH); Carousing
HT). or any primary or secondary skill.
s: You should obtain a Broke

se (p. 85) on each world
(|

a purticular class of goods

80 points
seeneurs are the innovators of the business world, constantly creating and
g new opportunitics. Once an enierprise has played out — for betier or for
_ the entreprencur sells out and moves on Lo the next venture. Successful
s conform 1o a fairly narrow psychological profile determined, confident,
pss and unwilling 10 work for athers.

ST 10 (0], DX 10 (0], 16 12 [20], HT 1 (0],

)s: Strong Will 3 [12]. and a total of 30 points in Charisma [5/level].

acts (Business: skill-18, 9 or less, somewhat reliable) [Meontact], Cultural

ability [25). Empathy [15], Imuition 1151, Jack-of-all-Trades [10 to 30].

uck [15 or 30, and Wealth [10 10 30] or Temporary Wealth |5 or it

ges: Siuhbornness [-5]. Waorkaholic [-3]. and either Jealousy [-10] or

Dverco fidence [-10].

py Skills: Merchant (M7A) 1043 [R]-15.

dary Shills: Accounting (M/H 10-1 [2]-11, Administration (MIA) 1Q [2]-12,

Poenputer Operation (M/E] 1041 [21-13, Economics (M/H) 10 [4]- ast-Talk
8)10+1 [4]-13, Finance (M/H) 10 4112 and Leadership (M/A) 1Q [2]-12.

Shills: A total of 10 points in Area Knowle any b (M/E); Gambling,

anguage {any), Market Analysis or Streetwise, all (M/A): Detect Lies, Forgery

s Law, all (M/H): Appreciate Beauty (M/VH)E pons (any), Brawling

o Gans (any), all (P(E). Carousing (P/AA; HT). or any primary or secondary

“or NPCs, pick a current business venture. For all entreprencur
acters, pick one OF TWo previows ventures ni decide whether they were suc-
or not (perhaps based on the character's current wealth level).

75 points
| financicr is & merchant who specializes in monetary transactions: obtaining
projects and choosing i with i potential, Bankers, fund

. swekbrokers and venture capitalists all fall it this category. In the
y tight Imperial economy, successful financial wizards are rare, and in
ws demand when they appear.

ST 10 [0), DX 10 (0], 1Q 13 [30]. HT 10 [0).

s A total of 30 points in Charisma |5/level], Composed [5]. Contacts
iness: skill-18, 9 or less, somewhat reliable) [3contact], Cultural
ability [25], Empathy [15], Intuition [15]. Language Talent [2/level].
ming Caleulator [5], Merchant Rank [varies], Patron [varnes]. Reputation
], Strong Will [4/level] and Wealth [10 10 30,

A total of -20 points in Code of Honor (Merchant’s) |-5]. Compulsive
avior (Risk-taking) [-3 to -15]. Extravagance [-10], Greed [-15].
lsiveness [-10], Jealousy [-10], Ove: onfidence [-10], Overweight or Fat
20}, Selfish [-5]. Stubbornness [-5] and Workaholic |-51.

p Bhill: Finance (M/H) 1042 [8]-15: Merchant (M/A} Q42 [6]-15 specialize
g (p. B42) in finance (Merehant-20 for financial instruments Tike bonds, stocks
ncy, but Merchant-14 for all other goods).

Shills: Arca Knowledge (any) (M/E) 1Q+1 [2]-14, Computer Operation
10 [11-13. Economics (M/H} 1Q [41-13, Law (M/H) 1Q [4]-13, Market
sis (M7A) 10+1 [4]-14

CHARACTERS

Ljufa “Bishop™ Rsde (100 pt=.]
Human (Sword Worlder) female! age
)1, TR0l white skin light-brown
haiir (crew-cuih, ice-blue eyes.
ST 10 §0], D L0 (0], 0 13 |30, BT 10 0]
Basic Speed 500, MoveDodge 5.
Thiust 1d-2, Swi

Advantage ¥
Minko Blats, 12 or lessi |
+1 0]: Comfortable Wealth [10]:

Courtesy Rank 3 (15t Mate/Crwner) (0]

Talemt +2 [0]; Ship Owner (Free trader,
es Courtesy Rank 5, Status 13 [1R]
atus 1 (0]
Risadvantages: Code of Honor
(Merchant’s) [-5]: Enemy (Imperial
Customs, 6 or less) |-15]: Sense of Duty
Stubhornness [-50;
noglilia (Mild) |-5]
nous: Very curious
t cultures: Cbnoxious Drunk:
il |-5]
Agcounting-12

Astrogation-12 [1]: Beam Weapons
{Laser)-14%= |4]; Computer Operation-13
[1]: Diplomacy-13* [2]: Electronics
Operation (Comm - 12 [1]: Electronic:
Operation { Sensorsk-12 1
121 Freight Handling-15 [6]
als<12 1] Holdout-
Merchani-15% [4]; NBC Warl
Piloting (Spaccerafi)-12 [8); Savoir-Faire
14% |1]; Shipbuildin rshiph-13 121
4

nglic-13 [%]: Gvegh
: Teelandic (Sword Worlds

censes and Certificates: Cargn-
master's Certificate with Basic HazMat
Handler's Endorsement: Comm Oper-
ater s Centificate; Linated Mate™s License:
Sensor Operator’s Certificate.

= Includes +1 for Coltural Adapi-
ahility.

== Incluades +2 for 1.

+ Include +2 for Language Talent.

Lijufa “Bishop™ Rade is partners with
Minko Blats ip. 95) in ownership of a
wsed Beownlf-class free trader, the 5.5,
Smiling Moere (lderati  regisicy
RAQYT504-1113). Bishop handles the
passengers and cargo; she leaves the fy-
ing 1o Minko (although she s also a quali-
fied mate). She is a Sword Worlder female
in a traditionally “male” profession; she
comsiders herself “culturally male” as
well, and acts accordingly. Her fascination
with other cultares overrides her back-
ground in most other instances, however.




Sample Character:
Shipmaster/Mate

Brunnhilde Shasharshi (100 pts.]
Human (mixed) female: age 33; 690%,
170 Ibs.; brown skin, black curly hair
[short-cropped b, hazel eyes
ST: 10 [0, D: 12 {200, 08 13 300, T 11 |10)
Basic Speed 5.75, Move/Dodge 5,
Theust 1d-2. Swin Id
Advantag
Acule Vision
point erewmen, 9 or less) [10]: M
Rank 4 (First officer,
Disadvaniage
(Pirate’s} [-3];
I- "I H.ln] of H‘«I

= just and Fair
mit that she can’l
Administration-1 3 |" A
Knowledpe (District 268 portsi-13 [1]:
ation-14% | Feam Weapons
serl-15** [2]: Electronics Operation
ACommy-12 [1]
i8ecurity %

erall)-15* [8]; Suvoir-Fuire- |3 1l
bwilding 2 Shi
2 |2|; Shipmaster-13 [2]: Tactics-12 ]l:
Vace Suit-12 (1],

Lamguages: Anglic (mative)-13 [0,

Licenses and €
sl License: Comm Opera
Centificate; S
Unlimited Master's License,

* Includes bonuses for 3D Spatiol
Sense,

** Inchades +2 for 10,

T Includes +2 for Acule Vision,

asharshi wolerates no unduoe
Ly anong fer crew, She's as good
aptain in Tukera's feet, and she'll
ou bo kewp that in mind. Wit was
Speak up, stop mumbling! No, of
course she doesn’t have troable hearing.
of wouldn't if everyone didn’t mumble all
the time, Now get out! [Thumgp!]

My Shasharshi is a real picce of work,
she is ~ just the sort of first mate that
every spacer ends up serving under at
some podnt in his career.

Skills: A 1ol of 6 pmnn in Savoir-
reight ll.mdlmn, Inii

. all lNL"HI Applu fate Beauty (
Carousing (P{A: le or any primary or secondary skill.

Customization Motes: Scleut the kinds of instruments you handle — stocks,
loans, currency . etc. — then choose your background skills i)
your market and

Furser,/Cargomaster 75
Pursers and cargomasters arrange, obtain, load and cure for the ship's p

both pussengers and cargo. They use their extensive social and organizatioml

to ensure that everything goes smoothly — both on and off ship.

Attributes: ST 10 (0], DX 10[0], IO 13 [300, HT 10 [0).
Advantages: A total of M) points in Ally Group (2-5 75- point crewmen, 9
[ 10, Chanisma |Sfevel], Claim Haospitality (Trade guilds, ete.) [1
Contacts (Business; skill-18, 9 or less, somewhat reliable) [Heontact],
Adaptability [25], Empathy [15], Intuition [15]. Language Talent
Lightning Caleulator [5]. Mathematical Ability [10], Merchant Rank [y
Reputation [varies] and Voice [10].
Disadvantages: A total of -20 points in Chummy or Gregarious [-5 or -10),
Honor (Merchant's) [- q| Compulsive Carousing [-5]. Extravagance [-10),§
[-15], Jealousy [-10], Luziness [-10] or Workaholie [-5]. Miserline
Orverweight or Fat [-5 10 -20], Reputation [varies]. Selfish [-3], Sense af |
(Pussengers) [-5] and Stubbomness |- 5).
Primary Skills: Freighi Handling (M/A) 1042 [6]-15, Merchant {(M/A) T2 [8
Savoir-Faire (MIE) 1Q+1 [2]-14.
Secondary Skills: Accounting (M/H) 10-1 [2]-12. Administration (MIA) Q|
Computer Operation (M/E) 1Q [11-13, Diplomacy {MH) 10 [4]-13.
Background Skills: A total of 12 points in Area Knowledge (any), Co
Gesture, all (M/E): Bartender, Hazardous Materials, Holdout, Langug 1
Shiphuilding (Starship) or Streetwise, all (M/A); Animal Handling, Eea
or Law. all (MM} Appreciate Beauty (M/VH): Beam Weapons (any), Br
Fast-Draw (Pistol) or Guns (any). all (F/E); Driving (Construetion B
Exoskeleton or Piloting (Contragravity or Small Spacecraft),
Carousing (P/A: HT), or any primary or secondary skill.
Customization Notes: Choose background skills that suit the size of your ship
seope of your respons es. A chicf purser would have more Accounti
Administration (and several levels of Merchant Rank), while a lowly s
might have Carousing and Cooking.

Shipmaster./Mate

Commanding a ship is one of the great
ties known 1o man. The captain or shipmaster, who holds a Master’s
94, has literal Tife-or-death power over those on board his ship: one WIong
or moment of inattention could lead to disaster. Captains are assisted in theirg
by the ship’s mates. Senior mates also hold Master's Licenses, in case
hecomes il or is incapacitaed,

1 pleasures and most aweso

Attributes: ST 10 [0]. DX 10 [0], 1Q 13 |30], HT 10 [0].
Rdvantages: Merchant Rdnk 4 [ 16 or 200, plus 34 or 30 points (to o net 50
advantages) in 3D § Sense [ 10]. Ally Group (6-20 75-point
less) [10], Charisma [$/level]. Common Sense [10], Contacts (B
18, 9 or omewhat reliable) [3/contact], Imperurbable [10],
Luck | Merchant Rank +1 includes Status 1) [4 or 5], Reputation
Ship Owner or Ship Patron [varies|. Strong Will [4/level ] and Wealth [
Disadvantages: A total of -20 points in Bully [-10], Code of Honor (M
Compulsive Gambling [-5]. Enemy (Skip tracer, & or less) [-5],

CHARARCTERS



Greed [-15]. Hidebound [-5]. Jealousy [-10]. Miserliness |-10].
eight or Fat [-5 1o -20], Reputation [varies]. Secret (Alcoholism) [-10],
gaf Duty (Crew) [-5]. Stubbornness [-5] and Workaholic |-5].

il Leadership (MAA) 10 [2]-13, Merchant (M/A) 1Q+2 [6]-15, Tactics
10-1[2]-12.

Skills: Administration {M/A) 1Q [2]-13, Astrogation (MIA) 10 [2]-13,
ics Operation (Comm) (M/A) 1Q-1 [1]- I" Electronics Operation
3 (MAAD 101 [1]-12, Freight Handling (M/AA)Y 101 [1]-12, Law {(MH)
11, Piloting (spucecralt type) (P/A) DX+2 [8]-12. Shipbuilding
i) (M/A) 1Q-1 [1]-12. Shipmaster (M/A) 10 [2]-13.

Sidlls: A total of 6 points in Area Knowledge (any) (MER Fast-Tulk,
Language (any), Strectwise or Vace Suit. all (MIA): Accounting,
s, Economics or Shiphandling. all (M/H): Appreciate Beauty
WH); Beam Weapons tany), Brawling. Fast-Draw (Pistol) or Guns (any). all
i) Free fall (P/AA): Carousing (PAA: HT)., or any primary or secondary skill.

galion Nates: Background skills should reflect the size of your ship and the
of your responsibilities. The captain of a fledgling line’s only merchant
ymay want Free Fall-11 [4]. Strectwise-12 [ 1] and Vace Suit-12 [1]: the mas-
fof a corporate trading vessel is more likely 1o need Accounting-12 [2],
amics-12 [2] and Shiphandling-12 [2].

75 paoints
er there are laws, there are those who see a profit in circumventing them.
are businessmen whose business lies in finding ways around legal
5 (customs duties and restrctio amigration guotas, taxes) and cf
fo the rick. A smuggler may carry the goods himself or he may arrange for
mules”) to carry them for him — not always knowingly, Many are either
s or driven by greed

ST 10 [0, DX 10 [0, §Q 13 [30], HT 10/]0].
A total of 30 points in Ally (100-point partner, 9 or less) [10], Aliernate
[15). Charisma [3evel], Contacts (Street: skill-15. 9 or less. somewhat
s [15), Daredevil [15], Empathy [15],
ess [2level ], T Lightning culator [5], Luck |15 or 30],
ies], Ship Owner [varies|, Strong Will [4/level]. and Wealth [10
ealth [5 or 10].
A total af -20 points in Addlumn |hlr|c\] (_<|||nu~ [-6]. Compulsive
v or Paranoid
"m\'ul ilguncy. h or less) [-15].
ravagance [-10], Greed [-15], Jealousy [-10], On the [-15].
idence [-10], Reputation [varies] and Stubbornness [-5].
ls: Holdowt (M/A) 1Q+2 [6]-15, Merchant (M/A) 10+ [4]-14,
ise (M/A) 10+1 [4]- 14,
Shills: Acting (M/A) 10 [2]-13, Administration (M/A) 10 [2]-13.
er Operation (M/E) 10} [1]-13. Fast-Tulk (MfA) 10 [2]-13, Freight
fling (M/A) 10 [2]-13.

Skills: A total of 12 paints in Area Knowle
, Electronics Operation (Comm, Securi

pus Materials, Leadership, Shipbuilding (St
); Detect Lies. Economics, Forgery, Law or Ta
 (any), Brawling. Fast-Draw (Pistol) or Guns (any b, all (F/E); Piloting
type) (PIAY: Carousing (PfA; HT), or any primary or secondary skill.
Motes: Background skills should reflect your area of operations
you employ. A master of deception should concentrate on Social
jile an independent blockade runner would have his Limited Master's
ip. 84). Smugglers often specialize in one class of goods: pharmaceut-

0ons.

W

{any ) i MVE Y. Astrogation,

Systems or Sensors),
} or Shipmaster. all
I {M/H}: Beam

CHARACTERS

Sample Character:
Smuggler

Minko Blats (100 pts.}
Human (Solomani} female; age 33;

£9%_ 160 Ibs.: brown skin, dork-blonde

i (short, Blunt-cut), brown cyes.

ST: 10 (o), B 12 {200 MW |3 130). BT 10 0]

Ii 1sic Speed 5.50, Move/Dodge 5.

12 or less) | 10]; Comiurtalsle We
Couresy Rank 5 (CaptainfOwnerp [01];
Ship Owner (Free trade
5. Status 1) [18]; St
dvantages: Chummy |-3]:
inemy (Imperial Custoris
10}

wnputer Operation-13
on (Comm)-12 | ||.

dership-12 [1]:
c'sp.xm\n’n-

Shipmaster-13
Tactics-12 [2); Vac

Lamguages: Anglic (native)-13 [0]:
leelandic (Sword Worlds)-11 [V T
zludll {Darran)-11 [}
‘s Centifi
ense;, Sensor Operator’s Contificate.
* Ineludes bontes For 30 Spatial Sense.
= Inchusles +2 for 10

Minko and her pariner “Bishop”™ Rade
ip. 935 run a vanety of goods in District
268 in their used Beowilf-class free trad
er. the 5.5, Smiling Mosre {bern regisiry
HAQYTS04-1113), They used to work
between Iderati (SM/Five Sisters 0732)
and Encs (SMSword Workds 113H0) untsl
thing: o ot there. Now they special-
ize in running contraband along the
Collace Main from Trexalon (SM/DHstrict
268 1339) 10 Ml e F (SMIDistricy 268

16371 Most at they move is Jegal
where they buy it it beeomes illegal when
they bring it across the border without

declaring it 1o Imperial Customs,

Minks is very aclive, in a nervous sort
of way — so much so, that Customs
inspectors have a hard time determining if
she has o reasan 1o be 5o edgy or mal.




Sample Character:
Confidence Man

Tadeusz Szekely (100 pts. ]

Human (Solomani) male; age 30; 5§,
163 1bs.: brown skin. red-brown hair,
brown eyes.

ST 100, BN 11 [10]. 18 13 (30, /= 12 |20
Basic Speed 5,75, My 5.

RocuE [P. GTSR)

At least Jesse James hod a horse!
— Willie Sution

Caonfidence Man

It takes a special talent 1o separate people from their money in such au
they're gl w see it go. The con man is a husinessman (of a sor): he makes b
ing selling dreams and fantasies. Too bad he always s
Attributes: ST 10 [0], DX 11 [10], 10 15 [30], HT 12 [20].
Advantages: A total of 30 points chosen from Alcohol Tolerance [5], Alg

[5/level], Alemnate Identity [15]; Appearance [3 1o 25]. Charisma [5/
Contacts (Street; skill-18, 9 or less. somewh: reliable) [3contact], G
Adaptability [25], Danger Sense | 15], Daredeyi 1151, Luck [15 or 30]
151, Versatile |5), Voice [ 10], and Wealth 11 to 30] or Temporary Wes
10].

Thrust 1d-2, Swing 1d.

Advaniages: Ally Group (6-20 75-
point family members, & or less) [ 10]:
Charisma +3 [15): Luck [15].
Disadvantages: Compulsive Lyving
[-15]: Chverconfidence |-10]; Selfish [-5];
Literate [-5]; Sense of Duty
[-5]

Quirks: Careful; Chauvinistic:
Imaginative; Makes sweeping gestures:
Wears colarful bancannas, |-5]

Skills: Acting-13 [2]: Area Knowledge

ict 268 parisy- 14 [2]; Brawling-12
2]: Fast-Talk-17 [10]; Gambling-13 [2]:
Holdout-13 [2]: Intimidation-14 [4]-
Knile-11 [1]: Merchant-14 [4]: Pick-
pocket-10 [2]: Stealth-12 [4]; Streetwise-
14 4],

Languages: Anglic-13 [2]; leelandic
(Sword Worldsi-12 [1]; Romany {native)-
13 [0]; Te-zlodh {Darriani-12 [1]; Vilani-
12 1] Zhodani-12 [ 1).

Tadeusz is 4 tremendonsly good liar,
meostly because he helieves completely in
each lie for just as long as it takes o 1ell.
He is muster of the short con, ad never
seems 10 be al a boss for schemes (no mat-
ter how well or paoily each one goes). He
is also completely devoted 1o his extended
Tamily: he sends all of his ket to them in
their travels. and catches up with them
whenever he can; having the family in
poet is always cawse for celebration!
Tadeusz i not really a bad sort; he
simply doesn’t believe in giving 4 straight
BNSWET OF S10ry [0 anyone (oulside his
family, that is). If that lesds some fools
give him their money, so much the better,

A total of -30 points chosen from Callous [-6]. Compulsive Gg
[-5 10 -15], Compulsive Lying [-15]. Enemy (Law-enforcement a
less) [-13], Extravagance [-10], Greed [- 15}, Kleptomania [-15], Laziness
Light Sleeper [-5]. Overconfidence [-10], Reputation (Crook) [varies],
{Almaost anything!) [-3 10 -20], Selfish [-5], Trademark [-1 to -15] and
|-15).

Primary Skills: Arca Knowledge (any) (M/E) 1Q [1]-1
15, Streetwise (MIA) 1Q [2]-13.

Secondary Skills: Stcalth (P/A) DX+ [4]-12, and any four of: Savoir-Faire

Fast Talk (M/A) 10

101 [2]-1 Acting, Bard, Disguise, Gambling, Intimidation or Merd
(M/A) 1Q [2]-13: Carousing (P/A: HT) HT [2]-12, or Sex Appeal (M/A; B
HT [2]-12.

Background Skills: A total of 4 points in Gesture (M/E); E : 1
(Security Systems), Holdoul, Lockpicking. Research or Traps, all (M
Finance, Forgery or Psychology, all (MfH): Cos puter Hacking (M/VH); Be
Weapons (any), Brawling, Fast-Draw (any), Guns (any) or Knife, all (P

Escape, Pickpocket or Sleight of Hand, all (F/H).

tion Notes: A con man may have a fuvorite technique, or he may chan

scams afler every job. Pick skills that suppon your preferred style; any ane po

sible, although influence skills will likely predominate. It's also impo
choose skills that will facilitate your eventual gelway!

UnDERCOVER AcenT (P. GTS9)

At first glance, it might seem that the mercantile life offers little seape for oo
activities. This is not completely true,

Courier 80

A courier has only one purpose in life: deliver a specified package or m
safely 1o its destination. Anything that helps achicve this goal is commendable;
thing else is wastelul. Couriers may work for a government {especially the mi
or dipl ic coms), a corp ion or some Jegal ization, or they m
freclance operatives, selling their skills 10 the highest bidder.

Attributes: ST [0 [0]. DX 13 [30]. 10 13 [30]. HT 10 [D]. 3

Advantages: A 1otal of 25 points in Aleriness [S/level]l, Alternate Tdentity {15
Appearance [5 or 15], Charisma [$evel]. Collected or Imperturbable [5 o
Combat Reflexes [15]. Contacts (Any: skill-18, 9 or less, somewhat rel
[3/contact]. Danger Sense [15], Diplematic Immunity [20], Intuition [15], Jig
of-all-Trades [10 or 20}, Language Talent [2/level]. Luck [15]. Sanctity
Security Clearance {Any) [2 or Sflevel], Strong Will [4/level], Versatile |5] i
Voice [10].

Disadvantages: A total of 23 points in Curious [-5 1o -1 5]. Delusion (“Enem
are after me!”) [-5 to-15], Duly (Ageney, 9 or less) [-5], Enemy { Enemy a

CHARACTERS



5], Insommiae [-100or -15]. Light Sleeper [-5], Loner [-5]. Mistaken
ty [-5]. Nightmares [-5], Overconfidence [-10], Paranoia [-10], Secret [-5
and Sense of Duty { Agency) [-10].

re (M/E) TQ+1 [2]-14; Acting, Fast-Talk, Interrogation or Lip
all (MAAY 10 [2]-13: Sex Appeal {M/A; HT) HT [2]-11k: Body
or Carousing (PfA; HT) HT

Electronics Operation {Comm. Security Systems or Sensors). Lockpicking
MTrups. all {M/A) 1) [2]-13; (]mlhiug or Nlc,uhh. both ii y DX [2-13

Is: Lumpulu Operation {ME) iQ 1 |I
age tany) (MIA) 10-1 [1]-12
DX+ [15]-14%,

. and either Beam Weapons {any) o

g5 +2 for 1),
Shills: chie of Driving
i?f T points in Criminole

any ) or Piloting (any ), both (FA) DX [2]-13. and
v or \\n.n.l\n- hoth (M/A) Fo

Notes: Your =kills should reflect vour sodis operandi as o counier, A
might have Body Language. Fast-Talk and Savoir-Fai
courier is more likely to wa |m Electronics Operation {Secunty
. and Stealth.

3 prul'llc "
ms) and [ Sensors

CHARACTERS

Sample Character:
Courier

Ofie Nastrus
Hurnan (% o
) s, while skin with freckles. ami

el e {barze-cu
ST 100, 00 13 [30), 10 14

1 5.75. Move 7.
Id.

Charisma

15].

ound: Wanderlust, |-
¢ Acting-14 [2]: Area Knowledge
||)|~.lm.l 268Ep-15 |

Holdout-15 141; -
Lockpickin IJ|" Pilating
gravityl-13 [2]; Running-10 [4]:
Streetwise- 14

L icenses and ( rrrrﬂu\‘i(! ¥
Licens:

* Includes +2 for 10,

** Includes +3 for Alertness.

e Mastrus is extremely charmin
witty and pleasant: he ir
brother™ image 1o allay su
seems to be twally in meotion -
except when he gets one of his heswl

Then be can be laid up Fo

% on his

nections. Ofie doesi't care: he's in it for
the chanee s,
Lately, be has made some decent money
on legitimate asdgnments, and he is con-
sidering whether to tum leg:

see new




AcCQuUIRING A STARSHIP

It is cenainly possible to run a GURPS Traveller cam-
paign ~ even one focused on trade and commerce ol
the PCs coming into possession of a starship. or indeed.
without ever leaving a single system. They could pool their
funds, buy goods on speculation and ship them as cargo on
commercial freighters while they travel along as passengers,
In extreme cases, they could even set up as brokers (or bar-
tenders) in a specific l.l.zl'rmri and entice the world 1o beat a
path 1o their door,

Mot groups, however, will either enter play with a star-
ship in hand or bend all of their efforts 1owarnd scquiring one
in the early stages of o campuign. Certain types of campaigns
will in fact revolve around getting (or just holding onte) a
ship. Both GM and players would do well 10 consider just
oup of sdventurers might obtain access o a ship.

There are essentially six methods for obtaining a star-
ship: buy it (helow ), rent it (p. 99, steal it (p. 99, borrow it,
find it or win it. These vary in difficulty. likelihood and legal-
ity. The lust three options are not normally applicable w
commercial ship operations, and will be covered instead in
GURPS Traveller: Starsiips.

Buvy IT

When most people think of acquiring a l.t:zr-.h||'| the first
option they consider is to buy it outright. A
er, is 4 hug il investment
trader costs 28.9 million credits new: even used, it would cost
12-15 million credits, This is more than any character or
eroup of characters (other than Multimillionaires) could hope
o cam legitimately in a lifetime. Ordinary traders do, howev-
er, manage o afford starships. How? By sharing the expenses
and by spreading them out over time

Three basic forms of property ownership have been
developed over the centuries: proprietorship. parinership and
corporation. Partnerships and corporations, especially, are
methods of pooling wealth o make large purchases. All three
methods apply as much to starships as o any other propeny;
see Business Organizarion (pp. 41-42), Various financial
arrangements — loans. mongages and bonds — exist that per-
mil ship owners to purchase their vessel incrementally, over o
Tong period of time. in retum for paying a higher total cost in
the form of interest or dividends,

Proprietorship

A sufficiently wealthy individual (i.c., someone with the
Multimillionaire advantage, p. CI27) could purchase a star-
ship outright — possibly (but not necessarily) with the help of
the Ship Owner advantage (p. 101}

Partnership

A partnership consists of two or more people wha split
the cost of purchasing p. Each pariner must tuke the
Ship Owner advantage 1;1 101 ). but the partners can pool
their investments ta b the necessary total. The ship
helongs to the partnership as a group: division of labor, prof-
its and expenses is up to partners

Corporation
When indiwviduals have insufficient wealth to st i
business, they pool their resources and form a co

vides, See Corporations (p. 42) for details,

Bank Financing

Bank (or other venture capital) financing is avzila
gualified individuals (Ship Owner, plus a “Very Good™
tion from the Toan officer) for the purchase of comn
starships. A minimum of 20% of the purchase p
required as a down payment: the bank provides
80%. In return. the owners agree 1o a 40
which they must pay off in monthly installments of
the purchase price (equivalent 1w a 5.57% annual rate),
ge payments include loss and liability coverage ford
hank’s investment, bul the owners must arrange for ins
on their own.

The borrower's ownership in his ship increases o
time, as the debt owed to the bank is paid off (see
helow). IT the initial down payment was larger than X188
the purchase price, the term of the loan is reduced byl
number of years indicated (round down).

Years Debt Ownership
i) RO% 20%
8 75% 25%
15 6% 3%
20 Al M
25 50% 50%
) 40% 60%
a5 il B0%
A 0% [E1g3

If the owners decide 1o sell their ship, they must ep
the bank the debt owed as o fraction of the original p
price of the ship, regardiess of the actual sale price
remaining moneys cun be divided among the owners
see fit,

Bootstrap Capital

In arder 1o explore new avenues of trade, large
lines may take the role of venture capitalists for
talented and favored employees. The company pro
former employee with a ship (ireat this as a Ship
GT84-85 and p. 1) — usvally an older model that
fully paid off and is surplus w0 cument needs — and:
down puyment in return for a standard 40-year
The company uses the terms of the mongage to keepil
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If the new “owners” discover some hereto-
idden but lucrative market. the company can
i and exploit it, forcing the ship o move else-

under a nom-competition clause in the mort-

new “owners” start out with 0% ownership in
wn vessel. As the mongage is paid off over
Lownership ocerues just as it does with a regular
Eloan (see above), but the company retains its
0% 1o protect its investment. For instance,
0 years, the company and the owners each have
mership in the vessel; after 30 years, the own-
are is now 40%, but the company still holds

ent Subsidies

A gavernment Ipl.md,ury ar Imperial) can plﬂ\ldﬂ.
es and assistance in financing a sturship. Thi
either o ensure regular service 1o backw:
s, in order 10 maintain contact with th
m, of as pan of a program of deliberate deve
el A government subsidy o the form of
e 2 low-cost loan, with the government carrying
fole itsell (Ship Patron). or a partnership arrange-
i (Ship Owner), where the partners put up the
fn payment (20%) and the government provides

er

government retains 50% ownership, bug
ges the: remainder and any bank payments in return
re of the profits. The ship must generally fol-
{8 designated route among 2-12 worlds, including
that would otherwise be ignored by merchant
. The captain must pay S0% of the ship's gross
B8 (ofier expenses, but before any dividends or
f paymenis) (o the government every month, In
event of war, the ship and its crew may be activai-
D serve fleet ausiliary. Treat these arrange
s as Duty (Government, 15 or less), which takes 15
s off the cost of Ship Patron.

the end of 40 years, full title reverts (o the owners, but
still linble for activation in wartime. A subsidized
gant or liner that has been paid off and released from its
comes o free merchant or free lines, identical in char
o another ship of the same class, but probably less
mechanically due 1o
in types of vessels are favored Tor subsidy arrange-
§ becawse of their size (a compromise between capacity
my) and versatility; they are usually between K
(I dions displacement, with jump capacity sufficient
if projected roure, The Akkigish-class subsidized mer-
{p. GT146) and the Stefiar-class subsidized liner (p.
e typical cxamples.

It
s possible for an individual (or 4 group) with the right
¥ skills and Reputation to arrange a long-term rental
for a starship, called a charter (technics
that sounds like oo much fun). As o rul

1 charier

of thumb,

rent is 3% of the ship's purchase price per month, adjusted
up or down according to the terms of the charter; this
includes insurance, There is no point cost for chantering a
ship = the arrangement s essentially self-limiting. See p, 109
For more on charters,

STEAL IT

Some people cannot resist the temptation 1o take the easy
way out and obtain a starship through illegal mes c cir-
cumstances will vary by campaign, but the consequences of
getting caught should be appropriately dire. OF course, steal-
ing from thieves or from the enemies of one’s government
may not be considered stealing at all, but rather spoils of wi
{see Letters of Margue, p. GTHA) on, as al
rests with the GM. Theft of a starship is covered in detail
under Owurside the Law (pp. 116-123).

Stolen or “hot™ starships m
black market or passed off as legitimate used vessels, Such
ships bring only [-5% of their original purchase price, and
may he |||||m-~|b|L to get rid of afterward {due 10 iregulari-
ties in their regisiry ), Buyer beware!

su he offered on the

CHARACTERS



ADVANTAGES,
ADVANTAGES
Administrative Bank see p. O/19
and Merchant Rank see p. CI29
These advantages are discussed in detail under
Rank ip. 810 All companies are
The smaller the

Merchant
it created equal, however,
company or shipping line, the less valuable

the rank:
Megacorporation, sector-wide company: 5 poinisflevel,
Subsector-wide ar multi-world company: 4 poinisflevel,

Free trader or single-world contpany: 3 pointsflevel

Worrking non-siary i or smalier centipary: 2 pointsdlevel

Courtesy Rank (p. 100): 1 pointievel.

Captains (Merchant Rank 5) working for multi-world or
ger companies, as well as the owners of such Compinies
{(Administrative Rank 5), receive one free level of Status,

Allies see p. B23
Contacts see p. Ci22
Favor see p. CI25
FPatrons see p. B24
Reputation seep. B17

Commercial interactions are above all social interac-
tioms. In the business world, wha you know (or who knows
Yew) s often vastly more important than wiar you know, Can
you be trusted? Do you have what it takes 1o make a profit?
Any of these advantag affect the way you do business —
often by opening doors that would otherwise remin shut.

Alternate Identity see p. CI20

This cin be of vital imporance 10 a smug 2ler or bl
marketeer wha inlends 1 stay in business for lone, »
Identity can also be added 1o the cost of Ship Patron or Ship
Owner 1o represent 4 ship that either has more than ong
mingly legal registry or o military-grade programmable
transponder.

DisaADVANTAGES AND Skl

Claim to Hospitality seep,

Claim 0 Hospitality can Tepresent relirement
membership in any one of a number of different *
2uilds” or “spacefaring brotherhoods.” See P and’
(p. &1} for examples,

Courtesy Rank seep. O

Every shipmaster is called “captain regardiess
stze or importance of his vessel, and is treated w
respect that a caplain deserves. An owner aboard
aceorded courtesy equal 1o a ship's captain (Courtesy |
). Other positions (first officer, etc.) are handled sin
On nen-commercial ships or ships without 3 Tormal chai
commund (like a private yacht or lab ship), this may
only Kind of Rank anyone has,

Ship Patron see pp. GT8
This represents a ship that the character miay use b

sell or dispose of because it ultimately
else:

lomgs 10 somy
corporation. 4 shipping company, investors, his fun
wermment, He is most likely borrowing the
emplaved by its owners in some fashion, but the ship cod
also be a stolen vessel that he can't zet rid of
In the siri use, the crew draws s
business direct from its employers: this could even
at times in an otherwise more apen relationship, Mare ol
the crew is lefi 1o generate a profit as best it can, whi
then split with the cwners,
The point cost of Ship Patron is hased an how usef
ship is to the party, Assessing this cost is not an exuct
{pp. GTE4-85 notwithstanding): the GM has the aptiog
adjusting paint costs by up tn 20% 1o fit the needs off
campaign. We suggest the following base costs for the
wommon commercial vessels in a mercantile canmpaign:
Beowulf-class free trader; 36 poins.
Empress Marava-class far trader: 48 points.
Abkigish-class subsidized merchang: 72 points.
Stellar-class subsidized liner: 120 painis.
Characters with this advantage receive free Merchi
Rank at a | commensurate with their position b
ship. This Rank is of a type appropriate to the wealth gy
reach of their Patron (which should be reflected by the
and type of ship; subsidized merchants would belang
multi-world companies or better), Promotions within he
ship’s crew are likewise gained at no cost, If Ship Patran
ever lost, though, this free Rank and all of its benefits are log
s well,
Player characters should not be allowed 1o form p
ships to split the cost of Ship Patron (unlike Ship Ohwmer,
101). Technically. everyone who cnjoys the full benefit of
advantage should pay for it tely, exactly as for g
lar Patron (p. B24), See Ship Disadvantages (p. 102) f
ways of reducing the cost of Ship Patron (such as fora sinfes
vessel).
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see p. B18
I relative
ing can have an immense personal impact on
meractions. Standard bom and penalties for
with persons of higher or lower Status apply. The
puld remember, however, that this can work ageainst
as easily as for them,

i Feudal

sCious, §

see p. B16
h answers the question “How much money and
goods do 1 have™ This can be broken down into twe
ing wealth (how much you're worth at the strt the
mign) and wealth level (which affects your soci;
determines what kinds of jobs you can hold).
i can be further broken down into cash and goods.
are anything that cannot be readily converted 1o
ithoat taking 2 loss (typically 50% or more). Anything
cash, whatever form it takes,
2 Wealth ad {or Poverty 1 - which
Poor. Struggling, Comfortable.

illionaire (p. CI27) — affects both wealth level and
wealth.

porary Wealth (p. C1I8) and points traded for cash
6) or eguipment {(p. CIIT). on the other hand, only
starting wealth. Note that the point costs for these
are not recorded on the character sheet; in effect, the
Tias fewer (more ) points 1o spend in return for high-

Extra Cash
Wealth  Temporary Maoney

[per point]  Wealth

-12 Crld NiA
-7 Cr3, 000 Crang
-5 Cr7 500 Cr7s0
0 Cri5.000  Crl.500
5 Cr30,000  Cr3 000
(1] Cris 000 Cr7.500

N/A MCr.3  MOC.03

NSA MCrls  MCALES

NiA MCr1s MCrl.5

NiA MCrl50  MCrls

gludes the cost of Filthy Rich.

points for Lqulpml.nl yields equipment worth
starting wealth per point, which
GURPS Traveller
gn. A maximum of 30 points (giving Cr225,000 in
J may be spent this way., The Ship Owner advantage
) is much more efficient for those who wish 1o start
astarship,

Al cash amounts must be adjusted for exchange rates (p.
| before purchasing goods or services. Most characters”
ging wealth is figured in Imperial credits (exchange rate

1.063). If this is not the c.g.. for someone who has never
left his home world), take Temporary Wealth worth <10 x (1-
exchange rate) points, rounded up o the nearest point; e.g
an exchange rate of 0.75 would count as -2 points of
Temporary Wealth,

New ADVANTAGE
Ship Owner Variable

Ship Owner is a variation on the theme of Troding Points
for Equipment (p. C117). used when a character wishes 1o
start with a starship, Unlike points traded for equipment, Ship
Ohwner is treated as an advantage that remains on the charac-
ter sheet. It is also far more efficient, which is intended to
1 the et that starships are Jarge, hard to sell, expensive
e and subject W strict regulations.
from Ship Patron in that the char-
acters own the ship outright: they may sell it at any lime
(ussuming they can find a buyer), just like any other pmpen)
and recover their invesiment. 1f the GM permits
Owner can be applied to other inds of busin
age firms, mining operations, hars, ete. — in which case it s
culled “Business Owner”; the same rules apply.

The point cost of Ship Owner has 1wo components: o
bhase cost and a variable amount above and beyond this, Base
cost depends on the character’s Wealth level: 15 points at
Averige or below, 10 poimts at Comfortable, 5 points at
Wealthy and 0 points at Very Wealthy or above. This gives
Tim a basic Cra00,000 1o put woward the purchase of a star-
ship in liew of - not in addition 10 — his normal starting
wealth, A maximum of 20% of this amount (Cr60.000) can
be taken in cash as ordinary starting wealth,

Once the base cost is paid, each additionul point gives
another Crl150,000 investment in the ship. Starting characters
may spend no more than 30 points (giving an additional
Crd, 5000000 in this way, More equity can be bought at the
swme rate in play, however.

Filthy Rich rhamvturs mulupl) their invesiment in the
ship by 5; each level of b ire further multiphi
this by 10. The amount that can be taken as cash is still limit-
ed to Cr60,000. For instance, Ship Owner costs a base 0
points for a Filihy Rich merchant, and gives & basic MCrl.5
investment; each additional point gives another Cr750,000
investment.

Characters are allowed (o pool their investments in a part-
nership or corporate arrangement; the specifics are up to the
players. Calculate the actual purchase price of the ship. includ-
ing options, discounts for used v s, exchange rates and pre-
miums for custom des ete. Divide the party’s total invest-
ment by this price to get the party's initial ownership.
expressed as a percentage. The remaining amount must be
financed somehow; see Acquiring a Starship (p. 98) for details.

Ship Owners rec free level of Status. not cumula-
tive with that gained from Merchant Rank 5 (Captain) or
Wealth. They also receive free Courtesy Rank 5 (Captain) or
(Owner ahoard). If they want real Merchant Rank, th
fference, treating their free Rank as if it were
., 1o upgrade Courtesy Rank 5 10 Merchant
free trader) would cost 11 points.

CHARACTERS
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DISADVANTAGES

Enemies

and Reputation see pp. B17, B39
When it comes o commercial transactions, everything

stated under Allies, Conteacis, Faver, Patrans and Reputation

(p. 1040} also holds for Enemies and bad Reputation. If you

aren’t trusted, or if you have enemies in high places, all the

skill in the world won't help you to close a deal.

Poverty see p. B16
See Wealth (p. 101,

NeEw DISADVANTAGE

Ship Disadvantages [Optional] Variable

At the GM’s option, the cost of Ship Owner or Ship
Patron can be reduced (hut never o less than O points) by
giving the ship its own disadvantages,
ions: A list of possible malfunctions appears on
pp. VEI9E-199. Minor malfunctions (“bugs™) are annaying
but nod actively dangerous, and are worth -1 point (for &
Patron) or <19 purchase price (for Ship Owner) each. Major
malfunctions are potentially dangerous, or at least highly
inconvenient, and range from -3 1o - 15 points (or percent pur-
chase price) apiece, depending on severity.

GMs without GURPS Vehicles should invent their own
malfunctions. One method is to adapt character disadvan-
tages for the purpose: Primitive might represent an ohsolete
ship that requires a Scrounging roll to find parts for,
Unluckiness could be used for a disaster-prone ship (space-
furers are a superstitious lot, after all), etc. Racial disadvan-
tages should not normally be used. Point costs are read as
percentage cost reductions in the case of Ship Owner,

Used vessels are worth a maximum of 309 of their orig-
inal purchase price; this may be reduced to no lower than
10 by bugs (-40% or -40) points)

If malfunctions are removed (by repairs or a rebuild).

any point cost associated with the malfunction must be
“hought off"
Stofewr Ships: Stolen vessels can be had for as little as 5%
of orginal purchase price; the last -5% (-5 point) discount is
automatically for Enemy (Skip tracer, & or less), Zeroed (-10
points-10%) is 2 senous Jaw in “hot™ starships, although a
COMMoN one,

SKiLLS
Area Knowledge see pp. B62-63, CI118

Finding ne

goods 1o buy, deciding where 1o unload a
icular cargo. knowing who to bribe and how much 1o
offer - these are all applications of Area Knowledge skill,
Merchants with the approps Area Know
avoid the penalty for dealing in an unfamiliar are

Use the following area clus:
Subsector and Sector (Area Knowledge of a Domain or even
the Imperium as a whole is possible, but not particularly use-
Tulh. Some knowledge of aff the pors or port cities in a sub-
sector {e.g., Arca Knowledge (District 268 poris)) is also

ge can also

fairly common. Distance penalties are
along the shortest rade rovte, as follows (examples refer
the map on p. GTI22)

Neighbaring {e.p.. Hefre from Regina): -4,

One remeved {e.g.. Forboldn from Regina): -7
Tiver remnerved | Knorbes from Regina): -12,
Computer Operation,/TL see p.

Computer Programming/TL see p.

At TLE+, most computers have voice-instruction
bility. Computer Programming rolls are rarely required
all Computer Operation rofls are made at +3.

Law see p.
Law skill in Traveller requires familiarity (see p. 143
with a particular jurisdiction: either Imperial law or 3 spea
planetary legal system. Imperial law takes precedence
stions of jurisdiction will be wied

ina jurisdiction for a period equal to (60 mont
Familiarity (once held) can be regained through 8
studying recent precedent and legishati

Optional specialization can be used 10 cover sp
Kinds of law: contract, tax, astronautical, ete,

NBC Warfare/TL see p. CI1S

This skill covers more than just the military a
of protecti i amd dec ination; it als
using prote ear around hazardous materials {
amd preventing the spread of HazMai contamination. N
that stmeone in a vace suit or sealed combat armar ish
pratected from the effects of (most) HazMat as long
remains i his suit. 16 he ever wants to take it off,
aminate

will need this skill to deg
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uilding (Starship]/TL  see p. CI137
Starship crews routinely learn this skill as pant of their
ge-contral Lraining. Shipbuilding is also useful for
rs (and customs agents'), as it covers knowledge of
smull items can be hidden ahoard ship and how (o
L SECTel COmpartments,

hiphandling,/ TL see p. CI161

This is the skill of commaneing a large (LU dions or
e} starchip. The person at the helm still needs Piloting
Naval officers on large vessels should add Shiphandling
its prerequisites) 1o the templates on pp, GT1M-105.

W SKILLS
ertising.” TL [Mental/Average]
Defaults to IG-5, Psychology-4

This is the skill of indirect persuasion through the media.
d advertising can inform the target audience or even
i esults require time and exposure.
ertising works on groups, not individuals. The GM
i set the effective Will of the target group based on its
composition and innate resistance to the desired out-
 then use the Befluence Ralls (p. B93) rule 1o determine
nalcome. This skill can also be used Lo create |m| dis-
ate propaganda, and for psycholog

ance (Mental/Hard)

Defaults to Accounting-59,

Economics-3, Merchant-6
The professional skill of raising and managing money,
mering cash, stocks and bonds. banking, and exchange.
ce is @ practical application of Economics (much as
gincer skill is a pract pplication of Physics), See
per 3 for a complete discussion, Modifiers: +3 for
Mithematical Ability.

ardous Materials,/TL
Mental/Average] Defaults to IG-5
The professional skill of shipping, moving, loading and
oring hazardous materials (HazMat), It includes preparing
forms and records that must accompany HazMat ship-
gnts, applying and identilying warning lahels and mark-
s, and knowledge of countermeasu antidotes, and
mination and containment procedures. When dealing
i ¢, Toll against the lower of the
s, Freight Handling, etc.) or
dous Materials skill. The operation of personal protec-
' pear is covered by NBC Warfare skill {p. 102).

dous household chemicals and their effects. Some
of this skill (notably HazMat markings) are deliber-
kept obscure by HazMat professionals 1o avoid alarm-
g the general public: no default roll is permitied when deal-
with such things.

| The [Q default represents any layman's knowledge of

Market Analysis (Mental/Average)
Defaults to IG-5, Economics-3,
Merchant-5
The scientific skill of determining current market condi-
tions and projecting [ulure trends, using husiness statistics,

ic l|\ n I—mnnm s, in lh.u it predi
ns rather than g

will also indicate \kh{.lh(l Ih ]
in the future, which can be

moment. A critical suce
trend will continue or re
used to answer hy |mlh

Shipmaster,/TL (Mental/Average]
Defaults to IG-5, Astrogation-3,
Aviation-4
The professional knowledge of spaceship operations and
procedures, pon protocols and ship’s business, Shipmastes
an ultra-tech version of Sailor skill (p. CI154), and covers
the information in Chapter 4. It is 1o spacecraft what
Aviation skill (p. CII53) is w0 aircraft; these skills default

either way at -4,

CHARBALC
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Pilot Talk - Chrome
for the Campalgn

Bottom line up front: Merchunts are in business to make mone
T 20 has to be an epic of unbridled
. escape and romance are all equally valid thm
rk. But the GM she

wcks, and will act accordingly,

MERcANTILE CAMPAIGNS

us i any kind of cumpaign — some techniques

arule. The GM should run the kind of
s breaking every one of these pring iple
adventures could start with

over a number of planets — more so than |

keep in mind that most

hing that follows is a siggestion, g
n that he and his pl
. that's fine! (In
these suggestions.) This has been &
ting.

w fn. Far Trader campa

recuperite

d make repairs; they
friends and fami

. lovers and rivl

I them,

One technigue is o give the merchaty
a home port that they can retum o, allow
ing them 1 rest berween adventures, b
homes and families, ete. Their adve
will 1ake pl an voyages away fi

What if the ir
ship. though? The GM should dc\Clﬂp
amenitics mentioned. but sp them @
across several planets, The PCs* hank
be on one world, their favorite resan o
anather, i shady
on a third, and the port whe:
their anr
This doesn’t have to be decided all sto
services and contacts can be plaged
needed dur

prevent

wheneve

AND ADVENTURES




rent. Think about the major {and not-so-major ) ports of the
pore. Charleston, Houston, Port au
I name conjures up a di image: the GM should
distinct. This doesn't have to be a
of work, and goes well with the idea of spreading our services. Put one memao-
Iocation or NPC in each port and it will stick in the minds of the players,
Include some stable events and charecters, Given the number of variables in a
hant's life — ports, cargoes. passengers. adventures — the GM should make an
w preserve as muech continuity as possible, Recurring friends and villains
ke good plot devices. Rival ships and
competitors can be used again and
(just not too often). A large, dis-
d enemy or patron (like a megacor-
peation ), with muany parts that can be
ountered under different circum-
fes, 1 ay be
r.wf\ choice the GM has for handling
nemies)
Running L—i'b‘ can be useful to tie
pentures. together, if used in moders
fhey are also o pood way to ensure that
pscure quirks come inte play. For
ance, if one character has the quirk
afood.” it can be fun to include a hold full of frozen prawns in one adven-
apassenger who only eats fish and rice in another, etc
" Don't let the PCs burn too many brid
mowledge of the markets and person
tihey must be allowed back onto the worlds th
There is a tendency on the part of players tw ¢ er action seems likely
e their characters” immediate problems, without considering the conse-
GMs ittingly contribute by d fing excitement and a climactic end-
a0 each scenario. If the PCs are wanted on or have been Kicked oft of every
t planet in the subsector, they may have no choice but w0 move on. This
anyway, bul GMs should try 10 limit the number of adventures whe
¢ is almost unavoidable.
Avoid clicheés. Look deep into my eves and repeat afier me: “No Ancients. No
ics, No Ancients. No artificial intelligences. No Ancients. No killer biotechnol-
f: No Ancients . " OF course, some or all of these elements may eventually enter
g campaign, but if used sparingly. they will keep their freshness and ability o hold
st for much longer.
10 he stupid. Far Trader campaigns tend o be small-scale affairs: they
'k about saving the world every morning before breakfast. This means that the
glems — and payofls — are small as well, and are as often the result of simple
man nature and its Taws as of any grand plan or design. Plan scenarios around
people in an extraordinary world and show the players the adventures in
life among the stars, That way, when the time does come for them to save
e, it"s @ major climax and not just another day on the flight line.
te every die roll as an evewse to mwleplay, There isn’t much roleplaying poten-
shoating someone — either he's hit or he’s not. The roleplaying comes before
 the battle. Most die rolls made in o mercantile campaign are about people,
nfluencing them, understanding them, persuading them. The GM should
extensive use of situational modifiers. Don’t let the players talk abour what
cters are saying! Make them say the words in character, Most players
Iy have Fast Talk-18 (we hope), so the skill roll sull belongs w the ch
applying an approprate modifier for the player’s behavior or ideas can
e him in whit his characier is doing.
[ this implies that the GM is ready o do some serious theatrical impro-
pa s well, but we never said this would be easy |

o

Muost merchants build their success on

CAMPAIGNS AND ADVENTURES

Pilot Talk - Chrome
for the Campaign

[Continued]

Henry: Pilots keep per
] e they spend bel he cantrols
1 whective neeasure of their le
of experience, and is used o
determine their qualifications for
more advaneed acrospace ral-
ings.

To determine

nal loghooks

Imgreavestens Theowgh Sondy
rules on pp, BS2-83 (this is for
“celor’; it does nat imply o one
to-ene correlation between hoors
ter points). Assume
1 of Piloting
u.d I||r|1u|.|| inten-

on the JUI‘ of @l runn..l ig
school. That's 200 hours.
Adidivional points were probably gained
on the job, al 800 hours per peint. For
example, Mme. Marrise, who has 8 points
in Piloting, could sy that she bas (200 + 7
= BN} = 5,500 uat 6,000 hours at the
vontrols of a starship. Any more than
2,000 hours per year would be highly
unasual; SO0- | (KK is more normal .
Ratings: Pilots are also concerned with
the specific mukes and models of vehickes
they are qualified to fty. This is an appli-
cation of the specialization and Familiarity
rules on p. B43. A pilot with Piloting
Spacecralt)
would say he is raved or gualiffed in bath
Each familiarity (for a stating characier.
one type of vehicle plus one additional
twpe per skill kevel past 14] s @ rupe raving
in u purticular make or model of crafl,
Mime. Matrise, with Pilating (Sp; alt)
15 bslids type satings in two types of star-
ship — profubly the destroyer she flew as
i ul Navy und the gig
L school.
like this isn't confined 10

+ of drives they've seen, pursers count
the number of voyages (one per 80 hours
or so) instead, and everyone will know
how many years of service they have.

Travelers in general will have their
own skang. For instance, only a hopeless
groundhog o fatlander would say
something was located on Glisten. C
15 an asteroid belt: everything there
iexcept o few antennae, perhaps) is bocat-
ed in Glisten.




Things to Do
on Port Liberty
revious chaplers cover in great ditail
the work required while a ship is in

s meeting brokers, discharging

their free time? Since they've been cooped
up b a tiny ship for 3 week or mere, fop
priority is usually to take a break.
Forunately, there's a whole new world
experience beyond the gate in every port
Ear w decent meal. The stewand tries
hard (or perhaps you are the steward?).
but the one of the first things that most
spacers think ahout on making planetfall
s real food. The standards { Astroburgers,
el are § able, but local cuisine can
be an adventure in itsell.
cept i a real Bed, The second thing
tl\.n a spacer looks for is some place — any
place - thal isn't the sume six bulkhends
?w h.h been staring i for cight or nine
o foarteen, Even if it's only for a
s nice to sleep between clean
sheets thar don’t smell Faintly of recycled
waler (even il the engineer does claim the
smell is purely psychosomatic)
See the vighs. Most planets, even the
Il have museums and
wrist example. Leedor,
on Aramis (SM/Aramis 3110, not
SMITrin’s Veil 25400, has an exiensive
Mn\cum of Technology.
a soner, Individual sites or activi-
ties are somelimes popular enough o war.
rant established tours with regulor guides,
These are seldom expensive, and are god
for crewmen with limited time ashore.
After all, what human coubd visit Terra
(Solomani RimiSol 1827} and ot pay »

or the Markyraiz, or the mall. Many star-
oo have a row of rinket-sellers outside
the gate for the unwary or rushe best
bargains and meost interesting items will
be foursd in town where the natives shap,

Go exploring. i
certain traits, yel they are as individual 2
fingerprints, The differences are worth
discovering. Above a certain size and age.
far example, they will usually have
dent” or beawr arms distri funky
leries. nightclubs and boutiques, distine
from the ruder attractions of startown,
This is often found in cither the former
warehowse distriel surrounding the oldest
jpart of the port or near the university.

Comtinued on nex poge . ..

Fine TuninG

Ome henefit of playing GURPS Traveller is the availability of more than
years” secumulated background matenial, much of it onling, The Third Tmperiun
ane of the oldest and most fully developed roleplaying environments of any kind
snistence. This doesn't mean that there's no difference between one Traveller o
paign and the next, though. Some of the nuances are subtle, but every camp

sic “campaign issues” below for the Game
perusal. The different points of view presented here are more differences in in
tation than differences in fact. It is up to the GM to choose 4 point of view and d
mine which effects will be most evident in his universe — to set the stage by doi
h consideration is worded a question for the Game 3

. the answers will fall somewhere between the extremes

answer. In most ci
sented.

CAMPAIGNS AND ADVENTURES



merial Cohesion and Strength

“How monolithic is the Imperium? Is it a single, seamless whole, or is it nothing
than & patchwork, ready 1o fly apart at any moment” Are Imperial forces and
e competently managed and led, with unlimited resources, or are they con-
beset with incompetence, internal strife and shorages?

Amlch} powerful and well-run Tmperium is 2 great place 10 live and do busi-
- if you're one of the powerful. The bulk of its citizens may wish that it were
ghily Tess competent. OF course, a loose and divided Imperium would offer more
s 10 Lake the initiative and rise through the ranks, but would also offer
5 for the individual abuse of what power it does command,
nerstellar trade and commerce tend to follow the same pattern. A strong
2 um will support extensive trade, but will also carefully regulate it to prevent
L A weak Imperium may have trouble building or maintaining
ember worlds (much less ook out for free truders), but will likewi
ed o interfere with what trade there is.

cratic Red Tape

OMITHON ure hun.nllt,mlu controls on II]lLI"-lL“nAI ~h||1p|n!,' How tan.l\ltl\'

I and how qun.kl:, is it duumm.mod 1\ it |mpml.lb|u o track the
vessel and shi or i that i

mone subsector to the next? A related issue is whether a jump-6 Xhoat network
ts — replacing, supplementing or secretly running in parallel with the existing

A “narrow”” (limited) paper trail is casier w alier, avoid or erase than a “wide”
pough ) on affects smuggling, skipping, hijacking and piracy (by determin-
the difficulty of getting away with such erimes), and the prevalence of hribery
| comuption {which depend on a lack of effective bureaucratic checks and bal-
LIt also affects the ease and expense of ordinary shipping. which can choke to
on too much red tape

tralegal Activities

How commeon and how successful are piracy, hijacking, trade war, skipping and
megling? Are transponders easy to tamper with or spoof, or are they infallible,
ing hloody murder at the least irregularity in a flight plan? Are system
f Jow, and spread oo thin 1o adequately protect all the 51 g that goes
or does o Mayday bring a flotilla of defense hoats in minutes”? Does the
jum turn a blind eve to these problems, or are pirates’ and smugglers” havens
ly squashed by Imperial Navy task forces?
If piracy and trade war are rampant, interstella
2 5 alogether — and the pirate
for internal police dutics, however, is one that may take exception many
besides outright piracy: democratic movements, drops in the tax base, chal-
s 10 the status gue, ete, This relates directly 1o the questions raised under
ratic Red Tape and Inperial Cohesion and Strengeh (above).

trade becomes so expensive that

¢ easy is it 1o make money? Does success come quickly 1o those who have
to sirike out on their pwn, or are all but the hest and maost carefully suppont-
res doomed 1o perpetual mi: 7
figures given in Chapter 2 for freight rates and tickel prices are approxima-
they could be adjusted by 10% either way without substantially changing the
stem. Needless o sy, higher rates will make it much easier 1o succeed as a
shipper. all other Factors being equal. This is an sdjustment that the Game
er can make after the campaign is underway, 1o make shipping and trading
grmare or bess profitable, in line with his goals for the campaign.

CAMPAIGNS AND ADVENTURES

Things to Do
on Port Liberty
[Continued]

See @ show. At the tech levels in
Traveller, clectronic recondings are readi-
Iy availuble and very sophisticated - par
oxically, this puts a premium on
entertainment. Most lurge port cities will
have a “bright lights" disirict (usweally
adjacent 1o the central business district)
where shows of all kinds, from comedy
el 1o aper, can be found.

Pursite 1 bbby o spiort, Some person-
al interests are difficult to indulge aboard
ship. Port liberty off the runner a
chance o get off the dmill and the
amateur bolanist an enatire ecosystem b
ohserve.

Tarke o clerss. 1L takes some rearranging
ol watch schedules, but crew members
day or twer free 1
g that interests them,
Language and Iocal interest «
especially popular. Individuals with pe
liar skills might even be able Lo feach a
class or give a lecture instead, with
enough advance matice,

Visir friends, Characters do not devel-
op in a vacuum. Even the most footloase
traveler coubd have Friends and acquain-
tances who have settled down, A reunion
is Just the right excuse 1o make a planetfull
memorable.

Dirink, dance, gamife and sociali
These are spacers’ traditional Tavorites.
Plenty of establishments in the pori, in the
startown and beyond are willing 1o accom-
midate them.

sses are

Sources of Information
S0 where du you find eut about all the
things 10 doin a new port? Try ...

+ Beppars or “guides” who ofien wait
outsade the gate,

» Broadeast advertisements

« Chambers of commerce.

» Electronic news proups.

= Guidebiks,

= Infurmation booths, Kivsks or bulletin
[

« Playbills and flyers

* Public datshases and directories

* Shopkeepers,
+ Student, independent or underground
newsp

» Taxi drwen- or other public rans-
portation operators.




b specific worlds, bat they can just
a% easily be adapted w whatever set-
ting the GM is using for his campaign.

Bank Failures and Panics
Avast, ve scurvy dogs! The Bank of
America is abow to go bellv-up!
— Dliver Wendell Jones.
Blacim Corany

snmeot’llmscadmumuedsmuhd

The sort of bank that s willing 0 lend
to free traders is either extremely well-
connected, powerful and stable, with the
el d0 recover ils investment if the peed
arises — of exactly the opposite.

The bank holding the PCs’ maorigage
anel all their ready funds just went under —
the president skipped 55 the border
it the Vargr Extents with all the liquid
funds she coull emberzle. Now the mon-
e is up for sale. Will it he bought by
another hank. with more s 1 proce.
dures and safeguards. or by the me; 1cor
thut has been plaguing the traders for
monihs?

Beached on Tahiti

The PCs are emplayees of a large ship-
ping line with trade routes throaghout the
subsector. Afier months of voyaging with
only & here o there for part liberty,
they decide 1o take a break. They find a
pleasant backwater world (low CR. friend-
nd request and are granted
o a few weeks, they make the
msl of their vacation, but then the itch to
mewe on caches up with them again.

O inguiring, they discover that their
line no longer calls here. Unknown to
them, the company restructured its routes
while they were enjoying the sights, Now,
with their funds all but gone, they have to
find their way hack 10 the main shipping
lames (and hopefully their jobs) again.

Comtinurd on mext page ..,

u ﬂ CAMPAIGNS AND ADVENTURES

Technical Issues

Two technical questions can also have an impact on commercial shipping;

The viability and wility of external deop sanks for jump fiel. External drop
let u ship burm most or all of its jump fuel and dispose of the bulky fuel tanks
fo jump. Since fuel tanks take up a lot of space in conventional Jump ships,
ults in considerable savings in ship size. Drop tanks provide a way 10 extend|
legs of jump-capuble ships, but perhaps to the point where the campaign is na la
recognizubly Traveller. Their impact should be carefully considercd before they
widely implemented, i

The competence of pilots. “Autoy
sophisticated software - could conceivably produce
taking off by themselves, with only general directi 3
a logical extension of real-life irends in sutomation, bat it also has the poteniial @
short-circuit many dramatic situations,

A o

" — be they robot brai
ships

THE VAGRANT GYPSY LIFE -
FrREe TRADER AND TRAMP CAMPAIGNS |

Free Trader campaigns are aboul overcoming obstacles and winning
adversity. This can be played with the day to day minutiae of a
er's life (customs, maintenance, cargo, competitors) providing the necessary hurd
or very “broad,” with pirates, disasters. weird aliens and Ancient artifacts br
up an otherwise successful trading routine,

Free Traders go where they please. The freedom of the trader’s life, of e
your own boss, is its greatest appeal — even if it often amounts to the freedom
slarve.

Tn many respects, the typical Free Trader cumpaign resembles air- and seabarg
trade operations in the South Pacific of Earth in the 1920s and "30s. GURPS
Clifffangers can be a useflul scurce of inspiration for Free Trader campaigns of the
“hroad” stripe. 1

CHARACTERS

Choosing characters for a Free Trader ampaign is fairly simple: there are a cep
tain number of crew positions and quali ions, and someone - PC or NPC - must
fill each one. This doesn't mean that there aren’t many ways of arriving at the same 3
resulis; the structure offered in Chapter Five (p. 79) is only a guide. In particular,
former military characters often have the right mix of skills to fill one or more roles,
Unusual eharacter choices, although outwardly ill-suited to their shipboard duties, |
may have just what it takes w assist the crew when the chips are down.

ADVENTURES

Tramp merchants must always be thinking about where their next cargo will
come from. The casy links and routes are already covered by the lines: tramps eam 3
living by picking up what's lefi. Like chess players., their success or failure depends
on their ability 10 see the “board” many moves in advance, predict resulis and ke |
advantage of opportunities, The GM should therefore determine some results i
advance and do a certain amount of foreshadowing: nothing overt, just the hint that
this merchant line is experiencing trouble on that planet, or that a new market is
about w open up. Judiciously mixed with false leads, this sort of GM “cheating®
wives the ers the feeling that the universe makes sense, and they will act on their
undersianding.

Speculative trade is vital in this regard, both as a sideline 1o top off the hold and
as a stopgap when regular cargoes are unavailable, The GM should have a Ti of
genenc cargoes ready to go and a few “spe items held i reserve. Speculative
cargoes need not be large enough 1o fill the entire hol ingle ohiet d arr or case
of fine wine may be all that is required. Le nd incidental packages also fall i
this category.




Even though a tramp follows no set route, it is still in a free trader’s best interest
y small group of systems — certainly no more than a subsector and
iderably less, depending on graphy and jump routes, This allows

captuin and crew to develop a familiarity with their market, make contacts on the
_f eis they frequent and learn the pitfalls that await them,

The GM should choose u small but varied cluster of worlds, close to but perhaps
served by the regular trade routes, If needed, the GM can use the PCs’ ques-
ahout markets to direct them 1o the stellar regions he has prepared for them, or
leading rumars, or play the part of their loan officer. offering helpful {but
) advice. Again, predictive anal is the key to finding and exploiting oppor-
. For that, a trader needs equal pans luck and

A free trader in jumpspace is its own world — a riny world, The crew and passen-
er living arcas are collectively the size of a small bungalow, but there's nowhere
flie 1o go and nothing 1o see for at least a week. The crew shares this space week in
d week out, possibly for years, with only one potential bright spot: the passengers.
Far from being the nuisance that they are often portrayed 1o be, passengers are
e of the few sources of variety aboard ship, and a welcome distraction from the
oo-familiar faces of one’s shipmates, Travelers who choose a tramp freighter as
maxde of transportation are rarely dull or ordinary, and simple conversal
all the entertainment that any crew requires, First-timers are always fa
the operation of a starship and will be delighted at any sort of tour the crew
s o arrange — something that would never be permitted on a large passenger
er. More experienced hands will have their own stories o tell, many of which are
luable sources of insight into evems planetside, Any passenger may have hobhies
that coincide with those of the crew, and may be willing to teach or share
101,
By long custom, the last formal meal before zero-hour (the anticipated breakout
o jumnp) is taken by crew and passengers together at the captain’s table — which
gy in fact only cxist for this one meal. It is often a difficult panting, especially for
sengers who have spent a long time on board,

Large merchant lines use charters as a means of making up temporary shorages
| shipping capacity ez, due 1o short-term market factors, or while building new
fiips of their ewn). Player-character ship owners can be on the receiving cnd of a
ter. renting their ship and crew for someone else’s use, Charters come in three

Bare-Hull Charier: Provides a ship, but no crew, fuel or provisions. This is
per for the charterer, but also risky — a party would have 10 have impeccable ref-
and a flawless business plan. As a result, this arrangement applies mostly 1o
ion-to-corporation charters,
Vovage Charter; Provides u ship, complete with o crew and all provisions, for
e duration of one voyage. This is commaon practice when the charterer has a spe-
goal in mind — setling up a mining colony. for instunce.

Ve Charrer: Similar to a voyage charter, but for a specified period of time
swally sixn months) rather than a fixed destination. This is the most likely arange-
for PC charters.

' Charters are an excellent mechanism for getting a group of raders involved in a
L kind of adventure for a change (see Crossover Campaigns, p. 117), or for
2 a framewaork for a related series of adventures, For example, if the traders”

g charterer diplomat and his entourage, the trip could be one trde negodiation
ker another, with the crew providing moral support, acting as gofers {or spies) and
_m'ncit,ln:nlaﬂ):} adding the key insight that breaks the deadlock,

CAMPAIGNS AND ADVENTURES

Adventure Seeds
[Continued]

Cargo Cults

When the company decided wrun the
blockade on Pscias (SM/Regina 2106),
establish trade relations with the natives
and present the Imperial Inerstellar Scour
Bervice blockade with a fioit aecompli. it
sounded like a good idea. But now the
second expedition 15 overdue, and the PCx
have been sent in to find oul why,

The ship is on the planer, all right. but
the traders are nowhere to be seen.

There's o sign that th 5 hos discov-

ered what's going on, Instead, it seems
that the natives are there. waiting for
them. Perhaps they ve become accus-

misch o

tomed 10 off-world poods —
that they wer 't wait for more .

Cash on Delivery

The Imperial Consul on Noctocol
(SM/District 268 1433) mentions 1o the
captain that he'd pay dearly 10 get his
hands on the latest Bilstein Flier BF11200

Ned only is the Consul an
trated racer, bot also an influential friend
to have, with many contacts in the
Imperial Diplomatic Corps

China Tea Races

“Tea race” is the name given o a com-
petition for trade in a luxury food item
that is harvested omally. The first load
of a new season o arrive al each major
consumer planet commands a premium
price.

The loamtrulfle harvest on Squallia
(SM/District 268 1133) comes only once
every 3.6 standard years, due o the plan-
et’s long revolution around its primary,
The fungus-like truffles are in high
demand as far awny as Mora (SMMora
3124} and Trein (SM/Trin's Veil 3235).
The Interminaile Chatter, Magship of the
Mora Spice & Liquor Company, suffered
a breakdown on Egypl (SMAGlisten 1737
en rowte to Trin, perhaps as the result of
subotage. lis sister ship, the Slue Streak. is
waiting at the MS&LC trading base in
Glisten (SM/Glisten 2036), and can carry
the precious cargo the rest of the way — i
the PCs accept o charter and get it there in
time.

Comtinued onp. 112,
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Adventure Seeds
[Continued]

False

Baldomero Muchlegg, 3 stockbruker,
hires the PCs o gather information on
Irkirkhaamn Corp and do whatever it
takes o trash the company’s value,
e shipments, accusations in the
local media, mixed up invoices
Exactly what i up 1o them: Muehle
doesn’t want 10 know. He promis
nominal sum up front and a piece of e
profits he'll make from grubbing the com.
pany’s stock on the cheap. Onee commit-
ted thowigh, the group is unable 1o contact
him agai, whether or not they succeed at
their mission
entually, they may learn that
Muchlegg was bucked by Bay Thi
Inkirkhiamn, the majority stockholder of
Irkirkhazmn Corp, The operation was all o
1 s than she could buy out the otber
owners at a discount, Exposing this fraud
will seome some points with the sothorities
— which the group may well need, depend
ing upon what actions they wok initially,

Fashion Statement

Last night at the Governor's Ball on
Mille Fales iSM/Disirict 268 16371, the
Govemuor's son — recently returned from
finishing school in Glisten - wore a tradi-
tional folk  costume  from S
(SMIGlisten 2137). Suddenly, genuine
Sarellian folk costumes are the enly thing
warth wearing to balls in this community
of senior officers’ families, Whoever gets
1w Sorel first could buy a bead of costumes
and sell them ut 3 huge peofit, especially if
they ot back before the neal grand ball
tin two monthsl. Whe knows? The fad
could spread 1o the rest of the fleet - even
o the subsector capital on Mertncer
ISMMistrict 268 1537). ¥

The Gratitude of Princes
Do not smedidle i the affairs of wiz
arls, for they are sopey. and hard o ligh,
ational Lampeon,
Baved of the Rings

Meet Jueques Couer, financier - the
man who fronted the money for the Fifih
Fronticr War 1 Duke Norris of Reging
andl turnesd him into s ing other than
just unother backwater noble ignored by
the Emperor, Well, the war has been won,
the Duke made an Archduke and Jacques
(whese fortunes have fallen to ruin in the
mean time} would like his money back,
please. All L5 tillion credits of it He
would like the PCs 1o help, but until he
gets paid, he has nothing o offer them. 1s
he: telling the trush, or the biggest Big Lie
behind the Claw?

Continued on next page . .,

THE ComPANY STORE -
CorPORATE CAMPAIGNS

Corporate campaigns are about living the merchant's life without the hassle
going it alone, Merchant operations are the backdrop against which corporate
paigns are played, not the play itsell. 10s not just a job - it's an advensre.

CHARACTERS

Player characters won't usually ma
ign: indeed. they may only represent
rehant vessels, This can be handled in two ways:

Setrfor Staff: The PCs are the vessel's officers — the caplain, purser, cargoma
surgeon, deck officers and engineers — probably on a small subsidized merchast o
liner, unless the group is quite large. This requires a significant investment in
and skills, but has the advantage that the PCs will be in control of a lot of what b
pens aboard ship. If some or all of the PCs take the Ship Patron advantage (p. 100§
the ship is theirs 1o run as they please, subject o the restrictions that come with
advantage, Otherwise, they are simply employees, working at a job and currying o
instructions from the corporate office, 1

Tt is sometimes wise to make the ship’s captain an NPC. This prevents hard
ings (many plavers can't bear taking orders from their peers) and lets the GM
the course ol the campaign in a natural fashion, The GM should create a de
NPC for this role and for any other senior staff position not filled by a PC,

Ordinary Crew: The PCs are younger, less experienced in mercantile s
{though they may have extensive backgrounds in other areas) or part of a large
O a small vessel, they can come from any depariment and knaow one ano
good post for a PC 1o fill is that of communications or sensor uperator, dug o
amount of time spent on the bridge. privy to what goes on at the top, Ona
vessel, it may be appropriate for alf of them o work in the same department o
tion. As well, the crew of the ship™s boat is often drawn from iy depa
providing a rationale for bringing together crew from all over the ship and
them on frequent side trips.

This option brings with it less contral for the PCs, but less responsibility an
more freedom as well. They can take their liberty and get into as much troubile
desired, confident that the ship will still lift — if they ean get bacl

Waorking on Down the Line

If the PCs are empl of a large or widespread shipping pany, there
reason to believe that they will spend their entire carcer (or even most of it) o
ship with the same crewmates, Crew members come and go with great fre
throughout 2 voyage. as new crewmen sign on and old ones are discharged.
officers (captains, mutes, engineers, pursers) will be transferred from ship o sh
suits the purposes of the line. If the PCs want 1o stop on a world longer than the
that’s carrying them, let them; there will be another liner along in a few weeks g
Similarly, if the PCs arc officers, it should not be unusual for an NPC 1o miss
or ask 10 be discharged just before the ship lifis - leaving the first officer 1o
for a replacement or go short-handed

ADVENTURES
Corporate campaigns can revolve mostly around the ships themselves, or §
can encompass office pe i i irs as well, The closer the PCs.

c up the entire crew in a corporate cam
small fraction of the crew on the lang

s and financial
the top of the corporate pyramid. the more of this sort of activity they may he
o,

Trade War
Trode war is any form of economic warfare belween busine

cially megacorporations — that extends beyond peaceful competition in he p I
place. It can even bring companies into direct physical conflict in the fa

CAMPAIGNS AND ADVENTURES



Adventure Seeds

[Continued,

Na imperial E
The captain is

Is, industrial espionage and other violent acts (see Trade Wars in

. 260

U\{ll’\ ane

£ property and personnel of the corporale entities
oived. and no one else is hurt, aflicials will allow things to run their course with
mt mtervening. 1 things
the local Duke or his representan
ill be summaoned. Most Imperial corporations will resort o trade war only as a last
avs with certain assumed limits in force, similar (o the Imperial Rules
af Vf ripp. GT41-42}
First, cu

ability is the first step tow
e will step in: if necessary, the Imperial Navy ility, and sucvess should o

mers and bystanders are considered imits” \Iu||- i I nl- War.

Second, since the object of trade war is o disrupt the enemy o
operilio
ipments, delayed delive
s to destroy the rival. This is a

s, there are no restriclions on actions ag

o witl on customers (lost s
v intended — in the effo
eplion 1o the previous rule

) are accepted — eve

ce will cover some or all

€8, INSUT

any cis
ustomer s loss.

it must et

war must not become 4 cause unto itself, such |
wolten. O
Bpponent withdraw and con
1 the cost of totally destroving

Vs 10 win it trade war,

elsewhere, Exy

my company is us f heir esponsiil
unsympathetic o

rade : th o, Flat on the il

hant Prince

Soaner or later, even the most determi
succeeded at becoming rich. Now what?
or even interested in, ca

st for

CAMPAIGNS AND AD
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Adventure Seeds
[Continued]
A Rock and a Hard Place

ders have sewn up trade

r system {SMIDistract 26

er. o the point
ny wants an exclusive eontrac
PCs. o prevent them from dealin
the vther side. The rivals ure not opposed
if the opportunity
¢ truders are stuck in
Between and have 1o choose one side, the
odber oF neither,

Salvage Operations

Coming out of jump in o backwater
system. the crew picks up something near-
by on radar: u drifting metallic ohject,
possibly a ship. Given that this is o sel-
dom-used approach. no one ¢lse Mmay
know ubout it

Possibilities: 11's anly an usteroid
wiayhe valisable, bul probably el It is o
shiip, and the insurince company is Jook-
ing for i ol ship with no working
probubly anly good for scrap:
Bow 0 get it back 10 port? I's some sort
ol weird ship burial for a rieh warkord, keft
ta drifl in space. OF course, there may be
sumething efse on B!

Seven Suns Shipping

Seven Suns Shipping. a struggling
trading and shipping company, hires the
PCs 10 ship carge. It can’t afford 1o pay
mwch: ssgmificantly below operating costs.
The company will give the maders a piece
of the profits, or even a share o the com-
puny, if they can help Seven Suns get
back on its Feer. Argyle Factors, a hostile
and much larger company, has been di-
ving Seven Suns out of the subsector, The
traders will need 1o make shipments.,
defend them and perhaps investigate
Argyle

Argyle Factors

v highly placed con.
tacts in the Imperinl Starport Authority, It
also s some “pirates” working for . If
the PCs can expose Argyle, they will par
the company ot of business or at least
| it a serious sethack, OF course, any
equipment they successfully salvage from
the “pirates™ will be theirs, with a share
going to Sev ns, In the end, if the
group is successful {or rather, if Seven
Suns is), Seven Suns will offer 1o buy
back their shares — at a signi cantly
imcreased price, based on their new-found
wealth.

Continued an p. 116 ..

Ome possihility is 10 retire the characters as NPCs: the GM can assume that o
is how many of the powerful figures that the PCs have dealt with as Patrons
Enemies got their stan. Another altermative is 1o change the assumptions of the ¢
paign: c.g.. by plunging the Imperium into civil war or releasing a de
plague. There is also a third option: Let the characlers keep their wes i
players their charucters). but change the basis of the campaizn — et the PCs becomd
merchant princes.

Omee the PCs own an interest in mone than one ship. 1t becomes more-or-les
necessary for them w establish a home office or base of operations to run their busi
from. This may be the only way 1o get them all wgether in one plac
iven the communications and transportation 1gs inherent in the
Traveller universe. At first. this base may simply be the faithful Far Trader
they've used on their climb 1o the top. Later an, huwever, their widespreid com
cial interests will need 1o be able to consull them for policy decisions on a roul
busis, leading toa more settled lifesty

How the PCs conduct themselves heyond this point is up to the GM and (h
15— Far Trader is not intended 1o cover corporate operations on a multi-wo
scale. Pocker Empires (for Traveller) and Corporate Shadowars {from FASA)
prove useful here,

SHiPs

Merchant princelings will need a different style of ship than their le
brethren. It is possible to mun @ merchant empire using
Beawulf-class Free Trader, but larger vessels are better,

mbitius.
all ships such us thel

Freight Liners
Freighters are the workh,

al interstellar commerce: necessary, but o glam-
orous (see the LASH tender on p. 140, or the bulk freighter on P 1400 Adventures
shoird a corporate freighter will bie free-trader ions: probh with spee
cial handling, mechanical difficulties, dock-worker strikes, ete. Some freighters’
carey a few passengers as well (usually fewer than 12); their accommodations
similar to those on a free wader, as are their rel: nships with the crew.

Muost freighters will have = of less than 100; even the largest
200 or so. Ports of call will he irectly related 1o the size of the vesse ships
10,000 dions o more will stick tw Main Routes, those of 1,000 10 10,000 dions.
Feeder Routes, and only subsidized merchants of Tess than 1,000 dions will Py
Minor Routes.

Passenger Liners

Pussenger liners are the thoroughbreds of the shipping world, They are zene
targer and have a higher jump capacity than the Treighters on their routes, These
sels are essentially gigantic, mohile hotels with service staff: numbering in the
dreds, providing all the amenities for their guests. Given that they must provide
ficient entertainment 1o keep their passengers happy for a week at a time, it i
wonder that they are so large and diverse, with on-board theaters, swimming pog
restaurants and shopping arcades. Due to the huge investment they represent,
ships will remain confined 1o the Main Routes.

Player characters can serve on one of these monsters in many capacities
entertainment and security being added v the usual gamut of shiphaard positic
Adventures will likely center around passengeres and fellow crew members:
idiosynerasies, secrels, passions and deeds, Any sort of character-driven plot is p
sible; hooks, movies and plays can all be useful inspirations.

In a different class (in both the shipping and social sense) are the smaller shin
that operate on the Feeder and Minor Routes, or provide CXpress service on the
Routes (like the Tukera Long-Liner, p. 139}, These lack the specialized facilities o
the big liners, but provide routine service to worlds off the Main Routes, S
liners (like the Steflar class, p. 138) provide government-sponsored s
to0 unprofitable o merit comple

service of the

awn.

CAMPAIGNS AND ADVENTURES
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Adventure Seeds
[Continued]
Startown Liberty, Part |

wonider

you guessed
Possibilities: Drunk. hyp
w1 the |

e identity, publ

:
alcoholic stupor)

St&rmwn L.'Dev‘ty Part i

your hald delix
1, you guessed it.
nesiac. druge

overlept.

Viva La Revolucidn!

The PCs are sympathizers in 4 revalt
They need o eam b k |'|I||\
Revolution by
2 their ship and avod

ere's the minor issue of meg;
Lo

ur crew members

acorporle

OuTtsiDE THE Law - PIRATE AND
SMUGGLER CAMPAIGNS

There isn't a

erchant alive who hs

n't been tempied by the Dark Side; seps
ping outside the law can often mean a quick credit. OF course. 1t can als
equally quick trip out the aifloek without the benefit of a vace suit, As a res
merchants oper 2one, tuking advantage of shady opportunities as they
and narrow path when it looks like they o

e in i

arise. but walking the s

wetivities can be used as an occasional sideline in any kind of Far Trader
n enlire campa can be built around the excitement and
es; see GURPS Swashbucklers or Robin Hood (or more sug-

gestions,

SMuUGGLERS AND BLack MARKETEERS
The black m,
services. Smug

ket of shadow econonry handles commerce in illegal goods and
¢ is o subset of the black murket: importing or exponting goods
ing the required duties and taxes, or withour complying with a system's
Aralion reguirements or guotas.

Legal Goods vs. Contraband

Goods are resiricied o profibited on one of three bases:

1. The presence of an Amber Zone ip. GT19) or a Red Zone (p. GT:
aods” Legality Class (LC) as compared to the local Control Rating

3 ‘mu al factors like xenophobia and chauvinism — which often imply tar-
- as discussed under Trade Barriers (p. 16)

Goods may be further classed as legal or illegal {contraband), depending on ar- 3
cumstances. Kunning an Imperial Navy blockade o hrmx‘ guns to an inferdicied
waorld is illegal: running supplies to Shinothy (SM/Re; 3067 i 1
ous. ltems restricied by LC are legal if permit requirements
are always i

For more on restricted and prohibited goods, as well as on duties and tariffs, see
Caestonms Tnspection ip. 64).

met, prohibited ilems

ANMD ADVENTURES

Campa

GMNS



k Markets
| Trading in illegal goods and services on the black market follows the economic
eiples outlined in Chapter Two, but with premiums on prices to cover the extra
ds and uncertaintics involved. Roll under (9 - CR) on 3d for there w be a sig-
nized black market on a given planet. This market may have a physical
goods may be readily available through conventional contacts
skill).
Black-market ransactions use the same rules as legitimate anes, with a few
fications. First, wherever Area Knowledge skill is called for, use Streetwise
instead: the underwarld on one planet is more like that on the next than like the
Jegitimate market. Critical failure on any Streetwise roll means running afoul
criminals or law enforcers (GM's decision), with predictable consequences,
Seeoand, ull illegal goods use the “High Risk™ column on the Trade Geods Reaction
{p. 39, Finally. hoth the trade goods reaction moll and rolls 1o find a buyer (see
@ Buver, p. 390 receive a penalty of (LC - CR). Streetwise skill can help off-
this penalty, giving +1 at level 12 or betier and +2 at level 20 or better, but can
per give a nel bonus,
Stolen goods can e fenced using the speculative trade rules {p. 36), but their
fair market value™ is considerably reduced: take the price for used goods (10-5(0%)
divide it by 10, giving a typical value of 1-5%.
Smugglers compete for freight rates on a spot market, just like their legitimate
gounterparts (see Placing the Bid, p. 26), but it's a “black™ spot market.

Maving the Goods — Smuggling Methods

Getting contraband onto & world or into a system is ofien the hardest pan of
pling. Most worlds have customs officials who inspect ships and cargoes o
for contruband and 1o ensure that all taxes are puid and necessary registrations
md licenses are valid, The Imperial Navy, Imperial Inte r Scout Service and
lmperial Starport Authority will sometimes assist local authorities in these dutics.
and also et independently to enforce Imperial law - especially when it comes 10
ch things as nuclear weapons and slaves,

What is contraband on one world may be perfectly legal on another n:drby.
ver, Successful smugglers ofien base their operations on a more “permissive”
d and carry their cargoes through to a more restrictive market planet. Interstellar
are also prime areas for smuggling operations, due to the differing laws and
ions that apply on either side.

There are several ways o smuggle goods, Contraband can be disguised as le

goods, or hidden aboard ship or among other goods. It can be passed direetly 1o
cal distributors without customs being the wiser. Registrations and cargo manifests
e forged. Officials can be bribed w look the oiher way (see p. 1210, The meth-
s chosen will determine the skills required:
Camoullage skill is used to make o t

1 appear to be leg goods of a
nilar size and shape. 1F the contraband can be disassembled into innocuous-look-
B p . roll at +1 per after the first. This increases the amount
i time it takes 1o deliver the cargo Lo the buyer, since the goods must be reassem-
el before delivery unless different arrangements have been made

Holdout skill is used to car 1l items on one’s person. and should be
every time contrabamnd is car through a starport or loeal security check-

Both Shipbuilding skill and Holdout skill are needed 1o hide Jarge items aboard
bip. cither in seldom-inspected of in purpose-built ling holds,
Forgery skill is used o fake Ilu_mu. and other documents for goods that require

To successfully get disguised or concealed contraband past an inspector. the
mugeler must win a Quick Contest between his level with the skill listed and the
of the inspector’s Sense roll and level with that skill. To successfully pass
ped documents, the smuggler must win a Quick Contest hetween his Forgery skill
g the higher of the inspector’s 10 or Administration skill.

CAMPAIGNS AMD ADVENTURES

primarily revolve

Crossover Campaigns
s and money k-

cumpagn rimari volv
around mesch E -
g, bt i1 is often useful o vary the

pace o bit with themes or situaions frem
other genres, GURPS provides a plethora
of idens and source books for campaign
CIossOvers.

GURPS Space - Colony Alpha

A newly opened calony world can be a
commercial venture rather thun o govern-
ment ene, An ongoing campaign could
revolve arouiid effors 1o establish, supply
and maintain & corporate-backed colony
and turn it into a money-making proposi
tion, The PCs could crew a scheduled sup-
ply ship (perhaps owned by the sponsor-
ing compsny]. be free traders making fre-
as the leaders of
MiWilis 13200 and
Drawmworld (SM/Tisiric 268 15315 would
make excellent scitings for such cam-
paigns, once they're opened for seitle-
ment. See GDW's World Tamer's
Handbook for more ideas.

GURPS Traveller: Star Mercs

Mercenary o military crossovers are
casy o arrange: just charter the PCs" ship
0 transport @ mere wnil ko its nest ticket,
o call up their subsi merchanl to a1
as wiliary Tor a military expedition,
Onee invelved, the merchints can be kept
busy running supplies inio the combat
the meres are not an the side
the planetary government, o if the ¢
tary gets panned on planer without spa
superionity, the merchants” mission may
resemble gunrunning more than a tradi
tignal begistical operation.

One interesting way to work coml
oriented PCs into an overall mercanti
framewark is as the master-at-anms and
security detil of 3 large passenger liner
Maost of their work will he bouncing

drunks from the liner's restaurants and
lownges, but the occasional Lerrorist of
hi

ck attempt can keep them in practice

Comtinued on pext page ...




Crossover Campaigns
[Continued]

GURPS Nluminati

Merchants, speculators and money-
men of all kinds are well-placed 1o stum-
ble over the machinutions of the Secret
Musters. ar be pany 1o (or the tager of) a
conspiracy st the highest levels of the
Tmperial goverment. Parania
dency to be contagious and
remave e ed, though, and can easi-
Iy take over a campaign; therefore, the
M should ¢ ase caution unkess this is
his intendded g

GURPS Cyberpunk

Cyberpunk is aboul mare than just
cxborgs with bad haircuts and worse atti-
tudes. 18 is aboat the disintegrati
technobogical progress wnd alienation,
A visit 10 a high-tech. bow-CR planet on
the verge of sacial collapse can hring
same of these themes home to the players,
withoat departing 1o
tiemil Traveller uni

A trump freighter makes as ideal plat-
form for an espionage mission (like the
Russian “trawler” beloved of James Bomd
L it may be
s ohwions, Such o
e rader pressed
ugency, or
have a crew of traincd operativ
using “trader” as & cover story, In the lat
ter cuse, the team should at least 0y to
sh prodil, meet expenses, elc, of their
cover will quickly be blown, Individual
free traders or larger vessels may also he
hired ar commandeered 1o transport spe.
cial operations leams, assist in combat res-
< operations, ete,

Continued on next page , .

Fast-Talk ar Streetwise skill can be used at any point hefore or after the povods
are discovered. to atlempt 10 bribe officials 10 overlook the smuggled goods-
although affer discovery, the price will usually goup significantly.

The following modifiers are cumulative, and apply ooy skill roll made f
smuggling:

Starport Class: The better a system's starport. the maore closely ships and cae
aoes will be monitored. Roll at -3 for Class V. -1 for Class 1V, no modifier for C -
T +1 for Class 11 42 for Class 1 and +4 for Class ().

Military Bases: A military base in the system makes smuggling uniformly
difficult due 10 increased scruting and greater likelihood of inspection and scamn
Roll at -1 for a Scout base. -2 for a Navy base.

Travel Zone: Red and Amber Zones complicate matters for much the same feg
sons as military bases, Roll at -2 for an Amber Zone, -4 for 1 Red Zone,

Specific modifiers for Camouflage. Forgery and Holdout appear on pp. BAS-66,

PiraTEs, CoRsaiRs, THIEVES,
AND PRIVATEERS
On occasion there may be someons
Yone hawve tor execnte,
B, when von're a Professional Pivare,
Yoe clewt s Brave o wear a suis!
= Tim Curry as Long John Silver, Mupper Treasies fsland

Piracy and Privateering

Technically, any theft of 4 starship is piraey, The werm is used here 1 mean o X
vessel capturing another through force or intimidation. Corsair is another term far
pirate, usually reserved for Vargr raiding bands. Privateering is piracy thut is
sanctioned by a government in wartime (see Letters of Margue, p. GT86),

All forms of piracy are illegal within the Imperium: member worlds are f
den to issue Letters of Marque and the act of piracy carries the death penalty.
Imperium does reserve the right 1o issue Letters of Margue against other infersy
states, but his not exercised it for centuries

Star merc operations — escorts. raids and convays — are nol considered
leering™ except when the object of the mission is 1o seize o ship or its cargo,
course. star meres generally fight other armed combatants, not pure merchant v
sels. Still, the distinction between 4 star mere contract and a Letler of Margue ¢3
sometimes be fuzzy i best. See GURPS Traveller: Star Meres for more on mem
nary operations,

Hijacking and Mutiny
Hijacking is seizing u ship by force from on board. If the hijuckers are

members bound 0 obey to the legitimate authority of the Captain, this is calle
micriny instead.

un be easy prey for
the opportunity

week in jumpspace — with no oy
As aresult, ships are often equi
ted security systems, crews are constantly
guard against hijacking atiempts, and the ship's computer can run an anii i
program (p. 69) that analvees patterns of suspicions behavior and denies
hijackers access to critical areas. Passengers are reguired 1o check all we
(except small blades and daggers, and the swonds carried by some nobles), which
focked in the ship's locker (p. 69) and returned at the end of the voyige.
Despite all this, there are always individuals who are willing to risk the d
penalty t hijack & multimillion-credit vessel - either to ransom it or stcal it. Tos
ceed, they must quickly seize control of key areas of the ship (bridge, enging
smatl craft, ications) before loyal erewmen have time o reac
the attempt should aceur just prior (o entering jumpspace (so that the ship can b
redirected 10 4 new, unknown destination) o just before hreakout (so that the hi i
ers can pass themselves off as the legitimate owners),

CAMPAIGNS AND ADVENTURES



monthly pay

The awner or captain may decide o steal if
2 7 that load. There 15 a L gray area between
a few payments and taking off with a ship. so “skipping” — while technically

is normally prosecuted
Ships s this way

\|I‘|u| L repossession attempls i§ detected by
Methods can vary, from a formally served le

ties or free s

sequences, the thieves huve two options: chan

ar outrun the news of their crime. The close harder w |l||| |hr

the ship is §

AN ape

crew skips with it, the more viahle these options become.

Grand Theft Starship

Of cou
candidate |
Priva,

maval vessel.

500 possil

: o simply steal w starship, Ordin
if

rily, o ship that is a
Pi
The vessel maithballed
b, 4 ship ust o
simply naive or ing
1 be accomplished by one of thr

the

b theft won't be occupied
jidi ki) iy (p. L1E
wed hull awaitir

i i

ipleted

extensive maintenanc a vessel whose owners live

Thefl of something

g s

a

ot com and s
‘confidence

extensive rese: and preparation, as we
en might attempl &

To succeed,

ch

ry. For exampl,
their master, the Marguis of
tional Murguis, or produce convi

confuse or stall anyone who atte

Campa

NS AND AD

Meant To K
sociopaihy), the o
stuck with it until the ship 7 5
lination. In jump: . B0 one can hear
YOI SCTEHm




Science, Invention,

and Gadgeteering

tean be fun 1o create your own goods
I insted of buying them from somebady

else. People with the right skills can
and do go into business s inventors and
try o market their innovations. Many
GURPS supplements ure loaded with
high-tech wizandry that can be mined for
ideas. notubly GURPS Bio-Tech, Pstowics,
Robots, Ultra-Tech, Ulira-Tech 2 and
Vahicles.,

Sance an inventor whe can churm oul a
new product & week will quickly unbal-
ance a mon-cinematic mercantile
pargn. the GM may wish w impose [
on the Gudgeteer advantage (p, €12
fair compromise is to let o padgeiee
mventions work as advertised, bat assume
that they aren’t ready Tor commercial
development — they ase 1o asdvanced. use
principles that aren’t well understosd or
accepted, have dangerows side effects, ete,

Legality Class of
Other Devices

egality Classes for weapons ane cov
l red on p. 854 liems other than
weapons may also have a Legality
Class, hased on how dangerous the
authorities perceive them io be to public
ail or o their Imllkignllv al power, The

Tind a way t use thi
- Evample: A low-powersd home

The device could conceivably
be used for crime (or for defense aguinsg
intrusive police or governme
but it would be unlikely, Evampie:
runge hime compuier.

+ d: While the device has many
uses, it can alio make some
types of crime ensier,
\{|¢.|.1| miden, a

puier M.\.'luil}' [program,
Class 2: Government age

C'hm I L\.ugm.-d ;ul"cly for ilkegal or
coverl purposes, Evnnples: Lockpicks, o
Waorm program (see p. CI114),

Cless 3 Very powerful and dangerous,
Example: Military-style intrusion soft-
ware.

The long con is most viable if the con men stick to three simple rules:

- Keep the con as short as possible, (Starships take a long time to build, 5

when commissioning a ship under false pretences, find a ship that is nearly fine

|-.hLd 1

2. The broader and more sweeping the con, the more likely it is to be helieved fg
le:c.hmqun_ called “the Big Lie™)

3, Schemes that appeal 1o the base emotions of the vict
have the greatest odds of success,

Shert Con: Short cons saerifice in-depth preparation for speed and moment
The principles outlined for the long con still apply, but the con men must also
their victims constantly off balance, “railroading™ them past any doubts or inc
tencics in their story. This requ some roleplaying: criminal PCs should ot be
allowed o muke a single Fast-Talk roll and walk away with a ship!

The trickiest part of any con is usually the payoff — the builders, investors,
tary authorities, ec., will expect v e their pnnniwd rewards before the
men take possession of the ship, and may become suspicious or even violent if the
rewards are not forthcoming, 1

Stealth: Obtaining a ship by stealth can involve almost as much preparation
long con, but this is focused on foiling physical security. The thieves will wanl
learn gbout guard rotations, sensors and alarms. key ship components that have b
removed for safekeeping, personnel with acvess to critical areas, ete. Onee they
this information, they must formulate a plan w exploit any weaknesses they unco
Execution should be as swill and quict as possible. Stealth can also be coml
with @ con; ... deception can be used 10 gain access 1o a ship in onder 1o le
someone hidden aboard w act later.

— greed, pride,

PiraTE TACTICS AND OPERATIONS

Piracy is constrained by economics, just like any other husiness. 1§ the pi
can't make 4 reasonable retum on their investment — considering the risks they
then they will move into ather, more lucrative lines of work, Decisions that the
mikes ahout how the Imp 1ons in ign (see Fine Tuning, pp. |
1071 will have a profound influence on the \uh]hly of the pirate’s trade, but
are some considerations that apply to all pirate operations.

A world with significant trade or a strong economy can and will defend its
out 1o its 100-diameter limit. These defenses will normally make piracy in
around such worlds unprofitable, but they do not extend 1o the entire system,
career pirates will concentrate on backwater worlds or unsafe outsystems, or
of unusual ci it (like a jump point on the far side of a gas
or one that falls outside o world's defense envelope due to jump masking).
shippers apply risk premiums 1o trade with unsafe systems or oulsystems,
tems tend o remain undendeveloped: they cannot develop until they are secure
they are nol worth securing until they are developed, i

Mast pirates would prefer to wvoid a fight. If a merchant will surrender its curg
on demand, they are content 1o take it and let the ship go - 1o be robbed another di
I the merehant resists, the pirates will concentrate on stealing the most expenst
item available in order 1o make o profit: the starship itself. The fight to capeure &
often damages its drives beyond repair, however. I time is shon and help is on @
wary. the next best aption is to strip the vietim of cargo and small craft.

What the pirates do with the crew and passengers of a captured ship isa
of taste und strategy. Most will not hurt anyone who volunt Iy gives up his
In fuct, private passengens and crewmen are not usually robbed of their personal
sessions. This is good policy! Word gets around that if you simply surrender, §
will lose nothing and not be hurt. Most crews care little for their cargo: it isn't
it isn’t waorth risking their lives for, and insurance will make good the loss
case.

Iy, simply d is offen sufficie requis
the pirates L.nrclull\ develop a Reputation for good treatment of prisoners, p
coupled with a Trademark of some kind to identify them. This was the origi
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Jolly Roger: flying the skull-amd-crosshones flag was a demand 1o surrender, and
each pirate captain had a specific design,

It a ship resists, however, that's a different story. When it is boarded, the fight
ing is o the death and it is often wo late W surrender, Valuable passengers (if they
cun be identified) may be kidnapped for ransom; others may he spaced, cast adrift in
the disabled ship or marconed. Some pirates may keep their captives to sell as
slaves. IF piracy is uncommon and punishment for it swift and sure, there will be 2
greater lendency (o Kill everyone aboard, o eliminate witnesse

The best markets for stolen starships and cargoes are across interstellar borders.
Ironically. unsafe areas will also buy goods that they know are stolen — at heavily
discounted rates — since this lets them avoid paying risk premiums,

Pirate Ships

Most pirate ships are converted merchants, Operations in unsafe areas are not
profitable enough 1o justify custom-built warships, while safe areas — despite offer-
ing numerous, lightly armed targets - are so well patrolled that pirate w arships can-
ot survive for long enough 1o justify their high costs. What pirate warships there
are tend 1o be legitimate warships taken by mutinous or rebel crews, especially after
adrawn-out trade war or a major military defeat. As for the vietims, merchant ships
trading in unsafe areas tend 10 be heavily armed (which makes them hard to d
guish from pirates); those trading in safe areas tend to be lightly armed or unarmed,
depending on system defenses for protection.

Pirate Havens

Basic ship’s stores can be extorted fro

ions or nepainng battle damage requires a lengthy
port — something easier said than done. Explaining battle
damage to port authoritics s tricky: they can’t all be bribed, and no everyone who
can he bribed will stay bought
EXpensive proposition.

Access to secure bases with the facilities 1o
maintain pirate vessels is the key 1o successtul long-
term piracy. Such bases will delimit the natural
“ranges” of suc ul pirates, Without them, pirates
will tend 1o les -mouth existence, extort-
ing or conning their way through ground-side
mepairs, always one jump ahead of the fleet. ofien
abandoning vessels or aperating unreliable ships
that are incressingly prone o dangerous malfunc-
tions. Pirates with such handicaps will be no maich
for the authorities, armed merchantmen or jealous
mivals, Personnel must be take in consideration as
well. Few crewmen care to spend their entire lives
aboard ship. slowly accumulatir money. Crews
anust be given rest and recreation in port at frequent
intervals, or they will soon desert or mutiny,

Pirates therefore seek out Class 1V or V -
pons that lie beyond the borders of major states and
which are controlled by authorities oo weak or too
immoral 1o bar suspected criminals from their facili-
fies. The GM must bear in mind that the populations
these worlds will nor openly condone piracy, and
ill help to exterminate it if it cuts too deeply into

circulation of trade in the on. A small, dis-
ly run operation will be the most successful in
long run.

Bribery

ribery is built into the APC Beactions
rules (pp. B204-205), Bribes can
mxlify most reaction rolls. and can

the addds of an
ainst @ skill like

alsa be used 19 improy

fers: The reaction or skill bonus
bribe ix based on the camings of te
' n being b . 11 he has a high
Wealth level level brabes

b exachitant! Rell at +1 for a4
+2 For o wieek's pay, +3 for o mwont
+5 for a year's pay und +7 for five

s decision). Too linle may be insubi-
or not worth the risk; too much may
frighten off a prospect or leave bim feel.
ing like he's being bought and sold
Bribes do not have 1o take the form of
cash. Cioads. benefits, discounts, “kick-
backs™ (a “discount” that the transactor
ke b and nieinterest “loans™ are all pos.
sible allernutives, s leng as they are of
comparable value. and may be more
acceptable than cash in many cases




ronie documents — like a
try (p. 1220 or Imperial
ments (p. GTA0) -
ronics Operation
¥ Systems) wad Computer
ing skills. and sceess oo specialized
lab (Cel S0AKKE SO0 Ibs,, 10X of. LC 2

thens are some | s fur ity Barving a
s will cost
rINLOON, BT one can be Fourd al
all, and shoubd be an adventure in itsel
i ¥ process includes the

The Tory

1o pass i mting inspection, The longer o
farged document is used, the betier the
supporting hackground becomes and the
harder the ariginal forgery is o detect

“Temparary” forgeries requine consad-
erahly less effort and expense;  specess-
ful Forgery roll, or a Streetwise roll 1o
find an “ariist.” will suffice. Costs range
Tromm o few humdred credits for abiering o
cargo manifest 0 Cr2s,000 10 produce o
Tull set of ship's pagers. These documents
are puaranieed 10 be pood for at least o
week — which b all the av merehant
ship requires for one plancefall. I used for
longer than that, the GM should moll 3d at
the end of each week after the firs, {n 8
of less, the fargery has been discovered.
This roll is made ata cumulative +1 per
week after the first (e, discrepancies are
discovercd on 9 or Jess at the end of week
two, on 10 or less ot the end of week
three, ete.).

Onee the forgery is discovered, it is up
w0 the CGiM whether a waming will be post-
ed to other starports in the vicinity and if
s, how (st it will arrive. As a rule of
thumb, a warning will go out if the GM
rolls under the CR of the planet where the
forgery ook place on 1d. What effect the
repont will have when it catches up 1o the
ship is also up to the GM. but it will cer-
tainly cazse the bocal officials w look over
its papers very carcfully, and it may result
in a bad Reputation, if not criminal pro-
ceedings.

The Pirate’s Life For Me!
In popular fiction, interstellar pirates are either crazed killers or Tappy-go-lucky
Robin Hood rogues. And in fact, examples of both types exist . . . but they're rare,
Space is very wide, amd there ure many different kinds of “piraes.” In vrder of pro-
i m. they include: 1
Common eriminaly. They swle a ship; now they're going o see what else they
can steal. They are likely to have about the same level of organization as the averige
sireet - and about the same wmover in membership. Unless they strike it Tucky,
they won'thave the skill or money 10 maintain their ship: that makes them very like-
Iy to steal vour ship when they capture it. Their internal ipline may be zero, ar
murderous . . . or both. The: ry likely to mistreat captives, sometimes futally,
Mutineers. A crew that took over their ship just 1o go pirating
better than a of commaon criminals. But some crews mutiny ag
ment and then minwhere Lo go. And sometimes a Free Trader, broke and hope-
less, wurns pirate. Such a band is likely to include many professional spacers; their
ship is their only home. and they will maintain it well. They may iry 10 recruit new
crew from among their ims. They may treat captured crewmen with great
restraint (and even try 1o recruit them), while being contemptuous of the property of
“owners.” They will elaim that their goal is 1o find a way 1o make a clean start. Some
of them are serious,
Failed mercenaries. A mercenary unit down on its luck may decide that its high-
est loyalty is 1o itsell. They wm pirate because it's less repugnant 1o them than dise
banding. Such pirate bands are ofien guite competent (il their had Tuck wasn't of
their own making), and usually highly disciplined. Depending on their military spe
cialty, they may favor groundside raids over space attacks. They may operate witha
stnt code of honor . .. or not. A lot depends on the personality of their leader.
Some mercenary ships have the reputation of “working both sides™ |, . stspple-
menting their legitimate tickets with the occasional bit of pircy. Such a ship cannog
afford 1o leave any witnesses, ever,
Pri +. These are | Ty red ships (henee the name) that have been
issued “letters of marque and reprisal” by their governments. These are formal
licenses to prey on enemy shipping, within certain limits, The stricter those limits,
and the more carcfully the privateer follows them, the less likely he is to be executed
e if he survives capiure, In some cultures (the Sword Worlds, for instance),
minor nobles may go privateering on their awn authority.
Commerce raiders. Actual military units, tasked to attack and disrupt come
merce. They may or may not iry to capture ships and cargo; they will almost always
2o to great lengihs 1o spare the lives of the civilian crews they capture, if the crews
don't resist with any really vicious tricks. As long as a commerce raider does no
exceed the legitimate ruses of war, commits no atrocities, and is crewed by uni=
formed naval personnel, it will be treated as honorably as any other enemy ship
captured.
And. of course, not all pirates are Imperial of even Human, No Zhodani
ever tum pirate, though in time of war they raid commerce very efficiently. Diroyn
K'kree and Hivers would likewise not become “real” pirates. On the other b
there are two types of nonhuman pirates that are all too common on the borders
the Imperium:
Astan thatei. A band of young Aslan males, looking for their own territoey,
attack shipping. Usually the ship itself is their target, either to serve the new co
they hope 10 establish, or to act as # Trojan Horse 1o get them dawn to the ground o
the world they hope w steal, And, of course, the groundside raids of Hearef are of

o
=
e

Piracy is a perfectly legitimate profession among Vargr, pi
ed you can get away with it A charismatic Vargr will often talk the erew of 2
chantman or even of a military ve: .. into tumi
if they suffer reverses, the new leader may convinee his pi ¢
to go a-trading, or join someone's navy ..} Vargr worlds, especially starports, o
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even harbor corporations whose business plan is.
see what we can get” Needless to say. this can s
neighbors, But it's the Vargr way,

Hazaros oF THE Business -
LAaw-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 sk of suppressing piracy within the
Imperium and its client Since most piracy o = on the borders of the
Imperivm — mod in the interior — this overlaps with the Navy's normal patrol duties,
Pirate ships are rarely a maich for even a small Navy warship or task force; the only
lime the Navy needs to mount specific anli-piracy operations is against a major
parate haven or stronghold.

Imperial Naval Intelligence is always interested in reporis 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 -piracy operations begin with a up
o request for assistance from some other agency,

quite openly, “Build a corsair a
ain their relationships with their

Planetary Navy

The Imperial Navy cannot be everywhere. so it falls to the planetary (“colonial™y
navies 1o protect their own worlds and merchant traffic from pirate depredations.
These are the forces of response in u pirate attack. and can range from ground-
based space defenses (deep meson sites, ete.), to fighters, 10 system defense boats, 1o
full-scale naval warships {only slightly less well-equipped than their Imperial Navy
counterparts, but nod as well trained). Systems with even a modest economy will be
able o afford these defenses — and the sensors and communications 1w back them up
- even if they have to import them; this is why pirates generally stick o sparsely
inhabited outsystems and backwa

Customs Service

The Imperial Starport Authority Customs/Security Service and the customs ser-
vices of the various 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 pirate operations can appear in the form of
market anomal aused by the sale of captured trade goods, 50 the customs ser-
vices keep tabs on this sort of sctivity as well.

5

Imperial Ministry of Justice

The Imperial Ministry of Justice (Mol} is responsible for enforcing ITmperial
laws and capturing their violatoks — including pirates and hijackers. The Mol col-
lects and analyzes intelligence and conducis undercover operations 1o identify pirate
havens. strongholds, markets and patterns of of i ivil agents i
travel aboard ships they believe are vulnerable w piracy or hijacking. Ministry of
Justice agents are generally spread too thin w take effective unilateral action against
pirates, so they normally pass their information on 1o local authorities or the
Imperial Navy, along with a warrant from the local noble or Imperial Legate and a
fequest for action.

Skip Tracers

Ship owners skipping cul on their mortgage payments is common, difficalt 1o
- prove lusively and rarely | 1 by the Imperium directly. Banks have a
wested interest in recovering their ussets, however, and ure willing to pay “finder’s
fees” to specialized bounty hunters called skip racers, who identify and return their
'-!|ip‘ to them. At 2-5% (of tens of millions of credits in investment). it is well worth
the skip teacer’s time and effort.

CamMPAIGNS AND ADVENTURES

Pirate Havens in the
everal minor governments in the
Spinward Marches are sespected of

harboring (or at Iu-.l turning a hluul

o beave local trade
unmaslested. regardless of act
whene.

Border Worlds

Although an Impe: ient state, the
Border Worlds are anything but homoge-
neous amd well mtegrated. All have Class
IV starports, high TLs and relatively Tow
CRs. Pirates may have link: trouble find-
ing someone willing b trade for what they
affer — especially on Hofud (SMfSword
Waorlds 15243, wi 1l population,
traffic region and continu-
iy internal difficulties,

Federation of Arden

The Federation of Anden has o motoni-
oussly “flexible” attitude to anything that
maintaing it isdependence and incresses
the strength of its position in the Tegion,
The Federation holds two poteatial
havens: Tremous Dex (SMAVilis 1311 s
on |||c Spinward Main. just beyond the

Contirued a0 next page . . .




Pirate Havens in the

Spinward Marches
(Continued]

Aspublic of Garoo

Garo (SMMarrian 01300 lies at the
extreme spinward end of the Spinward
1 first o seemingly odd choice due
high CR, the existence of a stendy
stream of salvage parts from the iceball
world Graveyard in the Garoo outsystem
may lave & moee prosaic explanstion than
mysterious Ancient influences. I true, the
Republican government can be expected
1o give its implied approval w chop-ship
npertios Tor i share of the

Republic publicly stated its willingness 1o
issue Letters of Margue (p. GTH6) 10 pri-
valeers i response fo 3 aggression from
the Darrian Confederation,

Tarsus

As an Imperial client state, Tarsus
(SMI/District 268 1138) officially con-
dems piracy. smuggling and pri valeeTing.
With paperwork and legal obstacles 1o
trade practically non-existent. however,
Tarsus makes an excellent location 1o
olen goods in exchange for needed

Trexalor

With its high TL and {ow CR,
Trexalon (SM/District 268 1339) js the
best candidate for u pirate haven in the
sector, Positioned ar the imward end of
the Spinwand Main, it hus ready access o
the unincorporated worlds of Disiricr 268
and on into the Imperium in the Glisten
subsector. Trexalon™s strong anti-Imperinl
leanings and ongoing economic struggle
with Collace (SM/District 268 1237)
make it unlikely that the governing
Tresalan Technical Consortium would
evoperale with outside attempts 1o sup-
press piraticul activity

SPECIAL CAMPAIGNS AND
ADVENTURES

There's a Legion theat never was listed
That carries no colowrs or gresy,
B, split in a theonusand detachments,
15 breaking the moad for the ress.
- Rudyard Kipling, The Lost Legion

ExpPLORATORY TRADE AnD CoNnTACT

One of the most profitable, dangerous and interesting sides of the busi
world is epening new trade routes and contacts, This is where exploration and d
macy meet hard commercial sense. “New"™ Lermtory need not be twtally unexplo
termitory {although I often have an i ive 1o go farther than
ane else) — it may merely be neglected by less perceptive mercantile interests,

An exploratory campaign could proceed from planet 1o planer, with the
learning about each world and dis overing unique trading opportunities in
process, Alternatively. the explorers could be part of a long-term expedition, cha
with developing trade relations with a single world or N species, Obstacles
such campaigns include the normal hazards of exploration, plus all the fits and
starts, misunderstandings and conflicts inherent in apening contact with new cul-
tures. Polential benefits include exclusive access to all sorts of exolic, never-before
seen trade goods and processes in cxchange for bringing the fruits of interstellar
trade to u new market.

The classic examples of this type of adventure are the Polesotechnic League
(Nichalas van Rijn) stories of Poul Anderson.

s

STARPORTS - BROKERS, SHIPPER'S
AGENTS, AND BARTENDERS

Life in a starport is properly the subject of GURPS Traveller: Starports, tut
there are some purely mercantile campaign options within the starport environment,

Speculating Without a Starship

Engaging in speculative trade can be lucrative for a merchant with the right
skills and enough capital, Players who enjoy merchant campaigns but not the con-
stant change of scenery of a starship-based scenario may enjoy playing planet-hased
brakers and traders. The Ship Owner advantage (p. 101) can be adapted 1o Y 500
of business, while Ship Patron (p. 100} can be used fo represent a franchise arrange-
ment.

Characters in such & campaign can use their exiensive cont
edge 1o obtain freight for shippers at a discount, or to huy spec
passing traders and sell them 1o carefully chosen local o
engage in interstellar trade from their base of operatio
their cargo and perhaps BeCompanying it o its destination,

Service to the Line

Line employees wha tire of the wandering life can still rise within their compi-
nies as part of the shore establishment, Port captains are often retired from active
service aboard ship. and put their extensive p 160 work, bl ing for
the ships that call a1 their port, Successful pursers may find more rewarding careers
a5 brokers, locating and arranging for cargoes to il the holds of their line — foe a fat
commission, of course,

< and local knowl-
tive goods from
stomers. They can even
negotialing passage for

Other Businesses in Port

Other types of port-side establishments are also possible: shipyards. hotels, hars,
chandlers, agencies . . wherever there i need, there will be someone 1o £ill it - for
a price,

CAMPAIGNS AND AOVENTURES
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District 268 is an underdeveloped region of the Spinward Murches made up
Iy of Tmperal client states and independe The only full-Medged mem-
of the Imperium in the subsector are Mille Fales and Mertactor, the subsector
|

The econs

s Ce

orlds,

mic heart of District 268 {or “The District.” as it is known collogui
ndustrial world. Tt only has the largest economy. but also lies
ive Sisters and Glisten subsectors, 1t is nog
. however. That honor belongs o Glisten,
st indusiries are the subsector’s ..In-u.\l saurce of high-tech goods and thus ity
most important trading partners
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Worlds
[Continued]

Similarly, the GM can reduce positive
part mosdifiers that he feels are unmerited.
A positive modifier indicates that a world
is particularly open to or dependent on
aff-world wwade. but the mere existence of
a good port does not ereare trade. Good
ports are capensive and generally only
il il they will be put to use, but may oo
longer reflect the seality on the ground
Perbups the port is the remnant of more
prosperows fimes of o misguided develop-
ment effort. IF the GM decides that such
un explanation is eonsistent with the back-
ground he envisions for a workd, then he is
free o neduce or el le o positive port
mondifier aliogether.

The Hardships
of Travel

“OK, so 1 board this ald pos.
fime alied the Gashagank ar some.
hing . . . dlidd vou ever notice Vilani nates
atways sound fike gargling . . wi thar,
wewler ™ Anyvway,  bourrd the Tiner and
wet entled in o my cobin and we rake off.
£ i fior i selilee anad the § gt ap and yo
alown Jo e passenger Townge for o smack,
anad { eliseaver 08 atuii e for i te po
dnter fuamge Piie werking on a plate of hot
wings when all of @ sidden the fghis po
i,

“Well, vou know me, | panic easily, s
nainrally 1 assume the ship s fost paver
as we are entering jump and we're oll
iabent fia effe o horrible deatle in the frozen
depihs of spece . . . § hate it whe thar
happenss, don’s vou?

“Ah,  tee some af vou ive been
dhrowgh this befare . ves, the other pas-
sengers taighed ar we oo, We weren't
abut ter die. For those of vou whe dor's
Ko, i seems theve i3 o old Vilani frodi-
oy fow wlsent vour dake @ ship inte jump —
vowe dim the siip's fights te almosr na-
i, I wits explaine fo me., e dumd by
well-ameaning Sefoani, thoar thonsands of
vears age. ships had really lousy power
plants, and every evg was needed for
S, o voud el foocar beck o all non-
exsential power consumption, 1t s o
Tanger necessary, of cowrse. bul since
et has that ever stopped o Vilani from
doing anything. “It's traditional!” they
sy, as i thar's all the exeuse they ever
need,

“Say, thar reminds me: How many
Vilani does it take to change o lighihulh?
My, wou"ve heard that one already ...~

= Sedomuni Comedian
Tadashi Schavid

i,

Ecomummic ties ra espect politi specially in The Distric,
hus recently henefited from an Impenial effort w improve rade ties, The [mp
Ministry of Commerce has authorized member worlds o lower trade barriers o
Districe client states 10 the levels offered other member worlds. This action
opened new Irlde: routes and led to closer economic |nlq,r.umn Whether it
taken in anti ion of o P to the heigh i aggressiveness of
Trexalon Technical Consortium is unclear, but either way, the continued poli
tension hetween Collace and Trexalon mars what could otherwise be a lucrative
trade relationship.

Judice sits within lwo parsecs of six of the husiest sys in the subsector, As
such. it would be an excellent base for bold pirates willing w take on large liners.
Fortunately, no such organization has materialized 1o date, The fact that the system’s
position also makes it of stralegic military importance means that it is frequently
patrolled by ships from the capital. Mertactor, and fleer headquaners, Mille Fales,

The recent pirate raids on Kwai Ching and the resulting Amber Zone classifica-
tion by the Travellers” Aid Society have caused a dramatic drop in interstellar trade
for that world. Scheduled ship traffic from Tarsus and Pavabid has ceased. Trexakn
has largely rcdt,plnyul ts jump-3 fleet to the Menactor route, but maintains weekly
service to i ncu,hhm’ for political purposes. A trickle of free-trader iraffic
s Kwai Ching and Singer via the jump-2 route from Inchin. The nsing military
tensions on Singer and the threat of renewed pirate attacks on Kwai Ching have ere-
ated an appetite for arms that many of these traders are willing to exploit. On the
retumn irip. their berths are full of refugees and their holds full of whatever valuables
the locals were willing 1o hawk for weapons or fety.

Asteltine Ties on the very edge s:l Thc [ 1 relatively inhospitable

Toodstuf ive Si suhsector,
stelting 10 Buum.:n and *;qu.dlm_ and is the largest source of
trade to C\ilhu from the Five Sisters — although this traffic all wravels via the
rimward route through Avastan rather than through Asteltine. The Sword Worlds
make their presence felt in District 268 via Asteltine as well. Despite their small
astrographic size, the Sword Worlds are an industrial powerhouse. Sword Workler
traders visit the non-industrial coreward end of The District to sell the rugged and
effective equipment manufactured on their worlds.

Milagro would be one of The District’s isolated frontier worlds it not for the
presence of Ling Standard Products. The company runs its own regularly scheduled
ships from Milagro to Grote to carry output, supplies and communications, The
ships tend o run more often than necessary for the volume of freight, simply to
maintain frequent contact with the nearest corporate office in Glisten. This makes
Milagro a bad place o look for freight contracts. because there's almost always
room on an LSP ship.

Despite its huge population and respectable TL, Forine has only modest trade
ties 1o the cutside. The world's €
this limited level of trade. The greatest factor is the sword lond's desire 1o maintain
conirel over the populace. The recent economic sanclions leveled aguinst Forine by
the Imperium are designed cut the flow of high-tech imports that he uses 1 suppont
his power.

Elixabeth, Forine’s neighbor and former colony, has a much smaller population
and industrial base than its mother world, but its positive attitude toward off-
worlders means that it trades just as widely. It does get some traffic from the rest of
The District via Foring, hu! eeonomically. s more closely integrated with the
or, It irades via Grote with Aki and Glisten. Some Elixabethans have
even hu.uml.' dedicated spacefarers, and run a regular line — Rapier Lines — from
Squallia to Dallia, with trading ships venturing as far as Iderati and Collace. They
use the excellent and sturdy ships of the Groteans: 400-dton far merchants and 600~
retch” far merchants. Both are bused on the subsidized merchant or “fut mer-
design (p. GT146), with the additien of jump-2 cupability. They are populas
ships and superhly suited to the Minor Routes and Frontier worlds of District 268,

DisThRicT 268



HE SPINWARD MARCHES

for the Spinward

h world:

The table below summarizes the trade d
pches. The following information is giv

Hex  The standard numbered map hex of the workd;
see GURPS '.‘mu eiler: Behind the Claw.

Winrld T il Amber Zones are
mes
see p. 511

p. 5122
World Trade Number
1 ions; see p. 13. Subsecior capitals
~ctor capitals Cx.

Trade Classes

Al i we of the world
Bw  Border Worl ll

Cs |||||u||‘|l ( lient 5

Cz

Da

Dy

FA  Federation of Arden
Im  Third Imperium
Mw  Mewey Empire
Na MNon-Aligne
Gr Republic of Garoo
Sw Sword Worlds Confederation
Zh Zhodani Consulate
Planesoid Belry The number of planetoid belts n the system
Gas Gignrs - The number of gas giants in the system.

Chronor Subsector

Hex World PR TL  Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
Aot Zeycude ] 9 1 4.0 De Na Po Zh I 3
oz Reno 7 £l m 4.5 De Na Po Zh 1] 3
003 Errer (3] L] v 4.0 NiRi Zh 1 [i]
Dl Cantrel 2 El 1l a0 Eo Mi Zh 2 L1}
0108 Giyomar 6 ] 1 335 FI Ni Na 2 4
202 Thengo 2 ] 1 30 Ag Ni Zh 1] 1
L] Rio 9 L m 4.5 Hi Nu 0 1
1303 Gesentown (3] 10 v 4.0 le Na Ni Zh (L 1
1304 Chronor 9 1 v 535 Cp Hi Zh 1 0
7 Atsa/Cronor 7 10 w 4.5 MNa Po Zh 1 0
503 Whenge & B un 3.0 Zh 1 1)
() Enlas-Du 7 6 1 i Zh 2 3
0605 c| ] 9 mn 4.0 Cz I 0
0607 4 T Q 0.0 Zh 1 0
LUE1] Minjar L] (i} v 4.5 Zh 1 i}
6l Sheyou 7 9 v 4.5 Zh 1 I
0103 Indo b 6 1 in Na 2 1]
070 Nerewhon 4 7 1 23 MNa 2 0
05 Cipango 3 10 v 50 Zh 2 1
arin Stave T 9 I in Na Y] I
RIS Marval 6 ] 1 35 Cz o 3
D807 Plaven 3 5 1 1.5 Na 1 0
s Quar 7 9 w 4.5 Im 0 1
(L1 Frond 3, 9 | 25 Fl Ea Ni Na i} 3
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Guerion Subsector

Hex Waorld PR TL Port WTN  Trade Classes Alg  Planetoid Befts Gas
LARRI Atson 5 8 w is Ni Na 3 %
0114 Yikior 4 9 | 30 FI Ni Na 2 :
0115 Xhosa 1 5 I 1.0 Eo Ni Na I o
0212 Prinx [ L] i 35 MNu N1 Na 2 1]
0215 Rushu (i) 5 I T Ag Ni Na 0

0218 Bael 1 B 1 10 Eo Ni Va Na 1 2
a3 Mizan-fiel ) 8 v 3.5 Ni Po Na 2 3
0412 Sansibar 3 9 v 30 Eo Ni Va ©7h 0 1
0414 Attica 5 8 i 30 Ni Va Na I 0
0416 Retinae 6 6 1 3in Ni Cs I i
0511 Terra Nova 3 9 i1} 3n Ea Ni Zh ] &
0512 Asmodens 4 5 1 20 Ni Zh 0 5
0518 Faisal 4 3 n 2.0 Ni Cs 1 0
0613 LeBeau 5 10 v 40 Ni Wa Zh 0 I L
onl4 Querion 7 9 w 4.5 AgCp Zh ] 4
0618 Dekalb i i1 1 in Ri Wa s 2 0
0620 Winston 3 [ 1 .5 Ag Ni Dua 0 1 |
0712 Rapp's World 3 8 i1} 5 Eao Ni Zh 0 &
0717 Thanhear 6 [ [4] w 40 Ni Po Cs 1 0
0720 Entrope 10 [ [¢] un 45 Hi Da | 0
0820 Anselhome 3 8 1 30 Da 0 5 |
Darrian Subsector

Hex  World PR TL  Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giarts
0122 Junction 4 5 n 2.5 De Ni Po Na | o l
0129 Unigua ] 5 I 25 Ni Gr i o
0130 Charoo B 9 A 5.0 Na Va Gr 1 0
0223 Stern-Stern 2 9 v is Ni Po Da o 1
0230 HEO-945 0 5 1 0.5 Eo Ni Po Gr 0 4
0321 Nonym 8 9 1 4.5 Na Po Da 2 3
0325 Labery 4 7 v 3 Ni D 3 4
0326 Ektron [ 9 m 4 Na Ni Po D 2 3
421 Zamine 9 9 1 4 Hi In Da 2 3
425 Engrange 7 8 il 4 Ap Da 1] 1
426 Hium B 9 w 5 Da 1] 1
0427 Roget i 9 [\ 45 Ag Ri [ 1 1]
429 Kardin* I [ 1 1.0 Eo Po Ni Na 1 0
0430 Bularia [ 3] m ) Ag Ni Cs 1 1]
0526 Rorre 6 5 1l ) Ag NiRi Da 1] 3
0527 Mire 10 9 v [ HiCp Da 1 0
0527 Condaria 7 [ | 3 Ap [ 0 1
0530 Daorianna 3 3 1 2.5 Ni Po Da 1 1]
a2 Terant 340 5 9@ un 35 De Ni Po [ 2 3
(624 Jacent ] 10 b 4.5 Po Ni Da 1 0
25 494005+ ] 0 ] Nil Ba [ 1 0
0627 Durrian 6 11 v 4.5 Ni Da 2 5
0721 Torment ** 2 5 [ 1 Eo Ni Po Da 2 0
0723 Trifuge 4 9 m 35 Ag Ni D 1 0
0724 Nosea f 10 v 4.0 MNa Ni Po Da 2 0
o727 Spume I 9 m 2 De Eo Ni Da 3 4
0729 Alor 2 i n 20 Eo Ni Na 2 1
822 Cunnonie L] 3 1 2% Ag Ni Da (1] 2
0830 Debarre* 1 9 w 23 Eo Ni Cs 2 2
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Sisters Subsector

World PR TL Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
Emupe* 5 0] v 40 AgNi Im 0 3
Raweh® 3 10 v 3o De Eo Ni Po Im 2 0
BT6-574 2 1 I L0 Eo Ni Im 0 2
Saxe 5 7 I 2.5 Fl Ni Im 1 0
Andor** 7 9 11| 45 Ag Dr 0 3
T69-422 4 8 I 25 Ni Im 2 4
Giothe 5 o I 25 Ni Po Im [} 0
Mirriam* 7 9 v 45 Im | 4
Candory** 6 8 m 35 Ni Dr 2 0
Wonderay 4 5 1 20 Ni Wa Im 1 0
Jone® T 9 v 4.5 Tm 1 0
Jinx® 1 7 i 1.5 Eo Ni Va Im 0 2
Ukcella* 6 7 il 15 Ag Ni Cs 1 0
Penelope 6 5 I 30 De Ni Im X 3
Karin i 10 ¥ 30 AgRi Im 1 i}
Wonstar™® 7 7 v 4.0 Ag Im 1 [i]
in 2 9 m 25 Eo Ni Im 0 1
Gohature T T I 40 Ag Im 2 3
Quhaiathat 7 9 Ll 4.5 Ie Im | 1]
Lakou*® 4 8 | 25 Ni Im 0 1
Ralhe 3 7 2.5 Ni Cs 0 |
Iderati TN 5.0 AgRiCp im 0 1
Tondoul 6 3 I = Ic Na Ni Cs 0 1
BT5-406% 4 7 I 25 Ni Cs 1 4]
Ochecate 5 7 I 25 Ag Ni Muw 1 0
Mewey 7 I3 i 15 AgRi Mw 0 1
975452 3 9 I 2.5 Ni ¥a Im 2 1
Jewell Subsector
Hex  World PR TL Port WTN Trade Classes Alg  Planetoid Belts  Gas Giants
01 Condoyle® 3 3 I 2.5 Na Ni Na 2 3
E02 Puparkin® 3 9 i 25 Eo Ni Na L] -
(W4 Chwistyoch 7 9 v 5.0 Ag Ri Zh 2 4
(B0s Gougeste*® 5 .3 1 35 Ni Na 2 0
1001 Esalin 6 3 m 15 Ag Ni Im 2 3
1005 Ruby 4 '} v 35 Ni Va Im 0 1
1006 Emerald 5 9 v 4.0 Ag Ni Im 3 4
1010 Zenopit 5 7 Il 30 De Ni Po FA 2 2
1oz Riverland* 7 9 m 4.5 AgCpRi Zh | 4
o3 Clan* ¥ 9 v 40 Ni Zh 0 1
16 Jewell 9 10 v 3.5 CpHiln Zh 2 3
1o Zircon & 8 1l is Ni FA 2 4
1201 Ao-dai ] 6 I 30 Zh 1 2
1204 Mongo [ 9 v 4.5 Im 0 3
1208 Utoland 3 ) v 30 FA 1 0
1210 Peguan a 5 I 25 FA 1 0
1305  Nakege® 3 5 ] 20 Im 0 1
1307 Lysen f 9 v 40 Im 2 3
1401 Foelon® (] 8 v 4.0 Zh 1 (]
1402 Farreach® 4 o v is5 Zh 1 3
1510 BT1-438 (i} 8 I Nil Ba Eo Ni Po Im 0 1
1604 Louzy 1] 8 i 4.5 Hi In Po Im 1 o
1607 Grant** 1 0 0 0.0 Eo Ni Im 2 2
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Vilis Subsector

Hex World PR L
0911 Caloran 7 6
0912 899076 3 ]
0915 Quare 4 9
L] Zeta 2% o 1]
(V]3] Arden 3 9
1018 Choleosti 1 b
[[x] Margesi* 3 i
16 Frenzie 5 9
inis Garda-Vilis/ 3 10
Tanoose®
e Vilis 3 9
1212 ] 6
1213 Edinina® 2 6
1214 T28-907 0 12
1216 Stellatio 4 3
1217 Arkudia 8 [
1311 Tremous Dex 4 ]
1315 Mirriam 3 3
1320 Saurus 4 7
1411 Rangent @ 7
1413 Drenotam 4 9
1417 Ficant ] [
1511 Tionale* 3 3
1519 Asgard** 7 5
1520 Tavonni L] 0
1611 Phlume o 8
Sword Worlds Subsector
Hex World
0921 Hrunting
0922 Tizon
027 MNarsil
0930 Flammarion
1022 Colada*

1026 Anduril*
1121 Mijolnir
1123 Joyeuse®

1126 Orcrist
1130 Enaos

1221 Gungir
1223 Gram
1225 Excalibur
1324 Tyrfing
1325 Sacnoth
1329 Caladbolg
1424 Beater
1429 Gunn*

1430 Caliburn
1522 Dryenwyn
1523 Durendal

CxXCOOCTROCST O T e e oo oo A

1524 Hofud
1526 Biter
1529 Steel
1626 Iron

ﬂc'\»'\nhw#h-—-a\-ﬂ\od-ﬂﬂH-IA‘-J‘-\JB-UD-O\&EWHIg

1627 Bronze
1628 Mithril

Port
n

WITN
35
20
35
Nil
4.5
20
45
4.0
50

50
30
1.5
0

Trade Classes
Ag
EoNi
Ni ¥a
Ba Fl Eo Ni
CpRi
Eo Ni Va

CpNiVa
Ri

Hi In

Ag Ri
Ag CpNiRi
Eo Mi
As Ni
Ni
Eo Ni
Ni
Ag
Eo Ni
Eo Ni
Eo Ni
Eo Ni

Alg
Na
Na
FA
Na
FA

< m

Im
Im

Alg
Sw
Sw

Planetoid Belts  Gas Giants
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District 268 Subsector

Hex  World PR TL  Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
e31 Asteltine 4 9 v 3.5 FINi Cs 1 i}
0938 Inchin 3 9 L 2.5 Dk Eo Ni Po Cs 2 3
0840 Singer* [ 3] 1 ] Ni Po Na [i] 1
1031 S67-908 3 3 1 235 Ni Po Na 1 0
1037 Avastan N 9 m is Ni Po Cs 2 4
10400 Kwai Ching* 7 9 1 45 Ic Ma In Va Na 2 o
1131 Faldor [ 5 1 25 Ni Po . Na 2 1]
1132 Bowman 3 9 n 25 As Eo Ni Cs 0 1
1133 Squallia 6 9 1 4.0 Na Cs 2 1]
1138 Tarsus 6 9 w 4.0 Ag Ni Cs L] 2
1232 Walston 3 8 i 25 Ea Ni Cs i} 2
1233 Flexos 4 ] 1 .5 FINi Nt I 0
1237 Collace 4 1] w 55 Hiln Cs L] 1
1238 Pavabid® 8 6 il 45 Ri Na 0 1
1331 Datrillian o ] 1 in Ni Na ] 1
1332 Nirton®* o Q o Nil Ba Na I 1
1337 Judice o k] 1 Nil BaFl Cs 2 1
1339 Trexalon 8 10 v 0 In Na 2 3
1340 Motmos i} b v 40 Ag NiRi s 1 0
1433 Nogtocol 7 6 I an Fl Na ] 2
1434 Tarkine* ] 7 (11} 35 AgNiRi Cs 1 0
1435 Dallia 3 9 w 50 FlIn Cs | 0
1436, Talos 5 9 I in Ni Po Na 2 i}
1531 Dawnworld 0 0 | Nil Ba Im 2 3
1532 Elixabeth 4 & w 30 Ni Cs 0 1
1533 Farine 9 2 I 4.5 le In Na Na 1 0
1537 Mertactor 7 ° v 45 Cp Im 1 0
1631 Talchek® 4 1 i 30 FI Ni Cs 1 0
1632 Milagro 7 7 1 30 le Na Cs 2 0
1634 Pagaton 3 5 m 4.0 Ri Na 1 3
1635 Binges 2 o & 30 Eo Ni Va Na 2 1]
1637 Mille Falcs 4 10 v 35 FI Ni Im o 1
Regina Subsector
Hex World ‘PR TL  Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
1705 Efute 9 10 v 55 HiIn Im 1 0
1706 Alell ] 9 v 3.0 Im 1 0
1802 Yres* 9 7 v 50 Hi In Im =] 5.
1803 Menorh 9 ki 1 4.5 Hi Pa I 1 i}
1805 Uakye 5 9 v 40 Ni Im Z L]
1806 Whanga I 7 1 (K1l Eo Ni Im 2 4
1807 Knorbes 7 4 | 30 Ag Ni Im k] 4
1808 Forhaldn i 5 I 25 NiRi Im 1 2
1809 Ruie* 4 7 1 4.5 HiIn Im ] I
1810 Jenghe 6 9 I 4.0 Ni Im 2 3
1903 Pixie 1 10 v 25 Eo Ni Va Im 1] I
1904 Boughene ] 10 v 4.0 FI Ni Im 0 I
1908 Hefry 4 7 11 30 Ni Va Im 2 0
1910 Reging § 10 v 50 CpRi Im 0 3
2005 Feri* b 4 v 50 Ri Im 2 0
2007 Roup* 9 7 1] 4.5 Hi In Wi Im 2 3
2106 Pscias** 4 4 1] A5 Ni Im o 1
210 Yori 7 9 I 45 Dre Ri Im 1 3
2201 Dentus** 5 9 1] 35 Ni Im 2 (1}
02 Kinorh I ] v 4n Ni Ri Im 2 2
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Regina Subsector [continued)
Hex  World PR TL Port WTN Trade Classes Alg  Planetoid Belts Gas Giants
2204 Beck's Worldd 5 n i} Ni Im 0 I i
2205 Enope 9 [ m 4.5 Hilc In Im 0 0
2207 Waochiers 8 9 1 35 Im o 3
2303 Yorbund 5 7 | 30 FINi Im 2 0
2306 Shionthy** 7 8 ] 0.5 As Va Im 1 4
2308 Alging** 9 5 0 1.0 Hi Im 2 3
2309 Yurst ] 5 1 25 Ag Ni - Im 2 4
2402 Heya 7 6 v 40 Ag Ri Im 3 4
2405 Keng 8 5 1 30 Im 1 2 "
2406 Mourghes 5 9 1] a5 Ni Wa Im 0 1
2408 Rethe 1] 6 1 4.5 [k Hiln Im 2 3 i
2410 Imhe ¥ 9 w 45 Ag Im 2 3
Lanth Subsector
Hex World PR TL Port WTN Trade Classes Alg  Planetoid Belts  Gas Giants
1711 Extolay 8 9 w 5.0 Im 1 0
1719 Lanth 5 9 v 45 Cp Ni Im 1 o
1811 Dinom 3 9 n 35 Ni Va Im 0 1
1815 Ghandi 4 o v a0 le Ni Im o 3
1817 Victoria** T - 0 0.5 Im I 2
1912 Dinomn ] 3 v 35 Ag Ni Im 0 4
1916 Ylaven** ) 5 o 0.0 Ag Ni Im 2 2
1918 Sonthert* [ 5 o a0 Na Ni Im 1 4
1920 D' Ganzio 4 10 w 35 Ni Po Im 1 2
2011 Wypoc* = 10 1 30 FINi Im 2 2
2 Dijinni*+* (] 0 I Nil Ba Eo Ni Im 2 2
2112 Rech 7 L] n 35 Ag Im 0 1}
212 Kkirka 3 -3 1 25 Eo Ni Im o 2
2215 Cruopist** (] . v 4.0 Na Po Im 2 1
2311 Treece 3 b I 30 Na Po Im 1 o
2313 Echiste 3 9 ] in Eo Ni Wa Im 2 ]
2314 Pirema 1 ] n 1.5 Ea Ni Im 2 Q
2317 Rhise* 5 9 m 35 Ni va Im 1 0
2319 Ivendao L] 9 v 4.0 Ag Ni Im I 2
2411 Keanou 3 7 [[i] 2.5 De Eo Ni Im | 3
2414 Turedad* 5 L w 4.0 Ag Ni Im 1 4
2415 Vreibefger 3 =] 1 25 Ni Im o 1
2516 L Belle 1 5 m L5 Ni Im 0 |
517 Equus 8 8 v 4.5 Wa Im ] 2
2518 Icetina* 5 T v 35 Ni Im 0 1
2519 Cogri ] 9 m 40 Ni Wa Im 3 2
2520 Skull L] 9 m 4.0 Na Ni Po Im o I
Lunion Subsector
Hex ‘World PR TL Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
1721 Arba 2 9 m 3.5 Eo Ni Va Im 1 0
1727 Wardn®* 4 10 v 4 Ni Na o 2
1728 Olympia ) 7 1 3 Eo Ni Im 2 0
1279 Smoug 7 8 L] 4 [ Por Im Q 2
1822 Rabwhar i) 7 I 35 Im 1 3
1824 Adabicci 8 9 v 55 Tm 0 1
1825 Laibon 5 10 w 4.5 As Ni Im 1 2
1826 Tenalphi I 4 v 2 Eo Nj Im 1 0
1524 lanic ] ] I 3 De Ni Ri Im 2 4
1927 Spirelle # 7 m 45 Ri Im 1 ]
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ion Subsector [continued]

Hex  World PR TL  Port WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
2124 Lunion 9 1 v o Cp Hiln Im 1 1]
Shirene* 5 10 v 45 Ag Ni Im 2 3
Penkwhar** 3 4 0 { B3 Eo Ni Im 2 0
Harvosele 8 9 111 45 De Na Po Im I 0
Carse 3 9 m 3.3 Eo Ni Im i} 1
Persephone 8 9 I\ 5 Im 2 2
Chuirn 3 8 v 15 Eo Ni Im 2 3
Gorram** 2 2 1] 05 Eo Ni Im i} 1
Resten 1 9 v 3 De Eo Ni Im 0 1
Capon T 9 v 5 Ag Im 1 [i]
Sharrip 1 9 1] 3 Eo Ni Im L] 3
17 Strouden 9 12 v [ Hi In Im 2 0
25 Gandr 3 L I 2 Ea Ni Va Im 1 3
2426 Drolraw 2 6 1 2 Fl Eo Ni Im L] 4
Glisten Subsector
Hex World FR TL  Port WITN  Trade Classes Alg  Planetoid Belts Gas Giants
1731 Cirote 3 9 v s Eo Ni Va Im 2 4
1733 Lydia 3 6 I 2.0 De Eo Ni Im L] 2
1736 Melior® 4 7 1} 25 De Ni Im 2 4
1737 Egypt 4 7w 30 FI Ni Im 2 I
1739 Aster 4 9 1 30 Ni Wa Im 1] 1
1836 Callia 5 6 I 25 e Ni Im 1 0
1932 Mithras 5 ] 1l 0 FI Ni Im L4 2
1934 Weiss 3 9 w i Eo Ni Im o 3
1935 Windsor 1 9 m 20 Eo Ni Im 1 0
1937 Overnale ] 9 v 4.0 Ag Ni Im 2 3
1938 New Rome ] ] v 50 Im o 4
1939 Craw 6 3 m a0 Ni Im 2 3
2035 Ak 9 9 v 55 Hi In Po Im 1 4
2036 Glisten 9 12 v 6.0 As Hi In Na Cp Im 2 1
38 Trane 4 1 ur 30 Ni Im o 4
2132 Centry 4 [ 1 2.5 Ni Pa Im 2 [i]
2134 Caledonia 13 [ ur 35 Ni Po Im 1 0
2137 Sorel [ 5 1 2.5 Ag Ni Ri Im 2 I
2138 Horosha 8 9 1 45 Im 2 L]
2140 Romar 4 8 v an e Ni Im 1 2
2231 Marastan 7 [ n 35 AgRi Im 2 4
2232 Crout 4 7 1 % B Hi Im 1 4
2233 Tirem ° 9 1 50 Tl Hiln Im 2 1
2234 Inthe 4 9 1 30 Ni Va Im e 4
2236 Tsarina [ [ 1 in De Na Ni Im 0 1
2237 Wurzhurg 3 8 m .5 Ea Ni TIm 1 0
2331 Bicornn 4 5 1 20 Ni Im 1 i)
2334 Frudn 3 8 v 50 I Tm 0 4
2336 Bendor [ 6 v 4.0 Ag Ni Im z i}
Aramis Subsector
Hex Warkd PR TL  Port  WTN  Trade Classes Alg  Planetoid Belts  Gas Giants
2509 Paya 2 9 v 30 Eo Ni Im 0 3
2510 Dihian 6 5 i 30 Ag Ni Im 0 2
2602 Corfu* 3] 3 ] 5 Ag NiRi Im 2 2
2607 Focaline 5 9 I 3n Ag Ni Im 2 4
2701 Lablon | 9 v 4.0 Ag Ni Im 0 3
2706 Heguz 2 10 1 20 Eo Ni Wa Im 1 0
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Aramis Subsector [continued)

Hex World PR
2708 Violante
2905 Pavanne
2906  Carsten
2908 Zila®*

3001 Jesedipere
3002 Yebab
3003 Nasemin
30 Zykoca**
3005 Aramanx*
3008 Pysadi
3010 L'ouel d'Dieu
3102 Rughird*
3103 Towers*
34 Feneteman
37 Lewis
3o Aramis
3202 Jumdy*
307 Fatinir
3209 Natoko
3210 Reacher®

R LR - R R R RV A R Oy,

Rhylanor Subsector
Hex World PR
2512 Kinorb 4
2514 Gileden i
2519 Punnet [
2520 Crarrineski 5

2612 Depot/Marcene 310
2613 Fulacin
2620 Matoke

2712 Risck
2715 Porozio
2716

2720

2811

2812 Zivije

2814 Jae Tellona 5
2818 Gerome**
2912 Henoz

2913 Celepina

2018 Gitosy
3015 Belizo
I Kegena
3017 Heroni

e 457-973%+
3020 Somem
EINN Vinorian
3z Nutema
34 Hudera®*

s Cipawe
3y Vanejen
3212 Margesi
3217 Bevy

3218 Tacaxeh
3220 Powaia
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Mora Subsector

Hex World PR
2521 Heroni 9
2523 Byret o
2527 Pimane 3
2621 Fosey 6
2624 Mercury &
2627 Tivid 4
2726 Carey 2
2738 Duale 7
2524 Catuz 4
2827 Meleto 1
I82K Hexos 4
2R3 Pedase 4
2924 Moran 4
2827 Maitz 5
2930 Mainz 3
3021 Brodic 4
3022 Rorise 1
3025  Fomice 7
3029 Pallique® ¢
3030 Nexine 3
3123 Nadrin 2
3124 Mom 10
3228 Fenl's Gren 3
Trin’s Vieil Subsector
Hex World PR
2534 Burston f
2536 Squanine 5
2537 Dobham 3
2538 Pyramus 3
2539 Thishe 5
2540 Aramis 7
2637 Robin 4
2638 D"Mara i)
2639 Kelicher 4
273 Tussinian 2
2733 Edenelt ]
2735 Conway 4
2739 Dodds 9
2832 Leander 2
2833 Pepernium 4
2834 Traltha L}
2839 Furquahar 4
2933 Raydrad L]
2534 Zyra 4
2935 Murchison 4
2936 Hammermiom 4
2040 Thomnasior 4
03z Katarula [
3035 Prilissa 4
3038 Tee-Tee-Tee 4
3039 Youghal 3
340 Tenelphi 4
3138 Zephyr 4
3139 Chamois 6
3233 Ramiva 7
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found

tails of

on .

other spacecrafl are presented here. The following additional

components were used in these designs:

New CompPoneENnT MODULES

Collapsible Tank: 1.0 dion, 10.0 stons, M4, A col-
lapsible. self-sealing tank made from light, falding polyn
Expands into any empty cargo hold or spacedock. Capacity:
SOULOON gal (60U000 ¢y holds 120 dons (120 stons) of jump
fuel when full. Can be installed in 0.5-dton increments. A
full tank will rupture during mancuvers above 1.5 Gs,
spilling its contents,

External Cradle: 1.0 dion. 12.5 stons, MCri).25. Holds

125 stons (250,000 Ihs.) of vehicle on the ourside of the
ship’s hull. Can be installed in 0.5-dton increments. Vehicles
carried this way aren’t counted against the ship's internal
. but must still be included in jump-drive require-
"hey are not protected by the ship's armor,
I, Bar or Conference Room: 10001 dions, 0.2
MCr0.003. A large room with rables. €
restaurant, bar, conference room. ete. Each module can com
fortubly secommosdate 100 people (smaller lounges and con-
ference rooms are included in stateroom volume). Weight
and cost include furnishings.

Life Support: (0.5 dion, 1.0 ston, MCrLO08. Extended
aceommaodations for craft equipped with bridges but no state-
rooms, Includes full life support for five people. two bunks,
FEEaH fusion-power components and 9.5 ¢f of storag
for personal gear,

Small-Craft Bridge Add-On: This module can be used
insteqdd of an engineering module on craft equipped with a

an be used as a

hasic bridge. Includes fusion-power startup, full life suppon
for five and a two-man airlock. The TLI2 version also
includes one bunk.

TL Spaces Mass  Cost (MCr)
TLIO 0.5 1.9 0.32
TLIZ 0.5 1.40 016

Stage: 16.0 dtons, 0.5 ston, MCr0L004, A 207 % 200 slige
with high ceil Can be used for dancing, plays,
nightelub acts, ete. Includes sophisticated light and sound
systems, Normally attached to a hall (above) or theater
(helow) contuining the audience.

Swimming Pool: 6.0 dwons, 27.0 stons full/1.5 stons
empty, MCr.031, Large pussenger liners often have swim-
ming pools. Includes 100 5§ of pool (107 deep), 100 sf of
deck area and overhead clearance. Multiple modules can be
combined 1o make larger pools, Finished design should add
k module (1.0 ston, MCHLO0S) per complete
pool o contain the water in case of loss of artificial gravity.

Theater: 20.0 dions, 2.1 stons, MCAO015. A small audi-
torium with 100 roomy seats for the audience
projector and an operator's workstation, Seatir
raked o improve view. Can be used for entenainment or pre-
sentations, or as a brieling or s

are

is sharply

tion room. The projector

NEw COMPONENT
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SampPLE MERCHANT VESSELS

The specific appearance and layoul of these vessels
varies from place o place tand over time), but the following
designs are representative of their type:

SmaLL CrRaFT

Several specialized craft are designs are found in the
merchant service. They tend o stick fairly close to starpornts,
but can cecasionally be found near bases, mining camps, and
similur installations.

10-ton Short-Duration Lifeboat (TL10]
The standard 10-ton lifeboat (p, GT139) i
ign: low berths for long-duration conting
senger couches for addition; i
It is suitable for any vessel that mdy encounter unforeseen
difficulties in an uninhabited system far from help. The
short-duration lifeboat is designed for well-traveled routes. It
is intended 10 evacuale as many passengers as possible in as
little time as possible and land them safely on the nearest
world, if necessary,
Stewards, gunners and drive hands are often certified
lifeboul operators, Pilot (Small Spacecrafi)-12.

COMPromise

Crew: Pilor, Co-Pilot (from ship’s crew),

Design: 10-10n SL Hull, DR 100, kap!l.l’Syﬁ!rmﬂ I
Maneuver, & Passenger Couches (capaci

Statistics: Muss 236, Cost: MOrd5, HP 3 [)LKJ Hull Size
Modifier: +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 generic modular cutter module — a streamlined 30-0n
eylinder {capacity: 24 dions cargo) — attached to a 20-ton mod-
ular cutter hull section (p. GT142). Cargo modules are some-
times carried on freight tenders as large cargo containers.

Erew: Filot, Co-Pilot, Engineer.

Des 50-ton SL Hull. DR 100, Basic Bridge, Small-Crafi
Bridge Add-On, 12 Maneuver, External Cradle, 24
Cargo.

Statistics: EMass 102.7 (Module alone: 23.4), LMass 2043
(Module alone: 125.0), Cost: MCr7.7 (Module alone:
0.7} HP 9,750 iMadule alone; 5,850). Hull Size
Maodifier: +7. HT 12, maintenance interval 7.2 hrs,

Performance: Accel 2.35 Gs (loaded V.67 Gs (empty), Air
Speed 2353 mph.

NoN-STARSHIPS
are typical of C IV and V starporns,
and may be found at lesser ports along heavily wrafficked
routes or at corporate terminals.

Lighters are cargo shuttles larger than 100 wons, routinely
used for insystem freight hauling, Their large size and small
make them cheaper and fa L operate than small
fi where there is a sufficient volume of freight, Qilers are
the fuel-carrying equivalent of lighters. Tugs are used o

These

move large, unpowered cargo barges, to rescue ships in dis-
tress and for salvage operations.
800-ton Cargo Lighter (TL10)

The basic lurge, cargo-carrying non-starship, The space-
dockicargo hold can he pressurized and depressurized as

desired during cargo operations, or can be used o hold and
launch up to 275 dions of small craft and vehicles.

Cre

(melnFFllnl \.nu(.ll(m’i’llol 'immn.l’(‘umm
) aster, Engineer, Mect

Design: #00-10n 51 Hull, DR 100, Basic Bridge. Life Support.
Engineering, 83 Maneuver, 533 Spacedock! Cargo.

Statistics: EMass 5591, LMass 33016, Cost: MCr25.2,
Rental Cost: Crl 088/hr (includes Cr37 8/hr salaries), HP
G000, Hull Size Modifier: +10. HT § (max. loady12
{normal k., maintenance 24,1 man-hr/day (001 hr deficin,

Performance: Accel (1.23 G (max. load )/ 1.01 Gs (nor-
mal 594 Gs (empty). Air Speed 2,495 mph.

BOC-ton General-Purpose Lighter (TL10]

This ship can be used for either fuel or cargo. Its col-
lapsible tanks. while providing flexibility, make it slightly
less efficient in either role than a dedicated cargo lighter or
uiler, und restrict its acceleration to 1.5 Gs when full,

I:rln Capl.lm.l’Pllul N.nlgdlﬂr."Plh\[ Sx,nmn.n’Cnmm
Engineer, Mech

Ilnl]n. 800-1on SL Hull. DR 100, Basic Bridge, Life
Support, Engineering, 83 Maneuver, 4.5 Collapsible
Tanks, 548.5 Spacedock/Cargo.

Statistics: EMass 604.1, LMass 3,346.6, Cost: MCr27.0,
Rental Cost: Crl, 163 (includes CrT &fhr salaries). HP
60000, Hull Size Modifier: +10. HT 8 (max. load)/12
{normal). maintenance 24.9 man-hrfday (0.9 hr deficit).

Performance: Accel .23 G imax. load 100 G (normal ¥2.90
Gis (fuel load 0549 Gs (empty ), Adr speed 2495 mph.

800-ton Oiler (TL10]

The basic bulk fuel carrier, used to refuel large.
unstreamlined starships in orbit. O ure more costly than
general-purpose lighters (due o the expense of the fuel
tanks), but safer. They are sometimes scen in military opera-
tions, bul are 1o expensive 1o use commercially for hauling
fuel on legs longer than about one million miles (.01 AL

Crew:

.lpI.unFPlIle \'.wu,.lmr.fPllcsl ‘\unumfl_csmm
1/t r, Engineer, Mect

gn: SE]U mn SL Hull, DR 100, Basic Bridge, Life
Support. Engineering. 30 Maneuver, 606 Fuel,

Statistics: EMass 559.7. LMass 1.165.7, Cost: MCri13.7,
Rental Cost: Crd 775/hr (includes Cr37.8/hr salaries),
HP 64),000. Hul Maodifier: +10. HT 12, mainte-
nance 51.2 man-hriday (27.2 hr deficit).

Performance: Accel 103 Gs (loadedp2.14 Gs (empty), Air
Speed 1,500 mph.

SAMPLE

MERCHANT VESSELS
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800-ton Tug (TL10]

Tugs use their heavily reinforced and hydr: cquipped
prev {equivalent to landing gear) to push directly on objects
ace and move them from one orbit or location to anoth-
se ohjects can be cargo barges (spacecralt hulls con-
Laining nothing but cargo modules). underpowered bulk

or s it suffering from drive failure or other
emergencies, The tug crew is responsible for rigging and
piloting the combined vessels.

In the search and rescue role, members of the 1g's large
engine room gang can form a reseue party. Up to three
medics can be added 1o the crew if required. but evacuation
and Tife support for the occupants of vessels in distress will
have Lo come from another source.

Crew: Captain/Pilot, Navigator/Pilot, Sensors/Comm
Operator, Engineer. 13 Mechanics.
n: 800-ton USL Hull. DR 100, Basic Bridge, 4 Li |I‘L-

.uppnrl Engineering, 792 Mancuver, 2 Utility. 0.5
Carg

sllﬁsﬁct: Mass 2.994.7, Cost: MCrl36.5, Rental Cost:
Crt. 336/ {includes 3. 1hr sularies), HP G0,
Hull Size Modifier: +10. HT 12, maintenance 56.00 man-
hriday (56.0 hr surplus).

Perf Accel 1006 Gs (unloaded). Thrust 31,680 stons;
cun push 28, 685-ston load at 100 G.

SmaLL MERCHANT STARSHIPS
Stellar-Class 600+ton Subsidized Liner [TL10]

A subsidized liner is a standard merchant vessel, carry-
ing hoth passengers and freight, intended for commercial
activity in a region that demands a minimum of jump-2.
Many ships fit this deseription; the Stellar class is an exam-
ple. Tt is available throughout the Imperiwm. As the class
name indicates, these ships are named for stars or star-con-
nected items,

The Srellar class has an excellent jump-drive rating
(jump-3), with standard 1-G maneuver drives. It offers state-
rooms on a passenger deck: rows of cubins along the port and
starboard edges of the hull. For social and entertainment pur-
poses. the passengers have access 10 a passenger lounge: a
saucer-shaped gallery occupying the entire forward portion
of the ship. TI'\H is alternately a dining arei, dance floor,
exercise area. hol hic or live stage, and
games room. These ships are equipped with fuel scoops and
processors, and can refuel by skimming & gas giant.

Crew: Captain, Ist Officer/Pilot, Znd Officer/Navigator.
Sensor Operator, Comm Operator, Purser/Cargomaster, 5
Stewards, Medie, Engineer, 2 Drive Hands.

Design: 600-ton USL Hull. DR 100, Basic Bridge,
Engineering. 50 Maneuver, 24 Jump, 180 Fuel, 5 Low
Berths {capacity 200, 30 Staterooms. Sickbay, L‘lllll)
Vehicle Bay (20-ton Gig), 6 Turrets, 190 Cargo (+18 in
turrets), 4 Spucedock/Hangar (included in cargo hold),
Fuel Processor.

Statistics: EMuss | 084.0, LMass 2.039.0, Cost: MCri33.5,

HP 45,000, Hull Size Modifier: +9. HT 12, maintenance
55.5 man-hriday (4.5 hr surplus).

Performance: Accel 0,34 G (max. load W98 G (normal vl 84
Gs {empty), Jump 3.

Oberlindes 1,000-ton Cargo Liner (TL10]

Oberlindes Lines maintaing a fleet ranging in tonnage
from 100-ton couriers to the 60,000-ton ex-Lighting-cluss
frontier eruiser Emissary. Typical of its flect is the 1OD0-ton
cargo liner, This is a desig ndes,
and reflects the standards of its fleet. Originally. Oberlindes
outfitted his fleet using naval-surplus vessels; when this liner
was designed. it reflecied Oberlindes” pref ce for exten-
sive armament. Oherlindes ships show no consistent system
of naming.

Crew: Captuin, st Officen/Pilot. 2nd OfficerNavigator, 3rd
Officer/Pilot, 2 Sensor Operators, 2 Comm Operators,
Deckhands, Purser/Cargomaster, Medic, Chief Engineer,
2 Assistant Engincers, 2 Drive Hands, Chief Gunner, 9
Giunners.

m: 1, 000-ton S1. Hull, DR 100, Command Bridge,
Engincering, 78 Maneuver, 40 Jump, 300 Fuel, 3 Low
Berths (capacity 12). 15 Staterooms, Sickbay, 2 Utility,
10 Turrets (with three TLIO turret lasers each), 301.5
Cargo, 6 Spacedock/Hangar (included in cargo hold).

Statistics: EMass 1,461 LMass 29077, Cost: MCr229.9,
HP 67,500, Hull Size Modifier: +10. HT 12, mainte-
nance 72.8 man-hriday (35.2 hr sumplus).

Performance: Accel 0.35 G (max. load)/1.05 Gs (nor-
maly2. 14 Gs (empty), Jump 3, Air Speed 2,100 mph.

Imperialines 2,000-ton Frontier
Transport (TL10]

Imperiallines serves numerous worlds in the Imperium,
most of them off the main trade routes, The frontier transport
provides the hasic shipping needs to serve such worlds, Iis
high cargo capacity and elementary performance specs make
it well suited for its job, These ships are equipped with fuel
seoops and processors, and can refuel by skimming a gas
giant. Imperiallines ships are numbered, not named.

Crew: Captain. st OfficenPilot, 2nd Officer/Navigator, 3rd
Officer/Pilod, 2 Sensor Operators, 2 Comm Operators, 2
Deckhands, Purser/Cargomaster, Medic, Chiel Engineer,
2 Assistant Engineers, 5 Drive Hands, Chief Gunner, %
Gunne

Design: 2.000-ton SL Hull, DR 100, Command Bridge.
Engineering. 320 Maneuver, 60 Jump, 400 Fuel, 3 Low
Berths (capacity 12), 21 Staterooms, Sickbay, 2 Utility,
Vehicle Bay (100-ton Shuttle), 10 Turrets (with three
TLI0O wrret lasers each), 6055 Cargo, 6 Spacedock/
Hangar {included in cargo hold), 3 Fuel Processor.,

Statistics: EMass 3,000.0, LMass 6,027.5, Cost MCr3o46,
HP 90,000, Hull Size Modifier: +10. HT 12. mainte-
nance 91.7 man-hriday (4.3 hr surplus).

Performance: Accel 0.71 G (max. loady/2.12 Gs (nor-
mal)4.27 Gs (empty), Jump 2, Air Speed 3,760 mph.
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TUuKERA SHIPS

Tukera Lines is a megacorporation with shipping inter-
esls in every corner of the Imperium, Its fleet is eguipped 1o
TL12 standards, for greater jump cap: and added durabil
ity. There is a tradeol in convenience, but with entire worlds
under Tukera's sway. finding one o perform annual mainte-
nance on its shi Idom a problem. The following ships
are typical of its Meet.

Tukera 1,000-ton Long-Liner (TL12]

The Tukera long-liner is a proprietary Tukera Lines
design that operates on many of Tukera's routes as 3 standard
snger liner. Built sturdily and intended o last in service
for decades, the long-liner maintains a standard of quality
that other lines try to match. Tukera’s long-liners are numed
the worlds they serve — e.g.. Pride of Viand, Denetr
wnd Spririt of Rivlaner.

Crew: Captain, Ist OfficerPilor, 2nd OfficerNavigator, 3rd
Officer/Pilot, 2 Sensor Operators, 2 Comm Operators, 2
Deckhands, Chief Engineer, 2 Assistant Engineers.

Service Staff: Chicl Purser/Cargomaster, 2 Pursers, Medic, 2
Chefs, 2 Cooks, 6 Galley Stewards, 3 Bartenders, 2 Bar
Stewards, 3 Cabin Stewards, 3 Housekeepers,

n: 1.000-ton SL Hull, DR 100, Command Bridge,

Engineering. 18 Maneuver, 50 Jump, 400 Fuel, 6 Low

Berths (capacity 24), 60 Staterooms, Sickbay, 2 Utility,

Vehicle Bay (30-ton Ship's Boat), 5 Turrets (one armed

with one TLI0 wrret laser, one missile rack and one

sandcaster), 43.5 Cargo (+12 in wrrets), |
pucedock/Hangar (included in cargo hold).

Statistics: EMass 1.335.0, LM: 352.5, Cost: MCr256.3,
HP 67,500, Hull Size Modifier: +10. HT 12, mainte-
nance T6.8 man-hriday (7.2 hr surplus)

Performance: Accel 0,74 G (max. load1.16 Gs (nor-
maly'1.35 Gs (empty). Jump 4, Air Speed 1,660 mph.

Tukera 3,000-ton Freighter (TL12)

The Tukera freighter is a standard Tukera transport ship
design, and provides freight-huuling service along the many
Tukera routes within the Imperium, Tukera's freighters sport
a variety of names. oflen vaguely reminiscent of advertising
slogans: e.g.. Golden Harvest, Safety First and Star Lines.

Desi

tain, Ist OfficerPilot. 2nd Officen™avigator, 3rd
Officer/Pilot, 2 Sensor Operators, 2 Comm Operators, 2
Deckhands, 2 Gunners, Purser/Cargomaster, Med
T Engineer, 2 Assistant Engineers, 4 Drive Hands.
A000-ton USL Hull, DR 100, Command Bridge,
Engineering, 100 cuver, 150 Jump, 1,200 Fuel, §
Low Berths (capacity 20), 25 Swterooms, Sickbay, &
Uidlity, Vehicle Bay (10{-ton Shuttle), 10 Turrets (twe
armed with ene TLIO trret laser, one missile rack and

one sandeaster each), 1.312.5 Cargo (+24 in turrets), 25
‘ip.m_dmk.fii angar {included in cargo hold).
i 6, ass 10L135,1, Cost: MCr766.2,

HE 120,000, Hull Size Modifier: +11. HT 11 {max. load)/12
(normal ), maintenance 132.9 man-heiday (0.9 hr def

Performance: Accel 0,27 G {max. load 098 G (normal /2,78
Gs temply), Jump 4.

Akerut Hercules-class 5,000+tan Heavy
Merchant (TL10)

Akerut is a wholly owned subsidiary of Tukera Lines,
organized to establish trade and shipping operations in the
Aramis subsector.

The Hercules class is a heavy-duty carrier used for hath
bulk cargo and containerized shipments. It is in service pri-
mirily in the Aramis subsector of the Spinward Marches, bug
several examples are in service elsewhere with Tukera. Its
Jump-1 drives make long distances difficult, so Akerut keeps
a supply of 600-ton collapsible fuel anks at its starport loca-
tions within the subsector. Heroules ships can be fitted with
one, two or even three sets of tanks in their cargo holds, at
the cost of cargo capacity, They are lightly armed for a fron-
tier subsector because Akerut maintains a fleet of heavily
armed “merchant escorts” for their protection. Ships in the
Hercules class carry names suggesting immense size or
strength; e.g., Hercules, Mammoth, Gigans, Tian, Samson,
Brobdingnag and Galiari,

Crew: Cuptain, Ist OfficerPilot, 2nd Officer/Navigator, 3nd
Officer/Pilot, 2 Sensor Opermtors, 2 Comm Operators, 2
Deckhands. 4 Gunners, gomasier, Medic, Chief
Engineer, 2 Assistant Engineers, 9 Drive Hands.

Besign: 5.000-1on 5L Hull, DR 100, Command Bridge,
Engineering. 450 Maneuver, 100 Jump, 500 Fuel, 15
Staterooms, Sickbay, 10 Utility, Vehicle Bay (40-ton
Pinnace), 4 Turrets (with three TL1O turret lasers each),
2,827 Cargoe, 50 Spacedock/Hangar (included in cargo
hold).

Statisties: EMass 3,745.3, LMass 17.865.3, Cost: MCr514.4,
HP 165.000. Hull Size Modifier: +11, HT 10 (max.
load W12 {normal). maimtenance 1089 man-hr/day (19.1
hr surplus)

Performance: Accel 0.24 G (max.

load ) 1.01 Gs (nor-

mal )4, 80 Gs (empty). Jump 1, Air Speed 3,450 mph,

LaRGE MERCHANT STARSHIPS

Ton for ton, most of the cor ree of the Imperium is
conducted by large vessels. generally defined as 10,000 ons
er. Most ships this big npor.m_ in the core worlds and
dock only at orbital sturports. Those that visit the periphery
were often built spec Iy for the route they serve. Smaller
ships, of course, outnumber the giants by hundreds 1o one,
and pick up all the crumbs . . . and some of those crumbs are
very profitable indeed _ . . but when a route develops enough
traffic to justify a giant, nothing can compete with it for long,

SAMPLE MERCHANT

138

VEsSsELS



10,000-ton Passenger Liner (TL10)

This is a typical luxury liner, with all the fittings, I
ries three separate restaurants. a cabaret lounge with stag
ino. u holo-theater (with a stage for live productions), a
407 = 607 swimming pool and a shopping arcade, in addition
1o a number of small lounges and lunction rooms. The 400
high-passage staterooms all have luxury appointments
{expensive materi 3.

als, ¢

Crew: Captain, 1st Officer/Pilt, 2nd Officer/Navigator, 3nd
OfficenPiloL, 2 Sensor Operators, 2 Comm Operators, 17
Deckhands, Chief Engineer. 3 Assistant Engineers, 21
Drrive Hands,

Service Staff: Chicf Purser, Cargomaster. 3 Pursers, 8
Assistant Pursers. 16 Junior Pursers, Surgeon, 10
Medics/Assistant Medics, Food Service Manager, 15
Chefs, 40 Cooks, 160 Galley Stewards, Entertainment
Director. |5 Entertainers, 12 Shopkeepers, 32
Bartenders, 32 Bar Stewards, Chief Steward. 3 A nt
Stewards, ®0 Cabin Stewards. 80 Housckeepers. §

Laundry, Master-at-Arms, 3 Sergeants-at-Arms, 36

Secunty Personnel,

10,000-10m USL Hull, DR 100, Command Bri

Engincering, 450 Maneuver, 400 Jump, 3,000 Fuel, NN’)

Low n\rlh\l&_glphll\ 3200, 1,106 Staterooms, 24 Hall,

i Swimming Pool. | Theater, 10 ay, 20
ity, 25 Vehicle Bays (24 10-ton Short-Du
one 40-ton Pinnace), 20 Turrets (four armed

with one TLIO turret laser, one missile rack and one
sundeaster each), 540 Cargo (+48 in turrets).

Statistics: EMass 13.999.7. LMass 16,6997, Cost:
MCr 6, HP 255,000, Hull e Modificr: +12, HT
12, maintenance 2218 man-hriday (130.2 hr surplus).

Performance: Accel (.65 G (max. load)/1.08 Gs (nor-
il 1. 29 Gs (empty), Jump 3.

10,000-ton Lighter-Aboard-Ship (LASH)
Tender (TL10)

This vessel is nothing more than a carrier for fifteen 800-
ton lighters. With lighters attached to the external cradles, the
ship is effectively 22.000 dwons: the jump drives are sized
accordingly.

A LASH tender is more expensive than an equivalent
conventional freighter, especially when the cost of the
lighters is taken into account, and cannot be overloaded (due
1o strength limitations on the external cradles). It is superior
in two respects, however. First, it has the minimum possible
loading and discharge time: LASH freighters can launch and

replace all lighters in less time than it wkes them o refuel.
Second. it is exceptionally l'k':nhlc as each lighter is L.xpulslx'
of Tanding al o separute X
see LASH Operations {p, 63),

LASH tenders are favored for government subsidies, as
they can be direetly converted 1o naval susiliary roles, For
instance. Dragon-class system defense boats (p. GT144)
have about the same mass as loaded S00-ton lighters, and can
be carried on a onesfor-one hasis, For this reason. the excess
stateroom capacity on this design is reserved for additional
gunners, and not suitable for passengers,

. For more i

1pl<||n. 151 EJ{Imr.fPulm 2nd Officer/MNavigator, 3rd

i 2 Sensor Operators, 2 Comm {)|\|.r||nr~ 4
Deckhands, Cargomaster, Medic, Chief Engineer. 3
Assistant incers. 66 Drive Hands. Chief Gunner, 3
Ciunners,

Design: 1(10(K-ton USL Hull, DR 100, Commuand Bridge.
Engineering, | 860 Mancuver, 880 Jump, 6,600 Fuel, 50
Stuterooms, Sickbay, 20 Unility, 400 External Cradle (6if
teen 3,333.3 ston cradles), Vehicle Bay (10-ton Launch),
20 Turrets (foue armed with one TL10 wrret la
missile rack and one sandcaster each), 2.5 C
locker).

Statistics: EMass 25.025.1, LMass 74.897.6, Cost:
MCr4.225.9 (cost of lighters not included). HP 255 000,
Hull Size Modifier: +12. HT 12, maintenance 312.0
man-hrday { 2800 hr surplus),

rformance: Accel 0.99 G (loaded V2,97 Gs (empty). Jump 3.

20,000-tan Bulk Freighter (TL10)

One of the most efficient - and cheapest — forms of
transportation available. the bulk freighter is strictly a no-
frills. no-thrills operation. Nevertheless. the weight of
Imperial commerce rests on the sturdy foundation that these
ships provide.

The ship is equipped with 130 100-ton cargo holds, each
of which can be individually pressurized. The utility systems
cover only the inhabited portions of the ship, not the jump
fuel or cargo. s makes radical maneuvers with partial
loads tricky, since the cargo tends 1o move around, but it was
never intended 1o be a fighter,

Crew: Captuin, 1st Officer/Pilo,

OfficerPiloL. 2 Sensor Operators, 2 Comm Operators, 2
chand rgomaster, Medic. Chief Engineer. 3
tant Engineers, 55 Drive Hands

20,000-ton USL Hull, DR 100, Command Bridge,

gineering, 2040 Maneuver, 600 Jump, 4,000 Fuel, 46
Staterooms, Sickbay, 2 Utility, Vehicle Bay (100-ton
Shuttle), 20 Turrets, 13042 Cargo (+60 in turrets), 130
Spacedock/Hangar (included in cargo hold).

Statistics: EMass [6.977.6, LMass 82,185 8, Cost:
MCr2 885.8. HP 420.000. Hull Size Modifier: 412, HT 9
(max, loady'12 {normal), maintenance 2580 man-hr/day
{246.0 hr surplus),

Performance: Accel 0.24 G (max. load V0.9 G {normal ¥4.81
Gs (empty). Jump 2

2nd Officer/Navigator, 3nd
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“Regina Departure, this is S.S. 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 S.S. Freeman, squawking all
zeroes; will do, thanks and out.”

The Universe is Your Market

There's a fortune to be made among the stars — for the
intrepid merchant with business savvy, a suspicious
mind, and more than a little luck. J

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,
grab your gun, and take to the stars . . .
fortunes don’t come easy!

The GURPS Basic Set, GURPS
Traveller, and GURPS Spar:e
required for Iu||

CHRISTOPHER THRASH,
Jisa MacLean,
AND STEVE Dwm





