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WE’RE ON THE WEB

- Journal of the

Travellers’ Aid Society

The Journal of the Travellers’
Aid Society was first published
in 1979 by GDW, Inc. to ' ; -~
provide additional material VU oy s I
(rules, variants, adventures,
equipment, and background
development) for Traveller and
related products, and to keep
Traveller fans informed on
what was happening with the
game. The hardcopy version of
JTAS ceased publication in
1985, merged into GDW's
magazine Challenge.

Now JTAS continues that same
tradition on the web, providing
support for Traveller in all its forms
and incarnations. We cover Classic
Traveller, MegaTraveller, Traveller: the New Era,
Traveller 4th edition, and GURPS Traveller. We'll
keep you informed on what’s happening, what'’s
come out, and what'’s coming up for the premiere
science-fiction RPG. The online format also allows
JTAS to offer an interactive forum for Traveller fans
to discuss the game and keep it alive and growing.
Updated weekly, JTAS features:

@ Traveller articles, news, and reviews, plus a
weekly editorial by Loren Wiseman.

@S A searchable archive of back Traveller
articles in both JTAS and Pyramid.

& Discussion boards on an increasing
variety of topics.

“Live Chat sessions at Brubek’s, the
virtual bar.

G The equivalent of approximately
five full-sized Traveller books each year.

o

J

pdated Weekly!
Dnly §13 per Year! -
Exclusive to the Weh!

€
)

JTAS is edited by Loren Wiseman, an original partner
in GDW and currently GURPS Traveller line editor
for Steve Jackson Games. Journal of the Travellers’
Aid Society and Traveller are trademarks of Far
Future Enterprises.

STEVE JACKSON GAMES /4
jtas.sjgames.com AT
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Traveller®|:JE¢:-.K PLAN 4: AssaAuLT CUTTER

Lowalaa-Class
50-ton Assault Cutter

BAsiC DESIGN

LSP developed the TL12 Lowalaa-class
50-ton assault cutter for military operations.

The Lowalaa class has a crew of pilot and
gunner, and features a sealed body, total com-
partmentalization, basic stealth, and basic
emission cloaking; an extra-heavy hull frame;
and a single intrinsic coupling with explosive
bolts for a 30-dton module weighing up to 720
standard tons.

UPPER DECK

1. Spine: The spine is a tight fit, and can be
traversed only at a crawl, but it provides the

only “shirtsleeve” connection between the for-
ward and aft sections when no module is car-
ried, or if the carried module is not configured
for crew members to pass through. Access is
through panels in the ceiling rather than
through a conventional hatch.

2. Cockpit: The Lowalaa class has a cock-
pit rather than the modular cutter’s bridge.

3. Drive Access: This room leads to the
maneuver drives, and is not normally manned.

LOWER DECK

4. Laser: This weapon is hull-mounted
rather than turret-mounted.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.

Subassemblies: SL. Hull.
Power & Propulsion: 14 Maneuver.
Occupancy: 2 RCS.

Armor F RL B T U
Assault Cutter, Boarding

and Marine modules: 4/2,000  4/2,000  4/2,000  4/2,000  4/2,000
Sensor 4/1,000  4/1,000 4/1,000  4/1,000  4/1,000
ECM 4/500 4/500 4/500 4/500 4/500
Fighter Pod, Medevac 4/100 4/100 4/100 4/100 4/100

\Weaponry

Assault Cutter: Laser [Hull:F] +2.

ECM: Missile [Hull:F] +2 and Sandcaster [Hull:F] +2.

Marine Firebase: Fusion Gun [Tur:F] +2 and Missile Launcher [Tur:F] +2.

Equipment

Modules: Hardened Cockpit Bridge.

Statistics

Dim.: 21’X21°’X72’ Payload: — Lwt: 203 tons
Volume: 20/50 tons SizeMod: +6 Price: MCr24.8

HP: 18,000

sAccel: 2 Gs (empty), 2.8 Gs (Boarding), 3.8 Gs (ECM), 3.4 Gs (Fighter Pod),
2.9 Gs (both Marine), 5.2 Gs (Medevac), 3.4 Gs (Sensor). aSpeed: 1,200




Traveller Deck PLAN 4: AssauLT CUTTER

Lowalaa-Class

50-ton Assault Cutter

e ™

CLassic TRAVELLER (HIGH GuARD) STATISTICS
Assault Cutter BY-0204601-800000-20000-0 MCr27.335  50tons
Cargo=0.0 Fuel=3.0 EP=3. Agility=4. 30-ton module.
MEGATRAVELLER STATISTICS
CraftID: Assault Cutter, TL 15, MCr27.23
Hull: 45/113, Disp=50, Config=3 SL, Armor=40G, Unloaded = 420
B ASIC DES|G N ward and aft sections when no module is car- P ] t3<;r61s,1:Lo?1defi7; (?13[0 toIr;s on=12/36
LSP developed the TL12 Lowalaa-class  fied. or if the carried module is not configured Loco:  5/10, Maneaverot, NOE=190kph, Cruise=600kph, Top=900kph
50-ton assault cutter for military operations. for crew members to pass through. Access is 0c0: Awilit _TCUVCI‘— ’ Bt SRS SRR
The assault cutter incorporates many mili- through panels in the ceiling rather than . st y__
tary-grade components, therefore a special ~through a conventional hatch. (Sfommo: ?adl-o _ESI\}//IsStemI 1 Active EMS Pl
icense i required to purchase the craft 2. Cockpits The Lowalaa class has a cockc O AOb]Scan — DIff, ActObI ine Diff PasEngSean = Rout
The Lowalaa class has a crew of pilot and pit rather than the modular cutter’s bridge. Off: Bea mli s r—>_<02 ’ = g =
gunner. 3. Drive Access: This room leads to the D © _e N
maneuver drives, and is not normally manned. ef:  DefDM=+10 Lo .
Control: Computer 2x3, Panel = holodynamic link x47, Special heads up,
UP PER DECK I_ OWER DE CK Environ = basic Is, extend s, grav plates, inertial comp
1. Spine: The spine is a tight fit, and can be ) . Accomm: Crew=2 (Pilot=1, Gunner=1), Seats=adequatex2
traversed only at a crawl, but it provides the 4. Laser: This weapon is hull-mounted Other:  Cargo = 70 Kliters, Fuel 100 Kliters, ObjSize = Small. EM Level
only “shirtsleeve” connection between the for- ~ rather than turret-mounted. — Faint

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.




Traveller Deck PLAN a:

ASSAULT CUTTER

BOARDING MODULE

MiIsSION PROFILE

This TL12 module uses specially constructed grappling arms
to clamp to a target vessel, then fusion torches cut an opening in
its hull. Up to 48 fully equipped Marines use the opening to board

the target.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck of the

module.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4. Team 1 Seating: This area contains passenger seating for
the first assault team. Soldiers assemble here for pre-mission
briefings, and while in transit to the target.

S. Assault Entry Locks: Assault teams assemble in this area
just prior to boarding.

6. Battledress Morgue: This area contains the racks of bat-
tledress, hence its unusual nickname.

7. Team 2 Seating: This area contains passenger seating for
the second assault team.

LOWER DECK

8. Life Support: This module is not designed for long-term
occupancy, and life support is adequate for fewer than 48 hours
with a full complement aboard.

9. Sickbay: Casualties sustained during boarding are treated
here prior to transfer to a better facility.

10. Drive Access: This is normally accessed only during peri-
odic maintenance.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER

BOARDING MODULE

MISSION PROFILE

This TL12 module uses specially constructed grappling arms
to clamp to a target vessel, then fusion torches cut an opening in
its hull. Up to 48 fully equipped Marines use the opening to board
the target.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck of the
module.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4. Team 1 Seating: This area contains passenger seating for
the first assault team. Soldiers assemble here for pre-mission
briefings, and while in transit to the target.

S. Assault Entry Locks: Assault teams assemble in this area
just prior to boarding.

6. Battledress Morgue: This area contains the racks of bat-
tledress, hence its unusual nickname.

7. Team 2 Seating: This area contains passenger seating for
the second assault team.

LOWER DECK

8. Life Support: This module is not designed for long-term
occupancy, and life support is adequate for fewer than 48 hours
with a full complement aboard.

9. Sickbay: Casualties sustained during boarding are treated
here prior to transfer to a better facility.

10. Drive Access: This is normally accessed only during peri-
odic maintenance.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER

ECM MODULE

MISSION PROFILE

This TL12 module enables a cutter to act as a potent ECM
platform, using the massive array of electronics packed inside.
The missile turret permits a wide variety of probes and sensor-tar-
geting missiles to be launched against enemy electronic assets.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck.

2. Suit Locker: This area is used to store vacc suits and emer-
gency supplies. Rescue balls are located throughout the module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4. EW Center: This room is the central data collection and
analysis center of the module.

S. Bunkroom: This room provides a rest area for off-duty
crew members.

6. Computer Room: This room contains the central comput-
er for the module. It is not powered up during the transit flight.

LOWER DECK

7. Life Support: This module is not intended for long-term
occupancy without additional supplies carried in other modules,
but internal life support is adequate for several days.

8. Information Center: Data collected by the sensors is ana-
lyzed and interpreted here, enabling almost any encryption or
stealth technology to be overcome. It also serves as an impromp-
tu break room when the module is not involved in direct action.

9. Probe/Missile/Sand Access: The module’s suite of sensor
drones and electronic countermeasures is stowed here, available
for immediate launch.

10. Area Jammers: These are not normally accessed except
during maintenance.

11. Communications: This room contains the module’s com-
munications electronics, and is not normally accessed except dur-
Ing maintenance.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER

MISSION PROFILE

This TL12 module enables a cutter to act as a potent ECM
platform, using the massive array of electronics packed inside.
The missile turret permits a wide variety of probes and sensor-tar-
geting missiles to be launched against enemy electronic assets.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck.

2. Suit Locker: This area is used to store vacc suits and emer-
gency supplies. Rescue balls are located throughout the module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4. EW Center: This room is the central data collection and
analysis center of the module.

S. Bunkroom: This room provides a rest area for off-duty
crew members.

6. Computer Room: This room contains the central comput-
er for the module. It is not powered up during the transit flight.

LOWER DECK

7. Life Support: This module is not intended for long-term
occupancy without additional supplies carried in other modules,
but internal life support is adequate for several days.

8. Information Center: Data collected by the sensors is ana-
lyzed and interpreted here, enabling almost any encryption or
stealth technology to be overcome. It also serves as an impromp-
tu break room when the module is not involved in direct action.

9. Probe/Missile/Sand Access: The module’s suite of sensor
drones and electronic countermeasures is stowed here, available
for immediate launch.

10. Area Jammers: These are not normally accessed except
during maintenance.

11. Communications: This room contains the module’s com-
munications electronics, and is not normally accessed except dur-
Ing maintenance.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER
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FIGHTER POD MODULE

MISSION PROFILE

This TL10 module provides for a single
10-ton fighter and supporting crew. It is not
suitable for ground-based deployment.

UPPER DECK

1. Airlock: The airlock can be fitted
with decontamination equipment.

2. Suit Locker: This area is used to
store vacc suits and emergency supplies.
Rescue balls are located throughout the
module.

3. Engineering: This area contains the
machinery for the maintenance of artificial
gravity and counter-acceleration.

4. Stateroom: This room provides quar-
ters for the fighter’s pilot.

5. Cargo Hold: This area provides stor-
age for tools, supplies, and spare parts for
the fighter and supplies for the pilot and
maintenance crew.

6. Stateroom: This room provides quar-
ters for the fighter’s maintenance crew.

7. Common Area: This area serves as a
lounge for off-duty personnel, a meeting
room, and extra storage space during transit.

LOWER DECK

8. Life Support: This module is not
intended for long-term occupancy without
additional supplies carried in other mod-
ules, but internal life support is adequate for
several days.

9. Fighter Bay: This bay contains one
Rampart- or Iramda-class fighter.

RavipaART-CLASS FIGHTER (TL12)

Subassemblies: SL. Hull +6.
Power & Propulsion: 5 Maneuver.
Occupancy: 1 RCS.

Armor F RL B T U
Hull  4/1,175 4/1,175 471,175 4/1,175 4/1,175
\Nleaponry

2 X Lasers [Hull:F] +2.

Equipment

Modules: Hardened cockpit bridge.

Statistics

Dim.: 12’x12°x32’  Payload: — Lwt: 90 tons

Volume: 10 dtons  SizeMod: +6  Price: MCr10.8
HP: 3,000
sAccel: 5.5 Gs Jump: 0 aSpeed.: 4,330

The Rampart class, introduced
during the Fifth Frontier war, is the
most recent fighter design adopted
by the Imperial Navy and can
operate either from a planetary
surface or from a larger vessel in
space. A number of variants are
produced, but almost all are in
service with the Imperial military
or megacorporations — few have
made it to private mercenary
organizations.

The Rampart features radical
stealth and radical emissions
cloaking. It has a crew of one pilot.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER

FIGHTER POD MODULE

.

B B B B
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MissiON PROFILE 5. Cargo Hold: This area provides stor- RAamvpPART-CLASS 10-TON FIGHTER (TL12)
: . . age for tools, supplies, and spare parts for CLassic TRAVELLER (HicH GuAaRD) STATISTICS
This TLI0 module provides for a single  the fighter and supplies for the pilot and | | Rampart RE-128 FF-0106611-000000-40000-0 10 tons
10-—t0n fighter and supporting crew. It i not  maintenance crew. Crew=1, Agility=6, TL=15
suitable for ground-based deployment. 6. Stateroom: This room provides quar- ’ ’
U D ters for the fighter’s maintenance crew. MEGATRAVELLER STATISTICS
PPER DECK 7. Common Area: This area serves as a CraftID:  Fighter, TL 15, MCr14.23 ActObjScan = Diff, ActOb1Pin=
1. Airlock: The airlock can be fitted lounge for off-duty personnel, a meeting Hull:  9/22.5, Disp=10, Config=3 AF Diff, PasEngScan = Rout
with JeconiammANGH SquipimeL. room, and extra storage space during transit. Armor,=4OG Un’loaded =4.6 t:)ns Off: BeaI,nLaser=><02
2. Suit Locker: This area is used to Loaded = 18,7 - ’ Def: DefDM= +10
SIGIS Ve Slis Bl saengensy SUpphies. I-OWER DECK Power: 1/2, Fusion = 186Mw, Duration = Control: Computer 2x3, Panel = holody-
Rescue balls are located throughout the 8. Life Support: This module is not 5/15 namic link 47, Special heads up,
module. . . . . intended for long-term occupancy without Loco: 1/2, StdGravThrust=1173tons, Environ = basic 1s, extend 1s, grav
3. Engineering: This area contains the  aqditional supplies carried in other mod- Jump=2, NOE=120 kph, Cruise plates, inertial comp
machinery for the maintenance of artificial  yles, but internal life support is adequate for 72835 kph, Top=3780 kph, Agility=6 ~ Accomm: Crew 1 (Operator= 1),
gravify and counter—gcceleratlon. _ several days. Commo: Radio = System Seats=Roomyx1
4. Stateroom: :Fhls room provides quar- 9. Fighter Bay: This bay contains one Sensors: Passive EMS = Interplanetary, Other: Cargo=6.5 kliters, Fuel 33.6 kliters,
1S fof the HEhier's pilat Rampart- or Iramda-class fighter. Active EMS Planetary, ObjSize=Small. EM Level=Faint

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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MiIsSION PROFILE

This TL12 module provides headquarters facilities for a
Marine task force, including command, control, and communica-
tions electronics; administrative support; and a combat-informa-
tion center.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4. Command Center: This room is the headquarters of the
Marine task force to which the module is attached.

5. Flight Control: This room controls flight operations of all
vehicles, aircraft, and spacecraft assigned to the Marine task
force.

LOWER DECK

6. Life Support: This module is not intended for long-term
occupancy without additional supplies carried in other modules,
but internal life support is adequate for several days.

7. Information Center: Incoming intelligence information is
gathered and analyzed here before it is passed on to the command
center.

8-9. Offices: These offices serve the administrative needs of
the Marine task force.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER

MARINE COMMAND MODULE

MISSION PROFILE

This TL12 module provides headquarters facilities for a
Marine task force, including command, control, and communica-
tions electronics; administrative support; and a combat-informa-
tion center.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4. Command Center: This room is the headquarters of the
Marine task force to which the module is attached.

5. Flight Control: This room controls flight operations of all
vehicles, aircraft, and spacecraft assigned to the Marine task
force.

LOWER DECK

6. Life Support: This module is not intended for long-term
occupancy without additional supplies carried in other modules,
but internal life support is adequate for several days.

7. Information Center: Incoming intelligence information is
gathered and analyzed here before it is passed on to the command
center.

8-9. Offices: These offices serve the administrative needs of
the Marine task force.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER
MARINE FIREBASE MODULE

MiIsSION PROFILE

This TL12 module was designed to be a ground-based Marine
firebase, capable of serving as a base for offensive operations or
as a shelter during a defensive redeployment.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck of the
module.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4-5. Bunkrooms: Since the firebase serves as the on-site
headquarters of a ground element, it must have accommodations
for the headquarters staff.

6. Command Center: The communications and other elec-
tronics in this module can accommodate staff and command ele-
ments for units up to company size. Larger units may deploy mul-
tiple modules.

7. Bunkroom: See entry #4.

8. Freshers: Standard Fresher Facilities.

LOWER DECK

9. Lower Assault Lock: This is the main entrance to the mod-
ule when on the ground, and like the airlock at #1, it is fitted with
decontamination equipment.

10. Life Support: This module is not intended for long-term
occupancy without additional supplies (food, water, and possibly
oxygen) carried in other modules, but internal life support is ade-
quate for several days.

11. Battledress Morgue: This area contains the racks of bat-
tledress, hence its unusual nickname.

12. Turret Control: The firebase’s armament varies depend-
ing upon the mission, but all of it can be controlled from here.

13. Vehicle Bay: This can accommodate a single Astrin APC,
but no vehicles are standard equipment. If a vehicle is not carried,
the room serves as storage.

14. Sickbay: This room serves as a forward aid station for
processing wounded to other medical facilities. It is not intended
to be a fully equipped medical center.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.
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ASSAULT CUTTER

MARINE FIREBASE MODULE
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MISSION PROFILE

This TL12 module was designed to be a ground-based Marine
firebase, capable of serving as a base for offensive operations or
as a shelter during a defensive redeployment.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck of the
module.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the
maintenance of artificial gravity and counter-acceleration.

4-5. Bunkrooms: Since the firebase serves as the on-site
headquarters of a ground element, it must have accommodations
for the headquarters staff.

6. Command Center: The communications and other elec-
tronics in this module can accommodate staff and command ele-
ments for units up to company size. Larger units may deploy mul-
tiple modules.

7. Bunkroom: See entry #4.

8. Freshers: Standard Fresher Facilities.

LOWER DECK

9. Lower Assault Lock: This is the main entrance to the mod-
ule when on the ground, and like the airlock at #1, it is fitted with
decontamination equipment.

10. Life Support: This module is not intended for long-term
occupancy without additional supplies (food, water, and possibly
oxygen) carried in other modules, but internal life support is ade-
quate for several days.

11. Battledress Morgue: This area contains the racks of bat-
tledress, hence its unusual nickname.

12. Turret Control: The firebase’s armament varies depend-
ing upon the mission, but all of it can be controlled from here.

13. Vehicle Bay: This can accommodate a single Astrin APC,
but no vehicles are standard equipment. If a vehicle is not carried,
the room serves as storage.

14. Sickbay: This room serves as a forward aid station for
processing wounded to other medical facilities. It is not intended
to be a fully equipped medical center.
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MIsSION PROFILE

This TL10 module was designed to evacuate large numbers of
casualties to orbital medical facilities. It can provide supportive
medical care and patient triage during transit, but is not a fully
equipped medical center.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase 1s erected to enable direct access to the upper deck.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the main-
tenance of artificial gravity and counter-acceleration.

4. Seating: This area is for use by any patients who are capa-
ble of moving under their own power, and any medical staff that
accompany them.

S. Stretcher Racks: This area contains storage (and recharge
racks) for the emergency-support stretcher units.

LOWER DECK

6. Fresher: Additional facilities for medical standards of clean-
liness are incorporated into this otherwise standard fresher.

7. Life Support: This module is not intended for long-term
occupancy, but internal life support is adequate for several days.

8. Automed Racks: This room contains automeds sufficient
to handle 36 casualties.

9. Primary Airlock: This airlock is designed for rapid board-
ing of large numbers of casualties in all environments. It also con-
tains CBW decontamination equipment.
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This TL10 module was designed to evacuate large numbers of
casualties to orbital medical facilities. It can provide supportive
medical care and patient triage during transit, but is not a fully
equipped medical center.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment. When the module is set down on a world, an external
staircase is erected to enable direct access to the upper deck.

2. Suit Locker: This area is used for the storage of vacc suits
and emergency supplies. Rescue balls are located throughout the
module.

3. Engineering: This area contains the machinery for the main-
tenance of artificial gravity and counter-acceleration.

4. Seating: This area is for use by any patients who are capa-
ble of moving under their own power, and any medical staff that
accompany them.

S. Stretcher Racks: This area contains storage (and recharge
racks) for the emergency-support stretcher units.

LOWER DECK

6. Fresher: Additional facilities for medical standards of clean-
liness are incorporated into this otherwise standard fresher.

7. Life Support: This module is not intended for long-term
occupancy, but internal life support is adequate for several days.

8. Automed Racks: This room contains automeds sufficient
to handle 36 casualties.

9. Primary Airlock: This airlock is designed for rapid board-
ing of large numbers of casualties in all environments. It also con-
tains CBW decontamination equipment.
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MIsSION PROFILE

This TL12 module allows a cutter to act as a remote-detec-
tion picket. Most are in use by the Imperial Navy, but a few have
been provided to universities, which are altering the modules for
scientific use.

The module has a crew of four: active-sensors operator, pas-
sive-sensors operator, probes operator, and analyst.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment.
2. Suit Locker: Vacc suits are stored here.

3. Engineering: This equipment provides artificial gravity
and acceleration shielding as needed.

4. Control Center: Information gathered by the probes is
relayed back to the module and analyzed here.

5. Bunkroom: The module includes quarters, provided to
allow off-duty crew to sleep in reasonable comfort. Despite these
accommodations, the module is not designed to operate away
from a base facility for more than a few days, whether left in orbit
or attached to a cutter. There are no facilities for bathing, or cook-
ing anything other than the most basic of meals.

6. Computer Room: Access to this room is limited to senior
officers.

LOWER DECK

7. Information Center: Interpretation of the data acquired by
the probes is carried out here, before it is relayed to higher head-
quarters. In an emergency, this room can also serve as a forward
headquarters for naval and military units.

8. Life Support: Long-term occupancy requires additional
supplies and quarters elsewhere.

9. Probe and Sensor Access: A limited number of sensor
probes is carried here, along with the communications gear nec-
essary to receive their transmissions and the power supply to
operate everything. The probes are one-use items, and must be
resupplied after they are exhausted.

Copyright © 2001, Steve Jackson Games Incorporated. All rights reserved.




Traveller Deck PLAN 4:

ASSAULT CUTTER

SENSOR MODULE

MISSION PROFILE

This TL12 module allows a cutter to act as a remote-detec-
tion picket. Most are in use by the Imperial Navy, but a few have
been provided to universities, which are altering the modules for
scientific use.

The module has a crew of four: active-sensors operator, pas-
sive-sensors operator, probes operator, and analyst.

UPPER DECK

1. Airlock: The airlock can be fitted with decontamination
equipment.
2. Suit Locker: Vacc suits are stored here.

3. Engineering: This equipment provides artificial gravity
and acceleration shielding as needed.

4. Control Center: Information gathered by the probes is
relayed back to the module and analyzed here.

S. Bunkroom: The module includes quarters, provided to
allow off-duty crew to sleep in reasonable comfort. Despite these
accommodations, the module is not designed to operate away
from a base facility for more than a few days, whether left in orbit
or attached to a cutter. There are no facilities for bathing, or cook-
ing anything other than the most basic of meals.

6. Computer Room: Access to this room is limited to senior
officers.

LOWER DECK

7. Information Center: Interpretation of the data acquired by
the probes is carried out here, before it is relayed to higher head-
quarters. In an emergency, this room can also serve as a forward
headquarters for naval and military units.

8. Life Support: Long-term occupancy requires additional
supplies and quarters elsewhere.

9. Probe and Sensor Access: A limited number of sensor
probes is carried here, along with the communications gear nec-
essary to receive their transmissions and the power supply to
operate everything. The probes are one-use items, and must be
resupplied after they are exhausted.
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