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GDW's science-fiction game TRAVELLER
is fast becoming one of the most popular role
playing games available, the perennial D&D
not withstanding. Perhaps then, it was almost
inevitable that the hunger for additional rules
and material these games engender in their
players, would crop up with TRAVELLER.
MERCENARY (TRAVELLER Book 4) is an
attempt to satisfy this want.

Mercenaries have been a standard feature
of SF for many years. This book is an attempt
to bring this aspect, as well a generally more
comprehensive military system, to the game.

The people at GDW have come up with a
fairly clever system for supplementing the
original game of three volumes. Publications
concerned with TRAVELLER will be of two
types: Books and Supplements, one of each
having appeared so far. The former are merely
aids to the referee, saving him some time,
but essentially offering no new rules. The
existing 'supplement’, 1001 CHARACTERS, is
just that: a listing of non-player characters,
divided by service, giving characteristics,
skills and material possessions. The book
serves as a great aid to the referee who needs

areview

by
TONY WATSON

to come up with some non-playing characters
in a hurry and doesn't have the time to go
through the normal generation process.

'‘Books', however, are quite a different
thing. These are full-fledged rules volumes,
containing new material. Such is the case with
MERCENARY.

If you are running a campaign and have
found the original rules for Army and Marine
types to be a bit lacking, or you wish to emmu-
late any of the heroic exploits of countless
other mercenaries appearing in the pages of
SF, this volume is perfect for you. However,
if you are looking for more in depth space
combat or new material for world creation,
then this book will have only a secondary
value for you. It deals exclusively with the
subject of its title.

The rules to MERCENARY add to, supplant
and amend some of the original TRAVELLER
material, and have a greater emphasis on
military matters.

One of the major changes in the new volume
is the process for generating characters of the
Army and Marine services. While generally
similar to the original, it is considerably more

complex.

After enlisting in either the Army or Marine
services, the player must choose a specific arm
of that organization. Army sub-categories
include the Infantry, Cavalry, Artillery, and
Support. Marine categories are more limited,
just Infantry and Support. Players then gain
a basic training skill of Gun Combat 1, and an
advanced skill dependent on the roll of a die
and consulting a table for each arm. After this
initial segment, each term is divided into four,
single year, segments (basic training comprises
the first year of the first term). Each of these
segments is resolved via a number of die rolls.

First, a die roll is made for general assign-
ment, with the possibility of a command
position being available for an officer occuring
or a special assignment, such as cross training
or commando school, cropping up.

Then, a specific assignment is rolled for,
consulting a seperate column for each arm.
The results range from garrison to counter-
insurgency, with a variety of others between.

Once the specific assignment has been
determined, die rolls are made for survival,
the chances of promotion and decoration, and



acquired skill, with the numbers needed depen-
ding on the arm of service and the type of
assignment. As one might expect, the die roll
required for survival in a raid situation is higher
than for garrison duty, but the chances for
decoration, promotion and skill are much
better.

If a player accrues a skill for that year, he
may roll on one of two charts, the Military
Occupational Specialty table emphasizing skills
associated with the arm or service, or the Skill
Table, which offers a broader variety as well as
chanced to improve the character's basic
makeup. The skills list offered in MERCE-
NARY is considerably expanded over that in
TRAVELLER; skills such as "Zero-G Combat",
"Recruiting" and "Recon" are now possible.

Once a player figures he has had enough of
the military life, he may muster out, using
the same rules as in TRAVELLER for the
procedure.

The next major section of the rulebook
deals with "tickets" or the contracts, made
between mercenary groups and their employers.
Tickets address such essentials as the nature
of the mission, weapons to be used and who
provides them, and, of course, payment for
services rendered.

Players who do not have their own bands
may attempt to join any group they encounter,
the success of the attempt determined by a
die roll, modified for prior service and any
skills pertinent to the mission at hand that the
applicant might possess. Further tables list the
salary the mercenary can expect and the
number of "shares" or percentage of any final
profit, he will receive. In addition, an explana-
tion of the duties and position of each rank is
included. This section concludes with five
examples of tickets. These should give the
referee a number of ideas of his own.

The next major area addressed is recruiting.
This is for the player characters who wish to
organize their own mercenary group. The
number of recruits available, and their quality
(raw recruits, veterans or mercenaries) is
determined by die roll, modified by the planet's
tech, law, and government levels. Players then
train the recruits (this is where instructional
skills come in very handy) and organize them
into fire teams, squads and on up to battalions.
Morale is figured for each team, considering
such variables as terms served by its members,
and any decorations awarded. A host of minor
rules follow, addressing such things as heavy
weapons and support and maintenance person-
nel.

The purpose of a mercenary organization is
fighting, and the MERCENARY rules offer
three ways to handle battles. The first system
builds on the basic personal combat system
given in TRAVELLER, adding some modifi-
cations to cover the slightly different situations
and weapons existing in military confronta-
tions. The Abstract System is just that, a group
of charts and tables to be used in resolving

combats on a unit to unit basis with a few die
rolls. The third system is the Free Form sys-
tem, which is very much as the name implies
since only a brief paragraph follows. The
referee is pretty much left to his own devices
when using this system.

The last sixteen pages of the fifty-two page
rulesbook are devoted to weaponry and appro-
priately tagged "Ironmongery". For those
who were dissappointed with the rather mun-
dane nature of the weapons in TRAVELLER,
MERCENARY may be the cure. The nature of
the weapons included in this volume is de-
cidedly futuristic and very lethal. A number of
new, small arms are included, such as the elec-
tro-magnetic Gauss rifle and the Snub pistol,
used especially for shipboard actions. There
are also some high energy weapons (with the
emphasis on weapons are very
nasty) in the form of plasma and fusion guns.
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There is a variety of new support weapons and
grenade launchers, plus a complete listing of
field artillery from simple mortars and howit-
zers on up to mass driver guns and Meson
accelerators.

The volume ends with the combat charts
neccessary to include the plethora of new
weapons into the TRAVELLER combat
system.

Over all, MERCENARY is a good effort,
worthy of the game it supplements. Players
and referees who have an inclination towards
the more martial aspect of the game should be
sure and include the book into their campaigns.

The only drawback to MERCENARY is
its relatively high price; $5.98 for the single
volume.

MERCENARY, designed by Frank Chad-
wick, is available from GDW at 203 North
Street, Normal, lllinois.
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Featured Review

SNAPSHOT

The analogy between vast and
stormy sess and the immensities of inter-
stellar gpace is one that has held through-
out SF gaming and fiction. Both posit a
breed of brave, if sometimes ruthless,
men. Piracy, hijackings, boarding parties
and the dicing of laser beams down
narrow corridors are natural parts of SF
adventure gaming.

SNAPSHOT is a new game by GDW
which deds with just these intriguing
actions. The game is a derivative of the
popular Traveller SF role-playing system,
though it is intended to be a game unto
itsdlf. Its rule book is basically a compila
tion and extrapolation of the persona
combat system and wespons outlined in
Book I of Traveller and the Mercenary
supplement. Like a previous GDW release,
Mayday, which dedlt with starship-to-star-
ship combat, SNAPSHOT takes a section
of the main Traveller rules and structures
a new game around it. The result is an

stand-alone game, or a helpful
addition to the Traveller system.

As usud with material from GDW,
physica qudity and presentation are
very nice. The game comes boxed, with
a three-color illustration by Paul Jaquays
on the cover.

The rulebook is nicdly laid out in nine
mgor sections and a number of smaler
subsections, facilitating reference. Much
of the material has been covered in the
Persond Combat and Weapons sections
of Traveller, and is repeated hecre for
those who do not have the parent game.

These rules are supplemented by a
double-sded pull-out sheet for the
combat tables. These tables are precalcu-
lated for range and armor factors;, one
needs only to figure in personal bonuses
for the character in question. This saves
considerable time and effort over the
origina system, which required referees
or players to make such calculations for
every attack or prepare a chart of their
own.

Counter design is rather smple, yet
till functional and colorful. Each counter
represents an individual, denoted by the
silhouette of a man or woman in an
action pose, armed with one of a variety
of wesapons. The counters carry a letter
for ID purposes. There are four color-
groups of counters, as wel as a number
of extra counters depicting explosions,
incapacitated or dead characters, or
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hexes covered by individuas with fire
weapons. There ae dso imaginative
"creature" pieces, ranging from a tree
kreken to something like a praying
mantis.

Probably the most impressve com-

ponent is the map. It deck
plans of a Type S Scout/Courier +and
a Type A Free Trader. These; : ae
caefully done, striking a nice ince
between function and style. . is
gridded out in haf-inch squares, «d to

regulate combat and movement. Symbols
ae usd to denote a variety of doors,
hatchways, iris vaves, tunnels, stairways,
and other features. Staterooms, drive-
rooms, common areas, and the bridge
are dl labeled. These plans are somewhat
different from those offered by

Guild, but the same hdf-inch grid is used.

SNAPSHOT draws heavily on Travel-
ler's personal combat system, but there
ae some important, and interesting,
changes. Where the origind system wes
somewhat abstract, SNAPSHOT'S combat
rules dlow more structured play. Persona
combat seems to play a smdler part in
Traveller than in most role-playing games
(at least, it has in my campaign and
those | have participated in), so the
abstractions offered in the Book 1 rules
did not seem so important. SNAPSHOT
represents a refinement and improvement
of these combat rules and allows skir-
mishes and firefights to be nicdy sSmu-
lated. While the game includes only two
ship plans, | se no reason why the
game system could not cover cover
combat in and around buildings and
other structures; this is a project |1 have
undertaken for my own campaign by
acquiring some haf-inch graph paper
and applying a ruler, fdt-tip pens, and
some imagination. With some additions,
SNAPSHOT could serve as an al-purpose
persona combat module for Traveller.

The most important change in the
game is the concept of Action Points
(APs). As players familiar with Traveller
will recal, three traits are important in
combat . . . strength, dexterity, and en-
durance, each determined by the roll of
two dice. A player's APs are equal to the
sum of the first two of these
istics. This is an excellent new concept.

APs determine the sequence of charac-
ter movement, with characters
moving firg and higher-AP characters

having the ability to pre-empt them and
move first if they so desire.

APs ae spent to perform actions
during a turn. A variety of movement
and combat actions are possible, each
costing a certain number of points to
execute. Movement actions include regu-
lar movement, running, sneaking (tripling
norma movement costs but affording
ome defensve bonus), changing or
picking up items, and opening or closing
portals and doors. Combat activities
include reloading, arming and throwing
grenades, engaging in hand-to-hand com-
bat, and firing ranged weapons. In the
last, players can make an aimed shot or
"snapshot." The latter costs only half the
APs of the firg, but is less effective. Play-
es may ds forfet dl their APs for a
turn to set up a covering shot on a partic-
ular hex, and as long as an enemy is in
that hex, he can be fired at. Needless to
say, this is pretty handy for setting up an
ambush or sedling off a corridor.

The actua procedure for resolving
combat is farly smple, and essentialy
identical to that outlined in Traveller.
First the attacker must spend APs com-
mensurate with the type of attack being
made, and determine if he has a clear
line of dght to the target. The combat
table is then consulted. The attacker's
weapon is indexed againg the defender's
armor and the range, to yield a number
that must be met or exceeded on two
dice to achieve a hit. This die roll may be



modified negatively by sneaking or run-
ning on the part of the defender, or posi-
tively by skill level in the weapon fired by
the attacker. These sills are determined
via the character-generation process of
Book 1 when the game is integrated with
Traveller, or usng two tables provided for
the purpose in SNAPSHOT.

If ahit is made, then a number of dice,
as determined by weapon type, are rolled
to determine wounds. These wound
points are applied to the character's three
combat-related traits (strength, dexterity,
and endurance). These hits may be spread
out as the player wishes, save on the first
time he is hit, when they must al be
applied to one, determined randomly.
When an individua reaches zero in any
one characteristic, he is rendered tempor-
arily unconscious; reduction of two char-
acteristics to zero means serious injury
requiring medical care. Loss of dl three
means death. Because of the lethality of
weapons (most do from two to four dice
damage, some considerably more), fire-
fights tend to be short and to the point.

The game dso includes a host of rules
for gpecid situations. These dlow for
group hits by automatic weapons and
high explosives, breaching walls, gas and
tranquilizer rounds, and even a few
paragraphs devoted to the subtleties of
Zero-G combat.

The game concludes with a set of scen-
arios. One particularly imaginative one
has the four-man crew of a scout craft
facing a half-dozen escaped animal speci-
mens intended for the Emporer's zoo-
logicd gardens. Other scenarios include
attempts at highjacking or mutiny, and
boarding parties. Optional ideas are in-
cluded with each scenario so that games
may be varied each time they are played.
It would be easy for imaginative gamers
to come up with interesting situations on
their own.

Of course, when used in conjunction
with Traveller campaigns, combats will
arise in the context of the role-playing
game. While SNAPSHOT is a solid game
inits own right, | think it truly realizesits
potential when used with Traveller. Play-
ers must consider character surviva more
carefully and think of gods and ambi-
tions beyond the immediate combat.

NAPSHOT, published by Game De-
signers Workshop; companion game to
TRAVELLER. Designed by Marc Miller
(designer of TRAVELLER and many
other GDW games). Boxed, with 28-page
6"x 10" rulebook, 112 counters, 2 dice,
18" x22" mapsheet, and combat charts.
For 2-6 players (or more); 1-4 hour
playing time; published 1979.
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Lantasy Trip

iskilling monsters. finding treesure, braving danger. joining quests. conjuring
magic. and exploring the unknoawn  the ramance and mystery life should he
THE FANTASY TRIP fress your imagination for an evening of fun and adven-
ture It's the rdeplaying game for the SOs  the oneyou've wailed for.

Rules are well structured. logically related. and e/ ta leam. Dedgned asa
sxies o inexpensive. regularly published rules modules THE FANTASY TRIP
will gay exdting for years Thisis (he new dandard in roeplaying, the next
geeation in the evolution of the genre

* IN THE LABYRINTH is the firs Game Mader's module. It lets you create
worlds and guide characters on adventures. Included are Hero Talents and copi-
able play aids. You will need MicroGame No. 3 THE FANTASY TRIP:
MELEE and MicroGame No. 6 THE FANTASY TRIP: WIZARD. or the ex-
planded modules THE FANTASY TRIP: ADVANCED MELEE and THE FAN

TASY TRIP: ADVANCED WIZARD for plaving magic and combat.
$4.95 02-1.002

* ADVANCED MELEE expands MELEE's badc combat system. New material
includes aiming, aerial combat, water combat, critical hits mounts and some new
options. If you want more reality and rules for new situations, thisis for you.

54,95 02-1-003

* ADVANCED WIZARD expands WIZARD'S basc magic sysem into a com-
plete guide to adventure magic. New material include a series of higher 1Q spells.
alchemy. and magic items. This greatly expanded module isjust the thing for
madgers of the wizardly arts $4.9.1 02-1-004

TOLLENKAR'S LAIR is a ready-to-play labyrinth. Game Mader's are pro-
vided with maps., mapping notes. background, and ingtructions necessary for a
series of adventures. IN THE LABYRINTH and a combat and magic module
are necessary for play. $295 * 02-2-001

Allow three to 9x weeks for delivery,
USA and Canada only. Send check or

money order, plus $50 postage to: 1
‘Metagaming

Box 15346-TSG, Austin, TX 78761







by Lawrence Watt-Evans

Hanging half a meter from the top of
the glossy black facade, glittering star-
dust spelled THE ORIGINAL OLD-TIME
JOE'S BAR & GRILL; below, five fuzzy
edged spots of depolarized transparency
chased one another across the surface,
giving passersby tantalizing glimpses of
the dim, red-lit interior. Xahh paused
and peered longingly. The ruddy warm
gow was painfully reminiscent of his
far-off home.

Varkles, he thought, why not? He
wasn't due back aboard ship for five
hours, and the door stood invitingly
gar just a meter away. He'd never beenin
ajoint like this before, and had heard
discouraging tales of the hazards, but that
friendy glow made him dismiss such
stories as xenophobic fabrications. The
door swung open as he approached.

The place was bigger inside than he
had expected; one wall was covered with
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game-machines, hdf the opposite wal
with dispensers, and the remainder by
a huge, old-fashioned wood bar with
ornate brass and crystal trim. The rear
wal was totally invisible, lost in the
smoke and darkness. Close at hand there
reared up a large brass serpent, polished
to a ruddy gold in the crimson gloom.
Where its snout should have ended in a
pair of dit nostrils, there were instead
three upward-curving horns, each capped
by a solid brass ball, and its mouth gaped
open impossibly. A sniff in its direction
told Xahh's sensitive nose that it was
dispensing pure oxygen, for those who
chose to start the evening's intoxication
with an oxygen jag.

Psychbeat music filled the room,
blending subtly with the hum of conver-
sation from the two dozen occupied
tables. Xahh relaxed as its soothing d-
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fects reached him, and crossed to the bar.
Clambering awkwardly onto an empty
stool, he glanced around at the other
patrons and waited for the bartender to
notice him.

To one sde were three unoccupied
seats and the end of the bar; to the other
dde a dngle stool separated him from
an immense green lizard-creature, looking
amost black in the red light, which sat
contemplating a half-empty glass of some
viscous purple fluid. Beyond it — or prob-
ably him, but Xahh was uncertain -
were arrayed three identical young pure-
human women, presumably free clones,
sniffing cocaine. They struck Xahh as
being misshapen, with far more chest
than seemed reasonable. There was a ggp
after them; a the far end of the bar
there sat a withered old man with choco-
late-brown skin, wearing a tattered and



archaic pressure suit but no helmet. The
bartender was talking to him, though
Xahh couldn't hear a thing at that dis-
tance.

Behind him sat a representative sam-
pling of the port's groundling population:
naked loading androids, human admin-
istrators in uniform, gleaming metal mo-
bile A.l., inhumanly graceful cyborgs,
and dl the other specialized or pure-
bred people that one found in Terras
grestest starport.

“What'll it be?"

The bartender's voice startled him,
distracted as he was by his study of the
bar's patrons. He turned back around
and said, "Ah, whisky and water, please."
It was the only local drink he was familiar
with; he had been too timid to do much
adventuring in his brief stay on Terra,
but one of the old hands among his

had introduced him to this
concoction that was both cool and fiery
at once. It didn't have that same intoxi-
cating effect on him that it did on hu-
mans, but a few of them would give him
a dight feding of euphoria.

He had only seen the bartender reach
below the counter, without mixing any-
thing, but here his drink was. Obvioudy
an automatic drink dispenser was at
work. Some "old-time authenticity"! He
barely restrained a snort as he handed the
bartender his credit card. Well, at least
they had a human bartender; most bars
had gone completely modern.

Assuming, that is, that the bartender
was human. Xahh peered a him sus
picioudy, but couldn't decide. There
were no visble dgns that the bartender
was anything but pure, but they made
convincing cybers and androids of even
his own smal people these days; a thing
the sze of that bartender, a portly two
meters tall, could hold any intelligence
around with room to spare.

The man, if he was a man, returned
the card, and Xahh restrained another
snort as he saw his new balance registered
on the display. At these prices they could
aure afford a human! Tucking the card
away, he spped his drink, and was pleas-
antly surprised; it was good, amost worth
what it cost. Whatever dse they might
stint, the bar's owners didn't scrimp on
their booze. No wonder it was a popular
local hangout.

He sipped again, and glanced up at the
mirror behind the bar. His eyes met the
reflected gaze of the lizard-thing, who
seemed to be blearily studying Xahh's
image. Xahh turned away, looking in-
stead at a cobwebbed bottle below the
mirror, as the stories of beatings and
robberies at these dives came back to
him.

"Hey, Shorty."

The unsteady voice came from the
lizard-creature, who was now studying
Xahh himsalf rather than his reflection.

"Yeah?' He hoped his voice didn't
give away his nervousness.

"You new 'round here?"

"Passing through.”

"Oh." The green creature turned back
to his purple goo long enough to suck up
some through ahollow tongue, then went
on, "Wasyer name?"

"Xahh."

"Kha?"

"Close enough; Xahh."

"Khah, right. Pleese t'meet yer. I'm
called Argonath; Argo for short."

Xahh nodded politely.

"Gonna be ‘round long?"

"No, my ship leaves tonight."

"Ship? Oh. Never ridden one, my-
sif.

That caught Xahh by surprise; his
crest twitched as he took another sip of
his drink. He looked up at the creature.
"You're from around here?"

"Yeah. From the plant down the
road." Holding its drink in one three-
clawed hand, it motioned vaguey with
the other, then hiccupped; Xahh saw
sparks scattering from the thing's mouth.
He would have liked to dismiss it as an
illusion, but he couldn't imagine why he
might be hallucinating. Had he gotten
the wrong drink? Maybe whisky had
effects he hadn't noticed before.

He said, "Oh," and took another gulp
of whisky and water.

"Yeah, I'm a, I'm . . . The creature
tittered drunkenly, then abruptly stopped
and whined, "I'm a factory regject, tha’s
what | am. Sposed to be a dragon, for
some entertainmen' or somethin’, but |
didn' come out like they wanted."

'Too bad." Xahh was honestly
touched by the creature's pitiful expres-
sion, but he was aso increasingly nervous
of his own safety.
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"Where you from?"

Xahh shrugged. "Nowhere special.”

"Ah, c’'mon; you sure aren't a pure-
bred, you must be from somewhere."

"1'm second pilot on a starship.”

“Oh, so tha's why yer so small! Save
weight!"

Xahh nodded.

"Where y' from originaly?' Xahh
could smell the creature's acrid breath; it
was leaning toward him, and he knew
he couldn't avoid answering much longer.
He considered lying, but he knew he
wouldn't. It would be worse to be caught
in a lie than to admit the truth, and he
didn't know enough terrestrial geography
to lie convincingly.

"Arcturus I11."

"Arc . . .?" The dragon-thing sat up
straight. "You're an alien?”

"Yeah." He might brazen it out yet,
he thought.

"An ALIEN?! In Jo€'s Bar?”

He wasn't going to get away with it, he
knew. With a gulp, he finished his drink,
as conversation died and the occupants
of the bar al began to stare in his direc-
tion. One of the big-chested clones pulled
a needlegun from somewhere, and leaned
past the dragon toward him, weapon
raised and pointing at the mirrored ceiling.
The dragon itself was ill too astonished
to do much but gape. She said nothing,
merely glared, letting the weapon spesk
for itsdlf,

"Hey, buddy, thisis a nice joint." It
was a naked, sexless android that spoke.

"Yeah, we don't need you here," sad
a glittering, golden cyborg.

"This is a Terran bar, freak." The
monotone voice came from the wheeled
box of a cryogenic artificial.

"An dien!" The dragon ill gaped.

Xahh knew when he wasn't wanted; he
dipped from his stool and walked, with
al the dignified cam he could manage,
out the door. Behind him he heard a
clone saying, "Damn foreignerst C'mon,
Argo, I'll buy you adrink."
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Where are the diens?

Everyone who plays Traveller must
wonder about that. Where are the Vul-
cans and Wookies and other creatures
that enrich science fiction? Everyone is
s0 depressingly human. Where there is
a role for an dlien, as in Azhanti High
Lightning, the game treats him much like
a funny-looking human.

GDW, in its wisdom, will doubtless
give us some diens in due course. For
those who do not care to wait, | would
like to offer some guidelines for creating
alternate characters.

Character Types

Alternate characters may belong to
one of a number of categories:

Aliens. Non-humaniti, like the Vargr,
and Humaniti subspecies, like the Zho-
dani, may be included under this heading.
Aliens have little in common but their
diversity.

Cyborgs. On some high-population
worlds, it is common for parents to pay
for modifications to their children, in
order to improve their chances of find-
ing employment in adulthood. Cyborgs
differ from other characters in that they
have prosthetics which may give them
higher effective strength or intelligence,
or specia abilities, but usualy handicap
them in some way. Basicaly, a cyborg
can have any of the features of a robot
except programming. Cyborgs may be
high or low in socid standing, depending
on the profession for which their modi-
fications were intended.

Androids. Artificid people. They re-
quire some specid comments. They are
created on high-technology, low popu-
lation worlds to supplement the mili-
tary or labor force. Androids are organic
constructs, not robots. They cannot be

Alternate Characters
for TRAVELLER

programmed. In common practice, an
android owes its creator twelve years of
service. Then it is free. At best an imper-
fect substitute for a human, an android
ages ("wears out") somewhat faster. This
factor is offset by intensive development
and training; an android's effective career
isjust aslong asahuman's.

Start an android character at "age 18."
(Its true age is much lower.) Give it the
same enlistment roll as everyone else
(This represents the probability it will be
assigned to the work for which it was cre-
ated.) An android will serve three sequen-
tial terms. (It does not need to make a
re-enlistment roll.) An android may con-
tinue to serve in its profession beyond age
30 if it makes the required re-enlistment
roll. Check for age as humans. Androids
are usualy of low socid status.

Robots. Redly machines, rather than
characters. They have been discussed in
The Journal of the Travellers' Aid Society.
| have nothing to add.

Designing Characters

The average dice roll for a Traveller
character is 7. Hence, the average total of
the gx characteristics is 42. The GM may
dlow any character type he wishes, but
to be far, he should make sure that the
average probable vaue of itstotal charac-
teristics equals 42.

Since 2d6 is worth an average of 7
points, it follows that 2d6+! is worth 8;
[d6, 3%; |d6+l, 4%, and so on. One
could go farther, and dlow 1d3 to be
worth 2 points, or 1d5 to be worth 3. For
purposes of this article, we will stick to
six-sded dice as a basis for character gen-
eration.

Since characteristics are supposed to
range between 1 and 15, dierolls are lim-
ited. A roll of 1d6-1 might result in zero.
2d6+4 might result in a characteristic of
16. Therefore, we are limited to a range
of die rolls between 1d6 and 2d6+3.

by Forrest Johnson

Example

A player wishes to create a character
who is a Vulcan. The GM decides that
Vulcans are stronger, smarter, and more
dextrous than humans. On the other hand
they are likely to have difficulty if they
try to establish themselves in human
society. A Vulcan might be rolled up like
this:

Strength 2d6+1 (8 pts.)

Dexterity 2d6+l (8 pts.)

Endurance 2d6 (7 pts.)

Intelligence 2d6+l (8 pts.)

Education 2d6 (7 pts.)

Socia Standing 1d6 (3% pts.)

(Total: 41% pts.)

Looking at his creation, the GM thinks
4154 points is a very untidy figure.
Besides, he has not alowed points for
specia Vulcan abilities — the Mind Lock
and the Nerve Pinch.

Consulting the basic books, he decides
the Mind Lock is the same thing as a ps-
onic probe (I11: 36), not redly a specid
Vulcan ability. The Nerve Pinch is prob-
ably a close range combat ability, useful
againgt Humaniti and a few smilar spe-
cies. The GM decides it is worth one
point. But that raises the total average
vaue of a Vulcan to 42% points, haf a
point too high. He decides a Vulcan can-
not use a Nerve Pinch unless he has a
skill at brawling. That reduces the vaue
to %. He now has a 42-point average and
isready to roll.

(Note that the 42-point total is only
the expected average of the die rolls you
make to create the character. Once the
die rolls are made, your adien may have a
high or low total, just like any human
character . .. but the average dien should
have about 42 points.)

Specid Features
As you may have gathered from the
example, aternate characters may have
special features, which should be eva-
uated and subtracted from the 42-point



total. GMs should be most cautious about
which abilities to grant, and at what
price. Some examples:

l-point features — dgills, nocturnal
vision, claws, epidermis equivalent to
jack, or aging delayed 2 years.

2-point features — extra limb, immun-
ity to tainted air, stinger, epidermis equiv-
alent to mesh, or aging delayed 4 years.

3-point features — personal antigravity
vacc suit, thrasher, epidermis equivaent
to cloth, or aging delayed 6 years.

Obvioudy this can get pretty expen-
sve. To put things in perspective, remem-
ber that an ordinary man, with his full 42
points and a few thousand credits worth
of equipment, can outperform a super-
android with a bushel of built-in features.

Specid Handicaps

In order to increase its 42 points, the
GM may gift an aternate character with
some specid handicaps. Specia features
subtract from the available points; special
handicaps add. Some samples:

1-point handicaps — colorblind, flabby
(+1 to be hit), spindly (takes +1 damage
per hit), cannot use human drugs, or ages
2 years earlier than normal.

2-point handicaps — smdlly (-1 to dl
reaction rolls), neurotic (becomes hys-
terical in the presence of large inverte-
brates), requires specia food or frequent
recharging, or ages 4 years earlier than
normal.

3-point handicaps — unable to speak
a human language, no immunity to
microbes (away from home planet),
collapses under gravity of worlds size 7
and up, or ages 6 years earlier then nor-
mal.

Another Example

Military Service Android
Strength 2d6+2 (9 pts.)
Dexterity 2d6+2 (9 pts.)
Endurance 2d6+2 (9 pts.)
Intelligence 2d6-1 (6 pts.)
Education 1d6 (3% pts.)
Socia Standing 1d6 (3% pts.)
(Total: 40 pts))
Specid Features: two extra arms (4

pts.)

Speciad Handicaps: begins aging at 30
(2 pts)

Comments: cheap, expendable, deadly
in combat.

A Final Example

The Arcturan
Strength 1d6+| (4% pts.)
Dexterity 2d6+3 (10 pts.)
Endurance 1d6+1 (454 pts.)

Intelligence 2d6+! (8 pts.)

Education 2d6 (7 pts.)

Social Standing 2d6 (7 pts.)

(Total: 41 pts.)

Specia Features: sendtive nose (1 pt.)

Specia Handicaps: none, except pos-
shly a tendency to go dumming
(Opts.)

Comments: a race wdl adapted to
space travel. (Note that Xahh, in
the story, did not receive his bad
reaction through any fault or un-
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The people in Joe's Bar just didn't
like aliens.)

Paying Alternate Characters
This takes discretion. One or two a-
ternate characters in a party add interest.
Twice as many are not twice as good.
Until GDW sets some standards, each
GM must decide for himself what kind of
characters he will dlow in his universe.
If the GM won't let you play your bat-
tle-armored cyborg with the built-in auto

pleasant characteristic of his own. cannon, don't blame me!
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Traveller, GDW's science fiction role-
playing game, is a system that cries out
for expansion. Its limits are as indefinite
as the reaches of outer space that serve as
its background. In the past severd
months, a number of gaming companies
and groups (not to mention GDW itsalf)
have heeded this cry and have issued what
is rapidly becoming a flood of supple-
ments, adventures, and play aids (shades
of D&D!). Among the best of these
Traveller expansion materias are those of
Judges Guild, dl approved by GDW and
entitted to the term "officia" Traveller
variants. In the following paragraphs, we
will briefly review a number of Traveller
offerings.

ACROSS THE BRIGHT FACE/MISSION
ON MITHRIL, Traveller Double Adventure 2
(For Referees Only), (GDW); $4.98. Designed
by Marc Miller. 9" x 6" 44-page booklet. One
referee and two to eight players; playing time
indefinite. Published 1980.

Cross-country adventure is the theme of
Traveller Double Adventure 2. Whereas Double
Adventure 1 took players inside two large alien
structures, ACROSS THE BRIGHT FACE/
MISSION ON MITHRIL takes place mostly in
the open, pitting adventurers against the elem-
ents as they cross the Bright Face of Dinom
or the frozen surface of Mithril in the Sword
Worlds. Although similar on the surface,
each adventure is varied enough so that there
will be no feelings of deja vu when playing
the second of the two scenarios. BRIGHT
FACE features the players as bodyguards whose
patron has been murdered in a miners' revolu-
tion and who must avoid both pursuing min-
ers and treacherous terrain to reach safety at
the spaceport. MITHRIL concerns a mapping
survey of three anomalous spots on the planet
that the characters must conduct in exchange
for vital repairs on their ship. Both scenarios
require only the basic Traveller books and each
provides a set of pre-generated characters and
new, special equipment - including the hereto-
fore absent laser pistol. Introductory sections
describe each planet (with full-page maps) and
the background situation for the players.
Specific terrain and event tables are provided
for the referee. MITHRIL also features special
animal encounter tables for peculiar planetary
fauna and weather tables to reflect changing
meteorological conditions. Stats for the use,
operation, and administration of the Horronon
tracked ATV used in both scenarios are located
at the end of BRIGHT FACE. Either scenario
will guarantee plenty of excitement for player
and referee alike.

Severa features of BRIGHT FACE/MITH-
RIL are of note, particularly the upgrading of
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vacc suits to the equivalent of cloth armor
rather than the almost worthless jack armor,
which usually spelt certain doom for any vacc-
suited character fired on. Also, it is interesting
to note that the pre-generated characters for
MITHRIL are the same as those used in Shad-
ows and, with one exception, Research Station
Gamma, making it quite simple to string the
three into a continuous adventure-to-adventure
campaign.

I find little of which to complain in this
double adventure. There is some uncertainty
involved with MITHRIL's weather table and the
appearance of the ephemeral glades, and pro-
visions for the monorail mentioned in BRIGHT
FACE seem to be missing, but generally both
adventures are quite well done.

All in ail, ACROSS THE BRIGHT FACE/
MISSION ON MITHRIL will prove to be a
helpful addition to the collection of any Trav-
dler referee - and player.

- William A. Barton

DRA'K'NE STATION (Judges Guild); $4.95.
Designed by Bill Paley. Adventure approved for
use with Traveller. One 60-page 8%’ x 11"
booklet. For two or more players; playing time
indefinite. Published 1979.

Picture an alien research station constructed
in the center of a huge asteroid, two miles long
by haf a mile thick, armed with anti-matter
guns, defended by laser-equipped security
robots, shock traps, and - possibly - survivors
of a long-dead reptilian race and fully equipped
with technological devices of an unknown
nature. Now picture yourself entering this sta-
tion, either out of necessity or just curiosity.

There are severa nice points about this
adventure, perhaps one of the most interesting
Traveller scenarios yet released by anyone. First
is the completeness of detail. All twelve levels
of DRA'K'NE STATION are completely
mapped out in typical Judges Guild fashion,
leaving no room for ambiguity - yet leaving
enough features to chance or the referee's
discretion (whether or not certain systems are
still working, if there are any living Dra'k'ne
aboard, etc.) to keep the adventure fresh and
interesting every step of the way. | particularly
like the "Table for Describing Indescribable
Knick-Knacks" that may be found in individ-
ua Drak'ne staterooms. The Drak'ne them-
sdlves are an intriguing race; more so, I'm
afraid, than the few aliens GDW has allowed so
far to trickle into Traveller. The possibility left
open for some of the players to take the part
of defending Drak'ne against the adventurers
should not be overlooked. The anti-matter
weapon found on the station is a worthy — and
quite lethal - addition to Traveller's arsena
of ship-to-ship weaponry, though referees
should be cautious about letting it fall into the
hands of over-zealous players (the sort that
want to overthrow the Imperium) - it could
unbalance your campaign drastically (Poof!
Y our battle cruiser just disappeared!).

The only minor flaw | see in the whole
scenario is the length of time it will take the

adventurers to salvage the station and to learn
anything really useful from its research -
should they manage to survive that long. But
again, this is a minor complaint and shouldn't
spoil the overall enjoyment of the game.
Bringing things to a close, 1 recommend
DRA'K'NE STATION as well worth the invest-
ment for any Traveller afficionado who wants
a challenging adventure and who doesn't mind
the possibility of losing a character or two in
the process. I look forward to Judges Guild's
next offering.
- William A. Barton

FICTIONEERS (Stan Johansen Miniatures).
$3.00. 25mm science Fiction figures and acces-
sories for wargames. Released 1979-80.

This line of figures is suitable for use with
Traveller and other sf games. The sample pack
| have here is an especially nice one - a set of
6 computers and instrument banks, very "Star
Trek’-looking. Could be useful for the dioram-
ist, or just for the gamer who likes a control
room to look real. The $3 price isn't unreason-
able for this amount of lead. Detail is fairly
good; quality control high (no flash visible
anywhere).

My only criticism is that some of the pieces
must be handled very carefully once assembled
or you'll be re-gluing them every game.

Recommended for sf miniatures play.

-Seve Jackson

MINIATURES I'OR TRAVELLER (Mar-
tian Metals); $2.95/set. Twelve 15mm figures
per set (except for the aliens set, which con-
tains ten figures). Released 1980.

Nine sets are currently available - adventur-
ers (2 sets), soldiers (3 sets), thugs, robots,
Vargr, and aliens. Figures range from Buck
Rogers-style to creatures from the movie Alien.
Almost al are armed. There is some duplica-
tion within each set, except for the adventurers,
who are al different.

These figures go well with the game. A few
sets are al you need to play Shapshot or Az-
hanti High Lightning. The miniatures fit with-
out too much crowding on a half-inch grid. The
detail is nice and the variety is spectacular.

Unfortunately, buyers will find a speckling
of the usual problems - flimsy weapons, inad-
equate bases, mold marks, and so on. Not too
bad. Most of the figures are OK; the rest can
be redeemed. More seriously, a lot of the fig-
ures are spread-eagled, with the arms away from
the body. Easy to cast, but they look dumb,
and cannot always be bent into shape without
cracking the lead.

The selection is good, but not perfect. Some
of the robots might be used with Research Sa-
tion Gamma, and three of the aliens are suit-
able for Shadows. (There is, however, nothing
resembling a chirper.) There is a set of Vargr,
but no Vargr among the adventurers. There is
a Zhodani among the adventurers, but not (yet)
a set of Zhodani.

All in al, a B plus effort. Recommended
to Traveller fans and SF miniatures gamers in
general.

-Forrest  Johnson
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PEN-LATOL'S WORLD (Group One);
$7.95. Approved for use with Traveller. One
32-page mimeographed 8%"™ x 11™ booklet,
23" x 34" map, cover sheet, bagged. One ref-
eree and 7-12 players; playing time indefinite.
Published 1980.

Published by an apparently new company,
PEN-LATOL'S WORLD is an approved adven-
ture for Traveller. And, if nothing else, the de-
signers of this adventure are most ambitious.
PEN-LATOL'S WORLD concerns the adven-
tures of a scientific/mining team on the afore-
mentioned world, It seems to encompass the
entire planet in its scope, including a complete
alien society, most of the planet's biosphere
and the customary ruins of a lost civilization,
now degenerated into barbarism. Thistimeitis
an abandoned city and an ancient planetary
defense fortress situated inside a mountain -
both well stocked with dangerous animals. A
large, though flimsy, map illustrates the major
planetary terrain features for the purposes of
cross-country travel.

The most notable facet of PEN-LATOL'S
WORLD is its alien race, the Cleashitar. Group
One has created in these six-limbed beings a
fascinating — if improbable - alien race (though
it is possible to detect traces of the Green
Martians of E.R. Burroughs John Carter ser-
ies). Unfortunately, the Cleashitar aren’t quite
alien enough. A highly psionic human race
could have served just as well. It's a good try,
however, and perhaps one that will lead to
more aliens in Traveller. In any event, the
Cleashitar are a step in the right direction.

The main weakness of PEN-LATOL'S
WORLD is that much of appears to have been
a last-minute rush job. An abundance of typos
clutter the rules booklet and numerous omis-
sions hinder one's understanding and total en-
joyment of the adventure, Several encounter
situations seem incomplete, the floor plans for
the miners camp are left unexplained and it
is often difficult to correlate the small mapsin
the booklet with the main map - which, inci-
dentally, doesn't even indicate which direction
is north. A small typewritten dip lyingloose in
the bag was all that revealed the map's scale.
Clearly the game could have stood one more
editing befor e release.

All in all, however, Group One deserves a
“GT" (for "Good Try") rating on this offering.
Their next attempt should be pretty good.
Considering the price and the game's incom-
pleteness, though, I'd have to recommend it
only to those who don't mind filling in a lot
of gaps. For such highly imaginative gamers,
PEN-LATOL'S WORLD will provide a wealth
of playing situations for any Traveller cam-
paign.

- William Barton

SCOUTS AND ASSASSINS (Paranoia Press);
$3.00. Designed by Donald P. Rapp. Approved
for use with Traveller. One 10-page 5%™ x 8"
booklet and 11™ x 17" insert. Number of play-
ers and playing time variable. Published 1980.

For those Traveller players who have
yearned for "more clout for Scouts' and yet
have wanted something more "official" than
the variants that have appeared in 77re Dragon
and elsewhere, Paranoia Press has produced a
Traveller supplement that should fill their long-
ings - and more. SCOUTS & ASSASSINS not
only features an expanded Mercenary-type
character generation system for the scout ser-
vice, but includes rules for creating an entirely

new class of character - the assassin. In ad-
dition, this dim but meaty booklet contains a
method for non-violently disposing of a charac-
ter who fails to make his survival roll, but who
is too good a character to be killed off, and an
insert page with technical data and deck plans
for the Serpent class scout ship, completely
compatible with Snapshot.

SCOUTS AND ASSASSINS designer Donald
Rapp is no novice to Traveller; his Serpent-
class scout ship was featured in The Journal of
the Travellers Aid Society during his first
year and he is listed as a playtester for High
Guard. His experience shows in how well these
character generation systems mesh with the
original Traveller systems. The scout system
sends characters through a full year-by-year
assignment schedule each term with a Scout
Occupational Specialty (SOS) table, general
and specific assignments, assignment resolution,
and specific skill tables, New skills for scouts
include xenology (for contacting alien sentient
life forms), linguistics (for conversing with
said aliens), and small ship tactics (for hand-
ling groups of scout ships).

Enlisting your character into the League of
Assassins will prove most exciting - and dan-
gerous (survival roll is even higher than that for
scouts) - and will yield a formidable character
with such sKkills as poisons/antidotes, unarmed
combat, stealth, and disguise. He may even be
awarded membership in the Assassins Guild.
And the Unfit for Service table wasjust made
for the Traveller player who can't stand to see
a character he's nursed through so much die on
what was to be his last term in service.

The only problem | have with SCOUTS &
ASSASSINS is that, even with theinstructions,
someone who is not familiar with Mercenary
may experience some difficulty in following
this system. This should, of course, be no
trouble to an experienced player. The Unfit for
Service section isalso unclear as to whether dis-
charged characters still receive mustering out
benefits, so players will have to decide this on
their own.

Until GDW publishes their own, if you
want an "official" scout system, SCOUTS &
ASSASSINS isit.

-William A. Barton

SPACEFARER'S GUIDE TO PLANETS:
SECTOR ONE (Phoenix Games); $8.00. De-
signed by Ed Lipsett. Play aid for use with SF
role-playing games such as Traveller, Space
Patrol, Space Quest, etc. One 60-page 8Vi" x
11" book. Number of players and playing time
variable. Published 1979.

SECTOR ONE contains descriptions of
nearly all your favorite planets from science
fiction literature, from Suzette Elgin's Abba to
Lin Carter's Zha, from Frank Herbert's Arrakis
to Issac Asimov's Terminus, all couched in
gaming terms so that they can be easily inserted
into any campaign. Now your characters can
tread the sands of Dune, fight the gravity of
Mesklin, or brave the wrath of the Deathworld,
Pyrrus. And, in addition to the planetary des-
criptions, SECTOR ONE includes encounter
charts to determine if your spacecraft might
have a run-in with a ship from any of these
worlds and star system generation tables that
allow the referee to determine not only planet-
ary characteristics, but sar types, number of
planets per system, moons per planet and
whether or not the system has any " special”
features such as black holes, Ringworlds, or
Dyson Spheres.

Without question, SECTOR ONE is a study
in completeness. Each planet listed in the book
is thoroughly described with notes on physical
make-up, the mentality of the dominant race,
the planet's cultural quirks, its technology,
imports and exports and any unique features,
such as unusual flora or fauna or Imperial
installations located on its surface. Each planet
is assigned planetary statistic numbers, similar
to the universal planetary profile used in Trav-
dler, for easy reference. Happily enough, the
individual biography of each world is complete
enough so that players should not have any
trouble getting the feel of whatever planet they
find themselveson.

The only problem evident with SECTOR
ONE is that in being designed to be broad
enough to fit into several SF role-playing sys-
tems, it doesn't quite succeed in fitting totally
into any single system - a common flaw with
such "universal" play aids. SECTOR ONE
seems best suited to mesh with Traveller, which
was probably the major influence behind its
creation. It shouldn't be too difficult, however,
for ingenious players to work SECTOR ONE
into their favorite system.

SPACEFARER'S GUIDE TO PLANETS
SECTOR ONE should prove a valuable play
aid in the hands of any creative referee.

- William A. Barton

STARSHIPS & SPACECRAFT (Judges
Guild); $5.50. Designed by Dave Sering. Playing
aid approved for use with Traveller. Three
22" x 34" threecolor sheets. Published 1979.

Did you ever wonder exactly what a Type S
Scout ship looked like? Or what shape a Type
C Cruiser has? And just what is the interior
configuration of a Type M Subsidized Mer-
chant? If your Traveller campaign has ever auf-
fered from such visual deficiencies, Judges
Guild's STARSHIPS & SPACECRAFT will be a
boon to your mind's eye. This play aid consists
of three large sheets of deck plans, technical
data, and summary sheets of all the standard
types of starships and auxilliary craft listed in
Traveller Book 2 (Starships). One side of each
of two sheets consists of deck plans color-
coded in shades of blue, red, and black and
white and laid out on a half-inch-square grid.
The other side is filled with technical data on
each starship auxilliary, accompanied by exter-
ior drawings and descriptions. The third sheet
has ship's summary sheets and ship's paperson
one side and, on the other, deck plans (in black
and blue only) and a large half-inch-square
grid so that you can design your own ships
should you wish.

The size of the deck plan grid is such that
the plans are completely compatible with Snap-
shot (Traveller Game 2) and thus can be inval-
uable as an expansion set for that game, increas-
ing their worth beyond their visual usein Trav-
eller itsdf, And the designer of STARSHIPS &
SPACECRAFT isto be congratulated for avoid-
ing the too-common error of back-printing
plans with data. The plans for any particular
ship are on one sheet and the data for that ship
is on the other, making reference possible with-
out disrupting any on-board situation you've
set up with counters or miniatures. Another
nice touch of realism on these plans is the exis-
tence of "freshers' aboard each ship, laid out
in convenient locations. I'd always wondered
if onewasjust expected to eliminate wastes out
the airlock, or wait until the next interstellar
rest stop (ouch!). Now we know.

The only omissions | can find in STAR-
SHIPS & SPACECRAFT is a lack of deck plans
for the lifeboat, air/raft and ATV pictured.



Perhaps those will be included in the next such
supplement, along with ships described in
Citizens of the Imperium: the Corsair, Seeker,
Lab ship, and Safari ship.

STARSHIPS & SPACECRAFT should prove
quite helpful in making your Traveller cam-
paign even more realistic to players. It deserves
a place in your Traveller library.

- William A. Barton

THE TRAVELLER LOGBOOK (Judges
Guild); $3.00. Designed by Dave Sering. Ap-
proved supplement to Traveller. One 62-page
814" x 11" booklet. Published 1979.

If you're one of those Traveller players
who, as a hot-shot ex-Imperial Marine, has no
trouble decimating whole planets with youT
handy PGMP-14 Plasma gun, yet find you con-
stantly lose your best characters and your fin-
est starships when those loose sheets of paper
on which they're recorded seem to be "gone
with the solar wind," then rejoice! The LOG-
BOOK contains printed record sheets on which

you can log up to 10 characters with their
UPPs, skills, equipment, service records, names,
ranks, etc. It also has summary sheets for six
starships - including impressive ship's papers,
and, in addition, nearly all the useful charts
needed to generate Traveller characters from
Books 1-3 and from Mercenary for the player's
convenjence, Not bad for $3.00! In fact, the
LOGBOOK would make an excellent first pur-
chase for that gamer who wants to try out the
Traveller system without taking the full plunge
of buying the game itself. (Thisishow | got my
wife interested!)

Several additional features keep the LOG-
BOOK from being merely a digest of already
released Traveller materials. There is a series
of charts designed to fill in the personal back-
ground of Traveller characters from physical
appearance tables, generating such character-
istics as height, weight, quality of sight, hearing
and taste, to social background determiners -
including cultural motivation, number of par-
ents (from none up to 2 dice + 1), their occu-
pations, family rank, reason for adventuring,
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and more! These can be quite helpful in creat-
ing a character asarole to play, rather than as
a mere extension of one's own personality. In
its section on Starship Operation, the LOG-
BOOK brings all the tables and information on
starship expenses and revenue, including an
easier-to-read trade and speculation table than
appeared in Traveller.

On the negative side (alas, there usually is
one), the LOGBOOK has no provisions on its
record sheets for skills - fleet tactics, gravities,
bow combat - listed in High Guard or Citizens
of the Imperium, making it necessary to pencil
such in should you desire to roll up a character
from either of these rule sets. Neither can you
easily record a ship built with components
listed in High Guard. There are no spaces for
particle accelerators, meson guns, or black
globes on the LOGBOOK ship's summary
sheets.

Overall, though, THE TRAVELLER LOG-
BOOK is well worth the price. In fact, no ser-
ious Traveller player should be without one.

- William A. Barton

ITHILIEN CLASS - $-2233321 -000000-00000-0

The Conundrum State Shipyards
are pleased to announce the winner of
the ship design contest (TSG 28) is Mar
K. Chitt, formerly of the Imperia scouts.
Of the 13 entries, his is not the most
origina, but it is (1) commodious, (2)
well-equipped for its role as a deep ex-
ploration ship, and (3) cheap. As a specia
dgn of favor, Her Splendiference, the Im-
peratrice Ithilien bestows her name upon
the class. Chitt is instructed to report to
the shipyards, Day 300, 1067 P.S,, for
the shakedown cruise of the prototype.
It is anticipated that ships of the Ithilien
class will be avalable for sde to the
public after the shipyard satisfies the
needs of the state.

Budget for the proposed ship class:

ITEM TONS COST
150 ton hull = 15
Cone configuration - 15
Power plant 3 4.5 18
Jump 3 6 24
Maneuver 3 7.5 525
Fuel purification 15 A3
Fuel scoops — 15
Bridge 20 75
Computer 2 2 9
Hardpoint 1 1
5 staterooms 20 25
Air raft 4 .6
Programs* — 21
Cargo 20 -
Tankage 50 -
TOTALS 150 79.08

(All costs are given in millions of credits)

*Programs: Jump 1 (.1), Jump 2 (.3),
Jump 3 (.4), Maneuver (.1), Navigation
(.4), Auto/Evade (.5), Library (.3).

(Note that Stateroom 1
can be used as an emergency
intraship airlock if there is

I Bulkhead

l Partition

a loss of pressure either |
in the bridge or the crew
area.)

1. Avionics 5
2. Bridge
3. Computer room

x Iris Valve

31:— "
2| L i
; I

Sliding Door

Access Panel

4. Fire control cabinet
5. Stateroom 1
6. Stateroom 2 f

Loading Door

8. Common area
9. Ship's locker

10. Stateroom 4
11. Stateroom 5

|
7. Stateroom 3 ]
8

12. Cargo
13. Port air lock

14. Air raft

15. Purification plant

16. Drive room I
17. Access corridor
18. Stern air lock
19. Tankage

20. Drives
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Featured Review:

AZHANTI

HIGH

LIGHTNING

by William A. Barton

There was a small, metallic "click!"
- more felt than heard - as the magnetic
boots of the Solomani’s vace suit made
contact with the hull of the Bard Endeav-
our. Turning his head dightly, he wasre-
warded with the sight of the rest of his
party touching down on the crippled Im-
perial warship. It would only take his
team minutes to force open the doors
into the boat dock, he knew - and then
what? He wondered if he'd live to see Old
Terra again. It had to be done, though.
The capture of such a ship as the Endeav-
our with its advanced weaponry could
turn the tide of the war - could even
make possible a Solomani victory and -
at last! —independencefrom the Empire.

The doors flew open. Bracing himself,
the Solomani officer flung himself into
the opening - for Solomani indepen-
dence! - followed closely by his men.
Into the withering fire of a dozen Imper-
ial Marines.. ..

Nobody ever promised that "Adventure
Aboard an Imperial Starship" would be
easy. But it can be chalenging— and fun
- with GDW's new Traveller game,
AZHANTI HIGH LIGHTNING. Designed
to be eadly integrated into the Traveller
role-playing system, AHL is, neverthe-
less, a fascinating game in itsef. Even
strict boardgame addicts who disdain all
forms of role-playing should find plenty
to pique their interest aboard the High
Lightning.

The first thing one notices when pick-
ing up this game is the beautiful cover

painting of the Azhanti High Lightning
hersef — quite attractive, that! The sec-
ond will be the $22.00 price tag — ouch!
And this on a box no bigger than that of
Imperium? Rest assured, it's worth it.
Once you see the components, | think
you'll agree.

The inddes of AZHANTI consist of
a sheet of 240 color-coded counters of
Imperial crewmen and marines, intruders,
adventurers, robots, Zhodani, the wolf-
like Vargr, plus aien blobs, wine (for one
scenario) and wound markers; a combat
chart; two full-sized dice (a relief after
the miniscule dice some companies in-
clude); a 44-page rules booklet plus a
44-page Traveller supplement (No. 5) on
Lightning Class Cruisers;, and 14 (count
'em — 14!) sets of full-color deck plans
of the various levels found on the Azhanti
or her sigters (these aone are amost
worth the price of the entire game). All
components measure up to GDW's usud
high standards of quality.

The deck plans, each representing sev-
eral decks of the same type, are nicely
done with details that include color-
coded conduits, hatches and valves and
even individua consoles and chairs on the
various bridges and gunnery decks. Each
deck is laid out with a haf-inch square
grid, compatible with those of Traveller
game 2, Shapshot, and the Judges Guild
Sarships and Spacecraft deck plans, to
regulate the movement of the counters or
of 15mm miniatures. All details and areas

on esch deck are numbered and are ex-
plained in the "technical manual" section
of the supplement.

The supplement itsdf, in addition to
containing the deck-by-deck breakdown,
outlines the entire history of the Light-
ning class, gives genera specifications for
the ships, names al the shipsin the class,
cites differences between those ships
sarving as nava cruisers and those con-
verted to fleet auxiliaries, commercia
savice or to the Scout service, and trans-
lates the various ships into High Guard
statistics - from both first and second
editions of High Guard. A handy little
booklet for Traveller lovers who are into
High Guard-style fleet actions. GDW
should consider releasing this separately
later on.

The rules for AZHANTI are quite well-
written with very few errors or ambigu-
ities visible. They clearly set out dl the
generd rules for play, the speciad rules
and the advanced rules in such a manner
that it isn't necessary to puzzle over them
for several hours before figuring out how
to play. All the rules are smple enough
to understand — yet complex enough to
add depth to the game. These rules take
up the first two-thirds of the rules book-
let, the find third consigting of ten dif-
ferent scenarios ranging from the Solo-
mani attempt to take the Bard Endeavour
at "The Battle of Kagukhasaggan 2" to
a plan by mutineers to turn over the
Oberlindes Lines transport Emissary to



the Vargr Extents in "Brother Wolf."
Guidelines are given for creating origina
scenarios, and instructions are added for
converting the AZHANTI system into
Traveller and vice versa,

Some glitches did creep in. For exam-
ple, there is some confusion in the rule
on characters receiving collateral damage
from explosions in their square. One sec-
tions says that all characters in the same
square receive collateral damage if an ex-
plosion occurs in the square, and another
says dl characters in the same square
receive collateral damage on aroll of 8 or
more - unless they are specified as auto-
matically suffering such (which according
to the preceding section would be every-
body - so why roll the die at all?). There
is dso some discrepancy between the
rules and the counters on warbot weapon-
ry. The rules state that warbots are armed
with fuson guns, the counters, plasma
guns. Mogt of these flaws can be easly
remedied by an agreement between
opponents.

The AHL game system involves, like
its predecessor, Shapshot, the use of
Action Points. All actions on the part of
a character — movement and combat —
are made through the expenditure of the
character's Action Point allotment. Shap-
shot veterans, however, may not find it
such a snap converting to AZHANTI.
Action Point usages between the two
games arc quite dissimilar.

The gameisliable to go pretty slow, at
least the first few times played, due both
to the necessity of keeping track of APs
spent and to the numerous steps involved
in each turn. These consist of a decision
phase, in which each player secretly de-
cides what each of his characters will do
that turn, and five action phases for the
character to carry out his "orders." Each
action phase consists of four sequential
steps. covering fire, movement, aimed
fire, snap shots. All action in a phase is
otherwise simulataneous. The necessity of
going through dl these steps in each turn
can make for dow going, especidly in the
scenarios involving targe numbers of char-
acters, and involves quite a bit of paper
work. A game turn that represents only
15 seconds of game tune could easily last
severd minutes of red time. Strangely

enough, though, the system works. Once
players get used to the game, it moves
fairly smoothly, though not at breakneck
speed. One great ad is that the AP costs
for dl actions are printed on a separate
combat chart for easy reference, eimin-
ating the need to leaf through the rules,
as in Snapshot. The sx AP per phase
limit also aleviates such unrealistic occur-
ences as a character with high APs run-
ning into a room of armed men, firing,
and running out unscathed, as can happen
in Shapshot

The only red problem | see in the
game's sequence of play — other than its
length — involvesthe rule that a character,
once commited to one of three actions
(cover fire, aim, or move) in the decision
phase cannot switch to any other action
(though he can make a snap shot or
melee) even should conditions change and
a new opportunity present itself. He can
only abort and wait until the next turn.
This seems just a bit unrealistic, though
the character's ability to make a snap
shot (if he has enough points) or initiate
melee (no point cost) does somewhat
make up for this.

The combat system of AZHANTI
HIGH LIGHTNING is the best feature of
the game. In fact, GDW should serioudy
consider replacing the regular Traveller
combat system with this or a Smilar sys
tem. Gone at last is the highly unredlistic
concept of using armor as a determining
factor in whether or not a target is hit (a
legacy from D&D?) In AZHANTI, armor
protects the target to a certain extent
after he is hit, rather than making him
harder to hit at all. Each weapon (guns
only; blades and the like are strangely
missing) is listed with an effective range, a
long range and an extreme range, mess-
ured in squares on the deck plans. These
ranges differ for each weapon. There is
a gpecific to-hit roll for each range — 8+
a effective, 10+ at long, 12+ at extreme
— modified only for weapon skill and tar-
get status (under cover, evading, etc.).
Each wegpon aso has its own penetra-
tion rating which differs at each range;
i.e,, aweapon hit docs more damage at
effective range than extreme. Yes, AZ-
HANTI HIGH LIGHTNING definitely
deserves an "A" for its combat system.
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Unfortunately, the same can't be said
foT the melee system. It is one of the least
satisfying aspects of the game. The whole
thing seems to be merely a smplified
form of brawling (with characters engag-
ing in fisticuffs or clubbing each other
with gun butts). The method described
elsawhere in the rules for converting
Traveller characteristics to melee vaues
appears to bear this out. It's aimost as if
someone, at the last moment, noticed
that they'd overlooked a rule for close
combat and threw together a melee sys-
tem — no time for blades and the like.
Stll ... it does work in the context of
the game, and that is what counts. But
— Golly Gee! — where are those cutlasses
the Imperial Marines are dways said to be
wearing? And surely the wily Zhodani
carry at least daggers Ah, well....

While were on the subject of last-
minute rushes, there is some evidence
that AHL may have gone through one —
at least in parts — in order for the game
to be out in time for Origins. Thisis most
evident in the technical manual. Severd
numbered items or areas on the deck
plans were overlooked in the deck des
criptions in the supplement. What, for
instance, is location no. 20 on the Main
Weapon Deck? Or location no. 100on the
lower level of the Power Plant Deck?
Or no. 28 on the Gunnery Deck? And the
Fighter Recovery Lock (location no. 16
on the Hangar Deck) isn't located on the
map at al (though it is easy to guess by
the description). Hopefully, these omis-
sons will be corrected by GDW with
an errata sheet.

In spite of such flaws, however,
AZHANTI HIGH LIGHTNING till rates
high in quality — far above the releases of
alot of other companies. It stands as a
welcome addition to the Traveller family
of games and deserves a place on the shelf
of any science fiction gamer who enjoys a
well-designed game that offers both com-
plexity and playability. Desgners Marc
Miller and Frank Chadwick deserve a
hefty round of applause for this offering.
One wonders what they'll come up with
next. All 1 can say is, after AZHANTI
HIGH LIGHTNING, Traveller game 4 is
going to have to be a rea planet-buster
to compete.

EMPYREAN
CHALLENGE

EMPYREAN

..Is defined as
Control of a star cluster comprising I 00 solar systems
and 500 planets is the geal of this 150-playerhidden-
movement strategic science fiction
details, send SASE to SUPERIOR SIMULA TIONS,

524 Franklin Park Circle, Dept. SGI1, Boise, ID 83709.

"the highest heavens'.

game. For free




14

More

for

TRAVELLER

by Kenneth Burke

Since its debut, Traveller has exper-
ienced tremendous growth — the number
of ratebooks has gone up from three to
five, numerous supplements and adven-
tures have been written for it, severd

games have been print-
ed. Now there's even an award-winning
Traveller magazine in print. The future
is bound to see more Traveller materials;
hopefully, a rulebook or supplement will
be printed on psionics. Until that time,
the following variant can be used in con-
junction with the standard psionic rules
of Traveller.

1. Teleportation — Teleportationists
now leave training with an experience
levd of one. A teleportationist may now
teleport ten kilograms of weight times
their present teleportation experience
level. A teleportationist expends no extra
psionic strength points when teleporting
the weight, he amply teleports it. Thisis
done by touching or being touched by
the weight amounts and teleporting along
with the weight amounts to the intended
areas where they are to arrive.

Teleportationists cannot teleport heav-
ier weight amounts than those alowed by
their <ill levels, they must include their
own body weight when determining
the weight amounts they can teleport,
thus preventing any successful personal
teleportation attempt until the telepor-
tationist reaches experience levels seven
to nine. (Roll 1d6/2.) Smdl characters
and children can usually start teleport-
ing themselves around leve four or five

Persond teleportation with clothing,
weapons, and the like is no longer limit-
ed to teleportationists with a certain ex-
perience level, but can be done by any
teleportationist who can generate the
experience leve weight-amount require-
ment. Teleportationists can now
port up to planetary range on planetary
surfaces; they no longer have to make
saving throws againgt disorientation. The
psionic strength point costs from close
to planetary range are now one, two,
four, five, seven, eight, ten, eeven, thir-
teen, and fourteen, respectively. Tele-
portationists must now roll 8+ to advance
one leve of experience per month follow-
ing their psionic training.

2. Telepathy — Telepathy can be used
upon psionic-users who are adeep or un-
conscious, provided that they are not

wearing an artificia psionic shied. Ps-
onic-users who impose suspended anima-
tion upon themselves via awareness are
not vulnerable to telepathic abilities;
those who have suspended animation
imposed on them via other means, though,
are.

3. Mind Transfer — Mind transfer is
a telepathic ability; it requires an exper-
ience level of fourteen (see TSG 20),
plus the expenditure of fourteen psionic
strength points to perform in addition to
any psionic strength point cost due to
range. The psionic strength points used to
conduct the mind transfer are not replen-
ished until the mind transfer is complete.

The mind transfer ability lets a pson-
icusr transfer his mind from his own
body to that of another, taking total
control of the body from the mind that
originaly controlled it. The psionic-user's
old body goes into immediate coma; each
day it is left unoccupied it suffers four
points of damage. Upon loss of a third
or more of its combined S, D, and E
total, the mind instinctively returns to
its old body a a speed of a hundred
kilometers per second. Should the body
be destroyed, the mind dies. When a
transferred mind leaves the body it occu-
pied, the formerly occupied body will go
into an immediate coma; in two to seven
hours, the mind that originally controlled
the body will regain control of the body
and it will awaken.

When in another body, the mind-trans-
ferring psionic-user can use his psionic
powers, the mind transfer included. It
takes approximately eeven seconds for a
successful mind transfer to take place;
during the time, the intended victim will
auffer an intensely painful headache and
act accordingly (scream, run around in
agony, etc.). A mind transfer can be
stopped by a psionic shield; psionic-users,
therefore, can only use mind transfer on
other psionic-users who are adeep or un-
conscious. The wearing of an artificia
psionic shidd will dlow total immunity
to amind transfer attempt.

4. Awareness Abilities — The following
are new awareness abilities;

(8 Full Body Functions Control —
A character with this ability has total
control of those bodily functions over
which he would ordinarily have no con-
trol (pulse rate, speed a which blood

flows, breathing, etc.). The character can
incresse or decrease these at will. Such
a character can survive in any amos-
phere type except "no atmosphere,”
"corrosive,” and "insidious' without
having to use protective measures, when
underwater, he is treated as if wearing
artificid gills. It takes a character five
seconds to use the ability of full bodily
functions control; the ability lasts five
minutes times the character's present
awareness experience level.

(b) Full Inner Srength Potential -
A character with this ability has total
control over his inner strength (“chi,”
"ki," the "force"); this dlows him full
use of his body potential, giving him ab-
normal abilities. His S, D, and E scores
are doubled; the character can now per-
form any feat twice as fag as he could
with normal strength and speed. In com-
bat, characters usng the ability will not
lose consciousness should one or two of
their melee characteristics be reduced to
zero; they will remain awake and active
until (&) they are through using the
ability, or (b) they die. When a charac-
ter stops using the ability, any wounds he
received in combat while usng it are
reduced accordingly, norma meee
affects now applying. It takes ten seconds
for a character to use the ability of full
inner strength potential; it lasts ten min-
utes times the character's present aware-
ness experience level.

(c) Astral Projection - A character
with this ability can separate his inner
being (soul) from his body and project
it to any part of the planet, starship, or
wherever he is a the moment. Since the
soul is not composed of three-dimension-
al substances, it cannot be blocked by
three-dimensional objects or obstacles. A
character's soul, therefore, can never
physicaly affect the world around it;
by usng psionic powers in conjunction
with his astral projection ability, though,
a character can mentaly affect the world
around his soul. A character may pro-
ject his inner being indefinitely. If the
character's body is wounded (suffers an
S, D, or E point loss), though, the charac-
ter's soul will return to his body at a
speed of one hundred kilometers per
second, the maximum speed a charac-
ter's soul can travel. A character's pro-
jected being can be detected by psionic
telepathic  abilities or electronic ones,
such as an infrared scanner; it is never
vishle to the naked eye. Asdtral projec-
tion is a levd fifteen ability (obtainable
only by using the earlier psionic variant)
and costs fifteen psionic strength points
to perform; these points are not replen-
ished until such time as a character stops
projecting his inner being.






Pawn of the FIRE WEB

The blue-green fire seemed to be danc-
ing mere centimeters from the lenses of
the view screen. He knew that the force
field was holding and that the fire was at
least ten meters from the hull. The instru-
ments told him that. The instruments also
told him that the ship was caught fast in
the power interplay created by the web
and the ship's force fiddd. The Rodgan
cruiser which had cast the web was out
there somewhere. As long as it held the
web on his ship he was stuck.

He pressed his tongue againg the first
molar on the left side of hisjaw, activat-
ing the psi-link with the ship's computer.

"Suggestions," he subvocalized.

“Can you clarify?" The response was
instantaneous.

"I'm asking for suggestions as to how
we can get out of this mess."

There was a pause thistime. Then:

"I'm a computer, not a magician."

by K. L. Jones

“I continue to be surprised by your
sarcasm,” he sngpped back. "I didn't
know that was included in your program-
ming. Just tell me what you would do if
you were me."

Agan there was a dight pause before
the computer responded.

“If ITwereyou .. . I'd take a break. . .

Try and relax . . . Our force field will
hold indefinitely . . . Their web will last
even longer . . . Nothing will be decided
in the immediate time frame . . . And
your bio-readouts indicate you need a
break . . . Asfor the sarcasm, I'm self-
taught.”

He pressed his tongue againgt the left
dde of his mouth, cutting the link. Spin-
ning in his command chair, he turned his
back on the view screen and forcefully
propelled himsdf from the chair. The
gravity of the ship being somewhat less
than he had expected, he amost toppled

over before regaining his balance.

Momentarily he thought of activating
the link to order coffee but before he
did so he noticed the steaming cup sitting
under the outlet in the mess area.

'Thanks,” he spoke aoud, knowing
that the computer's audio sensors would
pick up the message.

Sitting with his back to the view
screen he sipped at the coffee and tried
in vain to block out the situation he was
in. It was easy for him to fed a home
here. The ship, the Doubting Thomas,
was his home and had been for the last
seven years. It had been a good home. It
was everything he wanted.

After leaving the service where he had
received his space flight training, dl he
had wanted was to run his own ferry ser-
vice. Cargo or people. It hadn't mattered.

But then the war. ..

Who ever understands the reasons for



war? A conflict of interests. A dispute
of minor sgnificance elevated to a blood
bath. None of it redly mattered, except
that he, Richard Winston Cramer, was a
reserve officer.

When he was called up, he was given
an option. Line duty on a fleet cruiser, or
the messenger service. He chose the latter
because he would be dlowed to keep the
Doubting Thomas and would avoid most
of the hasdes of regular military duty.

Then this mission. All he had to do
was ferry some new weapon plans aong
with severa working models to the Jadini
System. The only catch was that the
flight plan would require three jumps,
two of which would bring him into areas
patrolled by the Rodgans. The admiralty
had informed him that the odds of com-
pleting the misson were heavily in his
favor.

When the same data had been fed into
the Thomas, he had gotten one word in
response:

Sucker.

Cramer amiled bitterly at the memory
as he sipped his coffee.

So here he was with his ship, twenty
light years awvay from the nearest friendly
forces, caught in the power web of a Rod-
gan cruiser.

The cargo he carried was, he had been
told, significant enough to possibly make
the difference in the war. Prudence would
dictate surrender. But Cramer, had he
been prudent, would never have desired
the life of a gpace pilot.

He pressed his tongue againgt the
molar.

"Give me dl the avallable data on the
Rodgan web."

First figures then facts began to fill
his mind. He wasn't interested in theory
and probably wouldn't understand too
much of it anyway. Wha he wanted and
what he quickly picked up was the actual
working nature of the web.

It was the one red advantage that the
Rodgans had. No one was sure how the
field was generated, but it did take a lot
of energy. The web itself had no power
unless it was opposed by a force field.
The interplay of the two fields created
a time-gpace anomaly which resulted in a
pseudo-gravitational web uniting the two
ships. It was impossible to penetrate a
Rodgan web with any known weapon.

"In short," Cramer spoke aloud again,
"we're stuck here until they let us go. Or
our force field collapses, a which point
they turn off their web and hit us with
their lasers.”

"In sum, correct,” sad a spesker.

"Will our fidd outlast their weh?"

"I have no access to their energy re-
srve monitor . . . however, snce the
cruiser is at least ten times our size,
designed to engage in fleet battles and ap-
parently has smply been on patrol, |
would assume that they can keep the web
on us until, if you'll pardon the expres-
sion, our reactors freeze up."

"Any suggestions on tactics?"

"Surrender. That is the only option
that provides any acceptable chance of
survival."

"How did you ever get so pessimistic?"

"Experience. If you want | will give
you various tactics that have been em-
ployed by scout ships in smilar Stua
tions. However, the tactics were dl un-
successful ..."

"Never mind. What's the state of our
armaments?"

"We have four missiles, none of which
would be able to get through our force
fidd. We have the laser, which is equally
inoperable at thistime..."

"If we deactivate the force field, can
we use our laser againgt the Rodgans?'

"Yes . . . But we have no way of
knowing where they are. By the time we
target them, they will have scattered our
particles . . .”

"You have such a knack for descrip-
tion."

Cramer moved from his position in the
control chair. The green fire continued to
dance in front of him on the view screen.

"If we turn our force field off, what

happens to the web?'
"It collapses. Passes through us. En-
gulfs us. No one knows for sure . . . But

the web itself cannot damage us .. .™

“OK. On the count of three, deact-
ivate the force field, launch the missiles
at maximum spread. Take evasve action
for ten seconds, then resume former
course and reactivate the force field.”

Computers can't sigh, but Cramer
thought that was the response his orders
got.
He fastened the webbing which bound
him to the chair. Stretched his arms out
before him and then brought his hands
down lightly on the control panel. There
was no response to the pressure, and he
knew that once the command was exe-
cuted, the ship would, to the extent
it was capable of movement, be fully
automated. Still, he wanted the fed of
those instruments at the tips of his fingers.

"One, two, three ..."

The fire leaped at him, seeming to
spring through the view screen. Even as
the fire approached, the ride began.
Gravity shifted, pulling him forward and
to the right. Then back and ill to the
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right. He was upside down for a second or
two and then, just as he was righted, he
was dammed into a brick wall.

The green fire was gone. It had left a
resdue, an after image seemingly burned
into the backs of his eye lids, but it was
gone. He shook his head, trying to clear
the image.

The fire was back. It was no longer
just a ghost image. It was there before
him on the view screen.

"Report," he said.

"Missles launched. Results uncertain.
We were out of the web for . . , three
minutes nineteen seconds.”

"Did you get a fix on the Rodgans?'

"Yes . . . and no. | have no rdiable
knowledge of where they are now. We
are, as I'm sure you know, back in the
web."

"I know."

Cramer leaned back in the control
chair. A damp trickle flowed into his
mouth and he was surprised to find, when
he ran his hand across his face, that it was
blood. Even before he could spesk, the
computer responded.

"You have suffered a nosebleed . . .
Severd vesds in your proboscis have
ruptured ... If you will tilt your head
backward, the bleeding should stop pres-
ently."

Cramer did so.

‘Trapped,” he sad out loud. "And it
had to be with a comic."

There was no response.

Time pases dowly when you are
caught and held. Maybe time doesn't pass
atall...

Cramer moved from the command
chair and started pacing the small cubicle
that served as bridge, mess area and cabin.
He activated the link and asked for a
readout on the tactics that had faled
agang the web. He spent some time,
maybe minutes, maybe hours, reviewing
the data. Then he asked:

"Which one of these should have
worked?"

"The one that seemed to have the best
chance was the one involving random
fluctuations of theforce field."

A scout ship held in the web had tried
to escape by randomly turning its force
field on and off while firing at the Rod-
gan cruiser that held it. The scout had
even managed to inflict two hits on the
cruiser before it was blasted apart by the
return fire.

"Why didn't it work?"

"Three major reasons . . .One; theran-
dom pattern relied upon was the creation
of the scout's computer . . . It was not
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completely random and was picked up by
the enemy . . . Two; the scout tried to
fight rather than un...”

"What's the third reason?' Cramer
barked mentally when the computer
falled to continue.

"Lack of any real knowledge about
how the web field works...”

'Thanks a lot,” Cramer sad aoud.

Cramer began to pace the smal area
that was his home. More of a home than
any place had ever been. 1t was ahome he
didn't want to give up, especidly not to
the Rodgans.

"We're going to do it," he sad in a
hoarse whisper.

"Do what?' the computer's audio
speakers sounding very distant.

Cramer activated the link and fed the
plan into the Thomas then asked: "Will
it work?"

“Probably . . .not."'

"What's wrong with the plan?"

“The basic lack of knowledge of the
web makes any plan questionable.”

"So it might work?"

"It has as much chance as anything
else . . . Except surrender. . .That would
work."

"Give me the odds."

"Ten out of a hundred . .. one out of
ten . . . With a potential error of twenty
to twenty-five percent."

"Sounds good enough for me."

"You do realize that your plan is
based on the assumption that the Rodgan
wish to capture rather than destroy us?"

"Yes," sad Cramer. “If they just
wanted to wipe us out they wouldn't
bother playing with us."

"Have you ever seen a cat with a
mouse . .."

"Deactivate the force field," Cramer
spoke the command.

He avoided the view screen for the sec-
onds it took the green fire to collapse
and pass through the ship. Nevertheless
the image burned itsdf into his retinas.
Even before the dfter-image faded he gave
the sub-voca command to switch to the
ship's emergency energy system.

"Report," he barked, strapping him-
sf in the command chair.

'The cruiser is ten kilometers off . . .
at 190/30 degrees ... It is advancing to-
wad us...”

Cramer punched the buttons that
gave him aview of the cruiser. It seemed
snaller than he had expected. As he
watched, a shuttle craft separated from
the cruiser.

'They're coming out. That must mean
they know what we're carrying.”

"Either that or they don't think we're

worth alaser beam ..."

“When . . ." Cramer hadn't finished
sub-vocalizing his thought when the com-
puter cut in.

"Thirty seconds to initial position."

Time passed. Seconds that seemed like
hours.

Suddenly Cramer was pressed into his
chair as the ship sprang to life, executing
ahard turn at full acceleration,

Cramer pressed the button that sent
the laser beam toward the approaching
shuttle craft and was disappointed as it
spattered harmlesdy againgt the craft's
armor.

The Thomas executed another turn;
Cramer was pushed back into the chair
as his ship reached full acceleration.

"Jump point in nineteen seconds

The ship's report was followed closaly
by a soundless explosion that shook the
ship.

"Minor damage in cargo section . . .
Force field back on. Fluctuating at my
command..."

Cramer placed his fingers on the
button that would alow him to over-
ride the computer's control of the force
fidd. Only when his fingers pressed down
would the fidd be activated. Its deactiva-
tion would be controlled by the compu-
ter.

He pressed, then released, then pressed.
For a short moment the green fire danced
before him only to be replaced by the
greyness of hyperspace.

Cramer, feding the tenseness drained
from his muscles, laughed aloud.

'That was easy enough.”

"It worked . . . But only because the
Rodgans had some interest in not de-
stroying us . .."

"Do you think they know what we are
carrying?'

"We are clothed in dl the secrecy that
Fleet Command could muster . . . There-
fore, it is a given that the enemy knows
more about what we arc transporting
than we do ..."

"None of that matters,” Cramer sub-
vocalized, "Were the first craft to get
awvay from the web.”

"It worked . . . Perhaps because we
put a ship between us and the web gen-
erator. .."

"Well, it worked. The rest of this
mission will be a piece of cake."

"No . .. We will have to emerge from
hyperspace in the Quartro Section . . .
Thar area is generally patrolled by the
Rodgans . . . And since they know what
we are carrying . . .where we aregoing...
They will be looking for us..."

“Na swesat. We beat 'em this time. We
can do it again."
" the Thomas responded.

Despite his years in space, and the
countless humber of times he had exper-
ienced the trandation from hyperspace
to normal space, Cramer was adways dis
appointed. There was no pop. No dra
matic manifestations. The grey of the
view screens was replaced by the gold-
flecked black of the star field.

"Trandation completed . . " the
Thomas reported. “We ae . . . three
thousand kilometers off course . . . Not

bad."

Cramer scanned the instruments on
the command console. All systems func-
tioning.

"We're in good shape," Cramer spoke.
"And no dgn of the Rodgans.”

“Wrong,” the Thomas speaker sound-
ed. "Full adert ..."

The view screen in front of Cramer ex-
ploded into blue-green fire.

"Where are they?' Cramer said, acti-
vating the link.

"Based on the dara . . received before
the web hit us . . . they are.. . almost
everywhere. . . Therewereseven cruisers

. emerging from hyperspace . . .Rough-
ly in a semi-circle to our rear . , , This
time they really have us . . . by the tail.”

Cramer looked a the view screen.
Agan he had the illuson of the fire
dancing immediately before his eyes. It
was, this time, an amost solid wal of
flame. And this time the instruments
were fluctuating. The force field was not
holding the web ten meters from the hull.
It was fluctuating between nine and saven
meters.

"Status report.”

"We are caught...”

Cramer waited.

"Go on," he sad finaly, venting his
impatience.

"Our status is . . . somewhat compli-
cated . . . The web is much stronger . . .
Data; current projection . . . capacitors
will overload in . . , two standard hours
... Other than that. . every thing's fine."

Despite himsdlf, Cramer laughed.

"We're in great shape, huh. So what
do we do?"

"Three alternatives . . . We surrender
now . . . We wait two hours. .. Or we
drop our force field.. and using our laser
. . . shoot it out with the Rodgans . ..
We'd last about three seconds. ..”

"Right," Cramer said.

“Would youlike more . . .coffee?"

Cramer switched off the computer



link and moved to the mess area. Two
hours. He might as well relax.

The coffee was bitter and there was no
way to relax. He put down the cup and
began to pace. "If we drop the screen,
how long would it take to get a scan of
what's out there?"

'Two seconds . . . Does it redly mat-

"No."

Cramer continued to pace. "l want to
know ten minutes before the field gives
out," he said.

There was no response.

The ship was quiet.

He sat down and reached for the cof-
fee cup. It was hafway to his lips when
the computer spoke:

"It appears my estimate was overly
optimigtic ... by somefiveminutes . . .
We now have a reserve . . . capable of
maintaining the force field for seventeen
minutes."

"Thanks," Cramer said.

He pressed his tongue againgt the
molar, reactivating the link. He took a
final dp of the coffee. As he put the cup
down, he glanced at the view screen. The
fire vanished.

"The web is gone...”

"I know. What happened?"

An explosion in the after section of
the ship forced him into the table.

"We are under more conventional at-
tack . . .

Another explosion and Cramer moved
toward the command chair.

"Keep thefield up.”
"Will not hold . . Firepower too great

ter

"Damage report,” Cramer demanded.

"Port, starboard, and after cargo
holds hit..."

Another shock rocked the Thomas.

"Forward, port, and all rear scanners
damaged . . . Hull breached . . . Energy/
fuel reserves . . , below critical .. . And
I'm not doing too well myself. . . "

The view screen went blank even
before Cramer had strapped himself
in the command chair. The instruments
before him were a maze of red lights.

"Craft approaching... Contact in two
minutes ., .”

"Prepare «df destruct on my com-
mand."

"NO."

"What?"

"We have no self-destruct capacity . .

Twelve Rodgans . . .Others . . .

It was removed prior to start of this

mission . ..”

"You're kidding."
"Would | kid . . . about a thing like

that..."

Then:
twenty seconds . .
port airlock...”

Cramer looked wildly around the
cabin. The regulations required dl fleet
officers to have a hand blaster. But where
in blazes was it?

"Sorage locker... under mess table."

Cramer moved to get the weapon.

"Thanks, Thomas."

"Ten seconds . . . before they force
the cabin hatch . . . three minutes of
power left...Bye.™

The blaster was in his hand as Cramer
turned toward the hatchway.

"Bye, Thomas," he subvocalized. "It's
been nice ..."

He hesitated as the hatch opened. He
hesitatated a millisecond longer at the
dght of the first space-suited figure. He
started to pull the trigger. He was too
late.

"We will be boarded in . . .
. Craft has breached

He awoke with a splitting headache
and in strangely familiar surroundings.
His blurred vison cleared as the pain in
his head settled into a dull throb.

An ensign, with fleet Command Staff
ensignia on his collar stood at the foot of
the bunk. Cramer pressed his tongue
againg the left sde of his mouth.

"What's going on?"

No answer. Cramer fdt himsdf encir-
cled by nothingness. He was aone, cut
off from the Doubting Thomas.

"What's going on?' This time he
asked the question verbally.

"I'm not supposed to answer any ques-
tions," the endgn said. "No one is sup-
posed to talk with you until after the de-
briefing."

"What about my ship?"

"The admira wants to see you as soon
aspossible.

"You're a very lucky man, Cramer,"
Admiral Dearborn said.

The admira sat behind a desk that
seemed to be as large as the entire mess
area of the Doubting Thomas. Cramer
swayed dightly as he stood at attention.
The pain in his head was gone but he was
hoping for an invitation to st down. It
didn't come.

"Lucky that Fleet was able to pull
your eggs out of the fire before the Rod-
gans hatched them."

Cramer forced himsef to return the
Admiral's smile.

"Sir, what about my ship ..."

"Of course, on the other hand, you're
not al that lucky. | mean ifyour misson
had been a total success, you'd be a big
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hero. We had plans to give you the Fleet
Clugter. Posthumously, of course. Doesn't
do to have too many live heroes running
around.”

"Yes, sir, Cramer said. "I'm sorry
we weren't able to get to Jadini."

"You'd be even sorrier if you had
managed to get through,” the admira
said briskly. "You ill don't understand,
doyou?"

The headache was beginning to return.

"Y ou were bait. You were supposed to
hold off that first Rodgan cruiser until
the fleet arrived. We were going to cap-
ture it and get some first-hand knowledge
about the web."

"What about my cargo?"

"Your cargo was a collection of junk.
You were bait, but you got off the hook
the first time. We followed you here and
ran into half the Rodgan fleet. We lost
two cruisers and sustained damage to
three others. But, like | said, you're a
lucky man."

"What about my ship?' Cramer said.
"Sir."

"Oh, yes, the DT, or whatever you cal
it. It sustained heavy damage but was
salvageable."

"l haven't been able to raise it on my
link . .."”

"That's because this is a security area
on a fleat daff ship and we are totally
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shielded.”

"That's what he thinks. . . Sorry . . .
Took me a while to figure out how to
get through thejam."

The message was a little fuzzy but the
static dowly dissolved.

“Now as | was saying, Cramer, you are
alucky man. You single-handedly messed
up a fleet staff project. You cost us two
ships and if you hadn't been so damn
dow with your blaster, you would have
wiped out three Fleet StaffNCOs sent to
rescue you."

"You did everything right .. .in other
words..."

"Never mind," Cramer mumbled.

"What was that?"

"Nothing, sir."

"Now I'm going to tel you why
you're alucky man. Wc have this courier
mission . . .”

Cramer only half listened, knowing the
details would be given at a more forma
briefing, and would later be fed into the
Thomas' data banks.

“You know what they did," Cramer
subvocalized. 'They used us like pawns.
And were getting the blame because the
gambit didn't work.”

"Not like pawns . . . Thereis always
the chance . . . that apawn can become a
queen . . . We only had the chance of
becoming so much . . space junk."

"Are you listening to me, Cramer?'

"Yes, sir."

Fire Web

Obviously, the technology used at the time
of this story isalittle higher than that found in
Traveller. During the Third Imperium, fire web
generators were known mostly through infre-
quent discoveries in ancient hulks. The gener-
ators varies widely in design, but the admitted-
ly incomplete knowledge available at that time
might be summarized thusly:

Code Tech Tons EP
1 23? 1 3
2 17 50 10
3 17 100 20
4 18 75 20
5 17 200 30
6 18 150 30
7 23? 27 63
8 20? 196 92
9 19? 431 129

The discovered generators had that much in
common - they had a measurable mass and
consumed a measurable amount of energy. It
was alsa possible to make a rough estimate of
the technology level of the society which pro-
duced the generator. It goes without saying
that discoveries of low-technology generators
were more common (if that is the right word)
than discoveries of high-technology generators.
In fact, the numbers followed by question
marks represent unique and perhaps unrelated
artifacts discovered at separated pointsin a vast
area of space over a period of hundreds of years.

Combat: A fire web can only be used at
short range, at a single target which is using a
continuous (nonflickering) black globe. The
basic roll of 8+ is modified as follows:

+web factor (code)

-globe factor

-target agility rating

+relative computer size

A successful hit will tie the ships together.

Their vector will be the summed vectors of the
two ships motion. (Two ships of equal mass
moving in opposite directions at equal speed
would have a summed vector of zero.) If two
(or more) ships web the same target, sum all
three (or more) vectors. In practical terms, this
means that the ships will remain at short range
indefinitely.

A ship that makes a successful fire web at-
tack can use its other weapons and its sensors
freely, but not in the direction of the target
ship. It can maneuver fredy, if it takes the
extra mass of the target ship (moving with it)
into account, but it cannot use itsjump drive.
The target ship, of course, cannot fire, use sen-
50Ts, OF maneuver, unless it turns off the force
field. It has the consolation of being invulner-
able to attack from any direction, an advantage
not shared by the attacking ship.

A sufficiently powerful fire web (or combin-
ation of the same) may overload the target
ship's capacitors. This, by itsdlf, will do no
damage, but it will cause the force field to col-
lapse, making the target vulnerable to other at-
tacks. To calculate overload, subtract the de-
fending screen factor from the sum of the at-
tacking web factors. The result is the number of
energy points absorbed per hour.

In the Campaign: Obviously, players will
have little occasion to buy fire web generators,
and less to install them on ther ships. More
often, the bad guys will play a fire web as a
trump to players using a black globe. Also, a
generator might appear in a scenario as a mys-
terious, but incredibly valuable, alien artifact
that the players find, steal, or arc hired to
guard. (It should take quite a while for them to
figure out what the gizmo docs!)

Incidentally, a fire web appearson very few
universal ship profiles. When it docs appear, the
code is appended with the letter W. For exam-
ple, of W4 appears after a USP, that meansthe
ship mounts a code four fire web genecrator.
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Traveller are so incredibly long, many
players have been unable to purchase new
ships. Therefore, | have developed a sys
tem for generating used ships for sade.
Using this system, players may effectively
ignore construction times (the ships have
aready been built) and may even obtain
a ship for a cheaper price than normal,
although there may turn out to be a few
problems with a used craft.

Ships may be found for sde only at
Type A dtarports, dnce this is where
most potential buyers would congregate
in search of vessals. Once players have a-
rived at such a starport, the referee
should make one die roll with a six-sded
die on Table I, cross indexing the result
with the population of the world on
which the starport is located.

Tablel

Roll Population
123456789A
1 1111122233
2 0111112223
3 0011111222
4 0001111122
5 0000111112
6 0000011111

This will provide the number of individ-
ua ships for sde at that starport. As the
number of ships for sdle may change over
a period of time, players may elect to
remain at the starport in hopes that more
suitable vessds may be offered for sde as
they wait. However, a maximum of one
roll on Table | per week is alowed.

For each individua ship up for sde,
the referee must generate various infor-
mation, such as ship type, its cost and the
condition of the ship. The type of ship
avalable is eadly determined by rolling

Since construction times for ships in

one sx-sSded die on Table I1.

Table 1, Ship Type
Roll Ship Type

1 Scout

2 Free Trader

3 Free Trader

4 Free Trader

5 Subsidized Merchant

6  Other (Roll on Table I1I)

Scout: As newer ships are construct-
ed for the scout service, older vess are
often phased out and sold to the genera
public. Though usually around 40 years
old, these ships are, on the whole, in good
condition and have had annual mainten-
ance dnce construction. Used scout
ships no longer have an air/raft when of-
fered up for sde by the service, but re-
tain double turrets — void of weaponry.
They are, in al other aspects, identical
to those described in Traveller Book 2.

Free Trader: The fact that a free trad-
er is for sde indicates that its owner was
an unsuccessful merchant who has been
forced out of business. The ship has been
repossessed by the bank and placed on
the market in an attempt to recover the
bank's investment. Since the former
owner was undoubtedly in financia dif-
ficulties during the find months of
ownership, and the bank has probably
not bothered to do so, the ship will not
have undergone annua maintenance in
some time. The first course a new owner
should take is to initiate a complete over-
haul of the drive systems and the eec-
tronic circuitry. This will require an ex-
penditure of CR 500,000 and a one-week
stay at a Type A or B starport. Should
the new owner eect to forego the over-
haul, the referee should secretly rall
twice on Table V in addition to the initial

YA WANNA
BUY A
USED SHIP?

by Tim Brown
and William A, Barton

roll (see below), adding a die modifier of
-4. Two out of sx free traders offered for
sde will have one double turret, but no
weaponry will be installed. Otherwise, the
ship is as outlined in Book 2.

Subsidized Merchants: There are two
types of subsidized merchant vessds com-
monly foundin a Traveller universe. Mogt
are Type R; one in six, however, will be
a Type M (see Book 2 for stats). Subs-
dized merchants of either type are usualy
s0ld by the government should their cap-
tains fal to complete their agreed-upon
duties before receiving full title. The giv-
ernment has repossessed the vessd and of-
fered it for sde a the nearest starport.
The ship has undergone annual mainten-
ance at government expense, but gill may
be subject to faults. Players buying such
a ship from the government have no obli-
gation to cover its previoudy assgned
route and are free to roam the galaxy.

Other: Ships in this class may be of
custom design, created on demand by the
referee. General features such as engin-
eering design, hull type, fud requirements
and base price of these ships are dl that
the ref need generate, unless the ship is
actually purchased. In such a case, he
might want to design the ship in greater
detail. Or, if the referee prefers, he may
use Tablel11.

Table 111, Ship Type
Roll Ship Type

1  Custom Desgn

2  Corsar

3 Seeker

4  LabShip

5  Sdfai Ship

6 Cruiser (1-2)/Y acht (3-6)

Corsair: A captured pirate ship, put
up for sde by the authorities. As outlined



in Citizens of the Imperium, but minus
weaponry and variable identification fea-
tures (which can be restored by new
owner, if he dedires, at any shipyard on a
lav levd O planet, for one-quarter the
ship's base price).

Seeker: Seekers on sde will usualy
retain their mining laser (four in dx
chance), but will probably be old and bat-
tered due to their use in asteroid mining
and the fact that no belter would sdl his
ship unless it was defective or he was un-
successful a his trade (in which case it
is doubtful he'd have kept up its annua
maintenance). Roll twice on Table V for
any Seeker for sale, and two more times
if new buyer fals to overhaul it, as with
a free trader.

Lab Ship: As outlined in Citizen,
minus air/raft and ATV. Offered for sde
by a scientific foundation unable to ob-
tain enough research grants to keep the
vessd. Usudly in good shape. No labora
tory equipment will remain aboard, how-
ever.

Sdafari Ship: As outlined in Citizens,
minus air/raft. Only two in Sx will retain
caging arees and trophy room (aways
void of trophies in any case). As sfai
ships on sde usualy beong to faled
hunters or spoiled nobles who have tired
of them, they probably won't have
undergone annua maintenance for some
time, and will need overhaul as with a
free trader. Note: The sofari ship as
outlined in the book has no jump drive.
Players purchasing such a ship will find it
necessary to install one after purchase.
It is possible, however, that some (onein
six) may have had ajump drive added by
the previous owner.

It is dso possible that a Type C cruis
er or a Type Y yacht may be up for sae,
though these will be less common due to
the quasi-military nature of the first and
the penchant nobles have for keeping
the second in their own ranks. These are
exactly as outlined in Book 2 except that
al weaponry and auxiliary vehicles have
been removed.

The price for which the owner will sdl
his ship is caculated by rolling two sSx-
sided dice and checking the result against
Table 1V. The result will be the percent-
age of the base price of the ship in ques-
tion (when built a a starport) which the
owner will accept as payment.

Table IV
Roll Percentage of Base Price
0 50%
1 55%
2 60%
3 65%
4 70%
5 75%

95%

100%

105%

110%
(If, after dl modifiers, the result is
less than zero, treat it as zero.)

Certain <ills may be used as a -DM
when rolling on the Price Table, a the
referee's discretion. Administration skill
may be used to represent the player's
ill in "talking the sdler down™ in price.
Bribery sill could be useful if the ship
is being sold through an agent; the owner
himself would never lower the price for
a mere bribe. Skills such as Streetwise,
or a Socia Standing of 11+, could per-
haps be used to intimidate or impress
the owner or agent into lowering his price
but probably no grester than one for
every two leves of ill and certainly no
more than two tops — again, &t the ref-
eree's discretion. (Excessive use of intimi-
dation may bring in the starport police...)

Each used ship has a chance of having
one or more defects when purchased. The
referee must secretly roll for each ship
once on Table V before purchase to de-
termine whether or not it is faulty (twice
for the seekers, above).

TableV
Roall Result
2 Power plant malfunctions
3 Maneuver Drives malfunction
4 Migumps one out of dx times
5 Periodically loses cabin pressure
6 No defect
7 No defect
8 No defect
9 No defect
10 No defect
No defect
Turretsjam

= O

1

S

If a player with Engineering-2 or bet-
ter inspects the ship before he buys, these
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faults will be identified before any money
actually changes hands. The party may
then decide whether or not they wish to
buy a faulty vessd. If so, the owner will
offer a 20% reduction in price. Otherwise
he will have to repar the ship to the
party's satisfaction. If this inspection is
not made, any defects in the ship will
aurface in one to sSix weeks (roll one die)
after purchase. The referee may wish to
place actual breskdowns at critical times
during the ship's operation to make such
crises more interesting.

Players may dso want to <l their
own vesds to obtain additional credits.
Note that a scout ship received as a
mustering-out benefit may never be sold
or digposed of in any manner while the
player to whom it was awarded is dive.
This applies to lab ships as well, should
they be used. Any other ship is digible
to be sold. The referee should decide at
random how many potential buyers will
examine any given ship for sale, and then
determine how many actudly have the
money for such an expenditure.

This sysem of pre-owned starship
purchasing should smooth out the flow
of any Traveller game in which players
are looking for their own means of trans-
portation, yet find themselves short on
time and credits. It may even encourage
more people to vist your universe!
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Rumor Reliability in Traveller

by Steve Winter

One of the most valuable commodi-
ties for player-characters in Traveller is
information. A fase rumor can launch
a bogey chase hdfway across known
space, costing thousands of credits and
maybe a few lives.

The problem facing the referee is:
what kind of rumors and stories has a
character heard during his"prior service'?
After al, characters spend a considerable
amount of time travelling the gaaxy
before actua play begins, and that time
should be taken into account somehow.
Secondly, referees need some consistent
way of handling informants.

A dmple table (see below) can solve
this problem. A 2d throw, modified by
the character's age and experience (ref-
eree's discretion) determines what he has
heard about a subject. Informants are
treated exactly like player characters, d-
though some results on the table have dif-
ferent meanings for informants than they
have for player-characters.

Rumor Table
(player-characters/informants)

inaccurate, believed

inaccurate, repested
inaccurate, rumors

no information/inaccurate, rumors
partial

no information/partial

partial

no information/partial
accurate, rumors

accurate, rumors

12 accurate, repeated/second hand
13+ accurate, believed/first hand

Co~NoOhP,WN

=5

The results should be interpreted as
follows:
inaccurate, believed: The character has
heard the same story severd times

from reliable sources, and he believes
it. The story is either mideading or
totally fase.

inaccurate, repeated: The character has
heard the same or smilar stories re-
peated by severa sources which may
or may not have been reliable. The
character doesn't necessarily beieve
the stories, but they do carry the
weight of repetition. They are mis
leading or totally fase.

inaccurate, rumors. The character has
heard of the subject once before, but
he has no idea whether the story he
heard was true or not. It wasnt.

no information/inaccurate, rumors. A
player character has never before
heard of the object, person or phen-
omenon being investigated. Treat as
inaccurate, rumors, for an informant.

partial: This character knows a little, but
not much, about the subject. His in-
formation may or may not be help-
ful. There is aways a 1/6 chance that
itisfase

no information/partial: Player characters
have no information, informants have
partial information.

accurate, rumors. Same as inaccurate,
rumors, except the story was partially
or completely true.

accurate, repeated/second hand: For
player characters, same as inaccurate,
repeated, except the information is
true. Informants may dam to have
known or spoken with someone who
had firghand knowledge of, or saw
computer files on, or otherwise came
into direct contact with the subject
under investigation.

accurate, believed/firsthand: Same as in-
accurate, believed, except the stories
were partialy or completely true. If
this is an informant, he has firsthand
experience with the subject.

The referee should not disclose the
actual result of the die roll, but determine
the result secretly and present infor-
mation to the players as they would have
heard it. These stories can be as colorful
or ashland as the referee cares (or is able)
to make them, but it's a good idea to
plan a few ahead s0 the players won't
get suspicious. If the stories aren't plaus-
ible, you won't fool anybody.

In addition, informants should dways
get areaction roll. A source with accurate
information could refuse to talk to the
players. Even worse, a source with mis-
information could be extremely helpful,
supplying maps, codes, or charts which
are dl wrong.

Informants who are extremely hogtile
or who have refused a bribe may aso lie
to characters. Consult the following
table:

Die modifiers:
bribe offer rejected +1
reaction roll =5 +1
4 +2
3 +3
source automatically lies on 2d roll
of 13+

Since any dngle informant can be
quite unreliable or unhelpful, it is agood
idea to let players roll more often for
informant encounters than for patrons.
Two or three rolls per week, with appro-
priste DMs for Streetwise, Carousing,
Liason and Administrative Experience, is
usualy sufficient. The Patron Table
works very wdl for determining the
genera character of informants.

Although this system was designed for
Traveller, there's no reason why it could
not be used in other role-playing systems
like D&D or TFT. The table remains the
same; only the modifiers need to be
changed.






When my loca group of Traveller play-
ers got together again after the Christmas
holidays, it fdl to me to referee Levia-
than (Traveller Adventure 4) for them.
That was partly because | had dready
reed it through and knew what it wes
about, and partly because the other ref-
erees had been doing more than their
share and wanted to get back into play-
ing for a spell.

The adventure started off ordinarily
enough with the group vying for positions
on the crew list of the Leviathan, and
then planning their journey into the Out-
rim Void. The first world they set upon
was Vior - and | was caught up short,
not having prepared too much for the
night's action. | read over the information
in the booklet.

Vior 0805X500401-1 Non-industrial.
Gas Giant.

In appearance this world is uninhabit-

ed (and uninhabitable); however, a de-

tailed survey will indicate geological
anomalies in one particular region. In-
vestigation will reveal several airlock
chambers giving access to an extensive
underground habitat, where the Vior-
ans lead a troglodytic existence. In one
of the worst cases of regression yet
found, chronic overcrowding has prod-
uced a primitive semi-cannibalistic so-
ciety. Healthy crew members will be
greeted primarily as a source of food.

The Viorans produce nothing of val-
ue; however, one reason for their over-
crowding is longevity. After much de-
tective work, assuming the researchers
have not been eaten in the meantime,
this longevity may be traced to the in-
clusion of a particularly repellent ro-
dent scavenger in their diet, with re-
markable anagathic properties. The
planet itself has a number of extract-
able deposits of various minerals.

There | was. These paragraphsindicate
100% of what the adventure says about
Vior. Thisiswhat | did ...

The adventurers looked over the sys
tem casudly, and for a few minutes |
thought that they would be moving on

by Marc Miller

without redlly stopping. Then they got
to thinking and cdled for detailed scans
of the main world (Vior) after refuelling
a the gas giant. That showed that the
world was 5000 miles in diameter, ar-
less and waterless. It had no hint of in-
habitants. Their detailed scans then
showed some geologicd anomdies and
they investigated. What they found was a
group of cave mouths; they left the small
ship that had brought them down to the
surface of Vior, but only after Vaerie
had locked the pinnace and pocketed the
keys.

Each of the players sdected one cave
mouth and checked it out, dl the while
staying in radio communication in case
something cropped up. Severd caves
showed nothing. One did lead deep into
the interior and showed some footprints
in the loose soil. Another aso had smilar
footprints, but these led outside ... toa
deposit of crystalized oxygen snow in
permanent shadow.

There wes evidence of digging in the
snow; the footprints around the digging
led into one of the caves, and the group
investigated. They found that this cave
and another joined deep within the moun-
tain. They followed and found a twisted,
tortuous passage which led deeper and
deeper into the stone of the mountain
itsdlf. Finally, they encountered a solid
blanket (a quilt) hung across the passage
and solidly blocking it. They approached
caefully and very gently poked it aside.
On the other Sde was more passage — and
another blanket. They checked that one
as wdl, and kept finding more of the
same. Thirty-five blankets later, someone
checked the atmosphere testers and found
that the cave was no longer airless — it
was up to 35% of breathable levels. They
kept going, less cautioudy now, and final-
ly (90 blankets later) found a large room
with severd crude vacc suits, some com-
pletely hand-made, and some many-times
patched antiques. They aso found quite
afaw buckets.

While checking this stuff out, James
asked (jokingly), "What is this stuff made
Of_?‘l

| replied, "Looks like leather."
"Hal Wha kind? Human skin?"

Aboard the Leviathan

"Yes. Like alarge thigh, sawn and re-
inforced.”

That dowed them down. They checked
the room more carefully, and made sure
that their weapons were at the ready. |
checked what order they would be in as
they moved through the only other exit
from the room. That passage was dso
long and tortuous, and finaly led to a
deep shaft with a spird path cut in its
sides; wide enough for only one person.

At this point, they encountered some-
thing in the dark. Shining their lights at it
gave them a glimpse of a group of scurry-
ing animas. Grasping for a "particularly
repellent rodent scavenger” | sad they
looked like dimy inside-out rats. The sev-
erd "ughs!" | got from the players showed
that 1 was on the right track. They con-
tinued, now more dowly.

The spird ended as the shaft ended. A
passage took them through the shaft wall
and into the top of alarge (I sad two or
three kilometer diameter) cavern with a
central spike leading to the ceiling; they
were at the top of that spike, with a spi-
rd path leading down its face. The cavern
itself was aglow with a pale green light,
and its floor was covered with a mass of
humans. The place was obvioudy over-
crowded. No one below seemed to notice
the arivd of the group, and in any case,
the adventurers were quite secure with
their weapons and the one-person-wide
path.

Working their way down, they finaly
attracted the attention of a few people
who met them near the cavern floor.
James and Sonny stepped forward and
tried to communicate with them; the lo-
cd language seemed to be an archaic dia-
lect, and it took some work, but they did
manage to get talking. After severd min-
utes, three stooped, tubercular-looking
locals with bad coughs came forward, and
after a bit of tension, they were dlowed
to pass. The loca spokesman explained
that they were air gatherers. They went
outside and gathered the ar snow, carry-
ing it back to sublime and enhance the at-
mosphere. From thisinformation, the ad-
venturers conjectured that similarly, parts
of the atmosphere that did escape from
this cavern system could wel condense
in the shadow outside, in effect forming
a crude recycling system. Although the
two ddes were getting along well, the
travellers 4ill clung to their path, but



kept the conversation going. They discov-
ered that saverd chambers off the main
one grew fungus, and that volcanic vents
brought hot water and some plant nutri-
ents to this dismd place. The light, how-
ever, continued to be unexplained: it
looked artificial.

The conversation turned to ages, and it
was reveded that the spokesman was at
least 400 years old. The adventurers used
private communications channels to dis-
cuss this new piece of information while
Sonny kept up the outside conversation.
Their consensus wes that the strange green
light made the locals age so dowly.

About this time, the locals (numbering
sverd thousand) got quite excited and
fidgety. Simultaneoudly, the lights of the
cavern got brighter;it dmost hurt the eyes,
and helmet visors polarized to cut the
glare. Suddenly, a cascade of insgde-out
rats poured down the path from above. It
forced everyone to lesp out of the way
for sheer sdf-preservation. Fortunately,
the locals were making no moves against
the travellers, they were too busy grab-
bing the rats and eating them raw and live.
Ugh!

Once this med was over, everyone re-
turned to talking. The spokesman did fi-
naly wipe off his mouth (there was 4ill
blood running down his chin from his dis-
gusting meal), and asked, "So, you are
air-gatherers, too, | presume." He acted
like he was comfortable with the thought
of other caverns with air-gatherers going
outside much like was done here.

The adventurers first tried to Sidestep
the question, but agreed that they did
gather ar and that they came from far
away. The leader moved the conversation
on, and after more smdl tak, offered
some obvioudy pure water (it tested as
such) as refreshment. Cindy stepped for-
ward in friendliness and accepted. She
had to remove her helmet to drink, and
that caused a great ded of excitement
among everyone who could see. At firgt,
they thought it was because of her long
blonde hair; but that thought wes soon
dispelled. The spokesman had had a us-
picion, and now it was confirmed; in this
cavern, only the sck and the old went
out to gather air, and the locas had as-
aumed that the travellers were similarly
dck or infirm. Now, everyone redized
that the group was a healthy, fleshy, po-
tential meal.

By this time, the group was no longer
on its well-protected perch, but instead in
the midst of a pack of locals. They started
cdosng in and it proved impossble to
keep them back. Finally, Marilyn opened
fire with her shotgun and feled three of
them. Now they stepped back, and when
James asked, he found out that the bodies

of the dan had disappeared, dragged
avay by the front ranks. Severd locas
could be seen fighting over the flesh in
the background.

At this point, the travelers tried to
sirike a ded, but the spokesman's offer
to eat only one of them was unaccepta
ble, especialy because they had expressed
a preference for Vaerie. She very em-
phaticaly pointed out that she ill had
the keys to the pinnace, and wasn't about
to turn them over to anyone else. Instead,
they fought their way out, which proved
quite easy, snce the locals soon fdl to
fighting over the dead rather than obstruct-
ing the group's exit.

On the route out, Marilyn conjectured
doud that perhaps the indde-out rats
might have anagathic properties. The oth-
ers dlowed as how that might be true, and
they dl looked hard for some rats dong
the way. The few they did see proved
hard to catch, and in fact, only Marilyn
succeeded in snaring one. That posed the
next problem, as | pointed out that it
was vacuum outside, and they had no
container for such a sample. Marilyn was
forced to stick the dimy thing inta a sam-
ple bag and poke it down the front of her
vace suit. Roalls for the rat's resistance
(and attempts to chew out of the bag)
kept Marilyn speeding for the pinnace,
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only to arive there and find that Valene,
with the keys, was taking her time.

Once aboard the ship, they dl filed
their reports, turned the rat over to the
lab (where it did indeed have high read-
ings on anagathic properties) and began
preparations for their next world survey.

Check this narration againg the world
description of Vior. The airlocks are tech
level 1, taken from an old science-fiction
story | read long ago.* The cavern is cer-
tainly a troglodytic setting, and there is
some evidence of overcrowding. There is
aso evidence of cannibalism. It was not
initialy clear to the locals that the play-
es were heathy specimens, but once
evidence of their good health became
clear, the locas saw the potential med
that the group presented. The anagathic
properties of the rodents became the fo-
cus of the entire adventure.

What did | leave out? The mineral de-
posits, left for the more detailed survey
that will follow when the world is inves-
tigated in depth. And that leaves me only
ten more worlds to elaborate upon and
ten more adventures for the crew of the
Leviathan.

* Editor's Note: Marc presumably is re-
ferring to “A Pail of Air” by Fritz Leiber.
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TRAVELLER

The gpace combat sysem in GDW's
Traveller, Book 2, drawing on the classic
Triplanetary, has one of the best vector
movement systems in use. It is both red-
igtic and surprisingly simple. Unfortunate-
ly, the rules tend to be a bit sketchy in
places. The following module was desgn-
ed to make Traveller space combat both
more playable and more enjoyable.

Badgc Parameters

Using the scde given (1 inch = 1,000
miles) means many battles will cover the
entire floor of a good-sized room. While
this is visudly exciting, it is often imprac-
tica and aways unhandy. A smdler scde
can make encounters & extreme range
much more manageable.

If the distance scale is reduced, how-
ever, the time scade must be expanded.
The relationship is given by the equation

D=T2
where D is the distance represented by
one inch expressed in thousand-mile seg-
ments and T is the length of the turn in
ten-minute segments. In a standard Trav-
eller gpace combat turn, both D and T
equa 1.

The most useful scaes are shown be-
low.

D T
1(1,000 miles)  1(10minu tes)
4 (4,000 miles) 2 (20 minutes)

10 ( 10,000 miles) 3 (30 minutes)
25 (25,000 miles) 5 (50 minutes)
100 (100,000 miles) 10 (100 minutes)

Obvioudy, the 30-minute turns are
fudged to fit a 10,000 mile distance scale,
but the discrepancy isn't too much for
game purposes.

These scdes dlow ships maneuvering
a the edge of sensor range to be kept
within four feet of each other, which is
within the confines of most gamers table
tops.

There is nothing wrong with changing
scdes in the middle of a battle. If ships
get too close using a 10/3 scae, switch to
4/2 or U/1. If they get too far apart, Switch
ta 25/5 or 100/10.

Turn Sequence

The "A moves, A fires, B moves, B
fires' turn sequence isn't a good one
where running battles are concerned. Too
often it results in the range changing be-
tween the Intruder's fire phase and the
Native's fire phase, with the Intruder get-
ting to shoot at closer range than the Na
tive.

To correct this, the sequence should
be changed to:

I. Movement Segment

A. Intruder Movement

B. Native Movement
[1. Shipboard Action Segment

A. Intruder Laser Fire

B. Native Laser Return Fire

C. Intruder Ordnance Launch

D. Intruder Damage Control

E. Native Laser Fire

F. Intruder Return Laser Fire

G. Native Ordnance Launch

H. Native Damage Control

[. Intruder and Native Computer Re-

programming

Space
Combat
System

by Steve Winter

This sequence doesn't take the initiative
away from the Intruder, but it does make
the turn more fluid.

It's important to remember that atac-
tica turn is 10 minutes long. Each ship
gets to fire energy weapons, launch ord-
nance (or vehicles), attempt repairs and
reprogram its computer once every 10
minutes. If a battle is being fought in a
scde other than 1/1, the turn is more
than 10 minutes long and dl laser fire
laser return fire, ordnance launch, damage
control and computer reprogramming
phases will be repested severd times per
turn; i.e, if the scde is 10/3 each turn
will consst of one Movement Segment
and three Shipboard Action Segments.

Movement

Movement can be smplified by usng a
hex grid; just substitute hexes for inches.
Mayday or Triplanetary would furnish an
excellent play ad for hexagond play.

Damage

The weekest part of Traveller's dar-
ship combat system is the Ship Damage
Table. A darship has a lot more parts
than those listed on the table. The ex-
panded tables below cover gtarship sys
temsin much greater detail.



Hit Distribution Table (2d6)
2 Engineering
3 Engineering
4 Engineering
5 Control

6 Main Section
7 Man Section
8 Main Section
9 Fud tankage
10 Weaponry
11 Wegponry
12 Weaponry

Engineering Section (2d6)
2 Machine shop/electronics shop/armory
3 Gravitics

4 M-Drive

5 Power Plant

6 M-Drive

7 JDrive

8 JDrive

9 Life support

10 Screen generator

11 Fud purification

12 Critical damage

Engineering Criticadl Dameage (1d6)
1 Power plant crippled

2 M-Drive crippled

3 M-Drive crippled

4 JDrive crippled

5 Life support equipment destroyed
6 Gravitics destroyed

Control Section (2d6)

2 Computer -1

3 Sarvos

4 Sensors

5 Computer -1

6 Computer -1

7 Computer -1

8 Computer -1

9 Communications
10 Communications
11 Computer -1

12 Critical Damage

Control Section Criticad Damage (1d6)
1Computer -10

2 Computer -6

3 Running programs wiped

4 Commo disabled

5 Sensors destroyed

6 Fire control destroyed

EXPANDED STARSHIP DAMAGE
TABLES

Wegponry Section (2d6)
2 Fire control

3 Fire control

4 Turret

5 Turret

6 Bay/turret

7 Baylturret

8 Bay/turret

9 Screen generator
10Magazine

11 Fire control

12 Critical damage

Wesponry Section Critica Damege (1d6)
1 Turret destroyed

2 All turrets lock

3 Screen generator destroyed

4 Magazine explodes

5 Fire control crippled

6 Bay crippled

Man Section (3d6)
3 Aux. bridge
4 Aux. bridge

5 Bridge
6 Gdley/lounge

7 Bridge

8 Launch tube

9 Boat/hangar deck

10 Cargo hold

11 Cargo hold

12 Cargo hold

13 Stateroom/ship's locker
14 Life support equipment
15 Sick bay

16 Cold deep berth

17 Lab/air lock

18 Critical damege

Man Section Criticad Damege (1d6)
1 Boat/hangar deck crippled

2 Cargo destroyed

3 Cargo destroyed

4 Streamlining shattered

5 Frozen watch destroyed

6 Helm disabled

Bridge Table (1d6)
1 Computer -3

2 Sensors

3 M-Drive controls
4 JDrive controls
5 No effect

6 No effect
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The Hit Distribution Table is used to
determine which section of a ship has
been hit. Roll separately for each hit. The
individual section tables are used to deter-
mine the specific damage caused by each
hit.

If atable indicates a system is hit which
doesn't exist on the target ship, the hitis
instead taken in the next listed system to-
ward the center of the table. EXAMPLE:
A 3 is rolled on the Hit Distribution Ta-
ble, indicating a hit to the engineering
section. Two dice are rolled on the En-
gineering Section Table, resulting in a 10,
"Screen generator." If the ship does not
have a screen generator, the hit would be
taken in the next listed system toward
the center of the table, which in this case
is "Life support."

The hit does not shift to another sys
tem unless the system rolled does not ex-
ig on the ship. A destroyed system can
be hit, but the hits won't have any extra
effect.

If ahit causes critical damage, roll again
on the appropriate critica damage table.

In the damage definitions which fol-
low, a system described as disabled will
not function, but may be repairedin space.
A crippled sysem will not function and
can be repaired only at a starport, not on-
board. A destroyed system will not func-
tion and cannot be repaired. It must be
replaced at a starport.

Some damage descriptions are sdf-ex-
planatory. Others follow:

Fud tankage: Each fud hit rdeases 6d-|
tons of fud.

Machine shop/electronics shop/armory:
Machine shop, electronics shop, or a-
mory hit. (If more than one, deter-
mine randomly.) GM determines ex-
tent of damage.

Gravities: Floor-mounted gravity plates
and inertial compensators disabled. If
M-Drive is used, anyone not strapped
into an acceleration couch or in acold
deep berth will take damage equd to
(g's accelerated)d6.

M-Drive: Asper Traveller Book 2, p. 33.

Power Plant: As per Traveller Book 2, p.
33.

JDrive: Asper Traveller Book 2, p. 33.

Life support: Recycling and purification
system disabled, must be repaired with-
in 24 hours or ship's ar supply will be
exhausted. See Traveller Book 2, p. 17.

Screen generator: One screen generator
(nuclear damper, meson screen, repul-
sor, black globe) takes one hit.

Fud purification: Fue purification plant
disabled.

Computer: Asper Traveller Book 2, p. 33.

Servos: One automated servo system (re-
pair, medical, etc.) disabled.
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Sensors: Sensors disabled, ship must oper-
ate blind until repaired. All maneuvers
must be plotted one turn ahead. No
weapons may be fired (except manned
turrets repeling boarders).

Communications: Each hit imposes DM -1
to establish radio communication with
base or ship. (A roll of 3+ will estab-
lish communi cations under normal con-
ditions.)

Computer: Computer takes indicated
number of hits.

Running programs wiped: All programs
currently running in the computer's
central processing unit are erased and
lost from the computer.

Sensors  destroyed:  Ship must  operate
blind until sensors replaced at starport.

Fire control: Each hit imposes DM -1 to
hit with ship's weaponry.

Fire control destroyed: Targeting mech-
anisms destroyed, no weaponry may
be fired. Guided and controlled mis-
dles arelost.

Turret: Asper Traveller Book 2, p. 33.

Bay/turret: One weapon bay disabled. If
no bays on ship treat asturret hit.

Magazine: One bay or turret magazine hit,
missiles insde rendered useless.

All turrets lock: Turrets lock in position,
will not respond to remote targeting
orders. Only turrets with gunners in-

sde may fire.

Magazine explodes: One bay or turret
megazine explodes, ship takes 9x hits
from each of 16 exploding missles.

Aux. bridge: Auxiliary bridge hit, roll on
bridge table.

Bridge: Bridge hit, roll on bridge table.

Galley/lounge: Ship's gdley or lounge
(determine randomly) hit. GM deter-
mines extent of damage.

Launch tube: One launch tube disabled.

Boat/hangar deck: Ship's boat or other
vehicle damaged. Roll once on Smdl
Craft Table (Traveller Book 2, p. 34)
to determine damage.

Cargo hold: Cargo bay penetrated, GM
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determines extent of damage to cargo.

Stateroom/ship's locker: One stateroom
or ship's locker hit. (Determine ran-
domly; if there are 5 staterooms and 1
locker, the chance of hitting the locker
is 1-in-6.) GM determines extent of
damage.

Sck bay: Medicd equipment damaged,
GM determines extent.

Cold deep berth: One low passage berth
disabled, occupant (if any) is killed.
Lab/air lock: Lab penetrated, extent of
damage determined by GM. If there is
no lab, the ar lock is crippled; a sec-
ond hit causes explosve decompres-

sion, if possible.

Boat/hangar deck crippled: All craft on
boat/hangar deck may be damaged by
exploding equipment. Roll 1d-2 times
times on Smadl Craft Table for each
craft on deck. No craft may be launch-
ed or docked.

Cargo destroyed: All cargo carried in one

hold destroyed.

Streamlining shattered: Ship may not
maneuver in atmosphere.

Frozen watch destroyed: Monitoring
equipment crippled, dl low passengers
in one section killed.

Helm disabled: Ship may not maneuver
or jump.

M-Drive controls disabled: Ship may not
use maneuver drives unless it has aux.
bridge or engineer present in engineer-
ing section. No defensive pilot DMs d-
lowed if ship operated from engineer-
ing section, and maneuvers must be
plotted one turn ahead.

JDrive controls disabled: Ship may not
jump unless it has aux. bridge or engi-
neer present in engineering section.
Jump must be plotted one turn ahead.

If characters are present in a section
when it is hit, there is a chance they will
be injured. For each character in the sec-
tion, roll 2d-7. If the result is greater than
0 it is doubled and the character suffers
that number of dice damage. Characters
adso can be killed by explosive decom-
presson - see Traveller Book 2, p. 34.

The section tables can be changed easily
to reflect different ship structures. Scout
ships, for example, have more tonnage de-
voted to control equipment and living
quarters than to cargo space, SO one or
two of the main section cargo hold hits
should be treated as bridge or stateroom
hits. For non-starships, J-Drive hits should
be treated as M-Drive or power plant hits.

Thee tables were designed for smal
ships (5,000 tons and less). If larger ships
are involved, players should consider us-
ing High Guard or some comparable sat
of rules.
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Nonhuman Races

The contest chdlenge to "create a
non-human race" was easily our most suc-
cessful one to date. We could literally have
filled an entire issue of TSG with the good
submissions we received

Therefore, weve chosen two first-place
winners — the two entries that were truly
outstanding among a whole stack of good
idess — and eight second-place winners.
Obvioudy, we don't have room for them
adl in this issue. We are running the firg-
place winners in this issue; the second-
place winners will appear in the next
few issues as a continuing feature.

The firg-place winners are Ernest Her-
amia (East Providence, RI) and Danid
Maxfidd (Manhattan, KS). Both receive
124ssue subscriptions to TSG. The sec-
ond-place winners, winning Sx-issue sub-
scriptions, ae Randy Chefe (Bramalea,
Ont.); Gavin Gossett (Nashwville, TN);
Trevor Graver (London, England); Stefan
Jones (Locust Valley, NY); James H. Kel-
ley (Window, AR); Alan Pool (Memphis,
TN); Ron Shigeta (Sdem, OR); and John
Vogel (Marlboro, MD).

TheMittsuashi

The Mittsuashi are a race of trilateral-
ly symmetrical, tri-sexual beings that rule
the idands of Midoritaka. The bodies of
the Mittsuashi resemble barrels, triangu-
lar in cross section, supported by three
long muscular legs, and topped by three
ams and a long graceful neck support-
ing a vaguely tear-drop shaped head. The
head is made up of three amdl maxillag,
eech holding its own brain, ear, nostril,
and pair of vertically sat eyes. The mouth
opensvertically; a Mittsuashi’s head would
resemble a three-petaled flower ifit yawn-
ed. This arrangement of the mouth best
suits the Mittsuashi's eating habit of pick-
ing and swdlowing whole fresh fruit right
off the tree.

As sid before, the Mittsuashi have
three brains, (one in each maxilla); one
saves s0ldy as memory, one provides
gpecid instincts according to the sex of
the creature, and the third brain holds
the reasoning abilities.

The sexes of the Mittsuashi are: Te, At-
ama, and Kokoro. The Te are the largest
of the three, (3 meters tall), and amost
adways are warriors. Their attributes ac-
cording to The Fantasy Trip are ST 20;
DX 14;1Q 10; MA 30.

The reproductive system for Te, (and

fem ek

the other sexes), islocated under the am
on the same dde as the gpecid instinct
brain. When forced to stand and fight (en-
gaged), they will stand so that this Sde of
their bodies is away from the foe.

Mentdly, Te tend to be choleric. Their
color is red, and they dressin short skirts
and ponchos of that hue, adorned with
martial jewelry.

The Atama ae 2% meters tall, and
brunette-furred. They tend to be the
scholars of Mittsuashi  society, and fill
most non-military positions in the govern-
ment. They can be fighters or magickers,
and on occasion (10%) one isboth. Their
attributes are ST 15; DX 12; 1Q 15; MA
30.

They tend to be pensve most of the
time. Their favorite colors are "cool" and
"earthen,” and they like to dress in long
flowing robes (fighters often dress like
Te).

The Kokoro are 2 meters tall, and fair-
furred. They are the cregtive eement in
Mittsuashi  society; artists, writers, and
rearers of children. It is dso believed that
the Kokoro's sanguine nature keeps the
Te and Atama from killing themsdves.
(Statistics show that one out of every
three Kokoro-less marriages end in vio-
lence). Kokoro are peace-loving and can
never bring themsdlves to do any hurt to
anything, even in sdf-defense. Thisis not
to sy that they are helpless in a fight;
they have the ability to make dl creatures
within three megahexes (no saving roll)
empathic to the pain they inflict on an-
other. (For game purposes, any one that
scores a hit in three Megahexes of a Ko-
koro must automatically take the same
damage as the creature he hit.) Ther a-
tributes are ST 10; DX 20;1Q 10; MA 25.

Their favorite colors are yellows and
whites; they prefer to go about clad only

in flora garlands, but for modesty's sske
will wear a gauzy skirt and poncho in the
city or around aiens.

Mittsuashi move by rolling from one
flat triangular foot to another as they
spin; this can vary from the dignified
shuffling pirouette of the Wel-born, to
the wild cartwheeling-like run of charging
Te and frolicking Kokoro. They are ale
to reach great speeds moving in this man-
ner. The record at present is held by the
late Genji Bunsho Tenki a 274 k.p.h.
(Any missle or thrown attack on a Mitt-
suashi that has moved more than 12 hex-
es across the path of the attacker will be
a -3 adjDX.)

Fighters will charge attack most of the
time, using one of the following two tech-
niques. Sashing — the fighter will soin
past his foe, making FOUR separate at-
tacks (or three attacks and one defend),
and if not engaged by a second foe, can
move two hexes more. The effect of this
attack is as if the foe was hit by a giant
buzz saw blade; Throw while running —
the fighter moves up to half his MA; on
every third hex of that move he may
throw one wespon at plus4 adDX and 4
extra hits of damage, but only if the tar-
get is in the path of the charging fighter.

Because of the Mittsuashi sense of ba-
ance, and tripod physique, they make 4l
saving ralls to avoid faling with one less
die than cdled for. Also, they will auto-
maticaly notice any incline.

The arrangement of the 9x eyes around
the head gives full 360 degree stereoscop-
ic vidgon horizontally, and nearly the
same verticaly. Because of this, dl hexes
are considered FRONT.

The Mittsuashi don't like fightinghand-
to-hand, and will never initiate it. Should
he be forced into it, he will try two or
three times to disengage then go berserk
automatically on the next turn, biting 3
times a turn, with 2 dice damege each.

When engaged, a Mittsuashi will stand
0 that the specid ingtinct Sde is away
from the foe. If he is attacked in any way
on this sde while engaged, he will seek to
disengage and flee to a safer position.
(The bottom or rear of the one-hex coun-
ter represents this specia side. For a fig-
ure, place amark on thatside on the base.)
While engaged he will use only two of his
arms, but with the skill of the "two wea:
pons" talent, regardless of IQ and DX.

Because of the centrifugal force they
devdop when they spin, and a generd
didike for bearing burdens, a Mittsuashi
will carry only his weapons and persona
items totaling no more than 6 kilograms
evenly distributed over his three sides.
Any extra equipment and supplies will
be carried by a pack anima or dave train-
ed to follow its master.



“Atamataka” refers to the form of a-
chery used by the Atama sex (The Te re-
spect archery, but consider it "An Atama
thing."). The bow is the same as a horse
bow, and is carried in aholster. Archers
depend completely on their marksman-
ship in battle, and will carry no other
weapon. Archers are trained to enter a
trance-like state when they nock an a-
row. While in this trance, they get a +3
DX adjustment and one extra hit of dam-
age on the foe, and have their MA reduc-
ed to 10. To "snap out" of the trance re-
quires a3 dice saving roll againg their 1Q.

The Mittsuashi have a low regard for
the weapons of human-kind such as the
battle ax; they view them as crude and
excessvely violent. They will aways pre-
fer a one-handed weapon over atwo-hand-
ed weapon, and never use a weapon heav-
ier than 2 kg.

As mentioned, the Mittsuashi are tri-
sexual, and can only reproduce with the
co-operation of dl three sexes. Each par-
ent will choose a child of his sex to raise:
the extra ones are put up for adoption by
triads whose triad of offspring is incom-
plete because of death or misconception.

For the first two months of life, each
parent will care for its own child; a the
end of that period the child becomes sapi-
ent, is weaned, and entrusted to the care
of the Kokoro, while the Te and Atama
are at work.

When the children reach the age of 27,
they and their parents will go to a seedde
temple for the Pesssge Ritual. The Pas
sage Ritua is a combination birthday and
funera; during it the parents bid farewell
to the community, and acknowledge the
offspring as heir to dl their possessons.
The children are then welcomed into the
adult community. If a child isjudged un-
fit for adulthood by its parent, the parent
will give his possessions (including his last
name) to someone d<se of his sex. A per-
son without a last name will usudly go
off to a foreign land to "make a name for
himsdf,"” and only then return to Midori-
taka to join a triad and mate. Well-borns
are those with very dld last names. Mogt
Mittsuashi met outside of Midoritaka will
be status seekers.

Mittsuashi government is a demaocracy,
with each sex eecting its own officer for
eech government position, and then these
officers join into triads to administer the
offices. (So instead of having a Prime Mini-
ster, they have a Prime Minigtering Triad
that must form a unanimous decision on
eech issue) Well-borns are elected most
often because they would never do any-
thing to bring shame upon theirlast name.

The Mittsuashi believe that once they
lived with their god, Watakushi Mittsu
Desu, but were seduced by the humans to

leave their home with him and go to Cid-
ri. It was humans too, who taught them
about religions. They reected dl but
Christianity, Shintoism, and Hinduism,
dnce they were the only faiths that fit
their triangular way of thinking. Usudly,
Chrigtianity is the religion of the Kokoro,
Shintoism the religion of the Atama, Hin-
duism the religion of the Te, and Enok is
worshipped by status seekers.

The Mittsuashi look on humans as a
race of cripples a best, and the offgpring
of disfigured demons at worst, and -
dom fed a esse around them. (The ex-
ception is the Kokoro. They tend to trust
and want to be friends with everything.)
In a party of adventurers, a Mittsuashi
will stay in the background and let the
others make the decisions. (The excep-
tion here is the Atama, who will want to
lead, and will dwayshave an “I-told-you-
so" ready if his ever-present advice is not
followed.)

All Mittsuashi hate evil, but the Te are
fanatical about it. They will go out of
their way to hunt down the smallest evil
being, and will snglemindedly seek to
destroy it. When fighting an evil being a
Te will go berserk automaticaly, (when
the lagt evil being is killed, the Te will
start mutilating it, instead of attacking his
friends, until he makes the 3 dice saving
roll to snap out of it.) Te have been known
to join parties of evil beings for the sole
purpose of destroying them. (To do this
they must make a 3 dice saving roll against
their 1Q every hour of game time to keep
from blowing their cover, and they must
ue some kind of magica disguise, such
as Glamor spdlls, to give them the same
appearance as their intended victims.)

The Mittsuashi do not use any form of
transportation other than their feet (and
ships when sailing), because forward mo-
tion without centrifuga force pulling on
them makes them dizzy. So a Mittsuashi
will never ride a horse, chariot, or any-
thing dse that goes forward without spin-
ning; and any Mittsuashi that doesn't have
the Swvimming talent will suffer from seax
sckness while saling. (Because of their
shape they can't drown, but must learn to
svim to overcome their unique form of
motion-sickness.)

Mittsuashi make interesting non-player
characters, and their cities are colorful s=t-
tings that chalenge the GM to think in
triads instead of the "Yin and Yang" of
humankind. Te make great monsters; the
sght of even a amdl group of Te ralling
down ahillside, weapons flashing hypnot-
icdly in the sun, is enough to give an orc
nightmares. As aplayer character, the At-
ama is best, (and the Kokoro if you want
to live peaceably in a violent world). Un-
less you are a Wdl-born on some noble
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mission, you will most likely be a status
seeker with no family name. When your
Mittsuashi is rich enough to return home
with a ship full of valuables, he may make
up his own last name. This name must
have three or more syllables, and be regis-
tered with the government. (Well-born
names have one or two syllables).

So why not roll up one of my three-
legged friends, and take him for a"spin?'
— Ernest Heramia

The Men With Heads Beneath Ther
Shoulders

First mentioned in an explorer'sjour-
nal in 1599, the men with heads beneath
their shoulders reportedly inhabited "the
fastness of the Upper Orinoco."

Thousands of years ago, an obscure In-
dian tribe of Venezuda called the "Xac-
tapap" stumbled onto a vdley that was
before unknown. There they found the
legendary "tree of life," nurtured by the
equally famous "fountain of youth." The
water itself was poisonous, but the tree
filtered out the toxin and bore revitaliz-
ing fruit. The spring had outlets dl over
the valley, and trees abounded. However,
the treeshad one drawback. Although the
fruit stopped the aging process for one
hour, and ended any need for food, drink,
urination, or sex, it caused dterility and a
deterioration of the body. In fact, after
50 years of eating the fruit, the tribesmen
were mere shrunken skeletons, and led
rather sedentary lives.

The tribe did have a huge advantage,
however, as they worshipped a deity that
happened to exist. Copollonx, god of life
and water, was a powerful god indeed. He
had been bom somewhere out in space,
had journeyed to earth for no particular
reason, and he liked very much the tribe's
practice of sacrificing dinosaurs to him.
(There were dinosaursin the valey, little,
tiny, shriveled ones, but dinosaurs, none-
theless))

Copollonx invented the system of spells
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and incantations we know today as "voo-
doo." The tribesmen would take zombies,
(other tribes were directed by the god to
the valley), cut off their heads, hollow
out their chests, andride inside. This gave
them the "heads benesth their shoulders®
appearance recorded by Hulsus. The
tribesmen in the valey were dl wiped out
by smalpox by 1842, athough many in
Jamaica and Barataria survived to contin-
ue their religion after fleeing their disease
ridden country.

Inthedaysof my Skull & Crossbones/
Legacy campaign, however, their numbers
had been reduced to 75 sckly tribesmen
riding in 75 very powerful zombies, and
they did not like white men.

For Legacy, treat them as norma men
with no constitution subvalue over 2. For
intelligence and charisma roll normally,
but keep in mind that these people have
been dive for thousands of years and
have had a chance to accumulate informa-
tion that could make them appear to be
superintelligent. When riding their zom-
bies (99.99999% of the time), they take
on the phydscd &hilities of their corpse,
i.e, a anorma man gone up two levels
of physica efficiency.

The weapon they manly use is the
curare dart, for which no one in the tribe
has a kill leve less than 25.

The poison of these darts is not made
from normal plants, but from plants &-
fected by the fountain of youth, so in-
stead of the norma effect (death), the
victim immediately goes into a coma and
must check vs. disease resstance or lose a
strength point permanently.

Rumors have sprung up during the mil-
lenia, many of which may lure the players
up the Orinoco River:

1. The men with heads benesth their
shoulders have the Fountain of Y outh that
can rejuvenate the aged. (False)

2. They ae ruled by Prester John.
(False)

3. They can bring people back to life.
(True, but only their heads and torso.
Combined with a zombie, this can work
just aswell, but intelligence is down alev-
e plus an additional levd for each month
the subject has been dead.)

4. They hate Spaniards. (True. They
hate everybody.)

5. The head of one nailed ta abowsprit
will cause bad luck to enemy ships. (False,
but it might cause it to your ship if you
killed the man in a temple or if he was a
priest.)

6. They can turn lead into gold. (False)

7. They have fruit that prevents aging.
(True)

8. They live in the seven cities of gold.
(So False, you wouldn't believe it!)

9. They are in the pay of King Phillip

of Spain. (Interesting one, considering no.

4)
10. They worship Satan. (They will be

very angry if you accuse them of this.)

All fruit affected by the water.will rot
two hours after picking. Eating one stops
the aging process for an hour, but for ev-
ey ten fruits eaten, each constitution
subvalue is reduced one without warning,
except physical effect. This process will
stop after reaching 1 or 2, depending on a
purely random die roll.

For Skull & Crosshones, treat them as
being skilled in every wegpon and Pirate
King in every dass (includes gunnery);
luck, strength, and agility will range from
20to 24.

They are very dy and treacherous, and
are likdy to play stupid when met by
white men, in order to observe their in-
tentions. They will kill anyone attempt-
ing to leave the valey, and anyone dse
who is usdess to them. They are fanati-
cdly againg knowledge of the vdley get-
ting out, and only 4 or 5 primitives have
ever escgped them in 6,000 years.

Elsawhere, the Baratarian (South Loui-
sana) and Jamaican colonies are protected
to a minor degree by Copollonx, and are
occasiondly visted by Menwith-Heads-
Beneath-Their-Shoulders. They may prove
helpful in finding the valey, and provide
adventure opportunities themsalves, The

colonies have no such fruit as the valley,
but are guarded by zombies.
- Daniel Maxfield

CONTEST

This month we have another Traveller-
related contest. Take up to three heroes
(or villaing) of science fiction literature
and cast them in Traveller terms. Include
al important characteristics, abilities, and
gpecia behavior notes that a referee would
need to play him/her as an NPC. Sugges
tions for a specific adventure, perhaps ty-
ing in with something aready published
for Traveller, would aso be appropriate.

Each entry may include up to three
different persons. Please limit the length
of each individua description to one
typewritten page (if only the character is
described) or two typewritten pages (if
a description of henchmen, specid equip-
ment, or a spaceship is dso needed).

Winners will be chosen on the basis of
playability, originality, and accuracy of
adaptation. All entries become the prop-
erty of TSG. First place will win a 12-
issue subscription; second place will win a
6-issue subscription.  Some  runners-up
may aso be printed if gace alows. We
reserve the right to award fewer prizes if
no entries of publishable quality are re-
ceived. Entries must be postmarked no
later than June 30, 1981.

IT'S NO SKIN OFF MY NOSE

If you don't use the best

(Campaign Map .

The original game sheet with 1 In. square grid

and biggest GAME SHEETS.

LARGE SIZE GRID SHEETS for
FRP games, wargaming, SF games, etc.

r

$1. 25
$2.50

HALF SHEET: 36" X 28"
FULL SHEET: 36" x 50"

Y, Campaign Hex Al
f..'h\ Double-sided hex sheet with 16 mm
L3 on one side, 18 mm on the other.

8Pl hex numbering system.

36" x 50"  $3.50

Overlay Bheet -

Clear plastic sheet for use over grid sheets

36" x 60" $4.50

Orders to $10.00 .
$10.01 to $16.00 . .

$15.01 to $25.00 . .
Ov.r $26.00 . . .

SHIPPING & HANDLING

INDICIA ASSOCIATES

- :;;2 P.O. Box 2800
 $2.76 Oakland, CA 84618
$3.2¢
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Adventures on TSCHAI

by Steve Winter and Forrest Johnson

In the years 1968-70 Jack Vance
wrote four books - City of the Chasch,
Servants of the Wankh, The Dirdir, and
The Pnume. These are two-fisted adven-
ture stories set on the planet Tschai.
They are full of aliens and exotica, larded
with violence and well-nigh choked with
detail . . . in short, perfect for Traveller.

Tschai is 212 light years from Earth.
It was, amazingly enough, discovered
during the initial period of Solomani
exploration. Even more amazingly, one
expedition member, Adam Reith, sur-
vived and returned to Earth. A second
expedition was planned, but the First
Interstellar War intervened and the pre-
cise location of Tschai, with many other
records, was lost during the hostilities.
It is generally presumed to lie somewhere
rimward of Earth.

Tschai's profile is 967670. It orbits
a K2 star, and has two small moons,
called Az and Braz by the natives. There
are a number of starports on Tschai —
Hei and Ao Hidis must be reckoned as
Class A - but none are open to strangers.
In fact, it is not even safe to orbit the
planet. For each day in orbit, roll two
dice; on 8+ someone has fired 1-6 nuclear
missiles at the ship, a token of Tschai
hospitality.

Tschai is the home world (and presum-
ably the only world) of the Pnume, who
still live in secret cities beneath its surface.
About 7 million years ago, it was con-
quered by the Shivvan, followed by the
Gjee, the Fesa, the Hsi, and so on. Noth-
ing remains of these races but ruins.
The oldest invading race still on Tschai
is the Old Chasch, which has been there
for a mere 100,000 years. There also exist
colonies of Blue Chasch, Dirdir and
Wankh. An uneasy peace prevails.

About 50,000 years ago, the Dirdir
brought some Humaniti slaves, probably
of Solomani origin, to the planet. These
have multiplied into a hundred diverse
races, scattered over the entire globe.

All intelligent creatures of Tschai, ex-
cept the Phung. Green Chasch and Wankh
speak a common language. Some have
other languages as well.

Economics

Off-world currency is worthless on
Tschai. The basic monetary unit is the
sequin, a hexagonal disc one inch across.
Sequins are obtained from chrysophine,

a crystal which grows only in the uran-
ium-rich soil of the Carabas. A ful
nodule yields 282 sequins.

A sequin's value is determined by its
color. Immature crystals are clear, and
progress through the colors of the spec-
trum as the node matures. Once harvest-
ed, sequins do not change in color. Clears,
therefore, are the basic value sequin.
Values of the other colors are:

1 Milk = 5 clears
1 Sard (light blue) = 10clears
1 Blue e 20 clears
1 Emerald e 25 clears
1 Scarlet = 50 clears
1 Purple = 100 clears
1 Bice = Fragment, 1/6

of a clear

The economy is not controlled in any
way. Anyone may enter the Carabas,
or Black Zone, and harvest chrysophine
nodules if they can (a) locate the nodules
among the gullies and rocky hummocks
of the Carabas and (b) escape or evade
the Dirdir hunting parties from the camp
at Khusz. An average day in the zone nets
a group about 400 sequins.

Prices on Tschai are variable. If a buy-
er looks wealthy, the price goes up. The
following is offered as a general guide:

Decent meal: 1 sequin.

Frugal lodging: 5 sequins/day.

Simple durable clothing: 10 sequins.

Sailing ship passage: 4 sequins/day.

Caravan passage: 1 sequin/3 km.

Unskilled labor: 4-6 sequins/day.

Devices of tech level 7 or higher will
be of alien manufacture, expensive when
available at all. Obvious off-world tech-
nology will arouse wonder and suspicion.

Weapons
Gunpowder is rare on Tschai. Aliens

are often armed with laser pistols. Hu-
mans have a fairly standard assortment of

swords, spears, and so on. In addition,
there are at least two weapons peculiar
to Tschai:

Hand Catapults. These are basically
upgraded slingshots, firing feathered

bolts. Treat a catapult as a sporting cross-
bow.

Sand Blasts. A sand blast accelerates
electrostatically-charged grains of sand to
near-light speeds. Treat as a light machine
gun, but weight is double.

CATARULT

Scenarios

Many, many adventures are possible
on Tschai. Referees should have no trou-
ble expanding on these ideas:

Exploration. Tschai is carpeted with
improbably ancient ruins. Investigation
could prove fruitful.

Rescue. A distressingly handy scen-
ario. Characters will need frequent res-
cues from slavers, from the Dirdir, from
the Old Chasch, from. .. .

Prospecting. The Carabas is always
a likely scene for an adventure.

Underground. A really ambitious party
might try raiding Foreverness. In this
case, Traveller would take on some of
the aspects of D&D.

Leaving. As Adam Reith discovered,
Tschai is not a good place to park a star-
ship. Spare parts are hard to come by.
The natives are not friendly. A safe land-
ing can be difficult; a safe take-off may
require heroism.
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following tables daily:

Steppe

. Settlement

. Nomads

. Air/Raft

. Animal Encounter
. Storm

. Ruins

. Green Chasch

. Green Chasch
DMs: Dead

00NN W~

Desert

0. Settlement
1. Ruins

2. Chasms

3. Air/Raft

4. Storm

5. Animal Encounter

Events

Parties travelling on Tschai should check the

Jungle

. Heat

. Animal Encounter
. Marshmen

. Ruins

. Settlement

. River

. Swamp

DMs:

N AN BN~

6. Gullies

7. Hunting Party

8. Dirdir Hunting Party

9. Prospectors

DMs: Seacoast: -1
Carabas +3

Ocean

1. Nothing 5. Pirates

2. Nothing 6. Storm

3. Nothing 7. Settlement
4. Air/Raft 8. Wankh

DMs: Seacoast+1

Seacoast +2

City

1. Slavers 5. Servant Race
2. Thieves 6. Aliens

3. Police 7. Aliens
4. Patron 8. Aliens

DMs: Alien

Explanation
Air/Raft. An air/raft is flying in view. It

will investigate a spacecraft on 5+, otherwise

passing by on 4+. Check for occupants:

1. Blue Chasch
Mountains 2. Blue Chasch
1. Animal Encounter 5. Chasms 3. Dirdir
2. Settlement 6. Storm 4. Dirdir
3. Ruins 7. Snow 5. Dirdir
4. Gullies 6. Humans
DMs: +1 if north of or south of Hei 7. Humans
Steppe
Animal Weight Hits Wounds Weapons
1.1 400 21/10 11 claws
2.20  Grazers 200 15/ 9 6 hooves
3.1 Hunter 50 19/ 5 1/3
4.10  Pouncers 25 13/ 8 4/3
5.12 100 17/12 5/4
6.1 Killer 100 22/ 6 8/8 claws/teeth
Jungle
1.12  Gatherers 6 6/10 3 as body pistol
2.5 Grazers 25 11/10 5 teeth
3.1 Filter 1 1/ o 1 teeth
4.1 Trapper 12 6/10 6 as blade
5.8 Nighthounds 100 17/12 5/4
6.3 Amphibious hunters 100 18/ 9 5 teeth
Desert
1.1 Trapper 12 10/ 7 8 teeth
2.10  Flying sirens 3 6/ 1 2 as dagger
3.13 6 5/12 3/1 teeth/hooves
4.4 Hunters 25 10/12 7 stinger
5.10  Nighthounds 100 17/12 5/4 teeth
6.8 Eaters 3 5/ 3 4 stinger
Mountain
1.1 Grazer 1600 29/ 5 17/12 teeth
2.22  Grazers 6 6/ 5 1 hooves
3.5 Hunters 50 18/ 7 2 teeth
4.9 Chasers 50 16/ 7 3/1
5.10  Nighthounds 100 17/12 5/4 teeth
6.2 Intermittants 100 17/ 6 7 stinger

Armor  Reaction
none ATF9S2
none F6A10S1
cloth A8F5S2
none A4F6S3
mesh A8F7S2
mesh A3F9S2
none AG6F7S3
none F7A6S1
cloth A9F9S1
none AS5F7S2
mesh A8F7S2
none A8F4S1
none A4F2S1
none A5F2S1
none A8F6S3
none ATF9S2
mesh A8F7S2
none
none F9A11S1
none F6A12S2
none A9F9S1
none AS5F8S3
mesh A8F7S2
jack AT7F3S2

(Note: Nighthounds can occur in any terrain. They are nocturnal, wolf-like creatures closely
related to the Pnume. Nighthounds can be recognized by their characteristic wailing.)

8. Wankh
9. Humans

DMs:

Kachan/Rakh/Vord +2
Charchan +3

There will be 1-6 passengers. If the race is
alien, on 7+ there will also be 1-6 passengers of
a servant race.

Aliens. 16 Pnume, Chasch, Dirdir or Wankh.
If the party is trespassing, they will attempt to
detain on 5+, otherwise ignoring on 4+.

Chasms. This terrain is completely impass-
able to ground travel. It will take all day to go
around.

Dirdir Hunting Party. 3-5 Dirdir, attack on
4+.

Green Chasch. The party encounters a tribe
of Green Chasch. Roll for reaction at -2.

Gullies. This terrain is highly eroded. Halve
travel distance today.

Heat. The jungle is even more sweltering
than usual today. Each character must roll en-
durance or less on two dice or become pros-
trate. DMs: Medic, Survival.

Marshmen. 10-60 marshmen lie in wait with
their spears and clubs.

Nomads. The party encounters a nomadic
tribe. Roll for reaction.

Patron. Someone attempts to hire the party.
Check Book 3, p. 22, or 76 Patrons.

Pirates. A galley with 10-60 crew attempts
to overtake the vessel. It will attack on 11+ if
the potential victim is obviously well-armed,
otherwise on 5+.

Police. 1-6 local police, armed with cata-
pults and swords, attempt to interrogate the
party. Roll for reaction.

The party
humans who are looking for
reaction.

River. A river obstructs ground travel. Roll
8+ hourly to finda ford.

Ruins. The party finds a ruined city. Roll

encounters 1-3
Roll for

for origin:

-1. Wankh 7. 0Old Chasch
0. Wankh 8. Old Chasch
1. Humans 9. Blue Chasch
2. Unknown 10. Dirdir
3. Pnume 11. Dirdir
4. Humans 12. Humans
5. Unknown 13. Unknown
6. Pnume 14. Pnume
DMs: Kachan/Rakh/Vord -2

Kotan +3

Kislovan +8

A solitary Phung will be present on 8+; an
animal encounter will occur on 11+,

Servant Race. 16
Dirdirmen or Wankhmen. If the party is tres-
passing, they will attempt to detain on 6+,
otherwise ignoring on 4+.

Settlement. Here is a town of 100-600 souls.
Alien on 10+,

Slavers. A gang of 2-12 slavers eyes the
party as potential merchandise.

Snow. Heavy snow delays ground travel.
Halve travel distance for today.

Storm. Swirling winds buffet the party for
1 die x 8 hours. Ground and air travel are im-
possible. At sea, the captain must roll 6+ to
avoid damage to his vessel. If he misses by 2
or more, there is a shipwreck. DMs: Water Craft.

Swamp. The ground here is very marshy.
Halve travel distance today.

Thieves. 1-6 thieves attempt to rob or swin-
dle the party.

Wankh. A Wankh is observed swimming be-
low the surface with water jets. He will ignore
the party in 3+.



Here are the races of Tschai ... the
Pnume, Phung, Old Chasch, Blue Chasch.
Green Chasch. Dirdir. and Wankh. A UPP
is given for each. The UPP may be used
directly if it is necessary to generate a
character in a hurry; it may be
used to obtain die modifiers for charac-
ter generation. For example, the Pnume
have an average strength of A, so give a
generated Pnume character a +3 modi-
fier for strength. (A = 10. 10 - 7 = 3))
If this process results in a characteristic
less than 1, raise it to 1.

The given tech level is the level each
race maintains on Tschai; home
tech levels are higher. Tech levels vary a
good deal because of trade. The tech lev-
el of the Pnume is unknown because the
Pnume are a mysterious race, and it is
hard to tell the full extent of their re-
sources.

The listed skills are those a typical in-
dividual might have -- the civilized spe-
cies have a considerable variety of skills
available.

Note that some of the listed aliens -
particularly the Phung and Green Chasch
— are not suitable for player characters.
Also, no Pnume, Chasch, Dirdir, or
Wankh is likely to deal with humans as
as equal unless he is himself an outcast or
fugitive. Aliens will appear more often

Peoples of Tschai

as patrons or as enemies.

Some of the aliens have servant races
of humans, inbred over the millenia to
resemble their masters. There are many
other races of men on Tscahi. The major
ones include:

Nomads. Tech 1. Their tribes ride end-
lessly across the steppes. Some are canni-
bals; all practice banditry. Tribes include
Xiss, Emblem Men, Yellow-Blacks, Mad
Axes, and Kite Fighters.

Marshmen. Tech 0. A dwarfish, yellow
people who live among the reeds. They al-
ways attack if surprise is possible, and the
enemy is not too numerous.

Grays. Tech 3. A widespread, stocky,
yellow-gray race. Grays tend to be tol-
erant, commercially-minded and rather
fatalistic.

Tech 6. The most technically
advanced humans of Tschai. Yaos are the
predominant race of Cath. They are ob-
sessed with elaborate etiquette and punc-
tilio. It is dreadfully easv to offend a
Yao.

Population: 150-160,000

Tech Level: Unknown

Skills: -2, Leader -1, Admin. -1

Special: Bare hands treated as club, skin
as mesh. Because of their decentralized

nervous system, Pnume cannot be
knocked unconscious, only killed.

GPP: A78688

The Pnume are natives of Tschai. They
are about two meters tall and slightly
built, though quite heavy (100 kg). Their
white, expressionless faces are the cast
and color of a horse's skull, with compli-
cated rasping and chewing parts beneath.
A legs are jointed the reverse of
a human's. Traditionally, Pnume dress is
a black cloak and floppy black broad-
brimmed hat. The Pnume are closely re-
lated to nighthounds (see Animal Encoun-
ters) and to Phung (see below). The three
creatures appear to be physically similar
and mutually tolerant, but the exact re-
lationship is unclear.

The Pnume live in a network of under-
ground tunnels and subterranean rivers
crisscrossing the entire subsurface of
Tschai. Within these dimly-lit corridors,

Hoch Tech 1. A primitive people
who live east of Cath and hate all Yaos,
ostensibly for having destroyed the an-
cient Hoch Har empire.

Lokhars. Tech 4. People of central
Kachan. The men dye their skin black
and their hair white, the women the op-
posite. Many are employed by the Wankh
as technicians.

Dugbos. Tech 1. A ragged,
people said to have psychic powers.

Khors. Tech 3. A strange, slender,
mustard-yellow people living in north
Kislovan. Khors wear black gowns and

hats. They follow rigid customs and
taboos. In combat, they throw iron darts.

Thangs. Tech 4. An avaricious people
of northwest Kislovan. They consider
cheating and deception normal business
practices. Their greatest town is

Tech 5. A slender, alert people
of southern Charchan. They have brown
hair, wide cheekbones, and black eyes.
Their thieves are deft; their marital cus-
toms, bizarre and dangerous.

concealed passages and immense cham-
bers is a society complete with industry
and trade. Pnume society is secretive and
stratified; an individual's knowledge de-
pends on his social standing. The Pnume
rarely carry (or need) weapons.

The Pnume are obsessed with history.
They observe everything, frequently seiz-
ing "exhibits" for their museum, Forever-
ness, which details seven million years of
Tschai history. Restraint and unobtrusive-
ness are primary Pnume virtues. They
have one-track minds, and no amount of
reasoning or pleading will sway a Pnume
from its purpose. Captive enemies are
dropped into deep pits, if they are not
needed as crystallized exhibits in Forever-
ness.

Pnumekin, humans living among the
Pnume (UPP: 687744), have evolved psy-
chologically toward the Pnume, They are
introverted, timid, fearful of open spaces,
fatalistic and naive. Diko, a hormone sup-
pressant which prevents the onset of pu-
berty, is a regular part of their diet. They
scrupulously avoid "boisterous activity,"
which includes physical contact, noise,
sudden movements and being seen with-
out a hat.



Here are the races of Tschai . . . the
Pnume, Phung, Old Chasch, Blue Chasch,
Green Chasch. Dirdir, and Wankh. A UPP
is given for each. The UPP may be used
directly if it is necessary to generate a
character in a hurry; otherwise it may be
used to obtain die modifiers for charac-
ter generation. For example, the Pnume
have an average strength of A, so give a
generated Pnume character a +3 modi-
fier for strength. (A = 10. 10 - 7 = 3)
If this process results in a characteristic
less than 1. raise it to 1.

The given tech level is the level each
race maintains on Tschai; home planet
tech levels are higher. Tech levels vary a
good deal because of trade. The tech lev-
el of the Pnume is unknown because the
Pnume are a mysterious race, and it is
hard to tell the full extent of their re-
sources.

The listed skills are those a typical in-
dividual might have — the civilized spe-
cies have a considerable variety of skills
available.

Note that some of the listed aliens -
particularly the Phung and Green Chasch
— are not suitable for player characters.
Also, no Pnume. Chasch, Dirdir, or
Wankh is likely to deal with humans as
as equal unless he is himself an outcast or
fugitive. Aliens will appear more often
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Peoples of Tschai

as patrons or as enemies.

Some of the aliens have servant races
of humans, inbred over the millenia to
resemble their masters. There are many
other races of men on Tscahi. The major
ones include:

Nomads. Tech 1. Their tribes ride end-
lessly across the steppes. Some are canni-
bals; all practice banditry. Tribes include
Niss, Emblem Men, Yellow-Blacks. Mad
Axes, and Kite Fighters.

Marshmen. Tech 0. A dwarfish, yellow
people who live among the reeds. They al-
ways attack if surprise is possible, and the
enemy is not too numerous.

Grays. Tech 3. A widespread, stocky,
yellow-gray race. Grays tend to be tol-
erant, commercially-minded and rather
fatalistic.

Yaos. Tech 6. The most technically
advanced humans of Tschai. Yaos are the
predominant race of Cath. They are ob-
sessed with elaborate etiquette and punc-
tilio. It is dreadfully easv to offend a

Hoch Hars. Tech 1. A primitive people
who live east of Cath and hate all Yaos,
ostensibly for having destroyed the an-
cient Hoch Har empire.

Lokhars. Tech 4. People of central
Kachan. The men dye their skin black
and their hair white, the women the op-
posite. Many are employed by the Wankh
as technicians.

Dugbos. Tech 1. A ragged, gypsy-like
people said to have psychic powers.

Khors. Tech 3. A strange, slender,
mustard-yellow people living in north
Kislovan. Khors wear black gowns and
tall hats. They follow rigid customs and
taboos. In combat, they throw iron darts.

Thangs. Tech 4. An avaricious people
of northwest Kislovan. They consider
cheating and deception normal business
practices. Their greatest town is Urmank.

Kabs. Tech 5. A slender, alert people
of southern Charchan. They have brown
hair, wide cheekbones, and black eyes.
Their thieves are deft; their marital cus-

Yao. toms, bizarre and dangerous.
LTP: A78688 concealed passages and immense cham-

Population: 150-160,000

Tech Level: Unknown

Skills: Recon -2, Leader -1, Admin. -1

Special: Bare hands treated as club, skin
as mesh. Because of their decentralized
nervous system, Pnume cannot be
knocked unconscious, only killed.

The Pnume arc natives of Tschai. They
are about two meters tall and slightly
built, though quite heavy (100 kg). Their
white, expressionless faces are the cast
and color of a horse's skull, with compli-
cated rasping and chewing parts beneath.
A Pnume’s legs are jointed the reverse of
a human's. Traditionally, Pnume dress is
a black cloak and floppy black broad-
brimmed hat. The Pnume are closely re-
lated to nighthounds (see Animal Encoun-
ters) and to Phung (see below). The three
creatures appear to be physically similar
and mutually tolerant, but the exact re-
lationship is unclear.

The Pnume live in a network of under-
ground tunnels and subterranean rivers
crisscrossing the entire subsurface of
Tschai. Within these dimly-lit corridors,

bers is a society complete with industry
and trade. Pnume society is secretive and
stratified; an individual's knowledge de-
pends on his social standing. The Pnume
rarely carry (or need) weapons.

The Pnume are obsessed with history.
They observe everything, frequently seiz-
ing "exhibits" for their museum, Forever-
ness. which details seven million years of
Tschai history. Restraint and unobtrusive-
ness arc primary Pnume virtues. They
have one-track minds, and no amount of
reasoning or pleading will sway a Pnume
from its purpose. Captive enemies are
dropped into deep pits, if they are not
needed as crystallized exhibits in Forever-
ness.

Pnumekin, humans living among the
Pnume (UPP: 687744), have evolved psy-
chologically toward the Pnume, They are
introverted, timid, fearful of open spaces,
fatalistic and naive. Diko, a hormone sup-
pressant which prevents the onset of pu-
berty, is a regular part of their diet. They
scrupulously avoid "boisterous activity,"
which includes physical contact, noise,
sudden movements and being seen with-
out a hat.
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The Map

Key

Desert

Jungle

Mountains

Seacoast

Steppe/Ocean
Old Chasch City

4 ) Blue Chasch City

/ Human City

Dirdir City
Wankh City

This map, from the Imperial archives, is said to have been pieced to-
gether from smaller maps brought to Earth by Adam Reith. The original
maps were evidently based on a variety of scales and cartographic theor-
ies. Information taken directly from Adam memoirs is often
vague, contradictory, or incomplete. Some geographical features cannot
be located with any accuracy. A comprehensive survey of Tschai is not
available.

The scale is approximately 1,000 km/hex.

NW(6) NE(1)

W(5) E(2)

SW(4) SE(3)



The chief overland mode of travel is
the caravan — consisting of 10-60 motor
drays, of which at least 1/6 mount sand
blasts. Motor cars and trains are common
in certain limited areas. Air/rafts are al-
ways scarce, at least among the human

Walking

Leap Horse
Caravan / ATV
Air/Raft
Sailing Ship
Motor Ship

Travel on Tschai

population.

The standard riding animal is the leap-
horse, a cantankerous creature which
jumps around on its oversized hind legs.
To control one of these beasts, it is some-
times necessary to thrust a control bit

Steppe
190
150

20
10

»® (hours per hex)

Mountain
300
250

35
14

Desert
220
200

20
10
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through a hole drilled in the skull. A leap-
horse is a gatherer, about 200k, with
horns and armor as jack.

Sailing ships are standard for ocean trav-
el. Sometimes motor ships are available.

Jungle Ocean
250 —
220 —

75 —
10 10
— 100
— 30
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The Phung

UPP: EBC542

Population: 4-5,000

Tech Level: 0

Skills: Recon -2, Brawling -2, Survival -2

Special: Bare hands treated as cudgel,
skin as mesh. Phung share the decen-
tralized nervous system of the Pnume.
They cannot be knocked unconscious,
only killed.

Like the Pnume, Phung are native to
Tschai. They resemble the Pnume in build
and dress, having a similar, half-human,
half-insect appearance, and wearing the
usual black cloak and hat. However, they
are larger than the Pnume, standing over
two meters tall, and they wear high boots.
Their appearance suggests a grasshopper
in an assassin's cloak.

Phung are solitary, living in caves and
ruins. It is not known how they repro-
duce. They appear to be intelligent be-
ings, but never communicate with other
creatures and display no rationality or

The most widely accepted explana-

Old Chasch

Population: 2-3,000

Tech

Skills: Liason -2, Carousing -2
Special: None

Tschai fell under the heel of numerous
off-world invaders before the arrival of
the Old Chasch 100,000 local years ago,
But the Old Chasch have the longest res-
idency of all the alien races currently oc-
cupying the planet. They spent much of
that time feuding with their cousins, the
Blue Chasch, and later with the Dirdir,
but they have been no threat to anyone
for 20,000 years.

Old Chasch resemble large
with arms and legs. Their skin is like min-
utely-scaled ivory satin. They have fragile
bodies and eyes like small silver pellets
that move independently.

Once a grand race, the Old Chasch re-
tain only a shred of their former magnifi-
cence. They manufacture drugs and cloth,
trading them for perfumes and scents.
They love to play pranks on humans.
Sometimes they are cruel, sometimes
only mischievous. Stories are told of un-
wary travelers with new features grafted
on their faces and new memories implant-
ed in their minds. Anyone valuing his san-
ity is advised to stay out of the low white
domes and parks of the Old Chasch.

Old (UPP: 758633) are
slight and stooped with gray wrinkled
faces, bulging foreheads, puckered mouths
and no chins. They wear false scalps which
jut over their brows and rise to a point,
simulating the shape of an Old Chasch
cranium. Their skills are the minimum
necessary to serve their Old Chasch mas-
tes as porters, and techni-
cians. They may be the butt of Old Chasch
jokes, when other victims are unavailable.

The Old Chasch live in West Kotan.
Their only known city is

tion for their behavior is that all Phung
are totally insane. They usually are seen
dancing in and out of shadows, but are
just as likely to leap into a whirling, thrash-
ing attack as they are to stand motionless
while they are chopped apart.

A Phung may pick up a weapon, if
its use is both obvious and imminent.
However, it does not regularly carry wea-
pons, preferring to crush its enemies or
tear them apart. They can throw rocks at
short or medium range for 4 dice damage.
A Phung is adept at dodging; it is -2 ver-
sus any missile weapon.

A Phung which encounters a Chasch,
Dirdir, Wankh or human will give some
thought to killing the prospective victim
with as much artistry as possible. It will
then confront, terrify and slaughter its
foe, not always in that order. It appears
to take more pleasure in its victims' fear
than in their pain, and does not care at
all for its own safety.

There is no human subspecies associ-
ated with the Phung.



Green

UPP: C7A522

Population: 80-100,000

Tech Level: 1

Skills: Survival -2, Hunting -1, Broad-
sword -1, Catapult -1, Recon -1, Tac-
tics -1

Special: Skin as jack

Green Chasch are seven to eight feet
tall, massive and thick-limbed, with clear-
ly defined glistening green scales. They
have the characteristic jutting brow and
pointed scalp of all Chasch.

Green Chasch are the barbaric descen-
dants of hybrid warriors brought to Tschai
by the Blue Chasch to serve as shock
troops against the Old Chasch. Harboring
a fierce hatred for the Blue Chasch, they
roam Kotan in bands of 50 to raid-
ing caravans and human settlements. They
fight from the backs of their giant leap-
horses with broadswords, picks,
bows and the Tschai hand-catapult. A
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Blue Chasch

Population: 300400,000

Tech Level: 10

Skills: Streetwise -2, Laser Pistol -1, ATV
-1

Special: Skin treated as jack

Blue Chasch have short heavy legs, a
powerful wedge-shaped torso and chitin-
ous shoulder-plates curving into a dorsal
carapace. Their skull rises to a bony point,
with a heavy brow over glittering metallic
eyes and a complicated nasal orifice.

The Blue Chasch invaded Tschai 90,000
local years ago, fighting their racial kin,
the Old Chasch. Since then, their tech-
nology has declined, and they have lost
all zest for space travel. However, they do

Chasch

Green Chasch broadsword is too heavy
for a human to wield.

The life of a Green Chasch is nasty,
brutish and short. A tribe of Green Chasch
will accept terrible losses in combat, re-
treating only when there is no longer any
prospect of success. Even when the en-
emy is fleeing, the Chasch will continue
to attack out of sheer ferocity. To replace
their losses, Green Chasch pilgrimage to a
breeding area northwest of during
this period, they are relatively peaceful.
Except for that, Green Chasch seem to
take no pleasure in anything but slaughter.

Green Chasch are telepathic among
their own kind, giving them superb
field coordination. They use colored ban-
ners to communicate with outsiders, vari-
ous combinations signifying such things
as willingness to trade, bloodlust or the
desire to pass through quietly. They have
no language. Green Chasch become le-
thargic at night, but will defend them-
selves if attacked.

There is no human subspecies associ-
ated with the Green Chasch.

still maintain missile pits to threaten their
old enemies, the Dirdir.

Blue Chasch have a highly developed
sense of smell. With it they can identify
men and their possessions and can follow
a trail if it is less than one day old and
doesn't cross water. They use artificial
amplifiers to detect fainter traces.

The Blue Chasch are at once whimsi-
cal, harsh and devious. They love to bar-
gain, but prefer to cheat. They hate bore-
dom. They entertain themselves by, for
example, putting an enemy in a glass
maze with a tormented Phung.

Blue (UPP: 768743) are
short and stocky with bowed legs and
blunt, chinless faces. They wear Chasch-

skullcaps which rise to a point and
overhang the brow, and believe them-
selves to be the first stage in the Blue
Chasch life cycle.

Blue Chasch cities consist of spacious
gardens, with low white domes.
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The Dirdir

Population: 250-350,000
Tech Level: 11
Skills:

Laser Air/Raft -1
Special: Claws; skin as jack

Dirdir average two meters tall, are slight
and wiry and move "like lizards on a hot
day." Their hard skin has the appearance
of polished bone. They have deep-set eyes
in vaguely human faces, and their heads
are topped by antennae which glow when
they are excited. (These antennae are re-
moved if a Dirdir becomes an outcast.)

The Dirdir came to Tschai 60,000 years
ago, during a period of aggressive expan-
sion. They fight occasional skirmishes with
Chasch and Wankh patrols, but take more
pleasure from searching out hidden Pnume
tunnels and flooding them with poison
gas.

Dirdir are descended from carnivore
chaser-killers. Their savage heritage is evi-
dent in their ritual hunts. When hunting,
Dirdir become animals; reason is subor-
dinated to instinct and aggression. Prey is

eaten. The victims, often human, are kept
alive until needed for food. They are con-
trolled with electronic pain inducers.

In their hunting parks and preserves,
Dirdir hunt unarmed and on foot. Away
from their preserves, Dirdir hunt from
air/rafts with laser pistols, swords and in-
frared and electronic sniffers. They carry
shields which give the same protection as
cloth armor.

The principal Dirdir city is Hei, which
is connected to the (human) island city
Sivishe by a causeway. At the center of
Hei is a glass-enclosed park eight km long,
five km wide and 300 meters high. It is
surrounded by spires which house the nu-
merous Dirdir clans and castes and remind
them of the hollow-tree dwellings of their
home planet The park is a hunting
preserve built to simulate Sibol's cool des-
ert environment. Inside, human criminals
are hunted in ritual fashion before specta-
tors.

(UPP: 777767) are tall, pale
and completely hairless. They believe men
and Dirdir are two branches of the same
evolutionary stock, and revere Dirdir as
the higher form.

The Wankh

Population: 4-5,000

Tech Level: 12

Skills: Pilot -2, Navigation -1, Communi-
cations-!,

Special: Amphibious

Slightly larger than a man, a Wankh
has a heavy dark torso, squat head, short
legs and feet. In place of
eyes they are equipped with two black
lenses which emit pulses every half-sec-
ond. They wear no clothing.

The Wankh arrived on Tschai 10,000
years ago (13,000 Earth years) during a
war against the Dirdir, and built forts
on Kachan, Rakh and Vord. They remain
on Tschai to keep watch on the Dirdir
but they have little interest in the affairs
of men. They are rarely seen outside their

black-glass towers.

Wankh architecture is stark and laby-
rinthine, based on concepts
hensible to humans. The Wankh language
is likewise incomprehensible, pictograms
conveyed by single chime-like sounds.
The written language is a series of shaded

rectangles, each corresponding to a chime.
Humans can learn Wankh only with long
and difficult study. No Wankh under-
stands any human language at all.

In general, the Wankh are so alien that
the Pnume, Chasch and Dirdir seem almost
neighborly by comparison. However, the
Wankh are far from being as furtive as
the Pnume, brutal as the Chasch or ra-
pacious as the Dirdir. They come and go
openly, not seeming to care if humans
stare at them. They prefer understanding
their enemies to killing them out of hand.
(However, the are noticeably
more quick on the trigger.) Captives are
sent to work in the mines; stubborn cases
may be subjected to the mysterious
"black boxes."

Wankhmen (UPP: 777777) are self-
centered and ruthless, serving as spies
and lackies for the Wankh. They hire
Lokhars to perform menial and technical
work. Wankhmen serve their own interests
first, and those of Wankh second. They
are the only humans that can speak
Wankh, and they use this ability ruthless-
ly, translating and mistranslating as seems
expedient.









SF Character Contest Results

Our June contest invited readers to
submit Traveller statistics and data up
to three heroes or villans of science fic-
tion literature. As usud when the contest

is there were less than
thirty entries, but amost al of them were
good.

The winner was Richard Bartucci. He
picked three good characters from lesser-
known (but ill solid) backgrounds, and
wrote them up in standard Citizens of the
Imperium format:

Captain Bob Schuster

99AB87

Age: 46

8 Terms

Credits65,000

Space Mining and Maritime Trouble-
shooter.

Leader-3,

Bribe-2, Admin-3, Jack of All Trades-3,

As long as colonies are planted on
worlds with oceans, there will be a need
for skilled mariners, and as long as new
Star asteroid belts are exploited
for the raw materids to build them,
specidigs in zero-G mining and manu-
facturing will be required.

This hard-bitten saltwater sailorman is
unique in having experience in both aress.
Employed by a large supranational ship-
ping ard mining combine as trouble-
shooter and his outspokenly
criticd way with government meddling
and his penchant for antagonizing his
own corporate hierarchy keep him
shifting about on various unpleasant
assignments. His skill in handling subor-
dinates and his uncanny knack for
finding solutions to the knottiest prob-
lems, however, make him too vauable to
fire — if only because the competition
would snap him up in an instant.

Pragmatic and sometimes abrasve with
incompetence, he can be sociable if en-
countered en route from one system to
another, and he can sometimes be found
commanding a cargo ship (the nautica
kind) on a colony world. Mog of the
time, however, he will be engaged in the
tough task of shaking down a problem-
plagued asteroid mining operation.

(From Captain Empirical by Sam
Nicholson, 1979.)

AsA
355DE9
Age: 66
6 Terms

Credits83,500

Scout-Explorer, Writer, and |nadver-
tent Magician.

Pilot-1,
Computer-4, Medic-2, Liaison-minus-2* .

Singleminded in his pursuit of infor-
mation on new worlds, this well-meaning
but sometimes bumbling Scout seems to
have an unfortunate propensity for antag-
onizing the inhabitants of the primitive
planets he vigts.

Trained as a biochemist and skilled as
a writer of popular fiction and science for
the non-scientist, he returns from his
(usually-solitary) missons only to a-
tend book promotions and mgor con-
ventions of the Travellers Aid Society.

*If a company of adventurers includ-
ing Purple should encounter a group of
low-tech sophonts, it is likey that his
"negative skill" in Liaison will, in spite of
his best intentions, amost invariably
causee him to insult and infuriate the na-
tives, it is Ieft to the referee's discretion
to determine the results of this unfor-
tunate characteristic.

(From The Flying Sorcerors by David
Gerrold & Larry Niven,

Jack Holloway

988A88

Age: ? (Old, but going )

Gemstone Miner

Air/Raft-3, Liaison-3, Jack of All
Trades-4, Gun Combat
5, Gun Combat

Sdf-aufficdent and experienced in
opening up dozens of new colony worlds,
this tough character is currently working
a solo mining dam deep in the wilder-
lands of a planet in the Spinward
Marches.

Adept at contact with extraterrestrials,
he has a family of amdl (ca. 30cm. tall)
autochthons living with him at his base
camp. These little furry bipeds are tool-
usng forest-dwellers, intelligent but very
low-tech (paleolithic-equivalent), amiable
and outgoing. While timid in their natural
habitat, "Pappy Jack's" friends are famil-
iar with humans, sometimes to the point
of getting into things too ddicate or too
dangerous to permit their tinkering. The
average characteristics of an adult are

(on human scae). Roll for
number.

If threatened, the bipeds will fight as a
co-ordinated team usng metal wespons
mede for them by their Terrohuman

friend, consgting of a sted shaft with a
knobkerrie on one end and a blade at the
other. The latter can be used for stabbing
or dashing.

Holloway is extremely touchy when
one of his charges is endangered or when
he is threatened himsdf. Quick on the
draw and deadly with projectile firearms,
he is not one to cross lightly ("Last time
anybody pulled a gun on (him), they call-
ed it suicide.").

At any time, Holloway may carry on
his person up to 80,000 Credits in uncut
gemstones (roll 1D+2 and multiply the
result by 10,000 Credits).

(From Little Fuzzy and Fuzzy Sapiens
by H. Beam Piper, 1962 and

Any of these three characters is the
sort that a Traveller ref would have no
trouble working into a standard scenario,
and any of them would be interesting
game material.

Second place went to Gary E. Rellly,
for his description of the two lead charac-
ters from Hammer's Crested
by author David Drake, the Sammers are
a crack armored force whose sarvices are
for sde to the highest bidder. As such,
they could appear in a campagn — and
they might wel be involved in the Fifth
Frontier War now in progress. If Gary had
written up some stats on their heavy
equipment, he would have comein firsd—
but refs can supply that for themseves
with alittle work.

Colondl AloisHammer

Srength B Intelligence B
Dexterity C Education 9
Endurance E Social Sanding D
Traveller Rank 5

ills: Tactics-3, Leader-4,

Administration-2, Streetwise-2, Heavy
Weapons-2, Survival-3.

Colond Hammer is widely known as
the commander of the highly successful
mechanized mercenary force commonly
known as Hammer's Sammers. On and
off the battlefield, his tactical and strate-
gic expertise has earned him a reputation
as one of the best mercenary leaders in
this section of the Imperium. Once he has
accepted a contract, Hammer uses what-
ever means necessary to fulfill it, even
though some of his tactics have been
judged excessve by his critics. A man of
great  sdlf-determination, Hammer is
srongly dedicated to those who sarve
under him. In turn, loyalty by his troops



goes beyond dl expectations (as seen by
hishigh Socid Standing).

Alois Hammer possesses a trim, hour-
dlass figure that has been toughened by
his military experience. Except when ab-
solutely required by protocol, his dress
consists of smple, but functiona battle-
field dress. Hammer's persona weapon is
the 1cm powerpistol (treat as smdl ver-
son of the PGMP-14, 8D damage).

Joachim Seuben

Srength A Intelligence A
Dexterity E Education 8
Endurance C Social Sanding 5

Siills: Pistol-6, Survival-4, Sreetwise-3.

Joachim Steuben is Alois Hammer's
right-hand man and chief confidant. At
fird, his immaculate dress and boyish-
dim figure may midead people. Behind
his nearly feminine features, Steuben
maintains a fierce and fatal personality.
His intense loyalty to Hammer verges on
fanaticism. Anyone offering even the
dightest perceived insult or danger to
Hammer will become the target of
Steuben's hatred.

Steuben's combination of speed (Dex-
terity E) and gun accurecy (Pistol-6)
make him a fata enemy. His preferred
weapon is a superbly crafted lom power-
pistol. He is sad to obtain pin-point ac-
curacy a extreme ranges (in excess of
one kilometer) with this gun. Imperid
psyche-profiles dasify Steuben as ex-
tremely dangerous and to be handled
with caution &t dl times.

Colond Alois Hammer and his Slam-
mers provide an excellent band of mer-
cenaries for inclusion in any Traveller
campaign. He may be willing to con-
tract the Slammer's sarvices to a player-
character or may be actively seeking fresh
recruits for his force. Unfortunate, in-
deed, is any player character who would
come in direct conflict with the Sammers
or their commander.

An honorable mention goes to Robert
Weissinger for his tongue-in-cheek entry,
based on Douglas Adams A Hitchhiker's
Guide to the Galaxy. This materia is
probably too strange for many referees,
and would require agood ded of interpo-
lation before it could be used . . . but if
you like Monty Python D&D adventures,
you'll LOVE a "Hitchhiker" game of
Traveller.

Zaphod Beebelbrox

UPP 897442

Age: 200years - physical: 30years

Sills: Con-3*, Forgery-2, Streetwise-
2, Hypo-Gun-2, Gambling-2, Hitchhiker-
1, Towel-1*, Pilot-%.

Beeblebrox, the ex-president of the
Gdaxy, is being searched for by the

Galaxy's Police for stealing the Heart of
Gold, the Infinite Improbability Drive
prototype ship. (More data later.) There-
fore, any contact with another ship will
cause Zaphod to turn tail and run on a
roll of 5+. DM +3 if Imperia Navy Ship,
-1 for every leve of Streetwise and Hitch-
hiker any one character aboard has. His
most outstanding features are his two
heads and three arms. In his third hand,
which he dways keeps in his pocket, he
carries a Hypo-Gun (see Paranoia Press
Merchants and Merchandise). He has a
vey large stash of anagathics, explaining
his long lifespan. He aso carries severd
doses of Combat Drug.

Ford Prefect

UPP 777863

Age: 32

Sills: Hitchhiker-3*, Towel-3*, Street-
wise-2, Pilot-%.

Ford Prefect is a researcher for The
Hitchhiker's Guide to the Galaxy, who,
adong with his friend Arthur Dent, man-
ages to escgpe from the Earth moments
before it is demolished to make way for a
Hyperspace bypass. In his possesson is
the Guidebook, an electronic device which
gives information (sometimes wildly inac-
curate) about the galaxy; a Sub-Ether
Sens-o-Matic, a device used to Sgnd ships
to try and hitch a ride; and, most impor-
tantly, atowel.

Arthur Dent

UPP 687552

Age: 30years

ills: Towel-1.

Arthur is only a highly confused per-
son trying to make some sense of a very
confusing galaxy. He knows only the bar-
et minimum knowledge needed to sur-
vive in the universe, and therefore he is
constantly referring to the Hitchhiker's
Guide.

*New Skills:

Con: Badscdly, the ability to pull a
fast one, i.e., sdling the Brooklyn Bridge,
sling used spaceships, etc. To se if a
con scheme works, the referee rolls 2D vs.
the mark's Intelligence - the Con levd of
the conner. If the rall is equal to or high-
er than this number, the con has worked,
but on a 12, the con was discovered.

Hitchhiker: Badc knowledge in how to
hitch a ride aboard spaceships. The base
roll is determined by the referee for a
chance of getting aboard, and is modified
thusly: DM+1 for each levd of Hitchhik-
er, +2 if rideis intersystem, -5 if no Hitch-
hiking ability, -1 for every additional per-
son taken. If the modified roll on 2D is
the base or higher, you get on.

Towel: Knowledge of the proper utili-
zation of that item which is most ussful
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to a hitchhiker - a towel. In combat,
treat as a club for range and armor modi-
fiers. A towel does 1D+1 damage, and
esch time the target is hit, he must make
a sving throw (3D vs Endurance). Falil-
ing causes unconsciousness for 2-12 (2D)
minutes. For more uses of a towel, check
The Hitchhiker's Guide to the Galaxy.

Gadgets, Ships, and Robots

The Hitchhiker's Guide to the Galaxy

Cost: Cr 50

This is a very important item for galac-
tic hitchhikers, because it helps them to
make sene of a confusng universe. Its
best sdling points are its low cost, and
the words "Don't Panic" imprinted on
the cover. It is with this that the referee
can give information to the player, though
it won't always be right.

Infinite Improbability Ship Heart of
Gold

High Guard Satistics: YZ-K2ZZFI-
000050-00000-0

Mass: 10,000 Tons

Cost: 1,000 GCr

Passengers: 4; Low: O; Cargo: 200 Tons

Fuel: 300 Tons; Agility: Z

Yes, that's right. This ship has infinite-
jump and maneuver-Z. The jump drive,
in this casg, is the Infinite Improbability
Drive, which bascdly dlows a ship to
jump between the stars dmogt instantane-
oudly, but there is dways the chance of
misjumps (roll 11+, no DMs for each
jump). The computer is designed to basi-
cdly run the ship by itsdf. It has a hap-
py, cheerful personality, and answers to
the name of "Eddie." This ship is Tech
Levd 18.

Marvin, the Paranoid Android

Cost: 5MCr

Type IV chassis and leg propulsion
units

Basic Sensor Package, VVoder/Vocoder
unit

Largeroboticbrain

Programming: Pilot-2, Navigator-2,
Manic-Depressive/ Paranoid personality,
and a telepathic package allowing for
Probeability.

This should be enough for most refer-
ees to start with. Share and enjoy!

The May contest invited readers to de-
sign Combine light units for Ogre/G.E. V.
Reluctantly, we're going to have to invoke
our "no winners' clause ... the response
weas relatively small, and none of the de-
dgns we received seemed both workable
and futuristic. We got some pretty good
"Buck Rogers' ideas, and saverd rework-
ed M-60s — but that wasn't redly what
we were after. So it goes.
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Expanded Combat for Traveller

What if my character ishanging upside
down from a slow-moving air/raft in a
heavy wind on a 2G planet with an exotic
atmosphere panic-firing a tripod weapon
without the tripod at a 2-foot-tall oppo-
nent evading at medium range in afast-
moving ATV at night in a snow storm af-
ter being wounded?

The basc Traveller combat system was
designed for use with the wesaponry and
characters of Traveller Book One. When
confined to Book One characters and wea:
pons, there are few conflicts. But snce
the advent of the basc Traveller system,
sverd expansions have been reeased in-
troducing new wesponry and more highly
skilled characters. Mercenary is perhaps
the worgt offender in this regard. Usng
its weaponry, particularly gauss rifles and
fuson guns, even an unskilled character
literally cannot miss most shots — even
when the target is in battledress! And
kill levds of Combat Rifleman 5+ or
High Energy Wegpons 3+ are not uncom-
mon among characters created with the
Mercenary generation system.

In basic Traveller there are only a few
negative die modifiers to your to-hit roll:
mainly those for evading and for drawing
and firing a weapon in the same round. A
few more are added in Shapshot and Azh-
anti High Lightning, but redly not enough
to match the almost unbeatable combina-
tion of Mercenary weaponry and high skill.
To retain some semblance of chalenge in
Traveller fire fights, the referee may be
hard pressed to devise negative modifiers
on the spot to reflect the conditions pe-
culiar to each combat situation.

The problem that often arises is this:
Unless he's kept careful record of modifi-
ers used in each particular situation. soon-
er or later the referee, being human, is go-
ing to use a different modifier from the
one he's used before in the exact same Sit-
uation. And of course therelll dways be
at least one player who will cdl him on it.

To avoid such conflictsin my Traveller
campaign, I've worked out severd sets of
guiddlines to cover the various situations
that may crop up during the course of a
Traveller sesson. With the advice and con-
sent of my players, I've formulated a set
of standardized combat modifiers to re-
flect a wide range of conditions under
which combat may occur. I've dso devis
ed a system of automatic hits and misses,

a concept common to most role-playing
games, but absent in Traveller. This guar-
antees that even the most skilled charac-
ter with the most powerful weapon will
miss on occason — and gives everyone a
dight chance at a lucky shot now and
then. Adoption of such a set of combat
rules should help smooth out just about
any Traveller play session.

Combat Die Modifiers

I've divided dl my combat DMs -
both negative and positive — into five ba-
dc areas. Modifiers of movement, of sit-
uation, of action, of environment, and of
condition.

Modifiers of Movement: These are DMs
applied to the roll to hit due to movement
on the part of either the character who is
firing or his target or, in some cases, both.
These DMs ae dl cumulétive, i.e, if the
person firing and his target are both run-
ning, a total DM of -6 is gpplied to therall
to hit (-3 + -3 =-6). Likewisg, if atarget is
evading in a dow-moving air/raft at medi-
um range, the firer is in a dow-moving
ATV, and both are closing range, the to-
td DM is -5 (-2 for evading a medium
range, -2 for target flying dowly, no man-
euvers, -3 for firing from a dow-moving
vehicle, +1 for firer closing range, and +1
for target closng range). This, of course,
does not take in account additional modi-
fiers for weapon's range, armor or ill in
the wespon, dl of which would be added
when determining the final roll to hit.

by William A. Barton

Modifiers of Stuation: These concern
the actual physical condition of either the
character firing or his target. These include
any type of cover the target may be be-
hind, the firer or target (or both) taking a
prone pogtion or being a different alti-
tudes, the firer shooting from different
positions or from uncertain footing, and
firing from extremes of range, long and
short. Many of these will be cumulative,
but some will not, i.e., atarget under cov-
er may clam only one of the four states
of cover, usualy a the referee's discre-
tion. Smilarly, a character cannot fire at
a target a extreme range and at point-
blank range & the same time. One can
fire at atarget a alower atitude (+1) un-
der soft cover (-1) while prone (+1) dur-
ing an earthquake (uncertain footing, -3)
for atotal DM of -2.

Modifiers of Action: These are caused
by some action taken on the part of the
character firing or by the target. Severd
of these are taken directly from GDW's
own works, such as those for panic firing,
snapshots or use of telescopic sights. Oth-
ers include taking an amed shot, moving
to fire at a target to the rear or side, firing
while performing various acrobatics or us-
ing psionics to ad targeting, etc. Few of
these modifiers are cumulative with each
other, mogt actions precluding any other,
but most can be combined with DMs from
the other sections (i.e,, firing at a station-
ary target dready hit in a previous round
while lying prone on a dow-moving vehi-
cle).
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Modifiers of Environment: These ae
dependent on the physica surroundings
of the person firing or his target. They in-
clude modifiers for firing in adverse weath-
er conditions and in various gravity fields.
Familiarity on the part of a character
with any of the environmentd situations
described may negate certain modifiers,
especidly if the firer is in a very familiar
environment, such as that of his home
world or a smilar planet.

Modifiersof Condition: Theseare based
on conditions such as the lack of skill of a
character in a weapon, the sze of the tar-
oet, the physica condition of the firer -
wounded, fatigued, intoxicated — and
how much a load the person firing is car-
rying. Whether a person is wearing a vacc
suit or battledress or is involved in some
type of combat fdl into this category as
well. Some of these DMs are cumulative;
some are not. For example, losses of one-
haf ST, DX and END are cumulative. A
character with less than half of each of
these would suffer a total DM of -4. The
4 DM for % DX loss would supercede the

-2 for ¥ DX loss. The character would re-
cave an additional -1 DM for having been
wounded the previous round. It's not easy
to fire accurately when wounded!

For the exact modifiers used in each
case, refer to the Combat Modifiers Ta-
ble. As noted above, I've incorporated al
the DMs from the various Traveller books
and supplements into my tables for con-
venience. Those DMs are marked in the
table with asterisks (*).

Automatic Hits

The roll of an unmodified 12 on two
dice becomes an automatic hit regardiess
of the number actualy required to hit.
The to-hit number does, however, ad in
determination of damage to the target,
which may range from no hits (an indgnif-
icant flesh wound) to death, as follows:

If the number rolled on two dice need-
ed to hit is 9 or less, the roll of an unmod-
ified 12 is an automatic hit which does
double the norma damage as rolled up
for the particular wegpon being used. For

example, a 12 is rolled when firing a a
target with a laser carbine. Roll four dice
damage as normal. If the rall is a 13, the
target takes 26 hits. If the doubled roll it-
«f does not kill the target, roll one die.
On aral of 1 or 2, avitd spot has been
hit (heart, brain, etc.) and the target dies.

If the number needed to hit is from 10
to 14, an unmodified roll of 12 is an auto-
matic hit which does the regular amount
of damage for that weapon. If the damage
done by that particular weapon is not
enough to kill the target, roll one die. On
aral of 1, avita spot has been hit and
the target dies.

If the number needed to hit is from 15
to 21, the roll of a 12 equals an automat-
ic hit which does only half damage. Roll
damage normally and divide it by two,
rounding fractions down. If the result is
less than one, it is a scratch and the target
takes no damage.

If the number needed to hit is 22+(not
possble in most cases unless using the
modifiers listed in this article), a roll of
12 is an automatic hit causng amaximum

Roll of 12
To Hit Result
9- automatic hit, double damage
10-14 automatic hit, regular damage
15-21 automatic hit, half damage

22+ automatic hit, 1-3=1 pt. damage, 4-6=0 damage NA

Modifiers of Situation
* Firing at extreme range

-4 (+ modifiers for very

Vital Hit long range.)
1,2 Target under cover, mostly exposed -1
1 Target under cover, partially exposed -2
NA * Target under cover, mostly unexposed -3

Target under cover, totally unexposed

Can't hit unless damage
rating of cover is sur-

Roall of 2 passed.
Uncertain footing -3 (May require DX throw
To Hit Result Jams to retain footing.)
1- automatic miss, may jam 13 Firing at point-blank range +5 (Must be within 1* of
2-7 automatic miss, may jam 14 target.)
812 automatic miss, automatic jam NA Target prone -
13+ automatic miss, automatic jam, may explode NA Firer prone (and aiming) +3 (See aimed shot.)
Firer prone (not aiming) +1
Skill Unjamming Procedure Result Target at higher altitude than firer -1
No skill ~ Cannot unjam Target at lower altitude than firer +1
Level 1 Will take 2D6 rounds to unjam weapon, twice that if evading Target under soft cover (bushes,
Level 2 Will take 1D& rounds to unjam weapon, twice that if evading smoke, etc.) -1
Level 3+  Will take one round to unjam weapon, two rounds if evading Firing gun from rest, comfortable
— = position (in foxhole, sitting, etc.) +3
TRAVELLER COMBAT MODIFIERS Firing gun from rest, awkward position
(kneeling, scrunched up, etc.) +2
Modifiers of Movement Firing while upside down -1
* Target evading — close, short range -1
medium range -2
long range -3 Modifiers of Action
Firer evading Same modifiers for target * Draw and fire weapon in same round -3
evading * Fire shotgun against flying target +2
* Target sneaking (moving cautiously, * Panic Fire -2
making use of cover, etc.) -3 * Snapshot -2
Target or firer walking -1 (Cumulative; i.e, -2 if * Cover fire -1

Target or firer trotting or jogging
Target or firer running

both walking.)

-2 (Cumulative)
-3 (Cumulative)

Target flying dowly (wings, air/raft,
grav belt, etc.) *2
Firer flying slowly, no maneuvers

(as above)

-2 (Cumulative)

Target or firer flying fast, no maneuvers

Turning or swinging to fire

at target at side

-2 (Counts as snapshot.)

Turning or swinging to fire

at target at rear

-4

Firing while dropping from one level

to the next

-4 (Must throw DX or less,
otherwise lose footing
and can't fire)

-3 (Unless DX 13+, then
only -1.)

-2 (Unless ambidextrous.)

+2 (Must have spent one
round aiming.)

(as above) -4 (Cumulative) Firing shoulder weapon one-handed
Firing from slow-moving vehicle -3
Target in slow-moving vehicle -2 Filing hand weapon with wrong hand
Firing from fast-moving vehicle -5 Aimed shot
Target in fast-moving vehicle e
Target or firer opening range -1 Filing at stationary target, already

Target or firer closing range +1

hit in previous round +2



of one point damage. Roll one die. On a
roll of 1-3, the target takes 1 hit. On a4-6
the target receives only a scratch, no dam-
age.

Note that the roll to hit a vitd spot
causng the death of the target only ap-
plies to living beings. If the target isaro-
bot, a vehicle or anything else that is not
alive, the roll for death is not made. Smi-
larly, if the damage rall has resulted in the
target receving only a scratch (i.e., less
than one point of damage), the roll for a
vita hit is not made either. Example: A
target is hit with a body pistol which does
3D-8 damage. The number needed to hit
weas a 6. The roll was a 12 — double dam-
age. A four is rolled on three dice. Even
doubling the roll results in only 8 points.
The target therefore receives no damage,
so the roll for avita hit is not made.

Automatic Missss

The roll of an unmodified 2 on two
dice becomes an automatic miss regardiess
of the number needed to hit. The to-hit

number does, however, determine what
the consequences, if any, are to the wea
pon and/or the character firing it, as fol-

If the number needed to hit on two
diceis 1 or less, the roll of an unmodified
2 is an automatic miss. Rall one die. On a
roll of 1-3, the weapon has jammed and
may not be fired again until unjammed.
On aroll of 4-6, the wegpon may be fired
normally next round.

If the number needed to hit is from 2
to 7, an unmodified roll of 2 is an auto-
matic miss. On a further roll of 14 on one
die, the weagpon jams. Any other result d-
lows the wegpon to fire normally next
round.

If the number needed to hit is from 8
to 12, arall of 2 unmodified is an auto-
matic miss and the weapon always jams.
It may not be fired again during the pres-
ent combat sequence until unjammed.

If the number needed to hitis
an unmodified rall of 12 is necessary 0
as to achieve an automatic hit), the roll of
a 2 is an automatic miss and the wegpon
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isjammed to such an extent it cannot be
unjammed at dl during the present com-
bat sequence. It will reguire a person with
either electronic or mechanica skill (de-
pending on the weapon) 1D6 hours (mi-
nus skill level) to repair the weapon. Fur-
thermore, a second roll must be made im-
mediately upon rolling the 2 on the to-hit
roll. Thisis a one die roll. If a6 isrolled,
rather than jamming, the weapon explodes
doing one-half its regular damage to the
holder. The wegpon cannot be repaired
and is usdless.

The procedure for unjamming a wesa
pon during the combat sequence is as fol-
lows: If the character has no kill in the
wespon which hasjammed, he cannot un-
jam it a dl within the combat sequence.
A character with askill levd of 1 inawea
pon which has jammed may unjam it in
2D6 combat rounds. A character with a
kill leve of 2 in the weapon may unjam
it in 1D6 combat rounds. If evading, the
number of rounds required to unjam the
wespon is doubled for kill levds 1 and 2.
If a character has a kill levd of 3+ in the

Fire at specific body part

(i.e., heart, head) -4
* Using telescopic sight +4
* Firing weapon with folding
shoulder stock, folded -1
* Firing pistol weapon with attached shoul-
der stock - close and short range -1
medium and long range +1
Firing while dropping to prone, etc. -3
Firing while performing acrobatics -3

* Throw grenade more than 15 meters

Firing bipod weapon (LMG, etc.)

without bipod -1
Firing tripod weapon without tripod -3
Using psionics to help target weapon +2
Firing same round as teleported -2

Modifiers of Environment
Firing in darkness without IR or light

intensifier goggles, etc. <4
Firing in dim or twilight (without aids) -2
Firing in rain, snow, etc. -2
Firing in heavy rain, snow, etc. -3
Firing in medium winds -1
Firing in strong winds -2
Firing in storm winds 4
Firing in hurricane, tornado, etc. -5
Firing in zero-G, no skill -2
* Firing in zero-G using handhold -1
Firing under water (firer or target) -3

Firing in dense, exotic or
worse atmosphere

Firing in gravities 2Gs or higher -2
* Firing in vacuum

-1 (+ modifier for weath-

Firing in familiar environment (plan-
etary stats of diameter, atmosphere

(At long and very long
ranges only.)

same or within 1 factor of home
world or world where trained)

+ 1 (May aso negate cer-
tain negative modifi-
ers above.)

Modifiers of Condition
* No sill in weapon (NPCs and certain
character types only) -5
additional 15 me- Target ¥4 human size or smaller -2
ters Target twice human size or larger +2
Target vehicle size or larger +4
(Autorifles excepted.) Firer under heavy fire -2
(Check for encum- Firer involved in melee, hand-to-hand -3
brance also.) * Firing while in vacc suit, no skill -2
(Depends on the situa- Firing while fatigued (More than 18
tion.) hours without sleep; must sleep at
(Additional -4 if disori- least 6 hours undisturbed to elim-
ented.) inate initial -DM) -3 (Additional -1 each ex-

tra hour without sleep,
rest or stimulants.)

Firing while under stimulants -1
Firing while under heavy

medication, drugs

-3 (-5 if drug a hallucin-

(*If target at close ogen.)
range, -1.) Firing while mildly intoxicated -2 of 13+,-1.)
(No modifier if target Firing while heavily intoxicated -4 (EN of 14+, -2)

at close range.)

Firing while serioudly ill -4
Lost more than ¥4 DX
Lost more than % ST
Lost more than %2 EN

-2 (Cumulative)
-1 (Cumulative)
-1 (Cumulative)

Lost more than % DX -4 (Cumulative)
Lost more than % ST -2 (Cumulative)
Lost more than % EN -2 (Cumulative)
Carrying maximum load (within 14 kg) -1

(+ appropriate DM if Encumbered up to ¥ encumbrance -2

two-handed weapon.)
(If both under water,
only -1.)

er conditions.)
Use DM for short or

medium range, which-
ever is more favorable.

Wearing powered

Wounded last round
Hand (or arm) firing with wound

Encumbered from Vi to full encumbrance -3
Carrying more than twice maximum load

-4 (Military personnel on-
ly — anyone else can-
not fire)

-1 (The effects of shock.)

-2 (If using specific hit lo-
cations.)

+2 (Not applicable to sys-
tems for which battle-
dress is required.)
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wegpon jammed, it will only take him
one round to unjam it, two if evading.
Note: The concept of automatic miss-
es may be applied to blade and brawling
wegpons as well. Smply count a jam,
should it occur, as a broken weapon. If
the wegpon is a bow, the string has bro-
ken. Unfortunately, a broken cutlass can-
not be unjammed. Such a weapon may be
used only as a club; a second broken re-
ault renders the wegpon totaly usdess.

Firearmsin Contact with Target

The fina question which this article
will address is: "What if | have my
gun stuck right in his gut and pull the trig-
ger?' According to any strict
tion of the Traveller combat system, this
would count as a shot at close range and
in the case of mogt long fireerms (non-

Unredligtic? Of course. And players have
every right to complain about a strict ad-
herence to such an interpretation. To
somewhat dleviate such situations, I've
added the point-blank range modifier to
my DM tables. But for the even closer
"gun-to-gut" encounters, | use the follow-
ing procedure:

If a character's wegpon is in contact
with its target, the target having been sta-
tionary when the wesgpon was placed into
contact, the result of a shot is an automat-
ic hit which will do one extra die of dam-
age to the target than the weapon normal-
ly inflicts. However, unless the target was
taken completely by surprise (from be-
hind, while asleep, unconscious or tied up)
when fired upon, he may attempt to roll
one-hdf his current DX or less on 2D6. If
he succeeds, the shot is resolved as if a
point-blank range, target evading. Damage
isrolled normdly if a hit occurs.

Thus are my additionsto the Traveller
combat system. May they help your ses-
sons as they have mine. It should be not-
ed again, especially concerning the com-
bat modifiers, that these rules were devised
with characters and wea:
ponry in mind. While the automatic hits
and misses and other rules may work well
even with Book One situations, it would
probably be best to limit most of the DMs
listed for those good of Mercenary free
for or those situations where Book
Ore characters have gotten hold of such
heavy weaponry. And while I've tried to
cover nearly every situation | could imag-
ine under which combat could occur in
the most appropriate manner | could, I'm
sure some will want to alter some of my
DMs and will manage to think up others
I've overlooked. Fed free. Hdlf the funin
any role-playing game is adding your own
twists.

pistols) would probably result in a miss.
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The

The planet Combe is primarily note-

worthy because of the unique phylum,

which originated there.

Thee are large (80 to 150 meters at full

growth) tree-like plants that propagate by

"seeds' which are not only mobile, but
intelligent.

The adult plant shows no dgns of intel-
ligence, but at maturity produces "seeds"
which, depending on the genus, have from
4 to 8 appendages and are Hf directed.
The seeds normally remain mobile for pe-
riods ranging from 2 to 35 standard years,
with some individuas remaining mobile
for over 50 standard years.

Three species have developed at least
the rudiments of language, the Krenn be-
ing the most proficient in language and
tool use. Krenn have 6 limbs, 2 used for
locomotion only, 2 digited at the end and
used soldy for fine motor skills, and the
remaining two (in the center on the
trunk) are used for gross motor manipula
tion and occasionaly for locomotion.

The Krenn society exigts to protect the
Krenni trees and their growing space (as

wdl as sverd symbiotic species). They
educate the newly released seeds (Kren-
dor) in tool use, language, and duty to
the forest.

In times of poor growth many of the
Krenn will migrate to other areas. This
pressure for new growing aress has led to
the soread of the Krenni forests to the
three neighboring planetary systems.

The psychology of the Krenn has at-
tracted some discusson among human
scientists. Krenn do not die at the end of
their life cycle; they grow into Krenni
trees. This seemsin some ways equivalent
to a "death wish," dnce by dl accounts
the Krenni trees are not sdf-awarel The
search for an appropriate location is very
high in Krenn motivation. The only more
powerful motivation yet discovered is the
tenacious defense of the Krenni forests
by the Krenn.

This extreme territorial nature was dis-
covered by the first contact group, the
crew of the Vistula. One of the Krenni
trees was st dfire by the landing boat,
and the crew suddenly found themsdves
facing an organized, disciplined attack.

Krenn colonization teams have been
reported recently outside of their normal
cluster and some military and scientific
sources suggest that they plan to establish
Krenni forests on less developed planets,
eventualy displacing the currently dom-
inant life forms.

—JohnL.

The

Designed specificdly for Space Opera,
the Crel are the mgor power found in
both the Libra and Virgo constellations.
The empire is over 400,000 light years
from end to end, and contains 2,195
known systems to date.

The Crdl are most feared for their
large roving flegts of battleplanets and
starhunters. The battleplanets are Smilar
in dedgn to the Death Star of Star Wars
fame. The number of battleplanets en
countered will not be less than two, and
not less than four if an invason fleet is
encountered. Starhunters are up-gunned
cruisers designed for long range fleet ac-
tion and are often encountered in smdl
fleets of one to six. A fleet will dso have
one to Sx agroships per battleplanet, be-
sdes one to twenty starhunters.

The Crdl are a race of ursnoids or-
iginating from three Class G solar systems
located in the Votre Il sector in the Libra
constellation. The race is Tech 10 and is
as old as the last remnants of the forerun-
ners. Despite the military city-state ap-
pearance, the Crdl are a semi-democratic
open-structured society. Their socia mor-
ds are amilar to Terrans, leaning towards
a more destructive mentality. Depite this
the Crel are dightly conditioned to beieve
that the empire's interests come first. As
would be expected, a least 80% of the
population has to have at least four tours
of military service (eight years), including
femades. Due to such a large number of
the populace being in the military, robots
and conditioned daves are necessary to
perform some, if not al, of the hard labor
tasks.

The economy is based on legd tender
cdled a platinum with gold being
the most vauable metal. The economy of
the four home worlds is that of arich in-
dustrial planet with populations running
around 25,000,000,000. It is due to this
that conquering of other worlds is neces-
sary to obtain natural resources and pro-



vide coloniesto "keep the whedlsturning."
The colonies are most important as the
Crdl reproduce like rabbits.

Sociadly, the maee«is the dominant
member, athough the femde is expected
to perform certain tasks normally related
to the males. The ursinoids themselves ap-
pear as heavily proportioned humanoids
with hair. They ill retain the cdaws of
their ancestors and the brown, black, or
white fur also. Mdes range from 180 cm
to 225 cm in height and mass of 100 kg
to 220 kg. Femaes are somewhat smdler
than the males, but are till large in pro-
portion to human males. Vison and hear-
ing are amilar to human norms. Smdl on
the other hand is very acute, dmost ap-
proaching that of a canine. Ursinoids are
vegetarians, consuming meat on occasion.
They have iron-based metabolisms and
life expectancy is about 100 years.
Sandard Crell Trooper

Uniform: CBA with jet black appear-
ance and golden helmet with slver eagle
and large tinted visor. Rank is given in a
series of red and green strips on helmet
backs. Back packs and belts dso black.

Armor: CBA/SE with helmet and belt
screen (sedled).

Armament: AMG 10 with type G over/
under grenade pistol, targetscope and bay-
onet, force blade, blast pistol. If in vac-
uum conditions. substitute blast rifle for

AMG 10.

Other Gear: backpack

two weeks field rations

deeping bag

water dispenser

three weeks emergency concentrated

rations

PC/5 side communicator

300 10mm rounds

personal medipack

polarized visors

two magnesium flares

electric torch

40 water proof matches

2 photon grenade torpedoes

4 fragmentation grenade torpedoes

2 incendiary grenade torpedoes

2 frag demo grenades

Sguad: 4 troopers, 1 cap troopers.

Section: 2 squads.

Platoon: 3 sections + 3 corporals + 1
sergeant.

Specid patrols or troops participating
in large scde combat will probably have
contra grav harness or jJump pack.
Support Weapons

Sguad: blast LMG and lanze.

Section: gauss rifle and 2 apro carbines.

Platoon: 2 dally guns and 2 tanglerifles

This will be the standard gear of troop-
ersinvolved in smal scae action. If involv-
ed in large scde battle or invasion force
80% will be in vehicles or PAPA armor
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but with same wesapons. The other 20%
will be unnecessary personnel, techs, and
men in rear area positions (artillery).

Attributes: all 11 + 1d6

As the Crdl are aTech 10 civilization,
the mgority of the industry production
is devoted towards the manufacturing of
more powerful wesapons.

The Crdl will accept certain canines
and fdines into their ranks only if they
are loya to the cause. Such races often
make up their own divisons and are often
used in semi-suicidal and suicidal missions.
Sometimes, the Crel conquer such races
and make them into puppet city-states of
the empire for as long as the Crdl need
them. Human or demi-human races will
either be controlled or endaved. Any sau-
rian or other lizard races will be immedi-
ately put to death by whatever means fea-
sble, as reptiles are extremely didiked.

The Crdl will make military dliances
with Mertuns and Bug races of high tech
levels, only for the purpose of furthering
military advances.

Sports and the arts are much appreci-
ated by the Crdl people even though the
military gods come firgt. The dark sde of
the force is practiced in the empire, dong
with telekinesis, and thus psionics are not
uncommon among some officers of high
rank.

- Randy Chafe

SPACE OPERA

THE COMPLETE S.F. ROLE PLAYING SYSTEM

Character generation which includes the influence of conditions
on the charactef s planet of origin * many racial types available
as Player-Characters and NPCs * over 175 skill areas * advance-
ment of character skills by a logical system which allows for
development of chosen skills * characters built with initial skills
chosen to fit a given profession * 6 basic character classes in each
of 12 starting areas of service or profession * a detailed psionic
system with over 90 talents * realistic system for learning skills
and psionic abilities * a complete and rounded character with
skills chosen in a non-random fashion to meet his or her needs
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StarShip construction & maintenance rules * equip-
ment and systems breakdown rules * StarShip move-
ment with advanced technology * faster than light
travel * non-vectoring sub-light travel * StarShip
combat * trade & commerce * mapping * planet &
system generation * economics & taxes & ground
combat * wounds * medicine * morale * banks &
loans * StarPorts * NPC races * Bug-Eyed Monsters*
NPC expertise * animals & creatures * rental of ve-
hicles * living costs * everything needed to create
a complete and ‘'realistic' universe with workable
and complete systems*

Space Opera consists of two 90+ page books, handy
reference sheets, character, ship, and planetary record
forms in a box. It is available from better game and
hobby shops or direct from:

Fantasy Games Unlimited Inc., P.O.Box 182,

Roslyn, N.Y. 11576 U.S.A. $18.00 postpaid.

Also Available: GROUND & AIR EQUIPMENT
heavy military equipment for use with Space Opera.
Including military aircraft, StarFighters, military
vehicles, heavy weapons, and nuclear weapons.
$5.00 postpaid.

Coming This Month: MARTIGAN BELT
Adventure scenario for use with Space Opera.
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ARMORED FIGHTING VEHICLES IN

TRAVELLER

by Donald Gallagher
and William Barton

Rules for designing, purchasing, and using tanks, hovercraft,
and other armored fighting vehicles in the universe of Traveller

Sources of miniature tanks,
robots, and other futuristic vehi-
cles suitable for use with these
rulesinclude:

Citadel (Box 12352, Cincinnati,
OH 45212)

Grenadier (Box 305, Springfield,
PA 19064)

Johansen Miniatures (56 Snow
Crystal Rd., Naugatuck, CT
06770)

Martian Metals (Box 778, Cedar
Park, TX 78613)

Superior Models (Box 99, Clay-
mont, DE 19703)

T-Rex (3618 Dexter, Ft. Worth,
TX 76107)

A good source of modem and
historical armor miniaturessuita-
ble for conversion as science
fiction vehicles:

GHQ (2634 Bryant Ave. South,
Minneapolis, MN 55408)

Check at your local habby
shop, or write to the manufac-
turersfor moreinformation.

Armored fighting vehicles (AFVs) are the
backbone of most high-tech ground forces.
AFVs can range in sophistication from the early
TL-6 tracklayers through the TL-9 air-cushion
hovertank, up to the TL-15 suborbital gunships.
Prices will rise sharply as sophistication in-
creases. Since no standard designs currently ex-
ist, AFVs must be designed using a procedure
similar to that used to design a starship.

DESIGN CHECKLIST.
1. Determine mission for which AFV isin-
tended.
2. Determine following characteristics:
. Vehicle size category;
Suspension/propulsion system;
Man weapon;
Secondary weapon(s);
Armor and/or protective gear;
. Fire control computer;
Size of power plant;
Sensors, communications gear and
any special modifications;
I. Crew;
J. Vehicle movement rate (based on size,
suspension, and terrain).
3. Determine final weight and cost of al
components; revise as needed.
4. Record final specifications and cost of
vehicle.
Charts presented later will contain the specific
data needed to work through this checklist.

IoTmoowy

CHART I: SIZE CATEGORY.

These size categories serve to give a general
indication of the AFV’s intended role in
combat, as well as to help determine the
vehicle's speed with various types of suspension
and propulsion systems in different terrain. All
AFVs must fit into one of the size categories
given. All weights are given in metric tons.

Light (5-20 tons)  Hull cost = 1000 CR/

ton

Light Medium (21-40 tons)

Heavy Medium (41-60 tons)

Heavy (61-100 tons)

Very Heavy (101-150 tons)

Super Heavy (151-200 tons)

CHART IlI:  SUSPENSION/PROPULSION
SYSTEMS.

The types of supension listed here are those
used for AFVs at various TLs from 6 to 15.
Under each system is listed its TL of introduc-
tion, cost per ton, percentage of AFV weight
required to utilize the system, and any restric-
tions on the use of the system. In addition to
the tonnage needed for the system itself, an
appropriate sized power plant must be provided
(see chart VI11).

Wheels (TL 6+): requires tonnage equal to
15% of total weight. No vehicles of category
Heavy or larger may use wheels. Cost = 1000
CR/ton.

Tracks (TL 6+): requires tonnage equal to
20% of total weight. No vehicles of category
Very Heavy or larger may use tracks. Cost =
1500 CR/ton.

Air Cushion (TL 9+): requires tonnage equal
to 30% of total weight. Cost = 2000 CR/ton.

Anti-Gravity (TL 10+): requires tonnage
equal to 10% of total weight. Cost = 2500
CR/ton.
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MAIN WEAPONS CHART

Weapon TL Welight
Light Turret Gun 6+ 1
Medium Turret Gun 6+ 2
Heavy Turret Gun 6+ 25
HVAP Smoothbore 7+ 3
Gun/Missile Launcher 7+ 3
Missile Launcher 7+ 1

* Anti-Armor Chain Gun 8+ 5
Mass Driver Gun 12+ 10

* L aser/Autocannon 9+ 2

* Plasma A Gun 10+ 4/2/.5

* Plasma B Gun 11+ 4/2/.5

* Plasma C Gun 12+ 4/2/4

* Fusion X Gun 12+ 4/2/.5

* Fusion Y Gun 13+ 4/2/.5

* Fusion Z Gun 14+ 4/2

ROF Cost Ammo Wi dmmao Cost
8 5000 6 50
6 10000 15 75
4 20000 20 100
4 30000 20 150
- 35000 = -
1 10000 20 1000
2 12000 100 1500
10 20000 15 35
1 IMCR 25 250
2/2/5 1IMCR = -
2/2/5 15MCR L -
2/2/5 2MCR = =
2/2/5 3MCR = -
2/2/5 5MCR E =
2/2 10MCR = -

Notes: Gun/Missile Launcher may be used either as a missile launcher or a heavy turret gun at the

firer's option.

Laser/Autocannon are mounted coaxialy. If autocannon achieves a hit and laser hits same target
in that round, ignore 1 layer of target's ablative armor (if any).

Multiple numbers under the high energy weapons represent their weight and ROF (respectively)
at the TL of introduction, 1 TL above it, and 2 TLs above it, in that order.

Most weapons require 2-man crews; starred weapons require only one man. Weapon weights are
given in metric tons; ammo weight, mkg. Costs are in credits.

A chain gun is an evolution of the autocannon. Instead of a number of rotating barrels, the chain
gun uses a number of fixed barrels with the action being driven by a chain. This increases the rate of
fire and the size of the projectiles thrown. Chain guns are used today on AH-1S antitank helicopters
(30mm), A-10A attack planes (also 30mm), and on the M-2 infantry fighting vehicles (25mm). The
weapons fire depleted uranium rounds that give these small-caliber weapons very great lethality
against armored vehicles. The mgor drawback is their high consumption of ammunition (which the

weapons chart reflects).

CHART I11: MAIN WEAPONS.

This chart will list the weapons available for
use as the vehicle's mgjor source of firepower.
Only one main weapon may be mounted; it is
assumed that this weapon is carried in a fully
rotating turret unless the AFV is constructed
using nonturreted configuration (see chart
VII).

CHART IV: SECONDARY ARMAMENT.

Option 1:Up to 2 of the following, in any
combination, may be mounted on the AFV's
turret, assuming that adequate crewmen are
provided: Light Machinegun, RAM Auto-Gre-
nade Launcher (pintle-mounted), PGMP-14 or
FGMP-15.

Option 2: Up to 2 of the following, in any
combination, may be placed in a secondary tur-
ret (weighing 1 ton per weapon installed and re-
quiring 1 crewman; power plant tonnage must
aso be provided): Autocannon, VRF Gauss
Gun, RAM Auto-Grenade Launcher.

Option 3: Vehicles mounting either a Laser/
Autocannon or an Anti-Armor Chain Gun as
main armament may carry up to 2 fixed-round
tac missiles (ie., one missile only in each; weight
and price as the standard missile launcher) in
lieu of any secondary weapons.

Notes: Vehicles of categories Very Heavy
and Super Heavy may take both Options 1 and
2, if desired, due to their immense size. Weap-
ons taken under Option 1 can be specified asin-
ternally-operated; this will increase the cost by
1000 CR per weapon so specified. They may
still be fired while unbuttoned, but the gunner
will receive no armor protection while doing so.

See Mercenary for cost and weight of sec-
ondary weapons.

CHART V: ARMOR AND PROTECTIVE
EQUIPMENT.

This chart is divided into two sections (as
the heading implies). Protective gear is explain-
ed item by item. To armor a vehicle, the design-
er will decide how many layers of armor
will be fitted. Each layer of armor is rated for
the amount of armor points it is worth and the
percentage of the AFV's total weight that one
layer will take up. The AFV's total armor fac-
tor is obtained by adding up the points of
armor that each layer provides.

In the case of armor sloping, these options
represent more advanced slope designs that -
fectively increase the AFV's resistance to dam-
age. Effective weight represents the amount of
interior space lost due to the armor layout; cost
is calculated from the base cost of the armor in-
stalled. The effect of doping is to add a set
number of points to the armor value of each
layer of armor carried. True armor thickness is
a representation of the real thickness of armor
at various points on the vehicle (the total value
represents the value of armor on the most heav-
ily protected parts of the AFV - its front plate
and turret front; the table for true value will
show the real thickness of armor at other points
on the vehicle).

The maximum number of layers of armor an
AFV may carry isequal to itsTL.

Advanced Armor Sloping (TL 7+): Adds 2
points to the armor factor of each layer in-
stalled (excepting ablative armor). Effective
weight = 5% of total vehicle weight (regardless
of number of layers of armor); cost = 25% of
cost of armor installed.

Very Advanced Armor Sloping (TL 8+):
Adds 3 points to the armor factor of each layer
installed (excepting ablative armor). Effective
weight = 10% of total vehicle weight (regardless
of number of layers of armor); cost = 50% of
cost of armor installed.

True Armor Thickness. Once the total
armor value has been determined, use the table
below to find the true armor value at each
aspect of the AFV. Round down in all cases.

Target Aspect Effective % of Total
Armor Value

Front 100

Oblique 75

Side 50

Rear/Overhead 25

Protective Equipment:

Ablative Armor (TL 9+; cost and weight as
standard armor at given TL). Ablative armor
will give an armor value equal to twice the given
TL's standard armor against laser fire unless
"scrubbed off by autocannon fire (see chart
Il notes for details). Against al other weapons,
each layer is worth 1 point. When recording
armor values, parenthesize ablative armor
points to avoid confusion with standard armor
points.

Anti-Laser Aerosol Ejectors (TL 6+; mono-
chromatic spray available at TL 9+, prismatic
spray at TL 10+; cost = 2500 CR + 10 per spray
round). If monochromatic spray is used, no TL
8 lasers may designate, TL 9 lasers lose 50% of
their penetration value, and TL 10+ lasers are
unaffected. If prismatic spray is used, all lasers
are ineffective. One spray round will protect
the vehicle for 4 full turns if stationary or 1
turn if moving. Weight = 50 Kg. At TLs 6-8,
this item is used as a smoke discharger (cost =
same; weight 1 Kg. per round carried, to a max-
imum of 10). Smoke rounds are affixed to the
AFV and fired via wires leading into the hull.
They are simple fixed-round cannisters, and
thus don't need a launching device.

Anti-Laser Reflective Paint (TL 12+; cost =
1500 CR per ton of AFV so painted). Lasers
are ineffective against a vehicle so painted.

Directional Mine Strips (TL 12+; each strip
installed will weigh 1% of total AFV weight;
cost = 2000 CR per ton installed, 500 CR to re-
load 1 strip. Fire control computer MK. 4 or
better required for use). All projectiles fired at
the vehicle excepting those fired by chain guns
or autocannon, or infantry small arms) receive a
negative DM of [number of strips fired + (com-
puter factor<4)] when rolling to hit. Hostile in-
fantry coming within 500 meters of a vehicle so
equipped will be attacked with the equivalent
of a RAM HE grenade (per man, up to a maxi-
mum of 1 squad per strip fired) for each strip
fired. The vehicle commander must keep track
of strips expended; they may only be fired once
each.

TL Available Points Per Layer % of Total Weight Per Layer Cost Per Ton
6,7 6 10 10000CR
8,9 8 8 12000CR
10,11 10 5 12000 CR
12,13 12 4 8000 CR
14,15 12 3 5000 CR




CHART M : H RE CONTRCL COMPUTERS.

Vehicles of TLs 6-7 may not incorporate FC
computers. It is not required to incorporate a
FC computer (unless otherwise noted), but it is
highly advisable to do so.

Comjouter Modie? TL  Weight Price
MK. 1 8+ 1 ton .2 MCR
MK. 2 8+ 1 ton .9 MCR
MK. 3 9+ 2tons 18 MCR
MK. 4 10+ 2tons 3 MCR
MK.5 11+ 3tons 4.5 MCR
MK. 6 12+ 4 tons 55 MCR
MK. 7 13+ 5 tons 8 MCR
MK. 8 14+ 6 tons 11MCR
MK. 9 15 7 tons 20MCR

CHART VII: VEHICLE POWER PLANTS.

To determine the required power plant ton-
nage, add together the amounts shown below to
find the percentage of the AFV's total weight
that must be allocated to the power plant. In
the case of the plant tonnage needed to run the
suspension/propulsion, the tonnage may be
doubled to allow movement at the speed of the
next lighter category. This may only be done
once; in no case can less than the minimum
tonnage be fitted.

% of Total Weight for
Power Plant

System

Wheels
Tracks
Air-Cushion
Anti-Gravity
Laser/AutoCannon
Plasma Gun
Fusion Gun
Mass Driver Gun
Main Turret, Com-
puter, Comma Gear,
Sensors (al)
Secondary Turret

rrounvBoo

P

Power plant cost = 100000 CR/ton

CHART VIII: ADDITIONAL EQUIPMENT
AND MODIFICATIONS.

As shown, Sensors are essentially of two
types - surveillance and weapons-direction -
although certain sensors may be used for both
purposes. Modifications are fully described on
the chart.

Sensors:

Passive IR (TL 6+, 2000 CR, 10 Kg)

Active IR (TL 7+, 3000 CR, 15 Kg -in-
cludes Passive IR functions.)

Light Intensification Viewer (TL 8+, 2000
CR, 10 Kg)

Laser Designator/Rangefinder (TL 8+, 5000
CR, 20 Kg)

Tactical Ladar (TL 10+, 8000 CR, 15 Kg)

Doppler Radar (TL 8+, 5000 CR, 50 Kg)

Tactical Radar (TL 9+, 10000 CR, 20 Kg)

Tactical Magnetoscope (TL 12+, 10000 CR,
20 Kg)

Echo Sounder (TL 10+, 12000 CR, 40 Kg)

Extensor Pod (TL 10+, 50 Kg. Pod can hold
up to 150 Kg of sensor gear, and can be ele-
vated to allow sensing while vehicle isin full de-
filade. Cost = 10000 CR + 100 CR per ton of
sensor gear installed.)

Communications:

Short-Range Radio (TL 6+, 100 CR, 1 Kg-
multiband version, 200 CR)

Medium-Range Radio (TL 6+, 200 CR, 2
Kg-multiband version, 400 CR)

Long-Range Radio (TL 7+, 500 CR, 4 Kg-
multiband version, 1000 CR)

Counter-ECM Unit (TL 7+, 3000 CR, 2 Kg)

Laser-com Unit (TL 9+, 150000 CR, 50 Kg)

Modifications:

Atmospheric Streamlining (TL 9+, grav ve-
hicles only; cost 100 CR per ton of vehicle. Re-
quired for suborbital flight.)

Pressurized Hull (TL 9+, grav vehicles only;
1 ton for life-support system, cost = 50000 CR,
Required for suborbital flight; will serve as NBC
protection.)

*NBC Shields/Overpressure System (TL 7+,
cost = 20000 CR. When used in combination
with NBC suits, provides protection against
nuclear fallout/radiation, biological and chemi-
ca agents. Will not alow suborbital flight.)

Battle Display Unit (TL 9+; consists of a
special battle computer interfaced with a map
box: cost = 102500 CR, 25 Kg.)

Infantry Firing Ports (TL 7+, cost = 1000
CR per port; 5000 CR per port is in combina-
tion with NBC shields or a pressurized hull.
Ports may be provided at 1 per Vi ton of crew
compartment. They allow small-arms fire from
within the vehicles, thus affording armor pro-
tection to the firers. If used, they will breach
the pressure integrity of the vehicle.)

Non-Turreted  Configuration:  Normally,
AFVs carry their main weapon in a fully rotat-
ing turret. At the designer's option, an AFV
may be designed in a nonturreted configura-
tion. The effects are as follows: the AFV isas
sumed to employ Advanced Armor Sloping at
no cost or weight. Note that, in this case only,
additional armor sloping may be added to this
intrinsic sloping and this vehicle will receive the
cumulative bonus. The main weapon is severely
restricted in its arc of fire (see the combat rules
for details), and such vehicles may never assume
hull defilade. In @l other respects, they are
identical to other AFVs.

Open-Topped Vehicles: With this modifi-
cation, all noncrew members may use small
arms from within the vehicle without recourse
to firing ports. The vehicle receives no armor
value for top, and modifications involving a
sealed hull may not be performed.

AA Vehicles: Aircraft or grav vehicles en-
gaging in flight at any altitude other than NOE
may only be engaged by secondary weapons
fire (due to their height, the main weapon of an
AFV cannot be elevated sufficiently to fire at
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them), unless the firing vehicle has been built as
and designated an AA vehicle. Such vehicles
must meet the following criteria: weight cate-
gory must be Light or Light Medium, no more
than 1 layer of armor (either standard or abla-
tive) may be carried, and al secondary arma-
ment is sacrificed. In exchange, up to 4 of one
of the following weapons may be carried on
high-angle mountings (weight, power and TL
alowing): Chain Gun, Autocannon, Laser/
Autocannon, VRF Gauss Gun, Light Machine
Gun, Missile Launcher, Plasma or Fusion Guns.

* Thisis simply a set of gas-tight gaskets for
dl hatches and other openings into the crew
spaces. When the AFV is sealed for operations
in an NBC environment, the interior pressure
is dightly raised to keep gas or fallout from get-
ting in by use of the engine compressor. Thus,
there is no weight for this system, and it is use-
less for maintaining internal pressure against a
lack of external pressure.

CHART IX: CREW.

One-half ton of space must be provided for
each of the following:

Tank commander

Driver

One or two gunners for main weapon (see
chart I11)

One gunner for secondary weapons

Each passenger

CHART X: MOVEMENT RATES IN KPH.

To find the speed at which a vehicle travels,
find the suspension system on the left; find the
AFV's size category within that general head-
ing, and cross-index this with the terrain type
through which the AFV isto travel. The result-
ing number is the speed (in KPH) at which this
type of terrain can be traversed. In the case of
grav vehicles, terrain is not a factor; rather, the
altitude at which the vehicle is flying is the de-
termining factor. Note that for the purposes of
the combat rules, only two altitudes are usable
- NOE and Cruising (higher altitudes are only
used when well out of the battle area due to air
defense weapons).

MOVEMENT RATES IN KPH

Road

Wheels: Light 120
All Medium 100

Tracks: Light 70
All Medium 50

Heavy 40

Air Cushion: Light .150
All Medium 120

Heavy 100

Very/Super Heavy 100

NOE

Anti-Gravity: Light 150
All Medium 120

Heavy 100

Very/Super Heavy 100

Terrain Equivalents:

Cross-Country Rough Mountain
50 20 10
30 10 £
50 40 30
30 30 20
20 20 10
120 100 5
100 80 =
80 60 e
80 60 E

Cruising Top Speed Sprint*
300 500 700
250 400 600
200 350 500
200 300 400

Cross-Country: Clear, Desert, Plains, Beach, Shore.
Rough: Hills, Foothills, Woods, Forest, Jungle, Rain Forest, Marsh, Swamp.
(Terrain types are explained furtherin Traveller.)

* For every turn in which a grav vehicle sprints, it must make a roll on the malfunction table in the
Logistics and Maintenance Section. For each time that the AFV fails to make the roll, it loses 10
KPH from both top speed and sprint speed. This simulates the fact that sprinting is pushing the pow-
er plant into and beyond the "never exceed" zones, and is likely to impair its performance before

too long.
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DESIGN EXAMPLES.

The AFVs that are described in the follow-
ing pages are presented as examples of how the
system works and how the data on a particular
vehicle is to be recorded. With this accomplish-
ed, one can proceed to the individua combat
system (immediately following this section).

M-1 ABRAMS TL 8

WEIGHT AND CATEGORY: 53 tons, Heavy
Medium (53000 CR).

SUSPENSION AND MOVEMENT CATEGO-
RY: Tracks; Light (10.6 tons, 15900 CR).

ARMOR:

NUMBER OF LAYERS: 5 TL 8 (21.2 tons,
254400 CR).
ARMOR SLOPING: Vey Advanced (5.3
tons, 127200 CR).
TRUE ARMOR THICKNESSES:

FRONT: 55

OBLIQUE: 41

SIDE: 27

TOP/REAR: 13

PROTECTIVE GEAR: Smoke Dischargers (10
Kg., 2500 CR; 10 rounds, 100 CR).

F.C. COMPUTERS MK. 2 (1 ton, .9MCR).

WEAPONS
MASIN: HVAP Smoothbore (3 tons, 30000
CR).

AMMO CARRIED: 40 rounds (.8 ton, 6000

CR).
SECONDARY: 2 LMG (1 on main turret;
1 internaly operated. 105 Kg., 3500 CR).
AMMO CARRIED: 400 rounds each (20
Kg., 480 CR).

SENSORS: Laser Designator, Active IR, Light
Intendgification Viewer (Total: 45 Kg,
10000 CR).

COMMUNICATIONS Medium-Range Radio
(multiband), Counte-ECM Unit (4 Kg,
3400 CR).

POWER PLANT: 17% (1% for man turret,
computer and sensors, 16% for sugpension/
propulson - x2 power; vehice moves a
Light Tracks rate. 9.01 tons, 901000 CR).

MODIFICATIONS: NBC Shields (20000 CR).

CREW: 4 (T.C., Gunner, Loader, Driver); 2
tons crew compartment.

TOTAL COST (BEFORE PRODUCTION):
2,426,480 CR.

NOTES. Ealier verson caries Heavy Turret
Gun (25 tons, 20000 CR) and 65 rounds
(1.3 tons, 6500 CR) in lieu of HVAP
Smoothbore.

"KIYOSHI" Imperid Grav APC: TL 15

WEIGHT AND CATEGORY: 12 tons; Light
(12000 CR).

SUSPENSION  AND MOVEMENT CATEGO-
RY: Anti-Gravity; Light (1.2 tons, 3000
CR).

ARMOR:

NUMBER OF LAYERS: 1 TL 15 (.36 tons,
1200 CR).
ARMOR SLOPING: None.
TRUE ARMOR THICKNESSES:
FRONT: 12.
OBLIQUE: 9.
SIDE: 6.
TOP/REAR: 3.

PROTECTIVE GEAR: Anti-Lasr Réflective
Paint (18000 CR).

F.C. COMPUTER: MK. 2 (1 ton, .9 MCR).

WEAPONS
MAIN: Fuson Y Gun (5 ton, 5MCR).
AMMO CARRIED: N.A.

SECONDARY': None.

SENSORS: Tac Ladar, Active IR, Light Inten-
dficaion Viewer (40 Kg, 13000 CR).

COMMUNICATIONS Long-Range Radio,

Counter-ECM  Unit (6 Kg., 4000 CR).
POWVER PLANT: 17 (1% for main turret,
computer and sensors, 12% for sugpension/
propulsion; 4% for Fusion Gun. 2.04 tons,
204000 CR).
MODIFICATIONS: Atmospheric Streamlining,
Pressurized Hull, 10 Infantry firing ports

[Total: 1 ton (life support unit), 101200
CR

TOTAL COST (BEFCRE PRODUCTI ON):
6,357,600 CR

NOTES: Very light APC carried aboard Imper-
id battlecruisers; not intended for use under
actua battle conditions.

BASIC SMALL-UNIT
COMBAT RULES

SEQUENCE OF PLAY.

Play proceeds in sequentiadl game turns.
Each turn conssts of a number of phases, in
which one, the other, or both of the opposing
forces are conducting some activity. Addition-
dly, two interphases occur before and after the
iction. A detailed explanation of each phase
and interphase will be given later.

SEQUENCE OUTLINE.
1: Sighting and Morde Recovery Phase.
2: Side A Movement Phase.
3: SdeB Fire Phase.
4: Side B Movement Phase.
5: SdeA Fire Phase.
6: Sde A Artillery Phase.
7: Sde B Artillery Phase.

EXPLANATION OF SEQUENCE.

PRE-BATTLE INTERPHASE: Wherever a
battle is to be fought, a number of factors must
be determined before the battle begins. These
are

1: Size and composition of opposing forces.
This can be done by usng the Abstract Battle
System or through player interaction on a map.

2: Effidency Ratings (ERS) of the troops in-
volved. This is determined for units of platoon
dze or less by usng the morde determinant
procedure on pg. 29 of Mercenary. For larger
units, total the manpower (or number of vehi-
des in a mechanized unit), and add a head-
quarters section equal to 10% of thé number of
AFVs in amech unit, or 5% of the manpower
in an infantry unit. The ER for this new higher-
echdon unit is equd to the average ER of the

subunits (rounding up) plus 2 points. Aslong as
the unit is together on the same battlefield
(within 10 moves or 5km of each other, which-
ever is less, and in radio contact) and the HQ
section remans intact, the new ER is used.

3: Terrain. This will have to be lad out by
the judge (if any), usng the terrain-type de-
scriptionsgivenin Traveller asaguide.

4: Situation. If the players are manuevering
on amap, thejudge will determine the situation
a contact. If the A.B.S. isusad to generate the
action, the opposing forces will deploy as fol-
lows: If "Own Attacking," "Own" player (note
that which force is "Own" must be determined
before dl dsg) will move on-board while
"Enemy" force sets up on board. If "Enemy
Attacking," reverse the deployments. If "Fire-
fight," both sdes will move on-board a the
same time; and, if "Surprised,” the surprised
dde must move to within effective range of the
other sde's on-board position and recave a full
round of unopposed fire before beginning the
regular turn sequence.

5: Sde determination. The Turn Sequence
makes reference to Sides A and B when show-
ing whose phase is being conducted at a given
time. Sde A is the attacking force in any set-
piece action, with Sde B defending. In afire-
fight action, the unit(s) having the higher ERs
may choose which side it will be.

Once dl this has been determined, the battle
may begin. Each game turn conssts of the fol-
lowing phases, in this order:

1. SSGHTING AND MORALE-RECOVERY
PHASE: Both ddes attempt to sght enemy
units within their arcs of search (either visudly,



electronically, or both). Any units of either side
that failed their morale checks in either fire
phase must now attempt to recover.

2: SIDE A MOVEMENT PHASE: All units
of Side A able and willing to do so move now.
All vehicle turret traversement is done now as
well.

Side A Movement Phase (at end): If Side
B has sighted Side A, units may "track" Side A
by moving their turrets only at this time, pay-
ing the appropriate movement cost. If either
side faled to sight the other in that phase, an-
other attempt may be made at this time unless
Side A did not move. If Side A's Target Sight-
ing Category Key has changed due to move-
ment and Side B had sighted Side A in the
Sighting Phase, a new attempt must be made to
retain sighting. If Side B loses sight of the ene-
my due to movement, it loses the bonus to ER
for first-fire determination in its fire phase (see
below). If Side B gains first-fire anyway, all
Side B units must fire with a -2 to hit on first
fire, -1 on second fire (after Side A has returned
fire) and no further negative DMs to remaining
fire (dueto lost sighting) in the phase.

3: SIDE B FIRE PHASE: AU units of Side B
that sighted their targets and are able and will-
ing to fire now designate their targets. First-fire
is determined for each pair of engaging units by
comparing ERs; since thisis Side B’s fire phase,
al of their units receive a bonus +2 to their
ERs for the purpose of first-fire determination
in this phase. First-fire is automatically gained
by the Side B unit if their target had not sight-
ed them prior to their firing.

Once first-fire has been determined, calcu-
late the ROF ratio between the firing vehicles
(see the charts for a further explanation), and
resolve each shot. Resolution of firesis as fol-
lows: find the weapon firing, and read across to
find the range bracket that the target is present-
ly in for that weapon. This will give the basic
number that must be equaled or exceeded on
2D6 to hit the target, as well as the weapon's
penetration factor at that range. The basic to-
hit number may be modified by a number of
factors (found on a separate chart). If a hit is
achieved, subtract the armor factor of whatever
aspect of the target was struck from the weap-
on's penetration factor; with the resulting
number as a modifier, roll 2D6 on the effects
chart. This will give the result, if any, of the hit
on the target. If the target is not disabled or de-
stroyed by the first-fire shot(s), it may reply at
the rate calculated in the ROF ratio. This ex-
change will continue until one or the other of
the contenders has been destroyed or disabled,
or until both have fired a number of shots equal
to their ROF, in which case there is no effect
and play proceeds to the next phase. Note that
the full ROF of a vehicle's weapon(s) may be
employed, ammunition alowing, in both fire
phases. Any casualties on either side may neces-
sitate morale checks (see the charts for a fur-
ther explanation).

4: SIDE B MOVEMENT PHASE: As Phase
2, but for Side B.

Side B Movement Phase (at end): Side A
may "track" with turrets as above - if units
have sufficient mps left. Sighting procedure as
above with sides reversed.

5: SIDE A FIRE PHASE: As Phase 3, but
for Side A.

6: SIDE A ARTILLERY PHASE: AU call-
ing, adjusting and firing-for-effect by Side A's
artillery is done now; al anti-artillery fire by
Side B is done now as well (see the charts for a
further explanation).

7. SIDE B ARTILLERY PHASE: As Phase
6, but for Side B. Side A's anti-artillery fire
takes place now.

POST-BATTLE INTERPHASE: Once the
battle has ended, for whatever reason, both
sides must account for the following:

1-Ammunition expended;

2-—-Casualties, bodily and/or vehicular;

3—Final morale status of all units involved.

ADVANCED

COMBAT

RULES

USE OF THESE RULES.

These rules are intended for use with minia-
tures on a terrain board. If desired, however, a
square grid may be used to regulate movement.
In the event that thisis done, 1 square = 1 cm
for scale. When moving or firing side-to-side
across a square, cost is 1 mp, range is 50 m;
when moving/firing diagonally into or across a
square, cost isl¥2 mp, range is 75 m.

CHART I-GAME SCALE.
1 turn = 30 seconds
l1cm=50m
5 kph/speed = 1 movement point (mp)
[50 kph = 10 mps]
1 mp = 50 m/turn

CHART II-MOVEMENT.
BASIC RATE: 1 mp = 1 cm/turn; terrain &-
fects on movement are listed in Part 1.
TURNING:
Up to 45 degrees = No cost
46-90 degrees = -1 mp
91-135 degrees = -2 mp
136-180 degrees = -3 mp
FOR GRAV VEHICLES:
x2 cost if at 51-100 kph, x3 cost if at
101-150 kph, x4 cost if at 151+ kph.
REVERSE MOVEMENT:
'A speed after halting (lose an additional
V* speed on turn after halting).
POP-UP (Grav and air-cushion vehicles
only):
% of total mp to lift or drop. Vehicle
may only fire % ROF if lifting and
dropping in same round. Lifting is done
in enemy's fire phase, dropping is done

19

SIDE-VECTORING (Grav and air-cushion
vehicles only):
After halting, vehicle may side-vector at
V* speed. Front of vehicle remains in di-
rection that it held when maneuver was
begun.

CHART HI-SIGHTING.

Sighting can be of two types: visual and elec-
tronic. Visua arc of search is 45 degrees to eith-
er side of the turret centerline (turret can be
traversed up to 90 degrees per movement
phase, assuming it is not damaged; turret cen-
terline must be on a facing which is an exact
multiple of 45 degrees, with the front center of
the hull considered 0/360 degrees). Electronic
gear searches the same arc unless it is pod-
mounted, in which case pod facing must be
specified similarly to turret facing. The only ex-
ception to this is the echo sounder; this device
will automatically detect any tunnels, under-
ground works or the like within 100 m of the
vehiclein all directions.

SIGHTING PROCEDURE:

Find the target's sighting category be-
low; cross-index on the chart with the range
to the area being surveyed to give the
number that must be equaled or exceed-
ed on 2D6 to sight the target. DMs to the
roll are listed below:

TARGET SIGHTING CATEGORY KEY:
INFANTRY, NONVEHICLE-MOUNTED
SUPPORT WEAPONS:

Stationary in cover = 1

Stationary in open = 3

Moving in cover = 3

Moving in open = 4
AFVs, VEHICLE-MOUNTED SUPPORT
WEAPONS, ARTILLERY:

Stationary in cover = 2

Stationary in open = 4

Moving in cover/grav vehicle flying

NOE in rough terrain « 4
Moving in open grav vehicle flying
NOE in open = 5
Grav/air-cushion vehicle executing pop-
up in last fire phase = 2
NOTE: All target sighting categories are
lowered by one at night, in smoke or
in poor weather conditions. Therefore,
a target in category 3 is category 2 at night.

SIGHTING ROLLS DMs:
DAYLIGHT/CLEAR WEATHER:

Target fired energy weapon or TL7 Tac
Missile last round = +4

Target fired last round = +2

Within 2cm of at least 2 more targets =
+2

Target vehicles Very Heavy or Super
Heavy = +1

Alerted to presence of enemy by friend-
ly units that have sighted = +1

in immediately following movement Sighting AFV unbuttoned or open-
phase after al firing is completed. If ve- topped = 0
hicle does not drop, it must move at Buttoned-up AFV observing to front =
least 1 mp in its movement phase. -2
SIGHTING CHART
Sghting category
of target 0-5 6-10 11-30 31-60 61+ (Range in CM)
1 6+ 8+ 10+ 12+ -
2 4+ 6+ 8+ 10+ 12+
3 2+ 4+ 6+ 8+ 10+
4 A 2+ 4+ 6+ 8+
5 A A 2+ 4+ 6+
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Buttoned-up AFV observing to flank or
rear = -4

ELECTRONIC SIGHTING (AT NIGHT,
THROUGH SMOKE OR WEATHER CON-
DITIONS):

Using Active IR = +2 at night, +1 smoke/
weather.

Using Passive IR (or Active IR in passive
mode) = +1 at night or smoke/weath-
er; +4 if enemy using Active IR.

Using Light Intensification Viewer = +2
smoke/weather; +1 at night (clear
sky).

Using Tactical Magnetoscope = +4 if tar-
get is AFV or artillery; +2 if target is
infantry equipped with Combat or
Battle Armor; +1 for all other targets
of TL 6 or above.

CHART IV-DIRECT FIRE.

SHOT RATIO:

Once first-firer has been determined, a ROF
ratio must be calculated between al firing vehi-
cles. This represents the relative speed at which
shots are exchanged in afiring phase. The slow-
er ROF is used as the divisor of the faster ROF;
all fractional amounts must be moved to a later
impulse. Sequential fire and return fire at the
calculated rate will continue until one or the
other of the contenders is destroyed or dis-
abled, or both have fired a number of shots
equal to their ROF. If the former, the victor
will cease fire at the moment of target destruc-
tion/disablement unless specifically ordered

otherwise - if the latter, both sides are un-
affected and play proceeds to the next phase.
Some examples of the shot ratio procedure
follow:

A = ROF 3 (first fire)
B = ROF 5
RATIO = Al,B1;A1.B2; Al,B2.

A = ROF 10 (first fire)
B=ROF4
RATIO = A2, Bl; A3, Bl; A2, BI; A3, BI.

A = ROF 1 (first fire)
B = ROF 4
RATIO = Al, B4.

A = ROF 4 (first fire)
B=ROF1
RATIO = A2, B1;A2,BO.

TARGET ENGAGEMENT:

At TL 8+, vehicles may engage a number
of targets equal to their main weapon's ROF
or their F.C. computer's factor, whichever is
less. Doctrine advises against it, but if multiple
engagement is undertaken, the procedure is as
follows: the first-firing vehicle (only!) desig-
nates its targets and the number of shots to be
fired at each. The ROF ratios are calculated on
the basis of this new number versus the target's
full ROF. The engagement must be finished be-
tween the first-firing vehicle and each of its tar-
gets before firing at the next; any shots that
were to be fired at a vehicle that is knocked out

DIRECT FIRE WEAPONS DATA CHART
PROCEDURE: Read down to find weapon in use; read across to the range in kilometers, and
read up to find the range/accuracy number and penetration factor of the weapon at a given range.

Weapon Effective (5+) Long (8+) Extreme (10+)
Light Turret Gun .5 km (20) 1km (15) 2km (10)
Medium Turret Gun 1 km (30) 1.5 km (25) 3 km (20)
Heavy Turret Gun 1 km (40) 2 km (35) 4 km (30)
HVAP Smoothbore 15 km (45) 2.5 km (40) 5 km (35)
TL7 Tac Missile 3 km (40) - =
TL8 Tac Missile 3 km (45) - -

TL9 Tac Missile 3 km (50) - -
TL10 Tac Missile 4 km (55) = =
TL11 Tac Missle 4 km (60) - -
TL12 Tac Missile 6 km (65) - -
TL13 Tac Missile 8 km (70) = -
TL14 Tac Missile 10km (75) = =
TL15 Tac Missile 12km (80) . i
Anti-Armor Chain Gun 1 km (40) 1.5 km (35) 3 km (30)
Mass Driver Gun 3 km (50) 5 km (45) 10 km (40)
L aser/Autocannon 1 km (60) 2 km (50) 3 km (40)
Plasma A Gun 2km (45) 3 km (35) 5 km (25)
Plasma B Gun 3 km (50) 5 km (45) 8 km (40)
Plasma C Gun 5 km (55) 8 km (50) 12 km (45)
Fusion X Gun 8 km (70) 12 km (65) 18 km (60)
Fusion Y Gun 10 km (75) 15 km (70) 21 km (65)
Fusion Z Gun 15 km (80) 22 km (75) 31 km (70)
40 mm RAM HEAP Grenade .2 km (22) 4 km (22) 5 km (22)

Penetration values and ranges for infantry heavy weapons may be found in Azhanti High Light-

ning. Some of those which may be used as secondary weapons are repeated here for convenience.
(Note: Most of these weapons are anti-personnel and not designed to penetrate AFV armor. How-

ever, see special note on scrubbing ablative armor with autocannons.)

Weapon
AutoCannon (DS)
VRF Gauss Gun

Effective (5+)
2250 m (10) +4
1500 m (8) +9

Extreme (10+)
6000 m (4)+1
4500 m (4) +3

Long (8+)
4500 m (8) +3
3000 m (6) +6

LMG 600 m (3) +4 1200 m (2)+3 1800 m(1)+2
PGMP-12 300 m (10) 600 m (8) 975 m (4)
PGMP-13/14 450 m (12) 900 m (8) 1500 m (4)
FGMP-14/15 450 m (14) 900 m (10) 1500 m (6)

(DM following penetration is DM to hit when weapon firing full automatic.)

Ranges are in meters.

before they are fired are lost. If the first-firing
vehicle itself is knocked out, any targets yet un-
engaged are unaffected. An example of this
procedure follows:

A = ROF 10 (first fire); MK. 4, F.C. Com-
puter

B1, B2,B3, B4 = all ROF 4

A fires 2 shots each at Bl through B3, and
shots at B4 (total 4 targets)

DMs TO HIT:
Speed Differential between Firer and Tar-
get:
0-50 kph =0
51-100 kph = -1
101-150 kph = -2
151+ kph= -3
F.C. Computer in use =+ computer factor;
if engaging in multitarget fire, divide fac-
tor by number of targets engaged (round-
ing down, to a minimum of +1).
Battle Display Unit in use = +2
Weapons-Direction Sensors in use:
Tac Ladar = +3 (O if target aerosol-ob-
scured or antilaser painted).
Laser Designator = +1 (same restrictions
as above).
Tac Radar = +3 (0 if target is grounded).
Doppler Radar = +2 (same restrictions as

above).
Directional Mines in use ¢ -[number of
strips fired + (computer factor-4)]

against Tac Missle and direct cannon
fire; useless against energy fire, “scrub-
bing" autocannon and chain gun fire, in-
direct or small arms fire.

Target Jamming (Must have ECM unit) = -3
(against Tac Missiles of TL 7-9); -2
(against Tac Missles of TL 10-12); -1
(against Tac Missiles of TL 13-15).

Target flying NOE = -1

Target in hull defilade = -2

Target executing popup * -2

Target executing popup and dropdown = -3

Every 100m of target movement spent in
LOS of firer = +1 (ignore if target is fly-
ing NOE).

EFFECTS CHARTS:

If a hit is achieved on a target, subtract the
armor value of the target aspect struck from the
penetration value of the firing weapon at the
range of engagement. Apply this number as a
DM when rolling 1D6 on the chart below. How
to determine what aspect of the target has been
struck is done as follows:

FRONT is struck when the vehicle's bow is
seen to be longer than any other aspect of the
vehicle from the firer's position.

OBLIQUE is struck when the vehicle's front
and side seem to be of the same length from the
firer's position.

SIDE is struck when the vehicle's side is
seen to be longer than any other aspect of the
vehicle from the firer's position.

REAR is struck when the vehicle's stern is
seen to be as long as or longer than the vehicle's
side.

TOP is struck only by certain types of artil-
lery ammunition (explained later), or by any
weapon fired from above the vehicle by aircraft
carrying out plunging attacks (up to the judge
to determine availability and type of such air-
craft).



HIT RESULT CHART:
3 or less « No Effect.
4-7 = Light Damage (roll again on Light
Damage Table for specific effect).
8-11 = Heavy Damage (roll again on Heavy
Damage Table for specific effect).
12 or more =

LIGHT DAMAGE TABLE:

1,2 = Secondary Weapon Hit (1 secondary
weapon of firer's choice is destroyed; if
turreted or manned at time of hit, 1
crewman killed and vehicle must take a
morale check.)

3 = Exterior System Hit (1 exterior system
of firer's choice destroyed - either

Unit, 1 round/aerosol or
smoke, or 1 directional mine strip.)

4 = Sensor Hit (1 sensor of firer's choice de-
stroyed; if carried in an extensor pod,
the entire pod is destroyed.)

5 = Man Turret Damaged (turret traversion
speed halved.)

6 = Suspension Damaged (if tracked or
wheeled vehicle, immobilized for 1D6
hours of repair time; if air-cushion or
grav vehicle, speed halved.)

HEAVY DAMAGE CHART:

1,2 = Main Turret Destroyed (main weapon
and al nonturreted secondary weapons
lost, al turret crew killed. Survivors
must bail out.)

3, 4 = Severe Suspension Damage (vehicle
immobilized for 12D6 hours of repair
time once recovered. If grav vehicle in
flight receives hit, roll 7+ on 2D6 for a
controlled landing; DM -2 if flying above
NOE altitude at moment of hit. If unsuc-
cessful, vehicle is destroyed.)

5 = Fighting Compartment Hit (roll below
armor factor of aspect hit divided by 10
on 2D6 per crewman or passenger to sur-
vive; DM +2 if plasma or fusion gun in-
flicted hit. Survivors will bail out.)

6 = Power Plant Hit (all power lost. If grav
vehicle in flight receives hit, roll for con-
trolled landing as in 3, 4 above. Crew
will bail out.)

CHART V-INDIRECT FIRE.

Indirect fire weapons use an entirely differ-
ent procedure to hit than other weapons,

varies according to the TL of the firing

weapon. These weapons are mortars, howitzers,
and MRLs; energy weapons, being
only, are useless as indirect fire weapons. The
battlefield meson gun, athough similarly re-
stricted, is covered here as well since it is used
as an artillery weapon upon introduction.

Note that al artillery weapons except MRLs
and mortars may fire directly if need be; how-
ever, they do so with a DM of -3 to hit. All ar-
tillery weapons listed in Mercenary are immo-
bile and are either man-portable or are provided
with prime movers. If a weapon is to be made
self-propelled, a carrier must be built around it
using the rules for AA Vehicles but incorporat-
ing only 1 weapon.

ARTILLERY CALLING AND ADJUSTMENT:
At TLs 6-8:

All calling and adjustment of fires must
be performed by an F.O. assigned to a field
unit by the battery he is to direct. The se-
quence of events is as follows: In a given
friendly artillery phase, the F.O. sights a tar-
get and calls for a ranging round. The round

will hit the target on 11+ on 2D6; DM +2 if
the target is within any zone that has been
For every point below 11 that
was rolled, the round will fal 50m away
from the target in a randomly determined
direction (roll 1D6; 1-2 = long, 3 = left, 4 =
right, 5-6 = short). In the next friendly artil-
lery phase, the F.O. can adjust the round in
any direction up to 50m per point of F.O.
skill he possesses, assuming he could sight
the round's initial impact point. In the next
friendly artillery phase, the F.O. may con-
tinue to adjust the round or may call for
on the fina target point. If
the latter is done, the guns will drop their
rounds in a straight line, the direction and
length of which is up to the F.O. The fire
mission may be aborted at any time volun-
tarily, ans is automatically aborted if the
initial ranging round ever drops out of sight
of the F.O. At TL 8, two specia rounds be-
come available: the CLGM (Cannon-Launch-
ed Guided Missle) and the Anti-Tank Clus-
ter Bomb. Both are described later under
ammunition types, but use a fire-adjustment
procedure identical to that at TLs 9-10
when first introduced.
At TLs 9-10:

F.O.s are tll used to direct fire, but
now use laser designators to "paint" their
intended victims for incoming shells. The
procedure for this is as follows: The F.O.
sights and designates his target in a given
friendly artillery phase, and calls for what-
ever type of fire mission he deems neces-
sary. The rounds will drop in the next
friendly artillery phase, and will automat-
ically hit their targets if the F.O. is still des-
ignating the target (unless he has been killed
or disabled); if not, each round will deviate
[(1D6 divided by 2) x 50m] in arandomly
determined direction as described above.
At TLs

F.O.s are 4ill in use, but now use man-
portable fire control computers to both call
and direct fire. The procedure is as follows:
The F.O. sights his target visualy, selects
that target on his display with a
cursor (thus giving the exact coordinates,
verified by surveillance satellite data, to the
guns), and calls for whatever fire mission he
deems necessary. The rounds will drop in
the next friendly artillery phase; whether or
not they will hit their targets depends on
target movement and round type. At this
TL, counter-battery fire may be fired "on
the map" using satellite data to aim; no vis-
ual contact is necessary.

At TLs

At these TLs, al artillery may fire "on
the map" with no need of F.O.s or visua
contact with the target. If desired, however,
vehicles equipped with Laser-Corn Units and
F.C. computers of at least MK. 4 may be as-
signed dedicated batteries to be directed by
them using a procedure identical to the
above.

AMMUNITION TYPES.

Unless noted below, al prices and weights

of ammo is as listed in Mercenary, pg. 49.

High Explosive (TL6+): Penetration factor =
4, unguided.

Flechette (TL7+): Penetration factor = 2,
unguided; x2 normal blast radius of an
HE round of equivalent size. Price = as
equivalent HE round.

Penetration
factor = 4, unguided; x4 normal blast
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radius of an HE round of equivalent size.
Price = x2 of equivalent HE round.
White Phosphorus (TL6+): All troops not
inside armored vehicles (with closed
tops), under top cover or in full pressur-
ized armor are killed if inside blast radius
(as equivalent HE round). A fireis start-
ed in the blasted area (which will pro-
duce smoke for 6D6 turns), and dll
troops not killed but within the blast
area must vacate it immediately, if pos-
sible, and take a morale check. Unguid-
ed. Price = x2 of equivalent HE round.

Smoke (TL6+): Produces smoke for 3 full
turns; unguided. Price = as equivalent HE
round.

CLGM (TL8+): Penetration factor = Tac
Missle at given TL. Guidance system: at
TLs 8-10, laser-designation of target is
necessary on turn of arrival to insure a
hit; at TL 11+, round will automatically
guide on a given target. All hits are
against a target's TOP armor (unless fired
directly) - useless against infantry. Only
howitzers and mass driver guns of cate-
gories Heavy and Medium may fire
CLGM. Weight = 40 Kg., cost = 2000
CR/round.

Anti-Tank Cluster Bomblet (TL8+): Pene-
tration factor = 22. Guidance system: up
to 10 vehicular targets within a 90
degree arc of the round's "front" and
within of the shell's bursting point
will be hit. All hits arc against target's
TOP armor; round may NOT be fired
directly. Round is useless against infan-
try. Usage restrictions are as for the
CLGM. Weight = 40 Kg., cost = 1000
CR/round.

Rocket Shells Usable only if fir-
ing weapon is a howitzer that is designed
and designated as a rocket howitzer (+10
to weight, +50% to cost; may not fire
standard shells, and receives a DM of -4
if firing directly). Rocket shells have a
range equal to (6XTL) in kilometers, but
perform identically to other shells of the
same type in al other respects. Weight =
15x normal weight, x4 normal cost.

COUNTER-BATTERY FIRE.

The prerequisite for counter-battery fire is a
system for locating the source of enemy fire; at
TLs 6-10, this is done by sound/flash ranging,
surveillance radar, or similar means. For each
artillery company (9-15 guns), 2 such vehicles
must be provided (category Light, no main weap-
ons; if at TLs 6-7, must include 2 tons of rang-
ing gear - if at TL 8+, must have most advanc-
ed radar and F.C. computer available aboard).
At TL 11+, satellite data is used to locate the
enemy guns (requiring that the battery com-
mand vehicle have a Laser-Corn Unit). If the
enemy can be found (roll TL or less on 2D6 to
locate enemy battery; +1 DM for each volley be-
yond the first fired by enemy battery) and is
within range, counter-battery fire may begin.
To put shells into the vicinity of the enemy,
the firing battery must roll equal to or less than
its TL on 2D6 for each round fired. For each
shell that makes the roll, a subsequent roll of
11+ on 2D6 must be made to achieve precise
hits; only precise hits will affect the enemy.
Only HE, Flechette, ICM and WP shells may be
used for counter-battery fire at TLs 6-10.

At TL 11+, precision weapons (CLGM and
Anti-Tank Cluster Bomblets) may be used as
well. At these TLs, counter-battery fire is done
just like normal indirect fire, since satellite data
obviates the problem of firing blind.
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ANTI-ARTILLERY FIRE.

This tactic involves using massed energy-
weapons fire, directed by satellite data and cen-
tral fire control computers, to sweep incoming
shells from the sky. Only TL arm-
ed with Plasma or Fusion Guns as the main
weapon, as well as being equipped with F.C.
computers of at least MK. 4 and Laser-Corn
Units, may take part in such firing. In order to
participate in such fire, the vehicle in question
must be grounded and stationary and must have
been so for the entire turn, as well as not having
fired or been fired at with main weaponry in
any of the turn's previous phases. Additionally,
each company (10-17 AFVs) must have a direc-
tor vehicle (category Light, no main weapons,
must have a Unit and a F.C. com-
puter at least equal to those of the AFVs); this
vehicle does not need to accompany the AFVs
since it is linked to them via the Laser-Com.
Each battalion (2-6 companies) will need a
higher-level director vehicle, and so on up the
levels of command to the central fire director
for a unit.

Procedure for antiartillery fire is as follows:
calculate the number of incoming rounds
(number of tubes firing X number of shells
each fired). Calculate the amount of intercept-
ing fire (number of weapons firing X maximum
ROF per weapon), and divide by the previous
number. The result (rounding down) is the
number that must be equalled or rolled below
on 2D6 to destroy the shell in flight. DMS =
-1 on destruction roll for each level of AFV
computer above 4. If desired, the firing player
may state that he is concentrating on a given
number of shells, thus alowing others to land
unhindered.

A more effective, yet less versatile form of
antiartillery fire involves the use of point-de-
fense lasers. These are mounted on AA car-
riages, one to a carriage. In addition, 2 tons of

detection/tracking gear must be in-
cluded as well. The point-defense laser weighs
only 1 ton and uses the same amount of power
as a regular laser. However, each turn it can

up to 12 artillery shells from the sky
(roll 2D6 for number of shells hit) by firing 12
pulses of antiartillery fire. It also has some -
fectiveness against Tac Missiles. Two pulses
must be allotted to the tac missile for a roll of

12 to hit. For every two additional pulses, add
a+1 DM to hit. Impose a-1 DM to hit

13 missiles and a -2 DM to hit 15 mis-
siles. Each laser may fire either in
the fire phase or the artillery phase of around,
but not in both. Point-defense lasers are useless
against AFVs due to their low penetration, but
may be used against infantry or lightly armed
vehicles (treat each pulse as one shot from a
laser rifle). Point-defense lasers may be defeated
by smoke or laser aerosol rounds.

BATTLEFIELD MESON GUNS.

Strictly speaking, meson guns are direct fire
weapons (Note: to mesons, such obstacles as
hills, mountains, etc., do not exist. As as
the meson gunner is receiving information as to
the location of his target via satellite data or
F.O., he does not need to directly sight, i.e.,
have unobscured line of sight to his target.);
however, their size and unwieldiness make them
impractical for front-line use, and thus they are
grouped with the artillery. They first appear at
TL 15 with select Imperial armored units of at
least brigade size in platoon-sized units. The
principle behind these weapons is identical to
their space-bound counterparts, and they make
use of these properties to knock out otherwise
invincible targets such as super heavy, massively

armored tanks. Due to the extremely long
ranges possible with the meson gun - ranges
that literally go over the horizon - the meson
gun carrier can exploit its extreme lethality
over avast area, and with the pinpoint accuracy
provided by its advanced computer system and
surveillance satellite data, no target within
range of a meson gun can count itself as safe.
Specifications for a meson gun carrier follow:

NAME AND TL: Imperium Meson Gun Car-
rier; TL 15.

WEIGHT AND CATEGORY:
Super Heavy (200000 CR).

SUSPENSION AND MOVEMENT CATE-
RORY: Anti-Gravity; Super Heavy
(50000 CR).

ARMOR:

NUMBER OF LAYERS: 3 TL 15 (18
tons, 60000 CR).

ARMOR SLOPING: Advanced (Nontur-
reted vehicle).

TRUE ARMOR THICKNESSES:
FRONT: 42
OBLIQUE: 31
SIDE: 21
TOP/REAR: 10

PROTECTIVE GEAR: Anti-Laser Reflec-
tive Paint, 1 strip Directional Mines (To-
tal: 2 tons, 304000 CR).

F.C. COMPUTER: MK. 9 (7 tons, 20
MCR).

WEAPONS:

MAIN: Battlefield Meson Accelerator
(50 tons, 60 MCR).

AMMO CARRIED: N. A.

SECONDARY: None.

AMMO CARRIED: None.

SENSORS: Active IR, Light Intensification
Viewer, Tac Radar, Tac Ladar, Tac Mag-
netoscope, Echo Sounder (al in Exten-
sor Pod) = 170 Kg., 56200 CR.

COMMUNICATIONS: Laser-Com Unit (50
Kg., CR).

POWER PLANT: 53% (1% for computer
and sensors, 12 % for
sion, and 40% for Meson Gun. 106 tons,
10.6 MCR).

MODIFICATIONS: NBC Shields, Non-Tur-
reted Vehicle (20000 CR).

CREW: 4 (T.C., Driver, Gunner, Assistant
Gunner); 2 tons crew compartment.

TOTAL COST (BEFORE PRODUCTION):

CR.
Refer to remainder of this section.

200 tons;

These vehicles may only fire directly, and
must be grounded and stationary to fire. Range
brackets are: EFFECTIVE = 0-20 km; LONG =

km; and EXTREME = 41-50 km. Rate of
fireis 1. If a hit is achieved, the target and
everything else within 50m of it is totally anni-
hilated.

ORBITAL BOMBARDMENT.

Although orbital bombardment is generally
out of the scope of these rules, the following
guidelines may be used. Assume that the
power - and thus the penetrating force - of
any starship weapon is many times that of the
version included here. As a rough rule of
thumb, the laser cannon in these rules uses ap-
proximately 1 megawatt of power, whereas the
lasers aboard a starship use in excess of 200
megawatts. Therefore, any hit on an AFV by a
ship's laser would destroy the vehicle, no mat-
ter how heavily armored. The same is true of
ship's missiles compared to the Tac Missiles in
these rules. If using starship weaponry to fire
at AFVs on planet, use the basic roll to hit for

weapons as given in either Book 2 or High
Guard, depending on which set of rules you
are using. To reflect the difficulty lasers and en-
ergy weapons may have penetrating the atmos-
phere of a planet, treat their fire as through
sand (-3 for lasers to hit, -2 for energy weapons
if using Book 2; factor 6 sand if using HG). De-
pending on weather condition, etc., aF.O. may
be required for orbital bombardment of vehi-
cles. The referee may impose other DMs for var-
ious kinds of atmospheres, electronic jamming,
etc.

CHART

As explained in the Sequence Explanation
on direct fire, morale checks are necessitated
by casualties, incurred during either of the di-
rect fire phases or during the enemy artillery
phase. These checks are made whenever a pla-
toon of vehicles loses at least one vehicle, or an
infantry platoon loses at least 10% of its
strength. When a morale check is taken, the &-
fected unit must roll equal or below its ER on
2D6 to pass the check. If the check is passed,
nothing happens to the unit; if not, what the
unit is doing will affect its action when its men
panic. If the unit is advancing or attacking, it
will seek the nearest cover (if any) and remain
there until or unless it subsequently rolls equal
to or below its ER in the morale recovery
phase. A DM of +1 is added for each turn that
the unit still does not regain its morale. If the
number of DMs reaches a point where it isim-
possible for the unit to regain its morale, roll
again every turn; if the roll is equal to or less
than the ER, the unit will hold its position - if
not, the unit will immediately withdraw by the
most direct route. In the case that there is no
shelter within 1 turn's movement of the unit at
the time that its morale failed, it will begin to
move away using reverse movement until or un-
less it recovers its morale. In the case of units
holding a defensive position, they will abandon
it and move towards the next most suitable
cover to the rear if they fal their morale
checks. They will act in the same way as attack-
ing units if their morale becomes unrecoverable.

In the case of units higher than platoons,
the number of casualties required to cause a
morale check is equa to one full subunit. For
example, a company loses a platoon (either
through casualties or through withdrawal due
to failed morale); the remainder of the com-
pany, as a whole, now checks morale. The re-
sults of a failled morale check on a high-level
unit (i.e., above platoon level) are identical to
those at platoon level. Conceivably, an entire
army could fdl apart due to one vehicle being
destroyed; however, this could only happen to
an army with extreme morale problems!

In addition to the morale procedure shown
above, al units of battalion size or larger have a
preservation level - i.e., a level of casualties at
which the unit is no longer combat-effective,
and will withdraw or be withdrawn from com-
bat at that point. The preservation level is
found on the basis of the sze of the highest-
level unit committed in a given action; when
that unit has lost 40% of its strength, it has
reached its preservation level. For instance, four
infantry battalions (each mustering 452 men)
are involved in an action; the preservation level
of each is 181 men. If, however, these four bat-
talions are unified under the command of a bri-
gade headquarters, the preservation level is
equa to 40% of the brigade's total strength —
in this case, preservation level would be approx-
imately 725 men.

When preservation level is reached, the ac-
tion that a unit will take depends on circum-
stances. If the unit is a mercenary



this leved of casudties will (generaly) force the
unit proprietor to cance his contract and ac-
tivate the unit's repatriation bond. If the unit
is an indigenous one, the judge will have to de-
termine what happens; as arule, however, units
will capitulate only if there is no other aterna
tive. If the dtuation of the unit's Sde is desper-
ate enough, these depleted units are often kept
in the fidd regardless of casudlties; the unit's
ER, however, will be reduced by 2 for each
additional 10% casudties suffered after preser-
vation levd is reached, and the survivors will
ca;l)itul ate en masse once their ER reaches zero
orless.

INFANTRY AND AFVs VERSUS SOFT-
SKINNED VEHICLES
When an AFV engages such a target, it is
dmply considered unarmored, which ensures
that any hit achieved will destroy the target.
The same applies to a hit with any infantry
anti-tank weapon capable of destroying an
AFV. When infantry uses smdl-arms fire to en-
such a target, however, the procedure is
rather different. The standard TO HIT proce-
dureis used, but if ahit is achieved, penetration
and damage are handled just asiif firing a other
infantry, dnce the effect of such fire is to kill
the target's crew rather than to destroy the tar-
get directly. All such fires must penetrate the
target's hull firg and if successful may try to
penetrate the armor of the occupants. The ar-
mor dass of the target's hull is determined as
follows: If designed to be pressurized for space-
flight or for use in adverse conditions, treat as
Battle Armor; if of farly sturdy construction
(such as a metd arcraft or avehicde with crude
splinterproof armor), treat as Cloth; otherwise,
treat as Mesh. Penetration and protection vaues
for infantry wegpons and "armor" of <oft-

skinned vehicles are as in Azhanti High Light-
ning.

PROCUREMENT.

AFVs are crestures of the highest technica
complexity when compared to other vehicles
of their TLs, and thus not many worlds are ca
pable of manufacturing them. A world that can
and will build AFVs must meet the following
criteria

I=The world must be dassfied as industrial

and/or rich.
2=The world's TL mug be at leest 6 (note
that the TL of a world determines the
maximum TL of any AFV built there; if
the vehicle isbeing built for the Imperid
government, up to 2 TLs may be added
for this purpose (if not exceeding 15 and
if the world has an unmodified TL of 6
or better); if for a subsector government,
up to 1 TL may be added with the same
regtrictions as above (unless no worlds of
higher TL exigt in the subsector).
3=The world must not be dl-water, al-des-
ert, an asteroid complex or an Imperid
Way Station or the like.

4=The world's governmentd type must not
beO, 7 or D.

Once a suitable world has been located and
plans drawn up for the prototype vehicle, the
customer must secure a contract to build with
the locd arms manufacturer. Since AFVs are
weapons, pure and smple, and since such things
aren't s0ld to just anyone, most ams manufac-
turers will only ded with the following types
of clients:

|I=Properly accredited representatives of

planetary, subsector or Imperia govern-
ments that are friendly to the factory's
homeworld.
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2=Properly accredited representatives or
multiplanetary corporations, with the
same nonhostility clause.

3=Any mercenary officer or unit proprietor

under contract to any of the above.

If these conditions are met, construction
may begin. The time involved will equal a once-
only period of 1 month (for drawing up blue-
prints and procedures) + [(tonnage of vehicle
divided by TL) x 1 week]. If the vehidles are
ordered in lots of 10 or more, the remaining ve-
hicles of the lot will be ddlivered a 1-day inter-
vds after the completion of the firgt (wheress,
if not ordered in lots of 10 or more, the next
vehicle will not be started until its predecessor
is completed). Payment terms vary, but as a
rule, an initiad 30% of the vehicle's total vaue
must be pad as a down payment, with the rest
being taken in installments usng a system smi-
lar to that for starships. Additionally, merce-
nary unit proprietors may opt for taking set
percentages from the pay their units receive at
the conclusion of their missons under govern-
ment supervison, and generdly with a set date
for end of payment time (with possible repos-
ss30n if payment is not complete). All com-
pleted AFVs will be ddivered at the factory.

THE MERCENARIES BONDING AUTHOR-
ITY.

As was Stated in Mercenary, pg. 17, merce-
naries have become an accepted part of frontier
life in the Imperium and in many of the nations
it borders. This sems mainly from the stabiliz-
ing influence exerted by the Bonding Author-
ity, which was created in the year 750 under
the auspices of the Emperor Paulo |. After a
number of unfortunate incidents involving cor-
rupt, unreliable mercenaries, the Authority was
formed to handle escrow accounts, insure cor-
rect fulfillment of contracts and keep the
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peace. Site Officers of the Authority will
Invedtigate any reports of wrongdoing or
contract violation, and their writs have the
force of Imperid decree when gpplied to
mercenaries working through them. The mgor
vdue of the Authority is that any mercenary
officers chartered by them will be known to
have the highes standards of rdiability and
honesty under contract, and will thus be better
investments than unchartered mercenaries. Of
course, only mercenary officers chartered by
the Bonding Authority may bein possesson of
armored units.

LOGISTICSAND MAINTENANCE.

Logigtics for any mechanized unit centers
mainly upon two things: fud and ammunition.
Up until TL 9+, the main power plant of al
AFVs are dither gas turbines or internal-com-
bustion engines; a TL 9, the first amall, port-
able fuson power plants become available for
use in vehicles. The fuson power plant is effec-
tively fudless only requiring a recharge after
5000 km of travel: however, dl TL 6-8 power
plants require 1 ton of gasoline or the like for
every 1000 km of travel. Ammunition is only
needed for AFV wespons that throw dugs
shdlls or missiles (obvioudy, since energy weep-
ons only need a functioning power plant to
fire), and will require resupply as expended.
The prices and discounts for ammunition are
listed in Mercenary, pgs. 43 and 48-9, except as
othewise noted in this article. Gasoline will
cost 500 CR/ton, and is available on any world
of TL 5+. Getting these supplies to the troops
in adequate quantities is up to the unit com-
mander.

Maintenance of AFVs, as with dl machin-
ery, is of two sorts: minor fidd repairs and
mgor overhauls and rebuilds. Minor mi
are quite trivid and usudly can be handled by
the vehicle crew; mgor problems, however, will
require skilled mechanics to remedy. For each
vehicle, roll once per month or once per week if
in active savice to see if such problems arise.
The ralls, based on the vehicles TL, are asfol-
lows:

6-7 = 5+ (number must be rolled or exceed-

ed on 2D6 to avoid breakdown)

812 =4+

13-15=3+

If a vehice does bresk down, a further roll
must be made to determine where the problem
has occurred. Roll 1D6: 1-3 = suspension/pro-
pulsion, 4 = main weapon, 5 « power plant, 6 =
F.C. computer/sensors. If the breakdown has
affected the suspension/propulsion or the pow-
er plant, the vehicle is deadlined in place, re-
quiring that it either be picked up by arecovery
vehicle of aufficient sSze or that a maintenance
crew come to it to make repairs, In al other
casss, the affected may return on its power to a
repair depot. The procedure for repairing mal-
functioning AFVs is as follows a two-man
team of mechanics, eech having a ill leve of 1
in the area of problems (Mechanicd <kill if
weapon, suspenson/propulsion, or power plant
is out; Electronic skill if F.C. computer/sensors
are out) will take one week to repair the vehi-
ce. Each <kill point aove 1
either of the mechanics will reduce the repar
Ejimeby 1 day, with aminimum repair time of 1
ay.

Destroyed vehides may be scavenged for
parts, or a number of wrecks may be cannibal-
1zed to rebuild one of them. This latter proce-
dureis handled as follows:

Percent of wrecked vehicles that may be re-

covered = [(vehidle TL x2) + (unit ER x2) +

(% of unit strength in mechanics x2) « (TL

of wegpon that destroyed AFV x 2)].

Note that this formulais intended to reflect
the increased durability of AFVs at higher TLs,
the incressed destructiveness of weapons at
higher TLs that militates againgt successful re-
covery, and the advantage of having a large and
well-trained recovery team.

ARMORED UNITSIN THE ABSTRACT BAT-
TLE SYSTEM.

A number of changes are needed in the
AB.S. to dlow the ue of armored units, as
wdl asto daify a number of points. These are:

1=Unit Sze Table: The unit number vaues

and titles are as follows -

02 = Platoon (3-5 AFV9)

3.5 = Company (10-17 AFVs)

6-8 = Battaion (31-60 AFVs)

9= Regiment/Brigade(100-185 AFV<9)

2=Firing Matrix: The standard Firing Matrix

will be retained unaltered, but a number
of DMs are listed (see charts for further
explanation). These will dlow the use of
the Firing Matrix for dl three kinds of
combat - infantry vs. infantry, armor vs.
armor, and infantry vs. armor.

INFANTRY VS. INFANTRY - NEW DMs

Prevdent Persond Armor (at least 60% of

unit usng sad armor):
None, Jack, Mesh, Reflec = +2 for
unit firing at this armor type.
Hak Jacket, Cloth, Cloth/Reflec = 0
Combat Armor, Battle Dress = -2 for
unit firing at this armor type.

(If prevalent wegpon fired is a laser and prev-
dent armor fired at is Reflec or Cloth/Reflec,
use DMs for Combat Armor, Battle Dress; if
prevdent armor fired &t is ablat, use DMSs for
Fak Jacket, Cloth, Cloth/Reflec.

Differentid in opposing leaders’ Tactics

skills= + or - differentia

Differentid in TLs= + or - differentia

INFANTRY VS. ARMOR - NEW DMs

(Note: before combat begins, the size of any
armored unit is increesed by 2 leves for the
purpose of resolving combat. For example, an
armored platoon's Sze on the matrix would be-
come that of a battalion, but casudties are
awarded at the unit's true size)

Infantry's prevalent persona armor:
None, Jack, Mesh, Ablat, Reflec = +2
for AFVsfiring at this armor type.
Flak Jacket, Cloth, Cloth/Reflec = +1.
Combat Armor, Battle Dress = 0.
(See above note on lasers and armor.)
Levd of infantry antitank wespons:
No specidized IAT = 0.
10% of unit so equipped = +1 on a-
tack/-1 againg attacker.

15% of unit so equipped = +2/-2.

20% of unit so equipped = +3/-3.

25% of unit so equipped = +4/-4.

50% of unit so equipped = +5/-5.

More than 50% of unit so equipped =
+6/-6.

(Note:  weapons conddered to be specid-
ized IAT wesgpons are PFGMP 12/13; FGMP
14/15; IAT Tac Missles, early and late; RAM
Grenade-Launcher. Penetration Ratings are as
in Azhanti High Lightning for use with regular

combat.)
Szeof AFVs.
Light = +2 for attacking/-2 for infantry

when attacking AFVs.
Light Medium = +4/-4.
Heavy Medium = +6/-6.
Heavy = +8/-8.
Vey Heavy = +10/-10.
Super Heavy = +12/-12.

Energy wespon (other than laser) prevaent
AFV man armament = +2 on attack.
Differentil in opposing leaders Tactics

kills=+ or - differential.
Differentid in TLs = + or - differentia
Ablative armor/aerosol/reflective paint in
generd use = -8 againg attacker using la-
s as prevaent main armament.

ARMOR VS. ARMOR - NEW DMs

Szeof AFVs
Light = 0.

Light Medium = +2 when attacking/-2 to
attacker when defending.

Heavy Medium = +4/-4.

Heavy = +6/-6.

Very Heavy = +8/-8.

Super Heavy = +10/-10.

Plasma or Fusion Gun prevalent main wegp-
on (at least 60% of vehicles using these
weapons) = +2 when attacking/-2 to at-
tacker when defending.

Directiond mines prevdently used = -6 to
attacker if not usng an energy weapon.

Ablat armor/aerosol/anti-laser paint preva
lently used = -8 to attacker if usng laser
weapons.

Differential in prevaent F.C. Computer =
+ or - differential.

Differentid in opposng leaders Tactics
kill = + or - differential.

Differentid in TLs = + or - differentid.

MERCENARY ARMORED UNITS.

Since it requires a daggering amount of
money to outfit and maintain an armored unit
when compared with comparable infantry
units, not many of any dze are found outside
the armed forces of the Imperium or the more
wedthy semiautonomous states that it governs.
A wel-led and well-equipped armored unit can
edly decide battles, however, even agangt
much larger forces of infantry, and thus mer-
cenay amored units command high prices
when they are available.

Mercenary armor can be sent on any sort of
misson that mercenary infantry could be sent
on, athough their most common use is on
striker missions. Since their firepower, mobility
and flexibility is not only dearly bought but
potentially dedisve in amogt any clash, the
going cost to hire an armored unit is at lesst
15 times that of an equivalent infantry unit for
the same mission.

ANOTE FCRJUDCGES AND PLAYERS.

Due to consderations of space, these rules
cannot be comprehengive in dl things relating
to the subject of armored combat. The most
notable subjects that fdl into this category are
arcraft (fixedwing and otherwise), fidd works
and fortifications, mines, specid equipment not
having a direct impact on combat, and the intri-
cacies of eectronic warfare and warfare under
NBC conditions. Some items having a bearing
on a few of the subjects mentioned appear in
the rules. It is up to the judge or the players
themsdlves to come up with systems that work
wel for them to cover these problems, if neces-
sy or desirable.

CONCLUSION.
AFVs can now take their rightful place
the combat arms as the true masters of
the battlefield. Players will find uses for them
with little trouble, and weathy mercenaries can
easly bresk into awhole new line of work. Use
them well - and s0 increase your enjoyment of
Mercenaryand Traveller.
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Featured Review:

Fifth Frontier War

FIFTH FRONTIER WAR is apparent-
ly designed both as a Traveller tie-in
and as an independent game system,
though for obvious reasons it will appes
more to Traveller players. Similar in
format to previous GDW games, FFW
comes in the regulation flat box. The
components reflect the usuad GDW
high standards—bright die-cut counters,
Separate  chart  sheets containing the
CRTs and orders of battle, fleet compo-
dtion charts, dice, and a beautifully
executed map. FIFTH FRONTIER WAR
aopears to be—and is—a top-quality
presentation. However, for reasons Il
make clear presently, SF board gamers
who are not Traveller enthusiasts may
want to gick to Triplanetary or Dou-
ble Sar, unless they are looking for a
grand drategic chalenge that makes
Imperium ssem sdmple by comparison.

Components

First, a fev words about the game's
components. Three counter sheets cover
the various fleet and land units of the
four warring navies (the Imperium,
the Zhodani and the Zho's Sword Worlds
and Vagr dlies). One entire sheet is
devoted to casudty markers. The
counters bear the same ship slhou-
ettes and unit symbols you've seen on
past GDW counters.

The map is exceptional, based on the
Spinward Marches map included with
Deluxe Traveller. It provides a hex map
of most of the Regina Lanth, Vilis
and Jewel subsectors and parts of the
Cronor, Querion, Sword Worlds, Ara
mis and Rhylanor subsectors (plus a
amdl section of Vargr space coreward of
Reging). Surrounding the maps is a
series of world surface boxes, one for
each planet on the hex map. These name
eech world, and by their color or prin-
ted symbols and vaues duplicate much
of the information found on the hex
map. All squadrons and fleets are moved
on the selar map; dl troops, except
\k/)vhen transported, are kept in the world

OXES.

The rule book is printed in the stan-
dard largeszed rule format as was
Triplanetary and other non-Traveller
games, rather than in the Traveller-
sized format, as with Azhanti High
Lightning. Perhaps this is to empha
sze that FIFTH FRONTIER WAR
will not have the direct applications
to Traveller play that AHL does. The

Eeh

e

rules are quite clear and very complete,
with a few minor lapses. Note, however,
that the counter color code chart is
located on the Imperia flet compo-
sition chart and not on the chart set
in the rule book; | searched for some time
before locating it by accident. There are
some typos, mainly in the examples of
play, but nothing serious. The rules are,
overal, quite clean. In fact, as was the
cae with Triplanetary, the biggest
problems are in the separate chart sheets.

The order of battle charts are badly
flawed. There are severd discrepancies
betweeen the number of units available
on the charts and what is actualy pro-
vided in the counter mix. The Imper-
id chart, for example, states that among
the initial forces avalable are "8 (dl)
huscarle units" and "9 (all) mercenary
units." Yet, there are only sx huscarle
units in the counter mix and there are ten
mercenary units. Two more battle squad-
rons and d9x more cruiser sguadrons
than exist in the mix are listed in the
Imperia forces. The Sword Worlds have
two more cruiser squadrons in the mix
than the Order of Battle alows. There are
some discrepancies in the Zhodani troop
mixes aswell.

Annoying as this is initidly, it has
little red effect on play of the game.
The Imperid forces are so outnumbered
in the initiad stages, one or two units
aren't going to make a lot of difference.
The random nature of the Imperia
reinforcements entry later in the game
makes it quite possble that the war may
be over before the question of the mis
sng squadrons comes up.

Complexity

Which brings us to the play of the
game. How FIFTH FRONTIER WAR
plays can best be summed up in one
word: SLOWLY. Each turn is divided
into four phases (reinforcement, move-
ment, combat, and plotting) which to-
gether consst of 15 steps or substeps
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(26 if the optional black globe rules are
used). Tie thisin with the fact that most
movement must be plotted in advance
and that each player is going to have to
control a lot of units spread across dozens
of parsecs and world boxes, and you've
got a game that is not one you can
knock off in an evening—unless both
players agree to a very early armistice.
Now, this isn't necessarily bad. If you
like complex game situations that take
quite a while to resolve, or if your inter-
et in the Traveller universe is great
enough that you can ick with it to a
reasonable concluson, FIFTH FRON-
TIER WAR can be quite a rewarding
system. But if you're looking for a fast-
moving game you can play in a couple
of hours. . . don't ssy | didn't warn
you.

The set-up for FFW is rather invol-
ved, too, and the initidl placement
of forces may have some definite €f-
ects on the outcome of the game. Ex-
cept for some specid Zhodani  units
(the Ine Givar Guerrillas and a "secret
base"), dl Imperid initial forces are
placed on the map firgt, giving the Zho-
dani player, who is launching a surprise
attack, the opportunity to place his for-
ces to the greatest effect. Then the
Zhodani player plots his initidl moves
and the game begins. The Imperial player
isn't dlowed to plot movement of his
fleets until the plotting phase a the
end of the first turn, reflecting the Im-
perium's being taken by surprise, so that
only scout sguadrons {which don't
require plotting) and fleets led by ad
miras with a plotting factor of 0 may
move on the Imperium's initia turn.

This gives the Zhodani (and their
alies) a great advantage over the Imper-
ium in the opening segments of the game.
Add more imbalancing factors—Imperial
flests must be plotted five turns in ad-
vance and Zhodani only four, and the
Zhodani's greater strength in initia
forces—and In most games you're prob-
ably going to see the Imperium take
quite a beating in the firgt few turns.
Even with the Imperid reinforcements
avalable on the second and sixth turns,
the early part of the game is going to be
no picnic for the Imperial player. His
primary strategy is going to be one of
holding on againg the Zhodani steam-
roller, perhaps making a few thrusts
at back aress with a frontier fleet, hoping



the system defenses will dow the Zhos
down until reinforcements begin to ar-
rive. Expect Jewell to fdl early on,
unless you wish to lose a lot of forces
defending it. Frenzie should be an early
Zhodani/Sword Worlds target. Regina
may hold, depending on how badly each
player wants it.

Plotting

The preplotted movement of fleets
may prove a pain for some players.
However, the speed of communications
in the Traveller universe is limited, and
plotted movement provides a reason-
able simulation. Still it's going to require
alot of paperwork, especidly if the game
reaches a stage where dl 14 flegt counters
of eech dde (plus two each for the
Vagr and Sword Worlds) are in play.
What lessens the problem somewhat is
that, except for scouts, only squadrons
organized into fleets may jump at al.
While | tend to question the "realism"
of this, rule, it does make things easer
by limiting movement. Another excep-
tion concerns fleets led by admiras
with a O plotting factor. A fleet with an
admird does not have to plot its move-
ment as many turns in advance as an un-
led one. Some admirds have a plotting
factor of O (representing, | assume, a
highly develo snse of intuition)
and thus fleets they are with do not have
toplot at al.

Plotted movement can direct a fleet
to jump, hold in a hex to refud, etc.,
or to detach sguadrons, leaving them in
certain systems. Jumps are conducted
usng the lowest jump number of any
squadron in the fleet. Refueing in a
system may be conducted in no time or
over a number of turns depending on the
fuding capabilities of each squadron
and the facilities of the system. Squad-
~rons which cannot "keep up" with the
fleet must be plotted to detach. Plotted
movement can be aborted when it no
longer proves to be redistic (you've
plotted a fleet of two cruiser squadrons
to attack a system which has since gained
a defene fleet of four battle squad-
rons), but the aborted turns must be

on hold in a sysem until the new
plotted turn starts. It can dl get quite
tricky attempting to outguess your
opponent's plots.

Combat

Combat is quite involved, too. You're
going to see a lot of casudty markers
pile up fast. Combat occurs first between
squadrons, then between sguadrons and
sysem defense boats. If the SDBs are
eliminated, sguadrons may bombard
ground forces and land their own troops.
Then surface combat takes place be-
tween troops and static defense forces.
Five different CRTs are used to resolve
combat. All are farly straightforward,
but | do wonder why the bombardment

factor of a sguadron is used againg the
DBs rather than the attack factor.
It works, but it seems unredlistic. One
other thing worth pointing out is that
squadrons may disengage from combat
by jumping to another hex, provided
they have enough fuel—-apparently whe-
ther they are part of a fleet or not. So
squadrons without fleets are not com-
pletely sitting ducks.

A lot of the games flavor comes
from the various types of specid troop
units and their abilities In combat.
Some units are elite and count as double
their current strength in  combat.
Armored units ae doubled as wadll,
quadrupled if they are elite. The Zho-
dani have psionic troops which receve
automatic firg fire in any combat.
Their guerrilla units may operate in overt
or covert modes; in the latter they may
replace losses without expending the
replacement points usually required to do
so. Mercenary units only fire at half
current strength once they've taken
50% losses (but the rales are unclear
if elite or armored merc units fire at
haf the current printed strength or
haf the current doubled strength).

Pay Bdance

On the subject of game balance, in
spite of the dire straits the Imperia
player will find himsdf in early on,
the game is farly balanced. The Zhoda
ni player has more units overal, but
Imperial units ae generaly stronger.
If the Imperium can hold on to enough
systems and units in the initid Zhodani
ondaught, once his reinforcements and
replacement points finaly begin to
accumulate, he stands a good chance of
turning near-defeat to victory. The lon-
ger the game lasts, the better his chance.

But make no mistake about it: The
Imperium’s lot in the opening segments
of the game will not be a pleasant one.
The addition of three fleet counters
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and admirals on turn two and the colon-
ia reinforcements on turn 6 will avert
a complete Zhodani sweep—and the sys
tem defenses will dow down the Zho's
almost overwhelming forces. However, it
won't be until some time after the ran-
dom reinforcements become available
on turn 10 that the Imperium can redly
start making a comeback. Until then,
it's mainly defend and fdl back, perhaps
with a few hit-and-run raids, for the
Imperium.

In most games, unless he's handled
it badly, it'll probably be worth it to the
Zhodani player to declare a unilateral
armigtice as soon as possble after that
option becomes available, before the
Imperium can take back too many worlds
and their victory points (and gain some of
its own). The Imperid player should
never agree to an armidice that early
unless the Zho have redly botched
things or he's just too tired to continue.

| do have some other questions about
certain concepts in the game: Why
senior admirals do not have the option
to defer command to more capable
“junior” admirals, why the indepen-
dant worlds have to be conquered and
controlled for either sSde to use their
fuding facilities, why it costs no more to
rebuild or replace a battle squadron
than a scout squadron, and how, say,
a desert world with a type E starport
can support 500 sysem defense boats.
Still, these anomolies do not redly de-
tract from the overdl enjoyment of the
game. And FIFTH FRONTIER WAR
can be an enjoyable game—if, as men-
tioned earlier, you are interested in the
outcome of events in the Traveller
universe or you like a game that takes
a lot of thought and a lot of playing
time.

For SF gamers who fdl into those
two categories, | can heartily recom-
mend FIFTH FRONTIER WAR.

FIFTH FRONTIER WAR is pub-
lished by GDW and designed by Marc
W. Miller. It retails for $14.98 and in-
cludes a 20-page rulebook, map, three
counter sheets, four reference sheets,
and two dice, boxed. Published 1981.
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Terrorists
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TRAVELLER

by Kenneth Burke
and William A. Barton

In a far-reaching star empire such as
the Imperium, worlds and groups of vary-
ing politica philosophies have found
themsalves suppressed by the sprawling
octopus of Imperid rule. It is inevitable
that some of these groups decide to fight
back. Such resistance may take many
forms. open rebellion, economic slow-
downs, or even the formation of groups
of amed specidists. The methods of op-
eration of these specidist groups include
hit and run raids, assassination, kidnap-
ping, sabotage, and the fomentation of
fer among the "conquerors.” This isthe
work of professond terrorists.

Terrorist organizations may be found
throughout the Imperium and its fringes,
ranging in sze and scope from local plan-
etary drike forces to massve interstellar
armies. An example is the feared Black
Lightning terrorists which plague the
coreward-trailing reaches of the Imperium.
Others include the Solomani Liberation
Front (SLF). To spinward, severa groups
have dlied to form a massve, ultrapower-
ful terrorist organization known, smply
enough, as The Organization.

Origindly thought to be merey an-
other short-lived terrorist aliance when it
began to operate in the Spinward Marches
and Outrim Void sectors some 25 years
prior to the Fourth Frontier War, The Or-
ganization has remained remarkably cohe-
sve. During the war, it proved a constant
thorn in the dde of the Imperium, caus-
ing needed forces to be diverted from the
Zhodani front to counter its activities.
During the closing days of that war, Im-
peria intelligence operatives learned the
reason for The Organization's success. It
was trained and armed by Zhodani advi-
sors, most likely agents of SORAG, the
dreaded Zhodani intelligence agency.

With its Zhodani backing, The Organi-
zation continues to be a force to be reck-
oned with in the spinward aress of the
Imperium and its client states. It was

specificaly to combat The Organization
that the Ministry of Justice Specid
Branch created its secret IBIS commando
strike forces. Success againgt the group
has been minimal, however, due to the
lack of concrete information on the loca-
tion of The Organization's main bases and
saging areas. Thought to be hidden some-
where in the Darkling region of The Be-
yond or the sparsdy surveyed spinward
sections of the Outrim Void, The Organi-
zation's nerve centers continue to elude
Imperia attempts at discovery. With the
onset of the Fifth Frontier War, The Or-
ganization's continued existence is more a
threat to Imperial security than ever, and
renewed efforts to eradicate it will un-
doubtedly be made as part of the Imper-
id drategy for countering the Zhodani
offensve.

Traveller players may wish to create
characters who have served or are current-
ly sarving as terrorists. Characters may
join the terrorist service at age 18 or they
may be drawn from characters who have
mustered out or retired from other ser-
vices — except, obvioudy, IBIS or the
Ministry of Justice Specid Branch. Char-
acters who have served with the League
of Assassns will not be able to serve as
terrorists. (Since terrorist groups use
their own personnel in assassination jobs
rather than contracting with the Assassins
Guild, there is a grest dedl of animosity
between these organizations.) Other indi-
viduals may have trouble being accepted
by terrorist groups, depending on past
service, citizenship, or socid standing.

The following tables are to be used to
determine the terrorist's yearly assign-
ments, skills and abilities, in the same
manner as those of Traveller Books One
and Four. Except where changed by this
article, regular Mercenary rules remain in
effect.

Enlistment. Following the generation
of a character's stats and prior to his at-
tempt to enlist in the terrorist service, his
nationality must be determined, asit will
affect his enlistment chances with certain
positive or negative DMs If the roll is un-
successful, the character may attempt to
enlist in some other service, trying agan
tojoin the terrorists after mustering out.

Once a character has successfully en-
listed as a terrorist, a second roll must be
made if he wishes to serve with The Or-
ganization rather than another terrorist
group. A roll of 8+ indicates the character
has been accepted directly into The Or-
ganization. If he fals the roll, he must
serve an apprenticeship with another ter-
rorist group before The Organization will
consider him for membership. He may at-
tempt the rall to join The Organization
agan a the end of his first 4-year term
with the terrorists and, if that is unsuc-
cessful, a final time at the end of his sec-
ond 4-year term. If both these rdlls are
missed, The Organization will never again
consder him as a recruit and he must
serve his time as a member of the group
hejoined.

Reenlistment is achieved on an un-
modified roll of 3+. A character who
misses an attempted reenlistment roll has
committed some offense againg the
terrorist group - falled an assignment,
angered a superior, etc. On aroll of 9+,
he has been condemned to death by the
terrorists. On 7-, he has escaped the
group's wrath, but will never be trusted
or allowed to serve the cause again. On an
8 exactly, he has escaped but will per-
manently lose 1D Dexterity points (un-
less this would bring DX lower than 1,
in which case it becomes 1). His arms and
legs have been broken by the terrorists as
an object lesson to others. (Nobody ever
sad being a terrorist was easy!)



Psionics. A benefit of enlistment in
“The Organization is that, thanks to its
Zhodani advisors, the character may have
the opportunity to be trained in psionics.
Roll 3D for any character accepted into
The Organization at the time of his ac-
ceptance. If they come up triples (3 num-
bers the same), the character has been
chosen for psionic training; if the char-
acter has a socid standing of B+, any
doubles on the 3D rall will be enough to
qudify for training. Determine psionic
potential and talents as in Book 3. Note
that a character accepted into The Organ-
ization & age 18 will have no -DM & al
on the roll for psionic potential.

Psionic training will take up the char-
acter's entire first year assgnment in The
Organization. Use the time beyond that
required for testing and training for
monthly rolls to increase the character's
psionic ability. If the character has not
previoudy served as a terrorist, the fol-
lowing year's assignment will be basic
training; otherwise, determine assgn
ments normally.

The above procedure is the only meth-
od by which terrorist may obtain psonics
while in the terrorist service. Terrorist
groups other than The Organization will
only have a psionic member if the charac-
ter has been trained prior to terrorist ser-
vice. The PsSonics Institute, despite its
"outlaw" status with the Imperium, will
not train individuals who have been ter-
rorists.

The Terrorist Career. Terrorists may
srve up to 15 terms voluntarily, after
which retirement becomes mandatory.
Any character wishing to leave the Ter-
rorist service prior to the end of his fifth
term must roll 9+ on the reenlistment roll
to successfully muster out; on aroll of 3-
8, his terrorist superiors fed he knows
too much to be adlowed to leave, and he
must remain in service until he rolls 9+ at
the end of a term. After five terms with
the terrorists, it is assumed the character
is too incriminated himsalf to betray his
former colleagues. After the fifth term,
only a roll of 12 requires continued ser-
vice.

Even terrorist characters who have Ieft
the services are not entirely free (unless
reenlistment has been rejected by a roll of
2), and the character may be caled upon
a any time to perform a sarvice for his
old terrorist organization. (Once aterror-
ist, dways aterrorist . . .)

Basic Training. During their first year
of savice with the terrorists, characters
recaive an automatic Combat Rifleman-1
sill and roll twice on the training table
to determine the skills they learn in that

period. This is considered their basc
training and counts as the first assgnment
of their first 4-year term (unless the first
year was devoted to psionic training).

Assignments. Each 4-year term con-
sgts of four 1-year assignments. To deter-
mine what each character's yearly assign-
ment is, roll 1D on the General Assgn-
ment table for a result of Support, Action
or Specid Training. Support or Action
assignments meen that the terrorist is
participating in a possibly hazardous as
signment, either as part of a main force or
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on asolitary misson, or as part of a back-
up support team. Consult the Action
table for specific assgnment. A result of
Specid means the terrorist has been
chosen for gspecid training. Consult the
Specid Training table.

Soecial Training. There are six kinds of
Specid training:

Starship Operations Training — Rall
1D to determine the starship <ill re-
ceived by the character: 1. Pilot; 2. Com-
puter; 3. Navigation; 4. Ship's Boat; 5.
Engineering; 6. Gunnery (choose one

Terrorist Enlistment

Enlistment 4+*

DMs:

-2 If Imperial citizen**

-3 If ex-Imperial military**

+2 If ex-Pirate

+1 If ex-Criminal (Rogue, etc.)

+2 If Military Dishonorable Discharge
+3 If served a Prison term

+2 If Social Standing -5

-2 If Social Standing 9-B

+1 If Social Standing C+* **

+1 If of Solomani descent (+2DM if

wishing to enlist in the SLF)

*An unmodified roll of 2 on enlissment at-
tempt indicates that the terrorists suspect
that the character isa MJS6 plant and kill
him outright.

**DMs for Imperial citizenry, military service,
etc. may be applied to other nationali-
ties (i.e.,, Zhodani, Asian, etc.) if the ter-
rorist group being joined is fighting other
empiresthan the Imperium.

***Terrorist groups can use individuals who
can move in high circles, obtain informa-
tion, and exert influence not normally
available to such organizations. This applies
to hereditary nobles (rank due to initial die
roll) or those who have advanced in non-
military service only.

Terrorist Training

General Assgnment

1. Support 3. Action 5. Action

2. Support 4. Action 6. Special Training
Terrorist Action

2. Attack 8. Harassment

3. Hijacking 9. Robbery

4. Assassination 10. Assassination

5. Kidnapping 11. Hijacking

6. Sabotage 12. Attack

Assignment Resolution

Survival Promotion  Skills
Training 3+ NA 8+
Har assment 5+ 12+ 7+
Sabotage 6+ 11+ T+
Robbery/Kidnapping 6+ 10+ 6+
Assassination 7+ 10+ 6+
Hijacking 7+ 9+ 5+
Attack 8+ 8+ 4+

DMs For Surviva - DM+ Jack-O-Trades sKill
level.
For Promotion - DM+ Leader <ill level.

Special Training

1. Starship Operations 4. Infiltration

1. Gun Cbt 3. Brawling 5. Survival 2. Commando 5. Assassination
2. Blade Cht 4. Demo 6. Vehicle 3. Intelligence 6. Shipboard Assault
Terrorist Skills
Terrorist Terrorist Terrorist Combat Covert Terrorist
Roll Life Soldier Support Operations Operations Officer
1 +1 ST Blade Cbt Medic Battledress Special Weapons Interrogation
2 Gambling Forgery Vehicle Heavy Weapons Demo Fwd Observer
3 +1 DX Bribery M echanical Gun Cbt Unarmed Cht Tactics
4 Carousing Gun Cbt Electronics  Zero-G Cbt Disguise Liaison
5 +1 EN Jack-O-Trades  Gravitics Cbt Engineering Escape & Evasion Admin
6 Jack-O-Trades  Streetwise Comma Recon Stealth L eader
Terrorist Rank Musgtering Out Tables
Cash Material Benefits
Title Rank Title Ran 1. CR 2000 1. Middle Passage
1. White Pawn 1 7. White Rook 3 2. CR 4000 2. +1 Intelligence
2. Black Pawn 1 8. Black Rook 3 3. CR 8000 3. +1 Endurance
3. White Knight 1 9. WhiteQueen 4 4. CR 16000 4. Blade
4. Black Knight 2 10.Black Queen 4 5.CR 32000 5.Gun
5. White Bishop 2 11. White King 5 6. CR 64000 6. High Passage
6. Black Bishop 2 12. Black King 6 7. CR 128000 7. Starship
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type of Gunnery skill, as described in
High Guard). Skill levd received is deter-
mined by rolling 1D: 14 - the character
recaives a <kill level of 1 in that skill; 56
— askill levd of 2isreceived.

Commando Training — Up to eight
kills are available. Roll 5+ foreach skill:
Survivd, Recon, Gun Combat, Blade
Combat, Demo, Heavy Wesapons, Unarm-
ed Combat, Battledress.

Intelligence Training - Up to six skills
ae available. Rall 4+ for each sill: In-
terrogation, Torture, Computer, Linguis-
tics, Streetwise, Bribery.

Infiltration Training - Up to dx skills
ae avalable Roll 4+ for each skill:
Digyuise, Escape & Evasion, Vehicle,
Counterfeiting, Forgery, Security.

Assassination Training — Up to d9x
ills are available. Roll 4+ for esch skill:
Specid Wegpons, Gun Combat, Blade
Combat, Bow Combat, Unarmed Com-
bat, Poisons/Antidotes.

Shipboard Assault Training — Up to
four skills are available. Roll 3+ for each
skill: Vacc Suit, Zero-G Combat, Gun
Combat*, Vacc Suit Maintenance.

(*If character is silled in Zero-G
Combat, Zero-G Wegponry must be tak-
en. Otherwise Lasr Wegpons must be
chosen as this Gun Combat skill.)

Characters with any <ill levd above
3 in any skill taught will be assigned as an
instructor and will learn 1 levd of In-
struction skill instead.

ills. Any terrorist character may roll
from the Terrorist Life or the Terrorist
Soldier tables. Only officer rank 1 and
higher may rall on the Terrorist Officer
table. A character whose assgnment is
Training may roll from the Terrorist
Training table. A character whose Action
Assgnment is Sabotage, Robbery, Kid-
napping or Assassination may roll on the
Covet Operations table; a character
whose assgnment is Hijacking or Attack
may roll on the Combat Operations table;
a character whose assgnment is Harass-
ment may roll on either the Covert or
Combat Operations table. If the charac-
ter's genera assgnment was Support, he
may not roll on the Covert or Combat
Operations tables, but may roll on the
Support table.

Rank. Terrorists do not go through
any sort of OCS to become officers. They
are damply summoned before a superior
and issued a chesypiece denoting their
rank. Terrorist groups do not have non-
com ranks. A terrorist who is promoted
becomes a White Pawn; promoted a sec-
ond time, a Black Pawn; and so on. (Note
that a Black Pawn is senior to a White
Pawn, but gill "rank 1.")

Mustering Out. Characters are entitled
to a number of die ralls on the tables

equa to the number of terms they served
as a terrorist. Characters of rank 1 or 2
are dlowed one extra roll; characters of
rank 3 or higher are alowed two extra
rolls. Those with gambling ability may
apply a + 1DM to their die ral on the
Cash table. Those with rank 6 may apply
a +1DM to their rolls on the Materid
Benefits table. Terrorists may take their
rolls from either table, but may not con-
ault the Cash table more than three times.

Characters recaiving the Gun benefit
must choose a weapon with which he is
skilled. After the initial receipt of a gun
benefit, further rolls may be taken in add-
itional guns or in additiona skill levels on
a gun received as a benefit; the same is
true of the Blade benefit.

The starship benefit indicates that the
character has received a 1,000-ton star-
ship which he may desgn to his own
specifications according to either Travel-
ler Book 2 or High Guard. All accessories
will be provided for the ship — auxiliary
craft, computer programs, supplies - up
to CR 100,000,000 worth of credit. Any
money left over reverts to the terrorist
group. The starship benefit may only be
received once. Subsequent rolls are con-
Sdered lost.

There is no retirement pay for ter-
rorists. It is assumed that they will find
methods of fending for themselves fi-
nancialy if the need arises.

Miscellaneous

Equipment. Generally, any equipment
found in any of the Traveller books and
supplements, including Mercenary, will be
avalable to ex-terrorists due to their

black market ties — even in areas where
the law levd, etc., might normaly pro-
hibit such equipment. Naturally, the
prices will be somewhat higher for such
equipment — usualy 50% to 100% more
than list price. The exact availability of
any specific item is up to the referee.

Failed Survival Rolls. Since the life of
a terrorist is a hazardous one, it is quite
possble that a character may not even
urvive his initial term of service. If a
character misses asurviva check, rall two
dice. On 6 or less he is dead. On 7+ heis
wounded and discharged; 1D points are
immediately subtracted from ST, DX or
EN (choose which randomly) and he is
mustered out at once, receiving no mus-
tering out benefit for the term in which
he is wounded. Alternately, the "Death"
table in Paranoia Press SORAG may be
used in such asituation.

ills

All skills available to terrorists may be
found in Traveller, Mercenary, or High Guard,
or in the approved-for-Traveller supplements by
Paranoia Press - Scouts & Assassins, Merchants
& Merchandise or SORAG. Any additions or re-
strictions are listed below. For the convenience
of those players who may not have the Paranoia
products, a brief description of those skills is
given below so that the referee may improvise
(though it is recommended those supplements
be obtained for the fullest enjoyment and op-
timum use of those skills).

Counterfeiting - Skill in making and passing
funny-money. Found in SORAG.

Disguise - Skill in changing appearance
temporarily. Found in S&A.

Escape & Evasion - Skill in avoiding traps,
opening locks, evading searches or pursuers.
Found in S&A.

Gun Combat -
Mercenary.

Heawy Weapons - Choose any weapon
listed under Support Weapons in Mercenary.

Linguistics - Skill in languages, especialy
recognition and translation. Found in S&A.
Higher levels give better chance of accurate
understanding of more languages. "

Poisons & Antidotes - Skill in handling,
detecting, planting and neutralizaing poisons.
Found in S&A.

Security
tronic locks,
Found in M&M.

Soecial Weapons - Characters may choose
skill in either Garrote, Grenade Pistol, Quick-
draw Holster, Hypo Gun, Throwing Knife or
Taser. The skill and weapons are described in
ORAG, except Hypo Gun and Taser from
M&M.

Sealth - Skill in hiding in shadows, dark-
ness. Found in S&A.

Torture - Skill in eliciting information
through the use of pain. Found in SORAG.

Unarmed Combat - Use of hands and feet
as "blades," elbows and knees as "daggers" or
head as "club" in hand-to-hand combat. Found
in S&A.

Vehicle -
High Guard.

Vacc Suit Maintenance - Skill in repair and
upkeep of vacc suits. Found in M&M.

Choose a weapon from

Opening and detecting elec-
planting bugging devices, etc.

Choose from the vehicle list in



Expanding TRAVELLER
by William A. Barton -

Here follows a special section of re-
viewsof Traveller-related products.

ASLAN, DROYNE, K'KREE (Martian Met-
als); $2.95/pack. 15mm Traveller figures. 12
figures (3 K'kree) in a bubble pack. Released
1981.

Martian Metals has at last turned its atten-
tion to the maor alien races of the Traveller
universe. There are 12 figures each in the Asan
and Droyne packs and three of the larger Cen-
tauroid K'kree in that set. The Asiansare Tech
Level 9-12 figures, showing vacc suited/combat
armored figures, and unarmored figures. The
three K'kree are Tech 12 figures, wearing light
armor and carrying weaponry. The Droyne fig-
ures represent the various Droyne castes, pri-
marily warriors, sports and leaders, as pictured
in Traveller adventure 3, Twilight's Peak. The
sport figures even carry the "racket" pictured
in that adventure.

The figures are nicely detailed, as usual with
MM figures, and relatively free of flaws or flash.
The Adan carry recognizable gauss rifles, a wel-
come relief from some of the obviousy non-
Traveller weaponry of earlier figures.

The main problems with these alien figures
are minor, but gtill notable: The Droyne figures
are really too large for 15mm scale compared
with other MM figures - they are as tall asthe
Asian figures. In the Traveller reality, they
would be about the right height to use with
25mm human figures. Of course, to have made
them smaller would have eliminated most of
the detail on the figures, so thiswas, | suppose,
unavoidable. The K'kree seem a bit large, too,
but this is less noticeable. All of the Asian and
Droyne figures are cast spread-eagle, requiring
the arms to be bent for different positions. An-
other annoying, but unavoidable, feature is that
the wings of the Droyne must be glued on.

Along with the earlier pack of Vargrs the
addition of Asian, Droyne and K'kree almost
completes the roster of the major races in MM
Traveller figures. Only the Hive is still absent
(hint, hint). Even a new set of Zhodani isin the
works. Good job, MM! Keep it up.

- William A. Barton

CRUCIS MARGIN (Judges Guild); $5.98.
Designed by Dave Sering. Approved for use
with Traveller. 32-page guidebook, 22" x 34"
sector map backprinted with 8 planetary maps.
Published 1981.

CRUCIS MARGIN is Judges Guild's third
dar sector for Traveller, forming (along with
Ley Sector, the Glimmerdrift Reaches and a
gill unreleased fourth sector) the Gateway

Quadrant of near-Imperial space. CRUCIS
MARGIN is set up in the same format as the
earlier JG sectors, with an overall sector map
with individual planetary maps of some of the
sector's worlds printed on back, and a guide-
book showing the individual subsectors, provid-
ing a history and examination of the political
units of the area and offering encounter and
rumor tables for the referee's use when running
characters through the systems of the sector.
The Crucis Margin is even more of a frontier
region than JG's previous releases; like Paranoia
Press Beyond and Vanguard Reaches, it is
completely outside the Imperium. The only
Imperial presence at all is in its sole client state
in the sector, the Sphere Felix. There is even a
client state of the Hive in this sector, giving
Traveller players ther firg real contact with
that empire. Other states in the Margin are
quite varied, including Chhung Kuo, originally
settled by Solomani Orientals, and the Man-
danin Co-Dominion, firg introduced in Glim-
merdrift Reaches. The sector takes its name
from the magjor political entity in the area, the
Union Crucis, a state torn by strife as four
factors war within its borders for independence.

As with the earlier JG sectors, severa in-
triguing situations are set up, many within the
rumors and encounter charts. Whole adventures
can be derived from any one of these, though
the referee will have to do a lot of work— and
probably much improvisation - to make the
most of these. The table of space encounters,
including such exotic hazards as comets, ion
clouds and nebulae, should provide some inter-
esting interstellar travel if used sparingly and to
full effect. The presence of several states, not
al friendly to one another, and a number of in-
dependent worlds ripe for exploitation can
make for exciting situations, as can the possibil-
ity of interaction with traders of the Hive and
the K'kree (Centaurs).

Most of the problems with CRUCIS MAR-
GIN are the same aswere found in the two ear-
lier sector supplements. The large map doesn't
show the individual subsectors within the Mar-
gin, making it a bit difficult to tell exactly
which subsector a group is in while traveling
through the area. The fact that the Margin is all
non-Imperial space and is mostly small states,
the borders of which are outlined on the map,
makes this less a problem than it could have
been. The planetary maps printed on the back
are difficult to use on such alarge sheet and JG
should consider printing them inside the guide-
book in future releases.

CRUCIS MARGIN will undoubtably open
up new areas of adventure on the trailing edge
of the Imperium for those adventurers looking
to escape the ravages of the Fifth Frontier War
to spinward, Unless the dollar price hike over
the earlier sectors is too much for you, this
supplement should join them in your Traveller
library.

— William A. Barton

DOOM OF THE SINGING STAR (Judges
Guild); 11.98. Designed by Dave Sering with
Dan Hauffe and Joe Swinnen. Approved for use
with Traveller. One 8%™ x 11" 64-page rule-
book, seven 22" x 35" sheets of deck plans,
backprinted. 2 or more players; playing timein-
definite. Published 1981.

DOOM OF THE SINGING STAR is Judges
Guild's most ambitious Traveller adventure to
date. It features several scenarios centered
around the 36,117-ton Brilliant Gem class arm-
ed luxury liners and their 13,363-ton module
ships. Complete deck plans are provided for the
liners and module ships, which run routes
throughout JG's Glimmerdrift Reaches sector.
The rule/scenario book provides descriptions of
the various decks of the ships, a review of the
nation-states in the Reaches, general stats on
the ships, a list of stats and descriptions of

and passengers for use as NPCs
and 10 scenarios, along with a map and descrip-
tion of Resort World, where three of the scenar-
ios take place.

The various scenarios of DOOM OF THE
SINGING STAR are quite diverse - from the
almost obligatory piracy and dangerous-beast-
loose-aboard scenarios to a raid on a military
camp holding the crew and passengers of the
Singing Star and a submarine/surface ship clash
on Resort World. The latter is perhaps the most
interesting scenario in the lot, being the only
wet naval battle yet published in the Traveller
universe. And it gives useful guidelines on such
sea battles so that players can adapt the con-
cept to other sea-going situations. The inclusion
of an overall sector map of Glimmerdrift is
helpful, too, especially for those who lack that
supplement. The deck plans do show more de-
tail — chairs, consoles, tables, etc. — than in
previous JG plans, though not nearly as much
asin the FASA ship plans.

In fact, the main disappointment of DOOM
OF THE SINGING STAR liesin the deck plans.
For one thing, they are printed on paper that,
though not quite as thin as tissue paper, could
be considered the next best thing. It's nearly
impossible to move the plansaround or even to
try to flatten them enough to use miniatures
without tearing them. They are so thin that the
decks backprinted on the sheets show right
through. The backprinting itself makesit unfea-
sible to have action on certain decks at the
same time, since some may be printed on the
back of others you wish to use - and at
$11.98, the set is too expensive to purchase
two of for that purpose. Some of the plans are
smudged, too, apparently from being folded to-
gether while the ink was still wet. The rule/sce-
nario book has several typos evident - includ-
ing a reference to a nonexistent rumor table.
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While there are several good points about
DOOM OF THE SINGING STAR, the lack of
planning behind the deck plans coupled with
the high price of the package make a recom-
mendation difficult. If you don't mind flimsy
plans, you may find much of usein this adven-
ture. Otherwise - caveat emptor.

- William A. Barton

FIGHTING SHIPS (GDW); $3.98. Designed
by Tim Brown. One 6" x 9" 48-page booklet.
Published 1981.

28 different ships in use by the Imperium
are presented in these pages of FIGHTING
SHIPS, complete with High Guard stats, com-
ponent descriptions, a bit of background on
each ship class, and illustrations by Paul Ja
quays. Vessels range from the 20-ton gig to the
500,000-ton Tigress-class dreadnaughts. Some
ship types have appeared in other Traveller sup-
plements, but others arc depicted here for the
firg time. Along with the ship descriptions is
an introductory section explaining the func-
tions of imperial naval bases, naval depots and
way stations, including a listing of all such bases
in the Spinward Marches.

With these ready-made ships, impromptu
naval battles can be fought at the drop of a
fighter without having to take the time to
design vessels from scratch using High Guard.
And the referee now has a whole new set of
ships to use for starship encounters. The illus-
trations, which range from adequate to quite
good, give one a more concrete idea of how
some of the configurations appear, aiding in
the designing of original ships as well. The
heavy fighter will be a welcome addition to all
those who have complained of the uselessness
of the smaller Traveller fighters presented up to
now.

A few problems are evident. Some of the
illustrations don't quite match the ship descrip-
tions. This is especially noticeable with the
number of fighter tubes listed. The drawing of
the 200-ton system defense boat appears too
small. And the heavy fighter isn't pictured at
all. Some of the ships which have appeared
before display differenced from their earlier
versions, though these are mostly minor. And
there are a few discrepancies and typos to be
found in the text; for example, the strike car-
rier has a factor-J meson gun in the USP, but
the text states it carries a factor-E gun. The
final section on fleet auxiliaries mentioned in
the introduction seems to have been omitted
altogether.

Even with these omissions, none of which
are major, FIGHTING SHIPS iswell worth add-
ing to your Traveller collection.

- William A. Barton

FLIGHT OF THE STAG (Marischal Adven-
tures); $2.00. Designed by J. Andrew Keith.
Approved for Traveller. One8%4™ x 11" 4-page
folio. 2 or more players; playing timeindefinite.
Published 1981.

FLIGHT OF THE STAG is the first in a
series of folio adventures published by the new
Marischal Adventures company. Each deals with
the exploits of the crew of the Gazelle-class
close escort Stag during the Fifth Frontier War.
FLIGHT OF THE STAG concerns the Stag's
attempt to escape Zhodani forces and escort
the pro-Imperium Prince of Thamber, an inde-
pendent planet overrun by the Zhodani, to Im-
perial space. It is designed either as a stand-
alone adventure, or as the first in a campaign
series. The adventure includes a description of
the basic situation (giving a brief history of the
early days of the war near the Quetion/Vilis/

ORDEAL BY ESHAAR,
Undoubtly the best non-GDW adventure published by anyone, and
ranks high among GDW's own efforts. Space Gamer.

FASA releases two NEW Adventures !!!

\W/

STILL ONLY $6.00 each

s All are 48 pages and include a two color, two sided 11X17 map.

Uragyad'n of the Seven Pillars

Across the desert of a dist-
ant planet, the daring and
tactical genius of a hand full
of adventurers alone can
thwart a dictator's invasion.
Join these guerrilla leaders,
the Uragyad'n of the Seven
Pillars, to free a people and
decide the fate of a world.

Legend of the Sky Raiders.

The Sky Raiders

They pillaged a dozen worlds
sometime in the distant past,
then vanished. Who were
they? A beautiful archae-
ologist leads a band of adven-
turers into the swamps of the
planet Mirayn, searching for
their secrets ... and for their
lost treasure hoard.

FASA P.O. Box 6930 Chicago IL 60680-6930
Check your local store or include $1.00 for Shipping.

Abave Is a Zhodani System Defence Boat, from FASA's Adventure Class Ships,

Sword Worlds/Darrian borders), referee notes,
a description of the Stag, a map of the area, en-
counter tablesand encounter descriptions.

Though relatively brief, FLIGHT OF THE
STAG is a remarkably complete and satisfying
adventure. The situation is adequately present-
ed so asto exclude any ambiguities or problems,
yet is open enough to allow for refereeadditions
and innovations. The map isa nice aid, allowing
play even if a copy of The Spinward Marches
isn't handy. And the illustrations, as is typical
of Bill Keith's work, are excellent.

| find few problems with this adventure. A
couple of minor typos have crept in, but no
serious flaws there, Players will need Traders &
Gunboats and High Guard to play the scenario
fully, but most will already have these, so no
problems should arise (and an alternate combat
system can be used if HG isn't handy). Some
may find the $2.00 price a bit steep for a 4-
page adventure, but STAG actually is a better
adventure than some on sale at three timesthe
price.

1 highly recommend FLIGHT OF THE
STAG as an excellent example of a brief, simple,
yet highly playable adventure for Traveller.

- William A. Barton

HYDRONAUTS (Group One): $8.95. De-
signed by Group One. Approved for use with
Traveller. One 8" x 11" 50-page book, 2-
page encounter chart, 22" x 17" full-color map,
ziplock bag. Published 1981.

HYDRONAUTS is Group One's most ambi-
tious Traveller adventure to date. Like most of
their offerings, it is more a setting than an actu-
al scenario and can be used for whatever situ-
ation the referee wishes. The idea behind
HYDRONAUTS is almost unique-underwater
adventures. The subject has been touched
on briefly with the submersible in Research
Station Gamma and in an Amber Zone in the
Journal, but this is the first full-scale adventure
dealing with adventures under the sea. The
setting is the planet Dagan (Dagon?), presum-
ably in Group One's Theta Borealis sector,
though this isn't specified. Dagan is a “back-
water" world, generally ignored by a local
trade alliance known as the Protectorate until it
is discovered that its aquatic humanoid inhabi-
tants make use of a virtually indestructible
alloy called ivo. The race to exploit the discov-
ery is interrupted by the impact of an asteroid
with the planet, melting its ice caps and sub-
merging its land mass-apparently wiping out all
land life with it. Now the competing groups
within the Protectorate must search the depths
to find the ivo production center, somewhere
on the sea floor. Plans and stats for two sub-
marines and ther crews, encounter charts,
several sea beasts and plans for the capital city
of the world and the ivo plant aid the referee
in administering the adventure. The map shows
the planet as it was before the disaster in the
event the referee wants to stage some action
before the flooding of Dagan.

It appeals that more research and effort has
gone into HYDRONAUTS than previous Group
One adventures. It's certainly more cost-effec-
tive than earlier releases - more than three
times the material for only $2.00 more. The
subs and their crews are quite interesting and
should provoke exciting incidents whether used
as player-charactersor NPCs. And the sea beasts
presented are quite formidable and, knowing
the diverse types of life forms in our own
oceans, much more believable than earlier G1
beasties. (The coral suckers are especially
fiendish.)

Unfortunately, the worst aspects of Gl's
releases are till to be found in HYDRONAUTS



as well. The grammar and spelling problems
aren't as bad as in other adventures, but the
sloppy-looking type-written text remains. And
G1's annoying habit of leaving out important
items manifests itself again here. Both subs are
said to be armed with torpedo tubes— yet none
are listed on the sub diagrams and no rules axe
provided for using torpedoes either. (See JG's
Doom of The Singing Star for guidelines on
those.) One sub carries carbines with special
eectrical and explosive bullets, but while some
of the special weapons of the sea creatures are
set in a new weapons table, these carbine bul-
lets are omitted. There are problems with the
planetary stats, too.

Still, if you don't mind fiddling around with
some areas and making up your own data to
cover what is missing, you might find the idea
behind HYDRONAUTS worthy of your atten-
tion - especially if you're one of those refs
who doesn't always have the time necessary to
create your own adventures from scratch. If
you haven't liked Gl's past efforts, though,
you probably won't like this one, either.

-William A. Barton

LIBRARY DATA (A-M) (GDW); $3.98.
Designed by Frank Chadwick, John Harshman,
Marc W. Miller and Loren K. Wiseman. One
6" x 9" 48-page booklet. Published 1981.

LIBRARY DATA (A-M) will provide you
with most of the information on the Traveller
universe without buying up the published ad-
ventures. It covers most of the important lib-
rary entries from the adventures, such asentries
on Imperial Research Stations and Chirpers
from Adventure 2, Imperial Warrants from Ad-
venture 1, the Droyne from Adventure 3, the
essay on the Solomoni from Argon Gambit,
the Adan from the Journal and the article on

the Imperium that appeared in Different Worlds.
Other familiar items include the Journal article
on the Emperors of the Third Imperium, the
chronology of the Traveller universe and sever-
al other entries. including those on the Hive and
the K'Krce (Centaurs) which appeared in the
Aliens handout distributed at Traveller seminars
at this summer's conventions. Brand new items
include an essay on the megacorporations of
the Imperium, information on the Asian Border
Wars of Dark Nebula, a history of the Vilani
Imperium, the revelation of the Droyne home-
world, and other entries of interest to the dedi-
cated traveller.

The entries in LIBRARY DATA (A-M)
seem well chosen to further flesh out the bones
of the Traveller universe in players minds -
without revealing anything that would spoil any
of the published adventures for those who
haven't yel played them. The illustrations of
some of the items aid in this, too. Particularly
welcome is the illustration of the battle tender,
a ship class curiously omitted from Fighting
Ships. The inclusion of the map of the Imper-
ium is a nice bonus for those who don't yet
have a copy.

I have no real complaints at all with LIB-
RARY DATA (A-M) - except that | wish it
could have been possible to include the rest of
the alphabet without dropping any of the pres-
ent entries. I think you'll find it the best source
of information on the Traveller universe any-
where.

- William A. Barton

MAROONED / MAROONED ALONE
(GDW); $4.98. Dedigned by Loren K. Weisman,
Supplement for Traveller. One 6" x 9" 48-page
booklet. 2-8 players, playing time indefinite.
Published 1981.
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If you're a Traveller player who enjoys cross-
planet treks, MAROONED / MAROONED
ALONE. Double Adventure 4, will give you the
opportunity to trave with a new twist - on
foot. Yes, there's no comfy ATV or air-raft for
thisjourney as a group of adventurers (or a lone
one) attempts to "hoof it" across the wilds of
the planet Pagliacci in the Solomani Rim, fac-
ing the dangers of harsh weather, dangerous
country and relentless pursuit. The adventure
includes new encounter tables for the various
terrain types of Pagliacci, an extra-large planet-
ary map, pregencrated characters, detailed in-
formation on the effects of hunger, exposure to
extreme heat and cold, and other survival haz-
ards - including jungle rot - and reprints the
contents of the survival kit previoudy featured
in the Journal - an item players will find most
useful in this adventure.

The encounter tables and information sec-
tions of each environment arc quite detailed,
providing guidelines on animal, human, and
special event encounters and on the varying
conditions - temperature, food and water avail-
ability - from season to season. The desert and
polar sections give accounts of how much heat
and cold can be endured before damage occurs,
keyed to protective measures, from none to
wearing a shelter suit or vacc suit. A revised sys-
tem is used for calculating wound effects and
recovery time, more appropriate to the situation
than the regular Traveller system, And MA-
ROONED ALONE. though designed for a ref-
eree and one player, can be played solo with
some minor difficulties - a nice bonus.

There arc a number of problems in MA-
ROONED/MAROONED ALONE. It isn't really
a double adventure in the sense of two sepa-
rate scenarios, as in previous doubles, Both sce-
narios cover essentially the same situation,
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one with a group of adventurers and one with a
single character, and neither adventure is com-
plete in itself - the encounter tables and infor-
mation for the two are scattered through both
halves. Except for the situation section in
MAROONED AL ONE, neither adventuredirects
you to the other for therest of the information
needed - a bad oversight, especially in ALONE,
which is unplayable without therefinfoin MA-
ROONED. Other errors include one amusing
typo that puts the group in the middle of a
stampede of glueberry trees. | also find it hard
to believe that the 23-kg survival kit would fit
in the lone adventurer's vacc suit foamed abla-
tive reentry Kkit!

Still, if your players haven't tired of planet-
ary journeys after Across the Bright Face/Mis-
sion on Mithril and Twilight's Peak, they'll
find a welcome challenge in MAROONED/
MAROONED ALONE.

- William A. Barton

ORDEAL BY ESHAAR (FASA); $6.00. De-
sgned by J. Andrew Keith and William H.
Keith, Jr. Approved for use with Traveller. One
6" x 9" 44-page booklet. 3-8 players; playing
time indefinite. Published 1981.

With ORDEAL BY ESHAAR, its first pub-
lished Traveller adventure, FASA has propelled
itself to the top of those companies producing
approved-for-Traveller adventures. Designed by
frequent contributors to the Journal of the
Travellers Aid Society J. Andrew and William
Keith, ORDEAL BY ESHAAR concerns diplo-
macy and intrigue on an alien planet mere par-
secs away from the Zhodani Consulate soon
after the start of the Fifth Frontier War. The
player-characters have been hired to bolster the
security force of the Imperial delegation to
Eshaar and must act as guards for the Embassy

Enclave and for the Imperial survey missions
searching for a dlicon-based substance called
Affas - a mineral that will have an effect not
only on the war effort, but on the relationship
with the natives, should it be found. The local
Ashah, who look like one-eyed, tentacled centi-
pedes, believe the very planet is alive and will
show its favor by bestowing Affas on the out-
worlders who deserve its friendship. The situa-
tion is further complicated by the presence of a
Zhodani delegation and a visting group of
Vargrs - all of whom must share the same em-
bassy enclave with the Imperial delegation -
also seeking favor with the natives. And the
Zhodani seem to be doing better than the Im-
perium, losing far fewer personned to the hos
tile environment of Eshaar, even when forced
by circumstance to experience the Ordeal by
Eshaar; a multi-kilometer trek across the planet
on foot with only a vacc suit and air tanks to
aid in survival. Somehow, the players have to
help tip the diplomatic balance in favor of the
Imperium - perhaps by surviving an Ordeal
themselves . ..?

ORDEAL BY ESHAAR is complete with
everything a referee needs to play out the situa-
tion: Event tables, rumors, situations, maps and
plans of the embassy enclave and surrounding
areas and stats for NPCs of the embassy person-
nd - including Zhodani and Vargr. The stua-
tion is unique in that the players need to think
and plan out their actions so as not to disrupt
the delicate diplomatic situation. This is defi-
nitely not a shoot-it-out adventure (although,
depending on the players actions, such could
occur). The inclusion of the Argosy Traveller
ATV and the G-<Carrier stats and descriptions
(the latter found only in the 2nd ed. Traveller)
isan added bonus.

There are few problems in ORDEAL BY
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ESHAAR. A couple of rooms on the deck plans
for the enclave haven't been designated; a typo
or two has dipped in. The week-by-week na-
ture of the action might cause some players to
feel a bit strait-jacketed at times, less free to act
as they wish, but a competent referee can easly
compensate for this.

ORDEAL BY ESHAAR is undoubtably the
best non-GDW Traveller adventure published by
anyone o far - and it ranks high among GDW's
own offerings. Recommended.

- William A. Barton

STARSHIP LAY-OUT SHEETS (Games
Workshop); $5.50. Approved for use with Trav-
eller. One tablet of 50 8%™ x 113%™ half-inch
grid sheets. Published 1981.

Each 84 x 11%" tablet contains 50 sheets,
each with a 8" x 11" grid and a section at the
top displaying the various symbols for bulk-
heads, doors, hatches, ete., with room for the
name of the ship being depicted and the deck
each particular sheet shows. The dick cover
displays how the sheetsare to be used with ship
designs from GW'sISS Ship Files.

The half-inch grid sheets are nice to have as
this size is not easlly found, most RP systems
which use miniatures being designed for 25mm
and inch-square grids. The half-inch size is per-
fect for use with the 15mm SF figures of Mar-
tian Metals and Ral Partha. Lacking these, the
half-inch-square counters in Snapshot and Az-
hanti High Lightning will work well on this size
grid. By cutting off the top section and taping
several of the grid sheets together, a service-
able "battle board" may be made for use with
Traveller ground actions.

The main failing of these grid sheetsis that,
of course, to portray any large ships, severa
sheets will have to be used. And with several
large multi-decked ships, the sheets are going to
go quickly. The price, too, is a bit high for a
tablet of only 50 sheets, but this is a problem
with all import items.

Still, the avid Traveller player or referee
should be able to find many uses for these half-
inch grid sheetsin a campaign.

- William A. Barton

TRILLION CREDIT SQUADRON (GDW);‘
$4.98. Designed by Marc Miller and John
Harshman. Adventure for Traveller. 6" x 9"
47-page booklet. For two or more players; play-
ing time indefininte. Published 1981.

TRILLION CREDIT SQUADRON is GDW's
newest adventure for Traveller. Unlike previous
adventures, TCS involves squadrons of starships
in combat rather than individual characters
adventuring on various worlds or aboard ships.
Each player takes the part of a naval commander
responsible for firs designing a fleet within
certain parameters, then commanding this fleet
in combat with those of other players. The
rules cover five separate concepts or scenarios:
the Billion Credit Squadron, in which players
are restricted to a mere billion credits with
which to build their fleets; the Trillion Credit
Squadron, in which the ante is upped consider-
ably; the Trillion Credit Tournament, giving the
guidelines for building squadrons to compete in
GDW’s official tournaments to be held over the
next three years, the Campaign Game, instruct-
ing players on how to create and fund naval
forces through the control of entire planetary
budgets;, and the Idands Campaign, in which
two new subsectors are mapped out and explain-
ed, ready for players to choose up sides and
begin building their fleets. TRILLION CREDIT
SQUADRON also includes a couple of rules
inadvertently omitted from the second edition
of High Guard.



TCS proves to be a very interesting depar-
ture from the average Traveller adventure. The
examples and clarifications in TCS will make
some of the more ambiguous parts of both edi-
tions of High Guard more accesible to players
(though the second edition is necessary to play
TCS). The two new subsectors of the Islands
Cluster, hidden deep within the Great Rift, will
add new arenas for play, even to those who
aren't interested in the sguadron concept

There are not many problems evident in
TCS. There are a few typosin some of the ship
examples and elsewhere, which may give a few
bad moments until you figure them out. And
the math involved sometimes seems overwhelm-
ing — this is one in which a calculator is not
only suggested but required!

All in all, if you're looking for guidelines on
fleet actions — whether you're into role-playing
or not - TRILLION CREDIT SQUADRON
is definitely worth buying.

—William A. Barton

WARBOR-PARN (Group One); $6.95. Trav-
eller supplement. One 8% x 11" 18-page book,
17" x 22" full-color map, bagged. 2 or more
players; playing time indefinite. Published 1981.

WARBOR-PARN is yet another in Group
One's series of adventure settings on alien
worlds, this one a planet still wallowing in the
age of dinosaurs, yet with intelligent life. Plan-
etary terrain; descriptions of the various saruian
species and of the two reptile-derived intelli-
gent races, the brutish nomad trist, and the small-
er, more-advanced bose; encounter tables; and
maps and descriptions of three bose cities, the
ruins of an ancient alien station and a myster-
ious monolith make up the gist of this adven-
ture setting, along with a more subdued than
usua geodesic planetary map.

The intriguing idea of adventure on a world

full of dinosaurs raises WARBOR-PARN above
the level of most of the smaller adventure set-
tings in Gl's line. Some of the bigger of the
saurians listed in the encounter tables could
even withstand a few rounds of combat against
the highest-tech Traveller weapons, though even
these will be made short work of by a party
armed with a couple of plasma or fusion weap-
ons and several gauss rifles. Anyone who uses
this adventure (or anywhere animal encounters
are an integral feature) should in some way
limit the players weaponry. It was a welcome
surprise to find rules for using the black powder
cannons of the bose; too often new weapons in
G1 adventures have been left for the referee to
devise performance, to-hit rolls, etc.

Aside from the usual Gl adventure flaws,
there are a couple of questionable concepts in-
volved in the description of the planet's back-
ground. One puzzling item is the question of
how the obviously reptilian parnor species
evolved with from six to ten limbs while the
other species, the bentifry (read tyrannosauri)
and the culbertrot, are al four-limbed. The con-
flicting locations of the bose villages on the
map and in the text is a further problem.

You might find a few points of interest in
WARBOR-PARN for some suitable - and with
some alterations, even exciting — adventure
situations.

— William A. Barton

ZISMV: VLEZHDATL (FASA); $7.50. De-
signed by Jordan Weisman and L. Ross Bab-
cock I1l1. Approved for Traveller. One 8%™ x
11" booklet, nine 17" x 11" deckplan sheets,
bagged. Published 1981.

The ZISMV (Zhodani Interstellar Military
Vessel): VLEZHDATL is the latest of FASA's
series of starship deckplans. The Viezhdatl is
a 2000-ton strike cruiser, sort of a Zhodani

the
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counterpart to the Imperium's Kinunir- class
battlecruisers — but much more potent. Sporting
a particle accelerator bay, missile launch tubes
and fusion turrets, the Vliezhdatl would prove a
match for most starshipsin an average Traveller .
campaign. The deckplans are laid out over 9
sheets, showing the various decks and levels of
the ship, including the side-mounted missile
pods. A profile view shows where each deck or
level is located on the ship, plus providing the
key to the various deck symbols used. The
booklet, displaying a nice illustration of the
ship by William Keith, supplies a background of
the ship, detailed descriptions of the various
decks, crew stations, stats for the Viezhdest
fighter carried aboard, and three mini-scenarios
by J. Andrew Keith.

The VLEZHDATL s, of course, most
notable for the fact that it's the only design yet
published — with the exception of the patrol
frigate in Games Workshop's [ISS Ship Files -
of a Zhodani ship. Specifically designed for use
with the 15mm Martian Metals Traveller
figures, the plans are perfect for use with board-
ing actions, the subject of one of the scenarios,
in fact. The plans themselves are nicely detailed,
as have been most of the FASA ships, even
down to recognizable toilets and shower-
heads.

Most of the problems evident with ZISMV:
VLEZHDATL are minor. Some of the console
chairs are faded and difficult to see. The pages
of the booklet are stapled in somewhat out of
alignment. There are some spelling and proof-
reading errors.

Overall, though, unless you're one who pre-
fers to draw your own plans, you should find
the ZISMV: VLEZHDATL of definite use in
your campaigns, particularly those taking place
against the backdrop of the Fifth Frontier War.

—William A. Barton
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This folio adventure is designed for
characters with a variety of backgrounds
serving aboard a Trade Pioneer mer-
chant ship. Thereferee may draw charac-
ters from any source, including existing
campaigns; some of the charactersshould
have Vacc Quit skill

The merchant ship is the Far Trader
Scotian Huntress. Detailsof her statistics,
performance, and layout can befound in
GDW's Supplement 7, Tradersand Gun-
boats. Other Traveller books and supple-
mentscan beincorporated asdesired.

L

Background: Undeveloped sectors
aong the edge of the Imperium — sectors
like Reaver's Deep - ae the hunting
grounds for the Trade Pioneers. Scotian
Huntress is one of these, a Type A2 Far
Trader owned by the mercantile firm of
Cdedon Ventures. Manned by an expe-
rienced trade team, the ship has been
probing dong the rim of the Great Rift,
searching out new markets, resources,
and products that might put Caedon
ahead of the competition.

Unexplored star systems always prom-
ise untold wealth. But the system the
traders were exploring now — shrivelled
chunks of rock and ice circling twin M5
dwarfs - had shown the other sde of the
balance sheet. There was nothing of vaue
here.

Until they detected the Other . . .

The dien craft was unlike any seen be-
fore — huge, with enormous heat radiator
wings, falling in an eccentric orbit around
the red suns. Aboard the Huntress, ex-
citement ran high. New-found races
meant whole new worlds of trade oppor-
tunity, and a fat bonus from Caledon. In
moments, the traders had matched course
and speed with the newcomer. But, as
they approached, they redlized that there
was no dgn of life from the dien and
only the faintest traces of power leskage
or heat spill. Their prize was a dead ship.

But even a derelict must come from
someplace. The Trade Pioneer's contact
team suited up to have a closer look. An
arlock was vighle a the bow. Within
might be the clues that would lead them
to a new world, new people, and bonanza

Gaining Entrance: A 3-meter wide
pane at the derelict'sbow is the only ob-
vious entrance. No controls are vishble,

OEL

by William H. & J. Andrew Keith

but a 5-centimeter square recessed niche
will invite investigation. Nothing the ad-
venturers do to this niche will have any
effect. Characters who carefully examine
the hull around the panel can, on a 2-die
throw of ther intelligence or less dis
cover a hidden manual release.

Operating the rdease will make the
panel dide open very dowly. The outer
door will close and the inner door open
automatically once the adventurers enter
the airlock. The inner door will operate in
fits and jerks, freezing open, and a faint
blue light on one bulkhead will flicker
twice and die. The party will find that no-
thing they do, and nothing attempted by
those till aboard Huntress, will make the
airlock operate again. They are trapped,
athough there seems to be no immediate
danger.

Conditions Aboard: There is no grav-
ity or light and, except for the battery
that spent its last power working the air-
lock, there are no operating power sys
tems aboard. There is atmosphere present,
but the interior temperature is -150 de-
gressC.

Of immediate interest will be the bod-
ies floating everywhere, wel preserved in
the cold and al showing signs of violent
death. They are of no species known to
the adventurers. Each is 11 meters tall,
with tubular bodies, two stalked eyes,
eight grasping appendages and four heav-
ier legs. None wears clothes;, some carry
lengths of metal tubing, broken equip-
ment, or other improvised weapons.

The Ship: As the adventurers explore
the ship, the referee should refer to this
section to identify various compartments
and describe them to the players.

All corridors are 3 meters wide and 2
high. Doorways are 3 meters wide and
only 1 meter high; mechanical releases .5
meter off the deck will open dl the doors

except two. These exceptions are the fro-
zen inner airlock pand and a door leading
aft to what may be engineering spaces; no
mechanical releases are present, but 5
centimeter square recessad spaces are Vis-
ble next to them. Debris floats every-
where — broken equipment, smashed in-
struments, and vandalized fixtures — and
occasiondly the party will encounter
what seem to be tube-shaped, cartilagi-
nous bones among the alien bodies.

The following aress are keyed to the
dien ship deckplans.

1. Airlock.

2. Control Room: Instrument pands
ae .5 meter tall, covered with switches,
plungers, and other controls. Any charac-
ter with computer skill will soon notice
that there is nothing resembling a com-
puter anywhere. "Furniture" seemsto be
shalow circular depressions, 15 meters
across, .5 meter deep, lined with some
flexible material and sunken into the
deck. Consderable damage has been done
to the instrument panels, though one, set
off by itsef and bearing only a violet
plunger, appears unharmed. Any char-
acter who experiments with this will find
that pulling the plunger out will restore
gravity (95 G) and light (extremely
harsh, blue-white light from overhead
panels) throughout the ship. When gravity
is restored, each character must roll two
dice agang his dexterity to avoid 1D
damage.

3. Quarters: Eight rooms, each with a
sngle deck depression. The wals are cov-
ered by the remnants of intricately de-
dgned hangings of glass beads in shades of
green, blue, and violet, interspersed with
black. The door to one room (marked A)
has been ddiberately jammed shut from
the outside by a piece of pipe in the re-
lease mechanism. Within are 10 dien bod-
ies and a number of digointed cartilagi-
nous bones.
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Including these 10 bodies, 60 dien
corpses will be found aboard the ship; the
referee should divide this number among
the various compartments. Unnumbered
compartments are of unknown purpose;
the combination of dien design and wan-
ton destruction leaves no clues to what
they were for. Nearly every compartment
has meter-high pands of silvery metd,
many haf-covered by dien inscriptions,
adong the walls. These notations can be
wiped off easly.

Artifacts: Among the other junk, the
party will notice what look like bracelets
of some dick, dlvery material, 4 centi-
meters in diameter and 5 centimeters
wide. A 5 cm x 5 cm raised ornamental
design on the band will on close inspec-
tion prove to be an intricate assembly of
metal plates and electronic components.
Sx will be discovered, one in the cabin
that was jammed shut. All will be found
among or near scattered bones, and dl
will be broken to some degree.

g e

The Adventure: Shortly after the
party boards the derelict, crew members
aboard Huntress will detect a messve
cloud of hydrogen gas — part of the fire-
fdl between the two stars — falling to-
ward the nearer sun. Computer predic-
tions estimate that the cloud's impact on
the photosphere will trigger a flare within
30 minutes.

Many red dwarfs are flare stars, subject
to periodic upheavals that can incresse
their luminosity by a factor of 100 and
flood nearby space with particulate radia-
tion. The two ships are only 13 million
kilometers from the double sun, close
enough that each isjust as bright as, and
four times larger than, the sun seen from
earth. The immediate increase in bright-
ness will present no danger to characters
within the ships. Personnel caught out-
dde will be subject to 1D hits every 10
minutes, unless they are in the shadow of
one of the ships.

Four hours after the light of the flare
reaches the ship, particulate radiation will
arrive. Screens aboard the Huntress will

L —
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External diagram of dien vessd. Explored section shown in black. A2 Far Trader

shown for scale.

The Lifeboat: On the port sde for-
ward the party will find a series of me-
chanically dogged hatches, the lagt jam-
med shut from the far sde. It may be
freed by applying 20 strength points to
it, giving access to the ship's lifeboat.

Power is off within the boat. A violet
plunger like the one in the control room
is in the "on" position, but the boat's
batteries have long snce been drained.
There is no way to restore light or grav-
ity, or to cas off from the larger ves
.

Two bodies are aboard, much dif-
ferent from those found on the large
ship. These are about 15 meters across,
furry, and disc-shaped, with 12 append-
ages of various szes arranged around a
fleshy hub. There are no legs on the ven
tral surface; the creature may glide or un-
dulate along the ground.

Each wears on one am a bracelet
identical to the broken ones outside.
Strangely  fashioned hand lasers float
nearby; both diens have burn wounds,
and one appears to have shot itsdf.

protect those aboard her, but the dien
ship has no such protection. Adventurers
aboard the derdlict will suffer 2D hits
every 10 minutes until they return to
Huntress. Radio communication will be
impossible, though the characters can
talk by touching helmets. The flare will
last for 20 hours.

The adventurers are trapped aboard
the derelict with only a short time to
make a thorough and rapid exploration of
the dien vessd, discover a way out, and
oet back to the safety of Huntress. Along
the way, they may gather clues concern-
ing the identity and origin of the dere-
lict's crew.

The Puzzles: A number of puzzles are
presented to the adventurers. Mog impor-
tant, they must discover that the intact
bracelets within the lifeboat will fit into
and operate the 5cm square niche by the
airlock. If the ship's power is on, the air-
lock wili function smoothly and the party
can escape. (The mechanism of the rear
hatch appears to be broken. No amount

of tinkering will open it.)

A number of conclusions can be drawn
once exploration of the derelict is com-
plete. The players should be encouraged
to develop their own conclusons from
the clues they discover. These include:

1. Two kinds of lifeforms were aboard
the ship, which was designed for the disc-
shaped beings. The ship probably carried
a crew of eight.

2. No computers were found on board.
The dien notations on the dlvery boards
may represent manual calculations. If this
is true, an enormous potential market
may be available once this race is discov-
ered and contacted.

3. The ship, based on externa ingpec-
tion, isnotjump capable. It has a sublight
grav drive of primitive design.

4. The harsh, ultraviolet-loaded light
of the dien's lighting pands sugges a
home star of around spectra dass AO.
Querying the Huntresss navigationa
computer will reved a AO gtar two par-
secs deeper into the Great Rift. Since
such gtars rarely have planets, it has never
been visited. Cadedon will pay abonus of
250,000 CR for this information.

Referee's Information: The following
material is for the referee only. It will
form the bags for future adventures in
this campaign.

Though AQ dars rarely have planets,
there are dways exceptions, and the disc-
shaped diens come from a Tech 9 aivili-
zation on one of these. Clues aboard the
derelict suggest that they see blue and
ultraviolet light. Their ship passed the
twin stars too close at the wrong time and
a flare smilar to the one that threatened
the adventurers dissbled their heat radia
tors and crippled their ship.

The darship builders are extremely
long-lived. Later studies will show that
the ship (designed to carry 100,000 tons
of fud, with a 100:1 fuel/mass ratio) was
capable of reaching .02 light. At that
Speed, the trip from the nearby AO star
took 325 years.

Computers were unknown among the
starship builders. They rely instead on in-
dividuas with "lightning calculator” tal-
ent — somewhat more common among
them than in humans — as organic com-
puters. There will be a planet-sized mar-
ket for electronic computers if the home
planet can be discovered.

The presence of TWO dien species
aboard the dien craft is the key to an im-
portant secret, one which will unfold in
the months ahead as The Space Gamer
caries additional adventures from this

campaign.
© 1981 Marischal Adventures
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I’'m a Doctor, Nota.. ..

by J. Andrew Keith

It is a sad fact that doctors, for
TRAVELLER, tend to be NPCs kept
around for the inevitable moment when
someone needs to be patched up after a
gun battle. In between, they are vague
and shadowy creations, flitting at the
edge of existence, usable only for such
things as supplying drugs, interrogating
prisoners, or reviving low berth transport-
ees. Few characters like playing doctors;
they don't get to use guns often enough.
They grope around desperately with the
other ills at their disposa, praying that
they can be accepted in a group as com-
puter operators or encyclopedia sdesmen
or something of more permanent use than
medics.

Yet there are some grest SF stories
that involve medics. Dr. McCoy, of
course, is well-known. Senior Physician
Conway, from James White's excdlent
"Sector Genera" series is another medi-
cd hero. These men had medica exper-
tise, and used it on aregular basis.

Some exciting TRAVELLER adven
tures could be patterned after these
stories. Think of a delicate operation
under dangerous conditions ... a desper-
ate attempt to isolate a plague before it
clams the lives of adventurers... an at-
tempt to diagnose — and treat — some
hitherto unknown dien besstie, a treat-
ment that could make quite a difference
in the outcome of a campaign. But
TRAVELLER makes little provison for
thiskind of adventure. Medica sill is too
generdized to dlow a character to redly
take advantage of medica adventuring
possibilities. And thisis the root cause of
the unpopularity of such player-characters
in TRAVELLER.

Earning Medical Skills

Medicd skill is earned in TRAVEL-
LER in a variety of ways. It appears as
a result of rolls in the basic character
cregtion charts of Book 1, and &so in
Mercenary and High Guard. Citizens of
the Imperium includes a specid "Doctor"
career area. Returning to High Guard, we
are briefed on medical school and how it
works.

In order to cause the least damage to
the TRAVELLER sysem while intro-

ducing these rules, we will make no al-
terations in the award of medical skill.
All rules of whatever system you are d-
ready using will continue to apply.

Medicd skill, however, changes in dd-
inition and application. The awvard of a
level of Medicd skill will now be treated
much like the award of one of the more
generdized skills, such as Gun Combat or
Vehicle. When a levd of Medicd ill is
obtained, it represents a generd incresse
in the individua's knowledge of basc
medicine, plus specific skill increases to
be discussed below.

Types of Medical Skill

For the all-encompassng "Medicd
skill," we substitute a number of narrow-
er skills:

First Aid: The individua has a know-
ledge of the treatment of emergency cases
in the field. ’

First Aid skill functions very much
like Medicd kill aways has; it is applied
as aDM in attempts to stop bleeding, halt
the spread of poison, revive a victim of
heart falure or drowning, and smilar life-
saving techniques. First Aid kill does not
assgincuring anill . . . rather, it involves
temporary action that will keep a patient
dive until more skilled assstance is avail-
able.

Patient Care: The individua is trained
in seeing to the needs of injured, sick, or
otherwise incapacitated patients.

chis kill is used in two basic areas:
First, it is used as a DM when deding
with the long-term recovery of a patient.
It represents the comfort and care which
is available. Secondly, high leves of this
kill should dlow a favorable DM when a
character with Patient Care kill assstsin
surgery or other treatment. Exact DMs
should be the realm of the referee.

Pharmacy: The individua is trained in
dispensing drugs.

A character with sill in Pharmacy
would be most likely to succeed in pre-
paring pills or other remedies. This would
be of particular use if some kind of anti-
dote or pharmaceutica is required for a
specific malady, and must be mixed from
avalable compounds. Individuals with
this skill would also have more ready ac-
cess to difficult-to-obtain drugs.

Cryology: The individual is trained in
the preparation and revival of persons in
cryogenic sugpension (low berth).

This kil level is used instead of Medi-
cd skill when considering the revivd of
low berth patients. The levd of il is
used directly asa DM in such cases.

Diagnosis: The individua has an ex-
tendve knowledge of diseases, and is cap-
able of rendering an accurate opinion of
the cause of a particular illness.

Diagnogtic skill represents the ability
of acharacter to determine what is wrong
with a patient - the sngle most impor-
tant factor in successful medical treat-
ment. The referee should set a die rall,
based on the rarity of the disease, the
kinds of symptoms involved, and other
factors. Diagnoss is used as a favorable
DM when the doctor character attempts
to determine what is wrong. Successul
diagnoss dlows treatment to proceed
... unsuccessful diagnosis can leave the
doctor baffled, or lead him to a wrong
treatment that could wel be disastrous.

Pathology: The individua is skilled in
the detection of disease organisms.

This sill permits a doctor to have
greater effectiveness when faced with a
bacterial or vird disease. Unlike diag-
nosis, which focuses on symptoms, pa
thology deds with causes of diseases.
Diagnosis would be usdless in detecting an
unknown pathogenic organism. Where
such an organiam is involved, use Pathol-
ogy & a favorable DM in detecting its
presence, and in finding ways of deding
with it.

Laboratory: The individua is trained
in genera laboratory techniques.

Laboratory ill is brought into play
when research is required. It represents a
knowledge of what tests to make, and
how to interpret the results. If individuds
with Laboratory <ill are available, this
should be applied as a DM to diagnostic
or pathological researches.



Surgery: The individua is trained in
aurgica techniques.

While high dexterity is ill an impor-
tant criterion for successfully under-
taking delicate surgery, a knowledge of
anatomy, physiology, and other subjects
is vitd to the success of an operation.
Where surgery is required, the referee
should set die rolls for success or falure
— preferably a series of such rolls to rep-
resent the crigs points of the operation.
Some operations (appendectomies, for
example), will be easer than others (brain
surgery!); the number and difficulty of
the die rolls will determine how com-
plicated a particular operation will be.
Surgical skill will be the most important
die modifier for these operations, aided,
perhaps, by modifications for high or low
dexterity, <kill of assistants, and other
factors.

Exaobiology: The individua is skilled
in the treatment of persons of other races.

Possesson of this skill would modify
the rules given in the second edition of
Book 1, where treatment of other species
is mentioned. A patient of an dien race
will suffer a DM-5 if the doctor treating
has no Exobiology skill. Each levd of
Exobiology skill modifies the unfavorable
DM by one; an expertise of Exobiology-5
would dlow no unfavorable DM. These
rules come into effect in dl aspects of
cae — from first ad to surgery, and
everything dse covered in these rules.

Soecialty: The individua is trained in
ome gpecidized form of medicine.

Specidty sills should be granted only
at the discretion of the referee. Skill in a
medica speciaty would rarely find its
way into the ordinary TRAVELLER
game, but might occasionally be of use.
Examples of gspecidties might include

Medical-2+: Cryology, Laboratory, Pa-
thology.

Medical-3+: Diagnosis, Surgery, Exo-
biology.

Medical-4+: Specialties.

Procedure: Each time a levd of Medi-
cd ill is achieved, the character receives
the chance to receive up to two pecific
medical skills. Skills are granted on the
roll of 5+ on one die. The character (or
the referee, if preferred) may choose
what skill(s) to roll for; the same <kill
may be attempted twice.

Modifiers:

Characters with Intelligence 9+ may
roll for three, rather than two, sKills.

Characters with Education 9+ may
add oneto dl dieralls.

Characters with a Dexterity of 10+
may add one when attempting to re-
cave Surgery skill.

Titles For Characters With Medical
Expertise

Characters who have received Medica-
3 or higher may be consdered Doctors,
though in strict form, only those with
recognized degrees (medical school grad-
uates) should be so titled. Other job des-
criptions and titles, and the skill leves
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needed to earn them, are outlined below.
Note that, in most cases, only one such
title will be commonly used.

Paramedic: First Aid-3

Orderly, Medic: First Aid-2, Patient
Care-1

Regisgtered Nurse: First-Aid-1, Patient
Cae3

Licensed Pharmacist: Pharmacy-3

Doctor: Medical-3 (any skills)

Surgeon: Medical-3, Surgery-1, Dex-
terity 8+

Characters with medica expertise are ill
highly specidized individuas, and many
players will find them to be hard to play
in contrast to the typica gun-happy Ma
rine. But with the right referee, the right
players, and some degree of separation
for Medicd <ills and expertise, excite-
ment and interest can be built in unusua
areas, and adventures can be something
more than before. Now the doctor who
lacks experience in one area may uffer
for that lack ...a team of doctors to-
gether might be required to track down
a baffling illness of plague...in al,
more avenues for adventure are opened
for everyone involved.

(And, if the doctor can gan Brick-
laying-1, he can treat a Hortal)

.- 'NEW FOR TRAVELLER tm - :"
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Neurology (study of nervous systems),
Gerontology (study of aging), Endocrin-
ology (study of glands and hormones),
and a whole range of other ideas. They
might prove useful as backgrounds to ad-
ventures (a player character who is carry-
ing out research into aging might be in-
terested in a hunt for an anagathic com-
pound, for example). Patrons or NPCs
might also possess specidty sills that
could influence the course of the adven-
ture.

Includes 24 Giant Deck Plans in 15mm scale for
Cruise Liners of the Brilliant Gem Class, plus a
64 page Guidebook. Scenarios include Hi-
jacking, Rescue, Piracy and Shipbound

= Hunts as well as Security Duties and Mer-
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part in any campaign. This is
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Adventure Approved
for TRAVELLER

by William H.

J. Andrew Keith

In “Flare Star" (December, 1981),
adventurers discovered a derelict alien
ship, erewed only by corpses of two rad-
ically different alien races. Lackingjump
drive, the ship had apparently travelled
below lightspeed to reach the unsettled
double star system where it was found.
The ship used advanced technology —
fusion power and gravity drives- but had
no computers or other microelectronics
componentson board.

A cluefrom the ship'slighting system
pointed to a nearby blue-white sun asthe

homeeofthevessal'sbuilders. Caledon Ven-

tures, amercantilefirm, sensed profitsin
thechanceof selling computer systemsto
thealiens. Theadventurers, atradepion-
eer team in Caledon'sempl oy, have been
sent to investigate the system and discov-
er thefeasibility of contacting - and sell-
ing to - the shipbuilders.

Referee's note: Thestar, ablue-white
giant, isayoung, hot star with a single
planet — possibly captured — in an ec-
centricorbit. The planet hasbeen named
" Storm" asaresult of theunusual num-
ber and violence of severe weather pat-
ternsobserved from orbit. Planetary code
for the world is currently E774800. In-
formation on physical aspectsof the UPP
areavailableto players.

This folio adventure is designed for
characters of amost any background at-
tached to a Trade Pioneer Team aboard
the Type A2 Far Trader Scotian Huntress.
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The referee may draw characters from
any source desired, including existing
campaigns. It is urged that characters
have some skill in ground combat.

Two scientist non-player characters are
required for play of this adventure. Char-
acter generation information may be
found in GDW Supplement 4, Gtizens of
the Imperium. Detals on the statistics,
performance, and layout of the Far Trader
are not necessary for this adventure, but
can be found in Supplement 7, Traders
and Gunboats. Almog any other Travel-
ler book, supplement, game, or adventure
may enhance the enjoyment of this ad-
venture, aswell.

Background: They'd named the planet
Storm ... and the name was well-deserved.
During their descent from orbit, the crew
of the Scotian Huntress had fdt the buf-
feting winds and watched the raging
lightning of one of tire "smaller" storms.
Then lightning hit the ship itsdf, not
once, but severd times, scrambling the
electronics on board and causing danger-
ous power surges. The pilot fought the
Far Trader down . . . and somehow,
miraculoudly, they landed in one piece.
But there was heavy damage to the ship,
damage that would take hours to repair
before the Scotian Huntress could lift
once more.

While the crew began making repairs,
the trade pioneer team set out to study
the new world. The ship was down in a
barren wilderness. Conditions outside
were far from pleasant . . . temperatures
at 35°C, with a high atmospheric ozone
content that made respirator masks man-
datory. But recordings made during find
landing showed dgns of civilization
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beyond a ridge that rose some 30 km to
the east. The team, including two expedi-
tion scientists, set out to investigate
aboard the ship's air/raft, hoping to make
contact with friendly natives.

The ridge: On the crest overlooking a
wide, shallow valey, the adventurers dis-
covered buildings surrounded by a low
wall. The buildings commanded a view of
the vdley proper, and the dien city that
stood there. A pal of black smoke rose
from countless fires burning uncontrolled
among the city buildings. Beyond, hdf-
hidden by the smoke, they glimpsed a
huge, squat shgpe looming on a diff,
a massve, brooding structure with the
look of a fortress or mausoleum.

An urgent cdl from the ship interrupt-
ed speculation and discusson among the
party. The air/raft was needed to move
heavy equipment at the ship. But the
expedition xenologist had discovered two
domegtic animas - the first species of
native anima life found on Storm — ina
"stable" among the cluster of buildings.
Much could be learned here ... so the
team leader made a decision. The air/raft
pilot returned to the ship, leaving the rest
of the team to assd the scientists in in-
vedtigating the buildings and the two
animals. Later, the air/raft could return.

Before long, everyone in the party
would regret that decison ...

Refereds Notes

The buildings: The floor plan shows
the layout of the smal complex of build-
ings on the ridge. The largest building
contains various implements and furnish-
ings that lead to the conclusion that it is
a dweling. Furniture — % meter tall



20

The Alien "Farm"
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tables and broad, shallow circular depres-
sions — is reminiscent of that used in the
alien probe that firg led the adventurers
to Storm, proof that they are on the right
track. The interior of the building shows
signs of violence, and one corner holds a
small pile of dry cartilaginous bones from
some alien creature.

Caeilings are 2 meters high and covered
with fluorescent panes that give off a
har sh, white light. Doors are only one me-
ter tall (adventurers must crawl through).
Windows are flat, narrow dlits, once glass-
ed over, but now broken, set % meter
above the ground.

The area designated as” stable" isawin-
dowless building constructed of silvery,
reflective metal. The door was originally
secured with a heavy, complicated lock
(the xenologist shot this off with a laser
to enter). Scratches and dents on the
door show attempts to force it open -
they were there when the buildings were
first examined. Inside the stable it is a
cool 20°C. Low troughs filled with vege-
table matter and two eight-legged, dug-
bodied animals are the only things found
within.

The alien attack: Several hours after
the departure of the air/raft, a large num-
ber of alien creatures are seen moving up
the ridge towards the characters. Other
bands of aliens are seen moving about in
other directions, converging on the site
they have called "the farm." Examination
shows them to be tall, four-armed, four-
legged tubular aliens, each nearly two
meters tall. Except for size, they arc iden-
tical to the small alien corpses found

aboard the derelict ship.

The aliens are a mob, without clear
organization or leadership. They carry
clubs, crude spears, rocks, and torches.
Attempts to communicate with them will
fail; they are interested in nothing but de-
struction and finding food - anything liv-
ing. They will attack the party at the
farm by rushing the buildings or by setting
fire to them. Captured or killed adventur-
erswill be dragged off and eaten.

Attacks are made in waves, consisting
of 1dx10 natives in each wave. Before
each wave attacks, the referee rolls 1dx5
to determine the number of casualties
they will take before fleeing. Once they
have fled, they will reorganize for another
attack 1d hours later. During this period,
players will be able to move around the
farm area, but an attempt to escape cross-
country will be met by renewed assaults.
For game purposes, assume an unlimited
supply of aliens (several hundred). These
will continue to attack until they win, or
the adventuers are rescued by the air/raft.

The animals: Within hours of being
discovered (before the first native attack),
the two animals found in the stable will

become sick, lying on their sides, panting,
and licking at a number of basketball-
sized swellings developing on their bodies.
The expedition xenologist will venture
the opinion that they are suffering from
some paradtical disease, but can do
nothing to help them. Eighteen hours
after the sickness develops, they die with-
in minutes of each other. The swellings,
though, continueto grow. If oneisopened,
a dender, 8-legged animal will be discov-
ered within, snake-thin, with a toothy
mouth with which it is busy eating its
way out of the larger creature.

Four hours after the animals die, ten
swellings on each carcass burst, releasing
a total of 20 animals (less any released
previously). Each is % meter long and
quite vicious, attacking the nearest avail-
able adventurer, and continuing to attack
until it is dead.

After careful study of both life forms,
the xenologist will conclude that the two
are actually the same species, in adult and
juvenile forms. An as-yet-unknown trigger
causes the growth of the offspring as buds
within an animal. The adult eventually
dies, furnishing food for the young as
they emerge. The two forms are different
enough to suggest that some unknown
stimulus eventually causes a metamor pho-
sis from juvenile to adult.

Conditions on Storm: Breathing masks
must be worn at all times. Other equip-
ment may be selected from the ship's
locker before the adventure begins. The
referee should decide what gear can be
carried, based on the needs of the adven-
ture and the experience of the group.

Short, violent storms are the chief nat-
ural danger on Storm. They may appear
at almost any time (at the referee's dis-
cretion) with about Sd minutes notice.
When a storm hits, visibility is reduced to
medium range, persons outside have all
stats reduced by half for the duration of
the storm (or until they reach cover), and
lightning becomes a severe danger. Each
individual not under cover during a storm
will be struck and killed by lightning on
a roll of 12. Roll 2d6 every 5 minutes.
Air/rafts will be hit on aroll of 9+; during
a storm it is impossible for an air/raft to
fly. The storm will last for 4d minutes,
then disperse as quickly asit began.

Animal encounter information for creatures encountered in this adventure

is asfollows:

Animal Type Weight
2 Intermittants SO kg
20 Killers 5 kg
- Hunters (Natives) 100 kg

Wounds +

Hits Armor Weapons
17/6 Cloth 3 horns A9F9S2
2/2 None 4 teeth  AOF053
20/9 None Varies  AOF052



Ending the adventure: The air/raft
has been delayed by a severe, lingering
storm around the ship, a storm which has
also cut al communications. Massive,
swirling thunderclouds over the landing
site will be visible to the adventurers, but
there will be no way of telling how long
the condition will last. After 20 hours,
the referee should indicate that they
detect a gradual clearing over the ship. 2d
hours later the air/raft will arrive. Gunfire
from the air/raft will disperse any native
attack long enough for the adventurers to
get aboard. Once an escape has been
made, the adventure is over.

Continuing the campaign: On return-
ing to the ship, the adventurers will find
that repairs have been made, and the ship
jury-rigged enough to make limited man-
euvers. The adventurers can choose to
leave Storm, carrying the information
they have gathered so far back to Caledon
Ventures so that a better-equipped expe-
dition can be sent later. In this case, they
will be rewarded a commission of CR
500,000 apiece 3d months later.

If they prefer, however, the adventur-
es can choose to continue exploring
Storm, hoping to complete their mission
themselves. This allows further adventur-
ing. Future issues of The Space Gamer
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will carry additional material as the trade
team seeks to solve the mysteries of
Storm and find the civilization that
brought them here.

Final notes: The discovery of the un-
usual life cycle of Storm's native life is a
key to the overall campaign. Players must
survive the native attacks to bring word
of their discoveries to the ship.

The "fortress' sighted beyond the
burning city should leave an impression
of great size and technological prowess,
and should suggest itself as a natural place
to seek further information on the natives
in later adventures.

© 1982 Marischal Adventures
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Many of the flaws of the firg edition
of High Guard ae corrected in HIGH
GUARD 2. The combat system has been
overhauled and considerably improved,
though it is more complex now. Black
globes arc handled in a more redigtic fash
ion. Wegponry is limited by the amount
of energy consumed. The use of "bat-
teries’ of weapons makes it much smpler
to caculate the overdl wegpons factors
of each ship. Other changes and additions
(such as ship agility, limits to the number
of batteries that can bear in combat and
the converson of severd tonnage-based
components to percentage bases) either
sreamline the ship construction rules or
add more redlisn to the combat system.

Of course, some items had to be con-
densed — or dropped altogether — in or-
der to fit the new information into the

FEATURED REVIEW:

same amount of pages. Thus, In the intro-
ductory section, the weaponry descrip-
tions are much briefer than in the 1 edi-
tion, and show some changes: Particle ac-
celerators, for instance, have been remov-
ed from the anti-missile role here and dse-
where in the book (odd in light of current
military thinking). Severd options have
been dropped from the combat section,
including the two damage rolls for pulse
lasers (though they do get a DM on the
damage table), the use of fudon drives as
weapons, high intensity missle fire and
orbital combat rules. Some optional com-
ponents for starships - missile magazines
for planetary bombardment and jump
governors for Book 2 ships - ssem no
longer to be available either. (Those of
you who 4ill have your 1g editions will
probably want to make use of some of
these rules in your individua play; for
those with only the second edition, | sug-
ges finding someone with the firgt if you

want to do any planetary bombardment,
etc.)

There arc other items that were rather
important that ssem to have been over-
looked, too, in this edition - and not by
design | would guess.

High Guard 1 faled to tell how many
pilots were needed aboard a tarship to
fly the vesd itsdf. The 2nd edition over-
looks this point as wel (though the new
Trillion Credit Squadron enlightens the
perplexed fleet commander on this). The
2nd edition aso apparently assumes that
no one is ever going to get sck aboard a
starship, as the medicd section of the
crew NO longer exists. An even more si-
ous omisson is the lack of information
on the new coding system for fighters car-
ried. In the breskdown of the USP on
page 52, there is the notation that the
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number of fighters is the number of fight-
er squadrons carried. There is no further
information on this anywhere in the book,
no tables for determining codes, no ex-
planation of how many fighters make up
a squadron. However, from the Trillion
Credit Squadron, it can be deduced that
the typical squadron consigts of 10 fight-
ers and the coding sysem figured from
there (or from the dld table if you have
the 14 edition).

In edition 1 a starship could carry a
wide variety of vehicles, including such
exotics as fixed-wing aircraft, dirigibles,
helicopters and submersibles. Now, ves
sds are limited to ground cars, ATVs, hov-
ercraft and air/rafts. Of course, the miss-
ing items are not overly important in star-
ship battles or in most campaigns, but
their loss is another reason to hang onto
your 1 editions, especidly snce skill in
these vehicles is dill available in the char-
acter generation system.

Another problem that the 2nd edition
should have cleared up but didn't is the
cew factor codes. The jumps between
the numbers of crewmen from each code
number to the next are far too gredt, es-
pecidly consdering that a crew hit drops
the crew factor by 1. Thus if | have a
crew of 99,999 (code 5) and take a crew
hit, I've lost at least 90,000 crewmen in
order for my factor to be dropped to a 4.
A second hit will take the lives of 9,000
more crewmen, a third 900 and on down.
Perhaps this is a redligtic loss of life with
such heavy weaponry, but then why would
the same weapon hitting a ship with 9,999
crewvmen only kill 9,000 men when it kill-
ed 90,000 on another ship?

Orne confusing change was that of the
fud purification plants. A plant cost a
straight 200,000Cr and weighed 50 tons,
cost and weight decreasing a set amount
per tech level. Plants processed a ton of
fud per minute. In the new edition, a ta-
ble shows the same decreases but, dong
with the text, says that the price is per
1000 tons of fud. The text further states
that ships with large tanks need more
than one plant, presumably one per 1000
tons of fud tank. How long fuel process-
ing takes is not told in HG2. So, based on
this, a ship with a 10,000-ton fud tank
that needed one plant which took ap-
proximately a week to refine its fud (a
long time admittedly; but a statement
elsawhere in the book led one to beieve
that military ships could use unrefined
fud anyway) now would need 10 plants
which do the job in an indeterminate
amount of time. The problem is com-
pounded by the percentage-based purifi-
cation plant table in Trillion Credit Squad-
ron, which is described as merely restat-
ing the table in HG2 in different terms,
but which gives decidedly different vaues
than the HIGH GUARD tables if both are
followed exactly. The answer, provided
by GDW's John Harshman, is that the
TCS table is off by a factor of ten! A ship
with a 50-ton plant designed with TCS
actualy needs a 500-ton plant!

There are some other questions | have
with HIGH GUARD, 2nd Edition (why,
for instance, the DM given the particle ac-
celerator at short range was switched over
to the meson gun, yet the particle acceler-
ator 4ill was listed as being most effective
a cdose range in the text). But before any-
one gets the wrong impression, let me go
on to say that the improvements in the
new edition far outweigh the faults.

The construction process has become
much smpler and more realistic. One great
improvement is the grouping of dl theim-
portant tables (with the exception of some
grouped on page 36) on the middle four
pages of the book. Not only does this



meake the tablesmore ble than those
spread throughout the book in the 1¢ ed-
ition, but you can even pull them out for
exsy reference. Drives and power plants
generdly cost less now; there are lesser
jumps in tonnage code for ship hulls (sze
jumps from 50,000 tons to 75,000 rather
than 100,000 as in the 14 edition). Parti-
cle accelerators are now included on the
turret weapons table, along with the new
barbettes. Streamlining is now available -
a least partially — for dl ship configura-
tions except dispersed structures and plan-
etoids. Computer models are now avala-
ble up to modd 9, though bis moddls are
limited to models 1 and 2. Armor is han-
dled in amuch more redlistic fashion. Cost
and weight are based on a percentage of
the ship's overdl tonnage rather than on
straight figures. It can aso be applied to
more ship configurations.

Perhaps one of the more useful im-
provements is the ability to design your
own smdl craft. In High Guard 1, dl pos-
sble ship's boats (fud shuttles, life boats,
fighters, etc.) were standardized. Now
you can design your own smdl craft just
as you desgn your starships. If you want
fighters that can serve unusua functions,
dl you have to do is desgn them. If you
want gunboats, you can create them. If
you want transport shuttles, draw them
up. (This section should eliminate some

of the comments I've heard regarding the
usdessness of Traveller fighters, based on
those in HGL1.)

Combat has been grestly expanded. The
turn sequence has become somewhat more
complex. Wheress the 14 edition had on-
ly four steps to combat, the 2nd includes
nine. The ship allocation and combat steps
have been combined into one combat step
and individual battle formation, precom-
bat decision, damage, breakthrough, pur-
auit and termina (boarding, damage con-
trol, etc.) steps have been added. The red-
ly new step is the pursuit step in which
ships breaking off may not automaticaly
escape; the enemy has a chance to catch
such ships, provided he has vessds whose
agility matches or exceeds those escaping.

Combet is a lot different now, too. In-
gsead of ships "squaring off and fighting
one on one, each ship in a fleet is put for-
ward (attacker exposng himsdf first) and
any batteries on any shipsin the enemy's
fleet may fire on the ship put forward
(though dl batteries may only be fired
once, offensvey or defensively, in aturn).

The section of the combat system that
governs hit determination has been great-
ly streamlined, making this phase of bat-
tle much esser to ded with. The attack
tables are dl contained on three pages. All
beam weapons — lasers and energy wee-
pons - have been combined on one table.
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Severd tables have been dropped totally.
All weapons now have ato-hit table, based
on wegpon factor. After that is determin-
ed, they must rall on the penetration ta
bles to se if they have gotten through
the active and passve defenses.

Particle accelerators arc more deadly
now, needing only to roll for a hit. And
the damage tables give greater possibilities
for damage, more critical hits, etc. They
dso dlow for the possbility that a hit
will have no effect. The old miscellaneous
effects table has been incorporated into
the regular and critical hits tables, drop-
ping that rather nebulous effect, “‘stream-
lining shattered." The modifiers for the
damage table are different now. Another
deadly addition is that spinal mount wee:
pons get extra damage rolls depending on
their code, and any battery with a factor
greater than the dze code of the ship it
hits inflicts automatic critica hits equa
to the difference (a good way to discour-
age piranhatactics). The black globe rules
are now more rational and complete.

While HIGH GUARD 2nd Edition ill
has severd faults that GDW should address
in the future, it is far superior to the 1¢
edition in dmogt every way. I'd advise dl
you fleet commanders to pick up a copy
if you haven't already. But do hang on to
your 1¢ editions for ship's vehicles, etc.
Youll be gad you did.







TRAVELLER as Science Fantasy

As every TRAVELLER player knows,
a ship has to carry tons of hydrogen to
fud its interstellar drive. Ships do not
aso carry tons of oxygen or some other
oxidant, so it is clear that the energy
needed to run the hyperdrive does not
come from burning hydrogen. Presum-
ably, it comes from fusion.

The fudon reaction that occurs in hy-
drogen bombs is the deuterium reaction.
Deuterium is a rare isotope of hydrogen
which has one proton and one neutron
(regular hydrogen has only a single pro-
ton). Regular hydrogen can fuse aso;
this reaction is called the proton-proton
reaction, and is responsible for most of
the energy given off by the sun. However,
the proton-proton reaction is much hard-
er to initiate than the deuterium reaction.
In the sun, a typical proton will last for
hundreds of years before fusng with an-
other — while deuterium will fuse in a
matter of seconds. That's an indication
of the degree of difficulty experienced
in trying to get protons to fuse.

If a TRAVELLER power plant runs
soldy off deuterium, there is little need
to carry around huge tanks of gas. In-
stead, one could Smply separate the deu-
terium out of rawv hydrogen, and carry it
in a much smaller tank.

One question is whether TRAVEL-
LER power plants use the deuterium
reaction or the proton-proton reaction. If
the deuterium reaction is used, raw hy-
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drogen scooped from a gas giant or from
an ocean can be refined, separating out

the deuterium from the rest of the hydro-

gen. It is true that the TRAVELLER
rules talk about refining fud — but this
clearly does not mean separation of the
deuterium, dnce unrefined fud can be
used, and mases the same as refined
fud. About 1 out of every 7,000 hydro-
gen atoms is a deuterium atom; that
means that refining hydrogen for the deu-
terium would reduce the mass of the fud
by 7,000 times. But in TRAVELLER,
unrefined fud meses the same as re-
fined fud, the only difference being the
incressed chance of a drive malfunction
when using unrefined fuel. Clearly, when
Marc Miller talks of refining he does not
mean separation of deuterium. Further,
if TRAVELLER power plants operated
off deuterium it would presumably be
highly efficient to separate out the deu-
terium rather than carrying such huge
guantities of hydrogen; thus, we can
presume that power plants in TRAVEL-
LER operate off the proton-proton
reaction.

Adding Up Protons

If this is the case, we can calculate
how much energy atypical TRAVELLER
power plant can produce.

Hydrogen weighs 1.008 grams per
mole, a mole being 6.02 x 10?2 atoms.
So in a ton of hydrogen there are 5.97
X 10*? aoms (assuming Miller is using
metric tons, 1 ton = 1000 kg). With an
A power plant, 20 tons of fud are needed
for one jump, and ajump takes a week to
perform. In onejump, 1.19x 10°! atoms
are consumed.

In proton-proton fusion, four protons
fue to produce a helium atom, some
stray neutrinos, gamma rays, and pos-
trons, plus about 25 mev (million eect-
ron volts) of energy. Thus, in one jump,
an A plant produces 7.46 x 10°" mev.
Million electron volts is a cumbersome
unit of energy; Americans are more famil-
iar with the kilowatt-hour. That comes to
3.32x 10'? kwh.

That's 4ill pretty cumbersome. A bet-
ter unit might be megawatt-years; a large
nuclear power plant can produce about
1,000 megawatts, enough to supply pow-
er to a city the sze of Portland, Oregon;
s0 a large nuclear power plant produces
1,000 megawatt-years of energy in ayear.
The entire installed electrica generating
capecity of the US is about 230,000
megawatts.

3.32 x 10'? kwh equals 379,000 mw-
years.

In other words, in one week, an A
power plant produces about one and a



half times as much energy as dl the elec-
trical plants in the United Statesin a year.

Energy Cost

If we assume that dl power is gener-
ated by A plants (and presumably there
are cheaper ways to do it), we can eti-
mate how much energy such a plant can
produce in a year, and dso how much
owning and operating the plant costs.

An A plant costs 8 MCR; if we amor-
tize the cost over 10 years, that's 800,000
CR per year. The TRAVELLER rules in-
dicated that a ship had to be maintained
after each jump, at a cost of 0.1% of its
purchase price. Let us assume that the
same gpplies to power plants, and that
they must be maintained continuously at
acost of 10.4% per year — i.e., the main-
tenance cost is paid twice every week for
52 weeks. That's 832,000 CR. Finaly,
one engineer is needed to run the plant.
(No other employee is required, Snce an
engineer is dl that's needed on a ship,
presumably he's dl that's needed on the
ground.) According to Book 2, an engi-
neer makes 4,000 CR per month, or
48,000 CR per year. So the total cost of
operating the plant is 1.68 MCR per year.

An A plant produces 379,000 mw-
years per week, so it produces about
19,700,000 mw-years per year. A sngle
A plant could fulfill the electricity needs
of 86 United States. The cost is 11.7
mw-years per credit, or alittle more than
100 million kwh per credit. That com-
pares to 5 cents per kwh, on average, in
the United States at the moment.

Heat

No power plant is 100% efficient.
A lot of the energy produced by a power
plant turns into waste heat. L et's be gener-
ous and assume that only 1% of the ener-
gy produced by an A plant winds up as
wadte heat (thisis a generous assumption,
because few processes are even 70%
efficient). An A plant will produce 198
x 10'? joules of waste heat per second,
or 4.73 x 1010 calories per second.

Let's assume that the plant is in-
stalled in a 200-ton free trader, which we
will treat as a 200-ton chunk of iron.
The specific heat of iron is .106, which
means that .106 calories are needed to
rase the temperature of one gram of iron
by one degree Kelvin. The melting tem-
perature of iron is about 1500 degrees K,
0 starting from absolute zero, we need
3.18 x 1010 caories to melt the ship.

So about .6 seconds after we turn on
the jump drive, the waste heat generated
by the power plant will turn the ship into

alump of molten metal. No one ever sad
interstellar travel wes safe.

Planet Moving

An interesting question to address is:
can the Imperium move planets?

The Earth moves in its orbit around
the sun at a rate of 29.8 km/sec, and
mases 5.98 x 1024 kg. The total kinetic
energy of the earth is then 2.66 x 1033
joules — that is, that ishow much energy
would be needed to stop the earth in its
tracks.

Energy costs 3.6 x 1011 joule per
credit, so stopping the earth would cost
7.4 x 10?? credits.

Let's assume that the average Imperia
citizen makes 10,000 credits a year
(which seems likely given the wages listed
in Book 2). Let's assume the population
of the Imperium is 100 trillion (25,000
Earths). Further, let's assume that citi-
zens pay 10% of their income in taxes.
The Imperium takes in 1 x 10'? credits
per year. If the Imperium devotes its en-
tire yearly budget to stopping the Earth,
it will take 74,000 years to do so.

So, das, the Empire isn't in the bus-
ness of shuffling planets, nor is it likely
to build Dyson spheres.

Sandard of Living

Wha effect will the cheap cost of en-
egy have on the standard of living?
Historically, there has been a very high
degree of correlation between energy
ue and standard of living. Both per
capita energy use and per capita income
(adjusted for inflation) in the US have
historically grown by 3% per annum over
the past 150 years, on average. A plot of
per-capita energy use aganst per-capita
income from the various nations of Terra
today shows an almost linear relationship.
There's some scatter, of course, but it's
clear that there is practically a one-to-one
correlation.

The average American makes, let's
say, around $10,000. At 5 cents per
kilowatt-hour, if he spent al of his in-
come on electricity, he could buy
200,000 kilowett-hours.

From internal evidence in TRAVEL-
LER, it seems like the average character
makes about 10,000 CR per year. At 100
million kw-hours per credit, he can buy
1 trillion kw-hours, or about 5 million
times as much as the modern American.

If we buy the assumption that there is
a direct correlation between energy us
age and standard of living, and between
the cost of energy and usage, then it
seemss likely that the average Imperidl citi-
zen has a dtandard of living 5 million
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times greater than the average American.
What the hell this meansis hard to figure;
a standard of living twice as good as my
present one | can easly imagine, but 5
million times is more difficult. What sort
of apartment can | rent for $5 hillion a
month? Still, | wouldn't refuse an income
of $100 billion a year. It's clear, though,
that the costs of equipment in TRAVEL-
LER do not reflect this incredibly higher
standard of living. A shotgun costs 160
CR, 16% of the average yearly income. |
could surely buy a shotgun for less than
$160, so the Imperia is no better off
than | am. A shotgun is a manufactured
good, and advances in technology, mech-
anization, and so forth, plus the fact that
resources would be cheaper because the
energy needed to extract them would be
cheaper, would mean that shotguns
should be much cheaper relative to in-
come.

Consequently, we must assume that
Miller was not aware of the implications
of his energy system when determining
the costs of equipment. If 1ICR = 1$
(which looks pretty close to most of the
TRAVELLER costs), then either people
should have incomes much higher than
the average American income, or the
costs of equipment should be much lower.

Concluson

A consideration of the energy pro-
duced by TRAVELLER power plants,
the cost of such energy, and the implica-
tions for standards of living, show that
there are a number of contradictions in
the way TRAVELLER is organized. The
massve amounts of waste heat produced
by ships means that they must have intri-
cate and complicated and bulky mecha-
nisns for getting rid of waste heat -
which implies that a 200 ton ship prob-
ably has severd hundred square kilo-
meters of radiating surface, something
which isn't evident in the desgn of
TRAVELLER ships. The low cost of
energy has implications for the standard
of living which are not reflected in the
schedule of costs and wages.

In short, though TRAVELLER is the
SFRPG which most projects the atmo-
sphere of a hard-science fiction universe,
it is science fantasy. However, | imagine
no one (least of al me) will let that hin-
der his enjoyment of the game.

Greg Costikyan is a student of (among
other things) libertarianpolitical /econom-
ic theory, planetology, and game design.
In the latter field, his published titles in-
clude The Oeature that Ate Sheboygan,
DeathMaze, and The Return of the Stain-
less Seel Rat. He is also a notorious
player of Diplomacy.



Traveller Book 3 and various other
supplements list certain useful items of
equipment for Traveler adventurers,
while Book 1 and Mercenary cover the
weapons characters will most often ac-
quire. Yet all these books neglect the
special, often concealed, usually illegal
weaponry that is the stock and trade of
those involved in covert operations -
the spy, the assassin, the terrorist, etc.
Paranoia Press SO RAG supplement on
the Zhodani secret intelligence service
lists some items of this nature, though
many of these are available only to the
Zhodani. Following is a listing of other
examples of covert equipment and weap-
ons which could be available to some
charactersthrough black market contacts,
espionageorganizations, or the Assassins
Guild. Streetwise may be used as a DM
in obtaining theseitems.

Small Arms

Needlers are amd| pistols designed for
dlent assassnation and lethal protection
a cdose ranges. They are dmilar in size,
appearance and performance to the body
pistol; the only external differences are
the pneumatic charge chamber at the rear
in place of the hammer and the smaller
hole in the barrel. The Needier is non-
metallic and is able to avoid detection
where metal detectors are used. A cursory
examination will usudly identify the
Needier as a body pistol if the examiner
is unfamiliar with the weapon. The Need-
ier holds a clip of 20 2mm-diameter
finned needles. The needles in them-
sves do little damage (1D-1) unless they
grike a vitd part of the body (an eye,
heart, etc.) where they do 2D-2 damage.
However, the needles may be coated with
a powerful nerve poison. If any damege
a dl is taken from a needle, the poison
will enter the target's body and, in most
cases, will be fatal in seconds. See the
section on Nerve Poison below for more
details.

The Needier is a Tech 8 weapon. It

|

will be available on a roll of 10+. If the
gun is available, so will be the needles
and the pneumatic charges. To locate
the nerve poison or clips aready treated,
however, a roll of 11+ must be made.

Use combat modifiers for body pistol.
A character's ill levd in body pistol
minus 1 may be applied. Terrorists may
choose Needier as a Specid Wesgpons
skill; Assassins may choose it as a Gun
Combat skill. Retired assassins of Trav-
eller rank 4 or higher may easily locate
and purchase Needlers a Assassns
Guild facilities; terrorists with sill in
the weapon may take it as a mustering
out benefit.

Weight: 275 gms plus 25 gms/clip

Cost: CR750 plus CRB0/clip plus
CR50/pneumatic charge (fires 40 needles)
plus poison cost.
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razor-sharp edges, often coated with some
form of poison.

Us Snapshot "thrown blade" rules.
A throwing disk does 1D+1 damage when
it hits. Disks will dice through smal
objects, such as ropes, and will gtick in
larger objects (walls, trees, people).
They will be avalable anywhere the law
levd doesn't prohibit the possesson of
weapons. Note that on worlds where
the wearing of brimmed hats is in vogue,
larger throwing disks may be found dis-
guised as hat brims, epecidly in bowlers.
Such hat disk weigh 1 kg, cost CR 35,
and do 2D+3 damege if they hit; a vita
hit does 4D. ST required to throw this
type beyond short range is 14+.

Weight: under 100 gms/star.
Cost: CR 150/10 dtars, plus poison
cost.

Tools for
Terrorists

by William A. Barton

Blackjacks are smal clublike wesapons
used by dl types of crimina elements
for close fighting. They consigt of a amall
cloth pocket or glove sewn around a
heavy clublike weight, often lead pellets,
with enough material left to form a han-
de for gripping it so the weight swings
loose. Count a blackjack as a Club-1 to
hit, doing 2D-1 damage.

The blackjack is a Tech 3 weapon,
weighs 1 kg and costs approximately
CR 35. It is eadly available, except on
law levd 9 worlds.

Brass Knuckles consist of a series of
metai rings, usudly of brass, weded
together, which dip over the fingers of
one hand and rest over the knuckles.
Count brass knuckles as Hand for pur-
poses of hitting, with ST modifiers as
for Hand. Damage is Hand+2. Brawling
kill level counts as a DM to hit as does
Unarmed Combat (but not both; use
whichever is higher).

Brass knuckles are Tech 3 weapons.
They are eadly available, except on law
level 9 worlds.

Weight: 200 gms.

Cost: CR 75.

Throwing disks are smilar to and used
in the same manner as the ancient Terran
throwing stars. Mog varieties used by
assasdns are small, thin metal disks with

Conceded Weapons

Blade Boots appear to be ordinary
shoes or boots. However, when an inter-
na switch is activated, either by pressure
on a toe switch or by clicking the hedls
together, an 80mm blade springs from the
toe of each shoe. Each blade locks into
place and will not recede until a second
activation of the switch. For purposes
of a hit, the range DMs for Hand+1 are
used and the armor DMs for a bayonet
are used. Each blade will do 2D damege
if a hit is obtained. Either Brawling skill
or Unarmed Combat may be used as a
+DM to hit when kicking with Blade
Boots. U Hand DMs for ST. A char-
acter may only strike with one boot per
round.

In addition to their inherent damage,
the blades of a boot may be coated with
any appropriate poison the characters
can acquire. Poison must usudly be re-
applied after every three times a hit is
obtained with a blade.

Blade Boots are avalable a Tech 5
and up. The roll to locate a pair is9+, as
they ae popular with the crimind
elements.

Weight: 1 kg (does not count against
encumbrance when worn).

Cost: CR 250.
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Belt Buckle Guns appear to be fancily
designed heavy belt buckles, but actually
are single-shot close-in emergency wea
pons. Some models may appear as an ac-
tual derringer, others will simply consist
of a disguised barrel. When activated by
pressure to the back of the buckle,
exerted by pushing out the stomach
muscles, the weapon section springs
open and fires its single shot at any tar-
get directly in front of the wearer. A
safety catch prevents the gun from
firing by accident; it must be released
before muscle pressure will trigger the
gun. Treat as a body pistol.

Whenever the roll to hit is an unmod-
ified 2, the spring mechanism fails to
work. The spring will not work until
repaired. When a 2 is rolled, a second
2D roll must be made to determine
whether the gun actually does fire in the
closed position; a 3- indicates it has and
the buckle is ruined. It takes 2 rounds
to reload a Belt Buckle Gun if it is
being worn, 3 if evading (1 and 2 if it
is not worn at the time).

The Bet Buckle Gun becomes avail-
able at Tech 6. The gun and ammo will
be available in most places on a roll of
8+.

Weight: 300 gms,
toward encumbrance.

Cost: CR 350; CR 1/solid slug.

Sword Sticks appear to be ordinary
walking sticks or canes, made of wood,
plastic or a light metal such as aluminum.
However, when the handle is turned,
a blade snaps out of the end. Treat the
Sword Stick as a bayonet for dl purposes
including range and armor DMs and dam-
age at short range. At close range, how-
ever, treat it as a club, since only the
stick part of the weapon can be brought
to bear.

The Sword Stick is a Tech 3 weapon.
It is approximately 1 meter in length,
with another 200mm added when the
blade is exposed.

A variant on the Sword Stick is the
Sword Cane - a cane-like scabbard which
conceals a foil-like blade. Treat this
sort of weapon as a foil in every way,
with the addition that the scabbard may
be used to parry other blades. This gives
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a -2DM to anyone trying to hit the
wielder with a hand-held weapon. Foil
skill only may be applied to this type of
weapon. It will have the same availability
as the Sword Stick.

Weight: both - 1 kg.

Cost: Sword Stick - CR 250, Sword
Cane-CR 150.

Camera Guns are single-shot weapons
concealed within a camera. Use combat
modifiers as automatic pistol. One-
half of any pistol skill (rounded up)
can be used as a DM. Damage is 3D-3.
The Camera Gun cannot take photos.
It takes one round to reload the Camera
Gun, 2 if the user is evading.

The Camera Gun can be concealed in
any camera from the Tech 4 Daguerreo-
type to the Tech 10 Canolta XA-1
(see Merchants & Merchandise) and be-
yond. Any camera can be converted to
a Camera Gun by a character or NPC with
Mechanical-3+ (and Electronics-2 for TL
8+ cameras) and the proper tools. Pre-
manufactured camera guns are tech 5+.

Weight: 200gm plus weight of cam-
era shell.

Cost: CR 350 plus cost of camera. -

Poison Rings come in two types.
Type 1 has a tiny spring-controlled
needle which extends when the jewel
is pressed or turned in a certain way.
The needle is coated with any number of
various poisons and is attached to a
poison sac within the ring. The victim
is poisoned by laying the hand on an
exposed part of the body after springing
the needle, administering the poison
through the needle's prick. This is often
done by shaking hands. The needle is
very delicate and will pierce no armor;
even thick clothes may render it use-
less. The sac usually contains enough
poison for five injections.

Type 2 has a hollow setting which is
filled with poison; this is dumped into
the victim's drink by turning the setting
on its minute hinge, allowing the poison
to fal. While the Type 1 ring is almost
always undetectable at work, a careless
person may be observed using the Type 2.

Poison rings are available from Tech 2
on up. They are freely available on law
level 0 planets and can be obtained
through the black market just about
everywhere else (roll 5+).

Weight: negligible.

Cost:CR 150.

Explosives

Explosives are stock in trade for ter-
rorists, assassins, etc., depending on
how messy a job they wish to do. As
explosives can be concealed in amost
anything, it is unnecessary to list such
devices. The following are three specid
items of particular note. For a listing of
various types of explosives, how they are
handled, their costs and damage, see
Paranoia Press Ryker's Catalog of Arms.
Remember that characters must make
the explosives mishap roll as in Mer-
cenary, with Demo skill as a DM, when-
ever using explosives.

TDX Cases appear to be — and can be
used as — ordinary briefcases, weighing
about 1200 gms. The difference is that,
under the covering, the briefcase is
fashioned entirely from a specially solid-
ified variety of TDX, the gravity-oriented
ground-plane explosive from The Best
of the Journal of the Travellers Aid
Society. What appears to be a combina-
tion lock on the case is actually an elec-
tronic timer, which can be set to deton-
ate anytime within 10 days. The case
itself does the normal damage for 1 kg
of TDX, about 12D at "ground zero,"
with the effects halving every 3m from
the 3m diameter central point of the
explosion. For even greater effects,
the case can be filled with more explo-
sives, up to 3 kgs of TDX, plastic ex-
plosives or other types, which will be set
off by the detonation of the case itself,
doing appropriate damage.

The TDX Cese first becomes avail-
able at Tech 11. It can be purchased for
CR 2000 on most TL-11, law level 0
planets. On other worlds it will only be
available on the black market (on a rall
of 8+).

Suicide Belts are designed for terror-
ists, spies or assassins who can't afford
to be taken dive on a mission and who
wish for the opportunity to take someone
with them. They consist of two layers
of leather or material sandwiching a layer
of either TDX or plastic explosive, de-
pending on the tech level of its manu-
facture. A length of primer cord runs
through the explosive. The buckle con-
ceals a minute electric detonartor, which
can be activated by the wearer, setting off
the primer cord which in turn sets off the




explosve. It can dso be st for a delayed
explosion, up to 1 hour.

The Suicide Bdt weighs 500 to 750
gms, depending on the bet design and
how much explosive it contains. It will
do 6-9D damage, dispersng as the TDX
Cae efects above. It has the same avail-
ability rolls and restrictions as the TDX
Case, except that it is first available at
Tech 6. Baze price is CR 500 to CR
1500, depending on the explosive (plas-
tic is cheaper). It is avalable on 8+.

The Demolitions Kit is a standard
accessory for those who work with ex-
plosves — not only criminas, but com-
mandos, combat engineers, and others.
The standard kit is avalable a Tech 7
and conssts of 20 blasting caps (CR 5);
20 electric blasting caps (CR 8); 2 chem-
icd timers (CR 5 each); 2 mechanica
timers (CR 10 each); 2 eectric timers
(CR 15 each); 1 eectronic timer (CR
20); 5m primercord (CR 1/m); specid
tools: knife, screwdriver, pliers, wire
cutter, etc. (CR 30) - dl in a specid
carrying case for CR 180 base price
(higher where difficult to get). The make-
up of the kit may vary somewhat depen-
ding on tech levd and on the purpose
for which it is to be used. Cases may be
of the hard-case type (count as cloth
armor) or oft shoulder bags. Mogt
cases have room for up to 4 kgs of ex-
plosves. The basc Demdlitions Kit it-
«f weghs 2.5 kg; soft bags weigh only
2kg.

Whenever a character wearing or
carrying a Demoalitions Kit takes a hit
from an explosve round or an energy
wegpon from an angle that could hit
the kit, roll 9+ for the kit to be hit and
5+ for the detonators to be set off if
hit. Count each blasting cap (electric
or not) as worth 1D damage and each
meter of primer cord as worth 2D dam-
age. All timers will be ruined if the kit
explodes.

Demo Kits ae generdly avalable
wherever explosves may be obtained
(legdly or otherwise).

Accessories

The Pen/Dart Thrower appears to be
an ordinary pen. It is actudly a smdl
dart thrower, holding one dart and a
andl pneumatic charge. A smdl switch,
just below the cap, activates the charge.
The dart is coated with a deadly poi-
son, less often with a tranquilizer. The
dart will hit a target a close range on a
roll of 5+ and a short range on a roll
of 8+ It is not designed to penetrate
any amor more resliant than jack.
However, if the to-hit roll a close range is
10+ or at short range a 12 and the target
is not wearing a sedled suit of armor,

the dart will have hit an unarmored part
of the target's body. The dart is good
for only one use.

The Pen/Dart Thrower is a Tech 8
device. It is standard issue for espionage
agents of the Ministry of Justice, SORAG
and other such services. Fully loaded with
dart and charge, the pen weighs 75 gms,
this does not count against encumbrance.
The Pen costs CR 500 base price, CR 25
for replacement charges, CR 5 for re-
placement darts. Poison prices and avail-
ability vary with the exact poison.

Soring Holsters ae smal, spring-
powered holsters which are worn on
the wrist, concedled under the deeve
The spring mechanism is triggered by a
quick flick of the wrist, propelling the
gun into the hand of the wearer. The user
of the Spring Holster must have had at
least 9x weeks practice with the holster
for proper operation, learning how to
avoid triggering the spring mechanism
unintentionally. Anyone who attempts to
use the Spring Holster without the
training period must roll 2D whenever he
activates it. On a roll of 8 or less, he

drops the gun rather than catches it;
on a roll of 2, he bresks a finger trying
to catch the gun asit is propelled into his
hand, then drops it. It takes one round
to retrieve a dropped gun, two evading.
A broken finger will make it impossible
to fire a gun with that hand. Proper use
of the Spring Holster eliminates the -3DM
for drawing and firing a weapon in the
same round.

The Spring Holgter first becomes avail-
able for use a Tech 7. It costs CR 250
and weighs 500 gms minus the weapon.
The holster is desgned for smdl guns
such as the derringer or the body pis
tol, and any such gun (including the
Needier) can easly be attached to the
holster mechanism. Spring Holsters may
be worn completely conceded under
most forms of clothing or armor. Char-
acters may choose Spring Holgter as a
Specid Wegpon ill in lieu of Quick-
draw Holster (or as a Gun Combat
ill in other services if the referee so
dlows) in place of the dx-week training
period. Higher leves of ill than 1 give
no further benefits. The Spring Holster
is available on 7+.
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The Electronic Lock Opener is a high-
tech verson of the lock pick kit. It
conssts of a amdl battery pack, often
disguised as a cigarette lighter, pen or
other common item, and two exten-
don wires. The wires are placed in the
keyhole of a lock, the device is activated
by flicking the switch, and a surge of en-
ergy bums through the lock mechanism.
The device is effective on any lock on
a roll of 3 or more (a 2 fuses the lock
shut). The device can be used 50 times
before requiring a replacement battery.
Its obvious disadvantages are that open-
ing a lock cannot be concedled as the
lock is ruined, and that the device can
not be legaly possessed by anyone who
is not a member of a security or police
force. In spite of this, it is usudly avail-
able on law levd O worlds and on the
black market (roll 7+). It is a Tech 9
device and costs CR 600. Replacement
batteries cost CR 150. Weight is neglig-
ible.

Poison Detection Srips come in handy
to assasins and others who routinely
ded with poisons and wish to avoid
accidental sdlf-poisoning. They resemble
tiny strips of litmus paper and are coded
to various types of metabolisms. The
strips are color-coded by genera race
(green for humans, orange for Adan,
blue for Droyne, brown for Vargrs,
etc.) and come in packs of 50 for CR 25.
Each strip is chemicaly treated to turn
black when exposed to a substance harm-
fu or faa to the metabolism for which
it is coded. The strips are used by placing
them in contact with the substance to be
tested. If the strip turns black, the sub-
stance is harmful to the metabolism
for which the strip is coded. Care must
be taken not to use a type designed for
another metabolism than that of the user.
Such errors can be fatal. Poison Detec-
tion Strips are generdly available, espec-
idly on those worlds where poison is
not prohibited by law and assassination
by poison is a way of life. Tech leve:
10. Weight is negligible.

Nerve poison is the lethal substance
recommended for use with the Needier.
A gmdl amount will generdly be fata
to any victim whose bloodstream it
reaches. If a victim's EN is 12+, he has
a 10+ chance of survivad; if he survives
the poison, he will be parayzed for 2d
weeks. Appropriate anti-toxins, such as
the Universd Anti-Toxin from SORAG,
will reduce the paraysis to 2D days if
injected within 6 hours after the victim
is poisoned. Once a victim recovers use
of muscle function, he will be a half
ST, DX and EN for 2D weeks.

20 doses of nerve poison cost CR 250.
It first becomes available at Tech 6 and
is highly illegal. Weight is negligible



In "Sorm" (February, 1982), adven-
turerswere forced to crash-land when an
electrical storm caused severedamageto
their ship. They found themselves on a
world they christened Sorm (E774800),
a planet with an eccentric orbit around a
young, hot star... and, as aresult, a planet
with turbulent climactic conditions which
were growing steadily worse. They had
come in search of an alien race whose
slower-than-light probe had been discov-
eredinanother system, aderelict; thelack
of jump drive technology and a complete
absence of computers and microelectron-
ics offered a possibility of an enormous
market for Caledon Ventures, the com-
pany which employed the venturers.

What they found, though, were im-
placably hostile natives, with a primitive
technological development and a form
unsuited to the design of the derelict
probe. Thelocals werefierce, aggressive
... and very, very hungry.

Having survived their first rude contact
with Storm's locals, theadventurers must
now consider their next move. For
though they thought they had their ship
repaired, a new problemhasarisen ... a
problemthat makes contacting the natives
more than a matter of profit. It's now a
matter of survival . . .

Referee's Notes: Clues in past adven-
tures in this series have introduced the
unusual biology of the creatures inhabit-
ing Storm. A reproductive cycle linked to
the severe temperature fluctuations of
Sorm's eccentric orbit makes for a puz-
Zing difference between life forms. Bud-
ding, triggered by rising temperatures,
produces a number of offspring in each of
the individuals exposed. The parent dies,
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Periastron

by J. Andrew
& William H. Keith, Jr.

furnishing food for the young. As the
comparatively short periastron period
comes to an end, the offspring mature
and ultimately metamorphose into the
long-lived adult forms. Juvenile and adult
are completely unlike in appearance, and
also in temperament.

If this adventure is played as part of
an ongoing campaign on Sorm, this in-
formation should be kept secret until
and unlessplayersreasonit out. Theref-
eree may prefer, however, to reveal the
knowledge as a working hypothesis by
NPC scientists in the party, especially in
games played outside a campaign frame-
work.

This folio adventure is designed for
characters of amost any background at-
tached to a Trade Pioneer Team aboard
the Type A2 Far Trader Scotian Huntress.
The referee may draw characters from
any source desired, including existing
campaigns. It is urged that characters
have some skill in ground combat.

Two scientist non-player characters
form a part of the expedition. Character
generation information can be found in
GDW Supplement 4, Citizens of the Im-
perium. Details on the statistics, perform-
ance, and layout of the Far Trader are
not necessary for this adventure, but they
can be found, if desired, in Supplement 7,
Tradersand Gunboats. Almost any other
Traveller book, adventure, supplement, or
game may enhance the enjoyment of this
adventure, aswell.

Background: Scotian Huntress carried
a top-rated Chief Engineer, but even he
hadn't been able to catch the problem in
time. Lost among the rest of the damage
caused during the crash-landing, the fail-
ure of savera key components in the life
support panels remained unnoticed, until
a full-power test was run on the ship
preparatory to lifting off. Then the sparks
and short-circuiting of the critical panel
announced the problem in no uncertain
terms.

Inertial compensators and interna grav
fidd components could be repaired, and
it wasn't long before they were back in
working order — at the expense of three
of the grav modules from the air/raft. But
the atmosphere and temperature regula-
tors were harder to replace, both in terms
of parts and time. And, with the damage
as it was, time was suddenly a crucia
factor.

Internal temperature control was no
longer working. The outside temperature
was up to 40°C, and ill going up, as
Storm swung towards periastron. The
crew's equipment wasn't designed to sup-
port them continuously for more than a
short time; as things stood, there was no
way they could get the temperature con-
trol repairs made in time. Only a single,
faint promise of hope existed, unearthed
by the team's planetologist.

A little over 30 km away from the
ship, on the other sde of aridge and a
wide valley, a native city had once stood.
Now ravaged by wandering bands of hos-



tile natives (the juvenile form), the city
no longer seemed important. But a struc-
ture towered above it, on the sdes of a
mountain; a brooding structure of uncer-
tain purpose. Anadyss made by a scout-
ing party had shown this building to be a
tremendous source of heat, and the com-
puter projected a high probability that
this structure was actualy a large, refrig-
erated complex. Inside, the computer
claimed, the temperature was actualy
wel under what the humans thought of
as normd - a chilly, but comfortable,
10°C.

It was imperative that the party find
a place of refuge againg the rising heat.
Once that was done, it would be possible
to keep vacc suits and other gear in better
operating condition, to give the engineer
and his helpers a chance to dowly work
on the ship. It seemed the only chance for
aurvivd was a gambler's throw: vigt the
strange building, knock on the front door,
and hope for a friendly welcome ...

Referee's Notes

Overland trek: Use of the air/raft has
been greatly curtailed by the use of grav
modules to repair the ship. It will serve
reliably to carry supplies and a pilot, but
its capacity for both weight and speed has
been reduced. Attempts to fly at more
than % gspeed are subject to a roll for
breakdown (7+ each combat round). At-
mospheric turbulence can adso be a source
of danger to persons using the air/raft.

Trave is conducted at the rate of one
hex each hour. Each hour, too, the rd-
eree should check for native encounters,
equipment failures, and other events. See
the map and event table.

Supplies: The referee may designate
the contents of the ship's locker (this
should, of course, remain consistent in an
ongoing camapign). The adventurers may
carry any equipment or supplies they fed
they may need. An eectronics tool set
should be available for repairs to vacc suit

Event
Roll two dice:

2 Lightning: Fierce flashes of light-
ning begin. A character must roll
his dexterity or less to take cover,
or suffer 8d damage.

Natives: SeeNativesrule.

No event

Storm: See Conditions.

Natives

Storm

Lightning hits air/raft: Pilot takes
4d damage immediately. Air/raft
crashes on roll of 8+, or if pilot
becomes unconscious.
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Table

Storm
10 Noevent
11 Natives
12 Natives
13 Natives
14 Natives
15 Natives
16 Natives

DM+4 if party is within three

Openterrain— 1 hex/hr.
#»* Rough terrain - 1 hex/2 hrs.
¥% Impassable
eee Road - 2 hexes/hr.
7= Ruined buildings

1lhex =2km.
Each devation line = 25 m. adtitude.

hexes of the Complex Building.

ar conditioners that may occur during
the adventure.

Conditions: Vacc suits must be worn,
both because of the unpleasant tempera-
ture and because of the high ozone con-
tent of the atmosphere. Violent storms
and other natural phenomena are ds0 a
caue of condderable hazard. During
storms, forward progress isimpossible for
1d hours (during which other events and
encounters may take place). Other dif-
ficulties may be imposed by the referee
by natural hazards as he sees fit.

Natives: Native encounters are govered
by the event table. Natives are two meters
tall, tubular, with four arms and four legs.
Generally, they are amed with spears,
clubs, torches, rocks, and other random,
primitive weapons. They aways attack.
A total of 1dx10 will be encountered at
any gven time. They break off and
retreat when half or more are killed. If
they capture an adventurer, they will
attempt to eat him on the spot.

Equipment failure: The air/raft is
prone to falure at al times; if put under
strain, falure is dmost certain. Vacc suit
ar conditioning units are aso under an
enormous load, and may aso fail. Check
for ar/raft falure every time a hex is
entered. A roll of 10+ indicates the air/
raft has mafunctioned, and is perma
nently out of action. In addition, check
hourly for ar conditioning failure. A roll
of 8+ means one unit has faled. Air
conditioner repairs take increments of %
hour, with one throw of 7+ alowed each
time. Electronics and mechanica il
may be used as a DM. An electronics kit
is necessary to make the repairs.

If the repair is not make within two
hours, the character will have one charac-
teristic reduced to 0. Each 15 minutes



theresfter, another characteristic is re-
duced to zero. This will not happen if the
party finds shelter in time.

The doors. Before starting the adven-
ture, the referee should choose five hexes
on the map which are designated as doors.
These doors occur in building hexes, in
low acoves which appesar to be reinforced,
and far more sturdy than the remainder
of the building. They are 1 meter high,
and a smdl recess 5 cm square is set into
esch. The "bracelets" from "Flare Star"
will fit the small recess, and can be used
to open the doors. Additional bracelets
may be found in the city; see below. The
doors cannot be forced.

Characters will spot a door on 11+ if
they pass through the hex, on 6+ if they
search it. Additional doors may be
located as "Interesting Artifacts;" see be-
low. Every door is connected by a tunnel
complex to the dien structure which is
the object of the quest. Once a door has
been found and opened, the adventure is,
in effect, over.

Searching the city: One hour will af-
fice for one team of characters to search a
city hex. The party may wish to divide
into two or more teams in order to speed
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Useless Artifacts

Characters who explore the ravaged
city will find a large number of artifacts,
most broken, some intact but useless.
These are examples. The referee may de-
viseothers.

A turquoise cube, 5 cm to a side, no
apparent lid or opening. Something may
be heard to rattle inside.

Metd rod, 9 cm long, 1 cm diameter.
One end will glow bright blue if the rod is
lifted to a vertical position.

Metd cylinder, .4 m tal, .5 m diam-
eter. Bears dien inscription. Weighs 200
kg. Top may be removed easily. Contains
aviscous, plastic substance.

Statuette of a disc-shgped alien, 3 cm
in diameter, composed of a shiny ferric
alloy. Appears to be holding a largish,

cigar-shgped artifact. Undersde bears a
trefoil-shaped symbol.

Gizmo, composed of dull, bluish metal,
about 2 cm to aside. Bears yelow plung-
er. If the plunger is depressed, one end
of the artifact will become red-hot in a
few seconds, remaning hot until the
plunger is depressed a second time.

Hollow, tranducent sphere, .3 m in
diameter. In one place there is a neat,
circular hole.

White disk, 1.8 m in diameter, 6 cm
high, firmly socketed in floor. A large
number of colored plungers cover the
radius in three tiers. Playing with the
plungers will have no evident effect.

Ovd plague of yelow, plastic-like
material, securely fastened to the wall of
a ruined building. Bears dien inscription
and arrow-like symbol pointing in a ran-
dom direction.

Interesting Artifacts

Roll two dice:

2. A vehicle. Thisisan dien ground car, apparently undam-
aged. It will hold up to four disc-shaped aiens (or a Smilar
number of humans), and is capable of cross-country speeds of
20 km/hr (haf in rough terrain). Needless to say, the controls
are very strange. It will take at least an hour to figure the thing
out and get it moving. Check for each attempt hourly; aroll of
10+ indicates success. Applicable modifiers include Mechanic
and Wheded Vehicle. The car has enough fud for 2d6 hours;
once fud is gone the party will not be able to find more.

3. Hand laser. This weapon can be recognized from "Flare
Star." On 6+, it is charged and operable.

4. Map. Thisis a detailed map of the city, annotated with
dien text. Green symbols mark the positions of tunnel entranc-
es. A green line indicates tunnels. Mogt green lineslead to the
dien structure.

5. Locker. What the players see isametal plate in the wall,
about 1 m high and 2 m wide. Inspection will reved the
presence of hinges and alock. The lock must be shot off to be
removed. The interior gpace is about 4 m deep. Anima parts
and pieces of vegetation are stacked negatly around the walls.
The temperature is 5 degrees C. Throwing food will dis
tract hungry natives for 2-12 rounds, alowing the characters
to escape, if they think of trying it. In addition, the locker
may be used as a refuge in the event of suit air conditioner
failure.

6. Bracelet. Thisis akey, recognizable from "Flare Star." It
may be used to open a tunnel door.

7. Intact building. The characters may barricade themsalves
here if attacked by natives. "Storm" furnishes an example of
dien architecture. 10% of buildings contain lockers.

8. Metal door. Thisisan entrance to the tunnel complex. It

is described in more detail above.

9. Ruined building. This structure is of more than usud
interest, Snce there are many pictures on the surviving walls.
Smdl statues or models may be found among the rubble. This
place was once a school or museum. After an hour's study,
the characters would come to understand the aliens' life-cycle,
and would learn that the dien structure is a place of sanctuary,
probably inhabited.

10. Box with plungers (1). This "black box" is an dien
recording machine. Playing with the plungers will, on 8+,
produce a loud babble which will attract 2d6 hostile natives.

11. Box with plungers (2). Thisis an dien fud cedll, which
depends on strict chemica baance for operation. Playing
with the plungers will cause a yellow pand light to burn. Two
minutes later, the yellow light will start flashing, and a loud,
keening noise will start. In 30 seconds, it will explode, doing
5d damage to everyone within 5 meters, and 2d to everyone
within 10 m.

12. Box with plungers (3). Comm unit. On firgt use, it will
behave as Box 1, but with the addition of a bright, confusing
visud program. Repeated use will, on 10+, open a channd to
the dien structure. A disc-shaped dien will appear on the
screen. The box will make babbling noises, perhaps additional-
ly repeating statements made by the characters, but in a
strange, distorted way, In 1d6 x 10 minutes, an air/raft of
dien desgn will appear overhead and land as near as possible
to the comm unit. A door will open. There is nothing insde
but a number of disc-shaped seats. The controls arelocked, and
the whole thing is under remote control. If the characters
enter, they will be taken to the dien structure. (End of adven-
ture.) If they fire on the ar/raft, the aiens will decide that
they are hostile, and refuse them entrance under any circum-
stances.
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their searching. However, this will make
them more vulnerable to native attacks.

Every search will result in the uncov-
ery of one "Interesting Artifact" and 1d3
"Usdess Artifacts.” Some of these will
be helpful; some will be time wasters. Re-
gardless of their immediate usefulness,
they may prove vauable if brought back

to a human-occupied world. After the ad-
venture, roll two dice for each artifact.
A 2 or 3 means that it isessentialy worth-
less. 4-10 means it will bring a 1d6K
credit bonus from Caedon Ventures. On
an 11 or 12, the artifact is worth 1d6 x
10K credits. A second identical artifact
will bring no additional bonus.

The adventure: Characters who try to
reech the dien structure directly will find
it dmogt impossible. It is surrounded by a
mob of natives who are attracted to it by
instinct. Moreover, no entrance is obvious
from the outside, and the wadls are im-
pervious to anything the characters might
use. Only parties who find a door have
much chance of surviving the adventure.

Within the complex, the adventurers
will finally meet the aiens they have been
seeking, the mature form of the tubular
natives who have been so dangerous.
Thee are disc-like beings, a meter and a
half across, with a civilized and peaceful
nature, and a technically sophisticated
culture. They will be friendly; once com-
munications are established and a com-
mon language worked out, they can not
only help the adventurers survive, but
prove a lucrative source of trade for Cd-
edon Ventures, giving the party a fa bon-
us to look forward to on returning to
civilization.

Referees may prefer to await the pub-
lication of the last of this series of adven-
tures on Storm, which will show some of
the practical difficulties of setting up re-
lations with this race.

© 1982 Marischal Adventures
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The Omni-Car

by William A.
Barton

This article, originally written for the
"Tools for Terrorigs' artide from TSG
49, involves gpy-cars in Traveller terms
It was ingired by several James Bond
movies and by Car Wars. Here we have
the Omni-Car, a Tech-10 wheded ground
vehicle - with surprises.

It appears to be an ordinary ground
car and comes in a numbe of modds:
sedan, gorts car, etc. The Omni-Car is
als capable of operation in the air and
underwater. On land, the vehide is treat-
ed as any other ground car, except that it
can travd at speeds of up to 250 km an
hour on good roads An optional trunk
rocket booster can hep it achieve spesds
of 500 km for two periods of 30 seconds
each; a ground vehicle mishap rol mug
be made each time it's employed, +4DM
if used on any terrain but good road.
Range before refuding is the same as for
the ATV. Ground vehicle ill is required
for use in the land mode, though Jack-O-
Trades may be subgtituted (and nearly
everyone can drive it to some degree).

The car isalso equipped with two anti-
gav modules milar to those in the air/
raft, which can lift the car and carry it
through the air at speeds of up to 90 km
an hour. Air/raft or Grav Vehicles ill is
required to use the car is this mode,
though Jack-O-Trades may be subgtituted
here. Anyone may make short hops, but a
ral of 8+ mug be made to avoid damage
to the vehicle when landing without any
skill.

Toenter thewater mode, the Omni-Car
mug be driven or flown into a body of
water. The interior of the car is airtight
and presurized for dives of up to 500m
bedow the surface Air isrecyded and will
lag aslong asthe plant isoperating. Once
in the water, the whedsretract and all ex-
ternal compartments seal, and a gern pro-
pdlor and ruddersextend from below the
trunk compartment. Underwater, speads
of 35 km/hour are obtainable; range is
the same asfor the land mode.

In addition to the normal contrals, the
Omni-Car containsaradar and sonar scope,
a tracking scope for tracer devices and a
multi-band long-range communicator/
srambler. Forward, the vehide mountsa

pair of linked LMGs concealed behind the
parking lights (2,500 rounds each) and
two mini-missletorpedoes in launchers
diguisad as bumper adornments (radar-
controlled or heat-seeking, CR 1000 each,
treat astac missles doing 8d damage). A
length of chrome running down the
center of the hood to the hood ornament
is actually the tube for a laser; the hood
ornament isthe dght and a target scopeis
mounted in the dash above the geering
whed. Treat thelaser asalasy rifle +5 to
hit. It will operate as long as the power
plant is undamaged and fuded, though
each firing reduces the range of the
vehide by 10 km. Sandard features
rerward incdude a gmoke generator
which may be converted to a laser aerosol
a CR 1000 extra, and which may also
generate various forms of gas an ail
dick gector (4 uses pe fill), and a drop
compartment, which may be filled with
pikes (CR 1000 refill) or mines (CR 100
each, compartment holdsfive - treat asa
Tech 9 hand grenade, exploding when
run over). The hubcaps of the wheds are
extendable blades capable of cutting
through mog tire materials, reachingto a
range of one meter.

All windows, windshields, lights, etc.,
are made of bulletproof glass equivalent
to battledress. The body of the car is ar-
mored to the equivalent of battledress-3
(three levelsbetter protection than battle-
dresy. In addition, a special armored
plate, equivalent to two layers of Tech 10
AFV armor, can be raisad from a recess
behind the rear windshidd, giving extra
protection to the occupants. Tiresare Hf-
sealing to avoid blow-outs and have an in-
ne core of solid rubber. Treet ascloth-2.

Internal protection includesretractable
glass partitions (bulletproof) which can
be raisd to isolate the badk seat from the
front and the driver from the passenger
seat. Any of the partitioned areas can be
flooded with knock-out gas by the driver.
All seats in the Omni-Car are gection
seats which are independently controlled
by the occupant or the driver, who hasan
override control. The driver's seat, when
gected, converts into an auto-gyro (see
Sorag for details) for which Rotary-winged
Airaraft ill or J-O-T isneeded.

A ecia dectronic key is needed to

unlock the doors and trunk of the Omni-
Car, as wdl as to trigger the ignition. If
the correct key is not inserted, or if a
pecial code known only to the keyholder
is not tapped in firg, the person inserting
the key will recave a shock dmilar tothat
ddivered by the Taser. Forced entry into
the locked car in an attempt to bypass
the locks will send a charge through the
entire body of the car (this charge can be
activated by the driver from the indide,
too). Locking up the car automatically
setsup the shock-trap.

Options to the Omni-Car indude
the aforementioned rocket boogter (CR
2000, CR 1000 per réfill); atrunk flame-
thrower which may be indaled if the
rocket boogter isomitted (CR 2000, good
for ten shots CR 200 pa rdoad); a
taillight-mounted liquid gector capable
of shooting a pressurized sream of water,
paint, or other liquid up to 30m for 10
seconds (CR 800, good for two shots);
anti-personnd mine drips diguised as
dde chrome (five to a side, CR 200 each,
treat as LAG flechette round for range
purposss and RAM flechette round for
armor DMs and damage use the group
hits for shotguns rule at all ranges except
close); an active/passve IR sysem (CR
2500); and external sound system/
eskers for creating Srens, other vehide
sounds, miscellaneous noises, and ampli-
fied vocals (CR 3000). A mini-computer
may also be ingalled as an option, and
the driver's compartment may be psonic-
ally shidded for five times the cost of a
psionic shidd helmet.

Base price for the Omni-Car (minus
options) is CR 450,000. Average weight is
3 tons. The Omni-Car mug be specifically
ordered. It is manufactured by Ahab
Trangport, Ltd., which hasbranch offices
on mog subsector capitals throughout
known space and manufacturing plants
on many TL 10+ law level 1 worlds (8+
for a plant to be on any specific world).
There is a dx-month waiting period on
any order, plusshipping time. Gover nment
agencdes may be able to secure them
quicker, and terrorigts often obtain them
by hijacking shipments. Omni-Cars are
generally only used by groups or organ-
izations whose scope of operationsis re-
gricted to one particular world.
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Expanding

ASTEROID

| '; by Steve Jackson

In my humble opinion, GDWs Aster-
oid is a moderatdy great game. Though
its background is ddiberatdy slly space-
opera, the game sysem is fairly wdl-
integrated, rewarding inteligent play and
punishing impulsiveness. The components
are attractive, the rules almog without
ambiguity. | likeit. But that'snot to say |
wouldn't make changes ...

The firg time | saw Asteroid played, |
darted making notes for alternate rules
Space-opera has 0 MANY clichés, after
al . . . and this game comes nowhere
close to covering them all. Asteroid isa
great dmulation of the bad sdi-fi movies
on the late show ... asfar asit goes...
0 let's see what dse we can get in there.

Rule clarifications. There are two
dightly ambiguous spots in the Asteroid
rules, both concerning gunfire When |
have played it, it's been assumed that

(a) a wounded character can fire nor-
mally, though he cannot move;

(b) you may not attack an enemy in
your square with a gun or disntegrator;
you must make a melee attack.

Counter changes. For some reason,
GDW did not mark "to hit" numbers or
movement values on the character count-
ers | sugges you do so; referring to the
table dows the game too much.

New Characters
Dr. Ferguson Liangisin hislate '80s,

but remarkably wel-preserved; the last
two decades of hislife have been gpent in

pace with Project Skymine and its prede-
cessors. He is now the chief medic on
Phobos. He is also a mager of kung-fu.
Dr. Liang's characterigics are O with guns
(he hates the things); hisKILL number is
4; his move is 4, and hismeeevaueis5.
(It would be 6, but kung fu does not
work aswell on robots,) He hasthe special
ability to give any wounded character
firg-aid (by means of his med-kit). He
can also give himsdf firg-aid. Each turn
that Dr. Liang remains gationary in the
quare with a wounded figure, and they
are not attacked, roll onedie. On arall of
1, that character's wounds vanish.

“Whizkid” West is a 12-year-old Science

Fair winner; his prize was a fidd trip to
Phobos. His secial talent is robots — in
fact, hé'sbetter at it than the Prof himsdf.
Whizkid can fix a damaged robot as the
Profesor can. He can also attempt to
repair an ‘‘erratic” robot on any turn
when it is not being hostile. Proceed asif
the robot were inoperable, rolling one die
to determine the time needed to fix it.
Continue to rall each turn for therobot's
behavior. If it becomes hogtile before it is
fixed, it will NOT attack Whizkid - but it
may attack other characters Thetimehe
ent repairing the robot islost.

Whizkid's gatigtics are 1 with guns at
dther close or far range (hésnever used a
oun before); 4 to kill, 2 to melee. He
moves 4 gquares per turn. Like Sasha, he
is +1 to hit because of hissize.

Neither the Professor nor Nicholle will
leave the sation without Whizkid. The
other characters will gladly leave without
him; he's something of a brat until you
get to know him, and mogt people don't
want to. (Exception: If Whizkid fixes
and/or kills three or more robots, he will
become the group mascot, and NOBODY
will leave without him if he's dill alive)
Whizkid will not leave if the Profesor
and/or Sasha are till in the station.

Crazy Eddie Wadsworth is a natural
mimic. A ressarch chemist from Phobos
Station, he was acquainted with the mad
Dr. McDonald, and can imitate his face,
voice, and walk very wdl. A robot will
not recognize Crazy Eddie as an enemy
when it sees him unless (a) he attacksiit,
or (b) a 1 isrolled on one die. Only one
dieisradled regardless of how many robots
can see him. Once the robots attack Crazy
Eddie, they will keep attacking him until
he can get out of the sght of al robots.
Then he can dart over, confusng the ro-
bots all over again. But once he entersthe
room with the computer brain itsdf, heis
recognized on a 1, 2, or 3 for the res of
thegame.

All Crazy Eddies datigtics are the
same as those for the Professor. He's not
much of a fighter, but he makes a great
scout.

New Gadges

Who ever heard of a mad scientist
leaving only one or two inventions lying
around? TherésnotelingWHAT Dr. Mc
Donald might have been working on.
Some possibilities:

Anti-Gravity Belt. Any character wear-
ing this belt can move any numbe of
qquares per turn, as long as he/she moves
in agraight lineand doesnot passthrough
doors or walls. The bdt is no good in
ventilator shafts, ether - not enough
ace to fly in. The A-G bdt will not
bresk down.

Autodoc Belt. Push the button on this




bet and it will diagnose the nature of
your wounds and inject medicine to cure
you. Theoretically.

Any character except the robots and
Sacha can wear this belt and useit if he/she
is wounded. On a 1, 2, or 3 the wound is
cured. On a result of 4 the belt breaks.
On a5 thebelt breaksand killsthe patient.
On a 6 the belt kills the wounded charac-
ter but does not break. Aslong as the belt
does not break, it may be passed between
characters and used any number of times.
Lucky, Whizkid, and the Prof can fix this
belt as though it were a robot.

If you want to balance the game in
favor of the humans, you may make up
extra counters for these two belts and
hide them on the station. To keep the
game balance the same but add unpredict-
ability, let the robot player make note of
which type of belt — invisibility, A-G, or
autodoc - the one belt counter represents.
Whizkid and the Professor can tell them
apart. Anyone ese will have to put abelt
on and try it to see what it does.

Any belt is destroyed if the character
wearing it is killed by gunfire.

Help for the Robots

With dl these new characters and toys
for the human side, the robot player
needs some assistance. Possibilities:

Jump-Doors. The stairway markers be-
tween levels should be numbered in pairs,
on the FRONT of each counter: two
numbered 1, two numbered 2, two num-
bered 3, and two numbered 4, one esch
ascending and descending. Now these
dairs represent jump-doors — teleporting
devices. Number 1 up leads to number 1
down, and vice versa — but the counters
may be placed anywhere in the station,
as long as the UP counters are on the
lower level and the DOWN counters are
on the upper one. Now the humans will
have a harder time finding their way
around the station.

Dummy Chits. Take the "clone sol-
dier" counters and let the robot player
add them to the free placement group.
Thexe are dummy chits to confuse the
humen player. A dummy has no effect
and is removed as soon as a human can
"see' it. If Ms Jones uses her powers on
a dummy, the counter is NOT removed,
even if e istold the truth about it.

Robot Tradeoffs. Point values are as-
dgned to dl robots as follows: Utility = 1.

Mining = 3. Roamer = 5. Thus, the robots
of the origind setup are worth 57 points.
The robot player may change the robots
in his setup to any combination (counters
will have to be improvised) that does not
exced 57 points worth. Note that the
sup rules remain the same; therefore, at

least 3 utility robots must be taken.

Mobile Computer Brain. The computer
brain could have mounted itself on one
of the mining robots. If you use this op-
tion, just remove one mining-robot count-
er from the setup, and let the computer
move and fight like a mining robot. The
advantage to the robot player is that the
computer brain can "run away" from the
fight - and it may do this at any time,
even before it is "seen" by the humans.
The disadvantage is that any roll which
destroys the mining-robot body will turn
off the computer automatically, initiating
the sdf-destruct sequence and making it
easer for the humans to win.

The computer player does not have to
tell the humans whether the brain is mo-
bile until he moves the brain or until it
IS seen.

The Cyborg Double

Saving the best for last, here's a truly
fiendish variant rule. Dr. McDondd, as
part of his evil plan, prepared one very so-
phisticated robot ... a cyborg double of
one of the men a Phobos Station. He
anuggled the robot to Phobos, where it
did away with its human counterpart and
replaced him. So now one of the human
"heroes" is actualy a robot! The Profes-
Sor suspects, but has no proof . . .

If you use this variant, then you must
(a) dlow the player to start with a ship
holding 14, instead of 12, or (b) alow the
robot player only 45 points worth of ro-
bots. At the game's beginning, the robot
player looks at the human characters and
chooses which one is the cyborg. It
MUST be one of the adult characters
from Phobos Station - and it CANNOT
be Lucky, who istoo lucky to have some-
thing like that happen to him. The robot
player notes which character is the
cyborg. Due to faulty programming, the
cyborg does not sabotage the ship on the
way in, or anything sensible. In fact, it
does not reved itsdf until the computer
brain is first seen. At that time, it immed-
iately changes sides. The robot player re-
veds the note showing who isthe cyborg
and takes command of that character. It
moves and fights just as before - but for
the other side.

Before the cyborg is reveded, it will,
of course, be controlled by the human
player. The robot player will have to
avoid destroying his own cyborg - but
if he can keep the human player from
guessing who is the cyborg, the surprise
will be even more deadly.

Ms Jones can attempt to use her
powers to find out who the robot is. She
may "scan" any or dl of the characters
(only once per character, and only one
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per turn). The robot player draws chits,
as usua, to determine whether she lies or
tells the truth. Thus, her determinations
are not likely to be reliable.

One expedition member can attack an-
other at any time the human player is
sure he knows who the cyborg is. (The
cyborg cannot start hogtilities unless the
computer brain has been found, and must
start hostilities at that point.)If a"human"
character is killed, the robot player must
say either "Looks human,” or "There are
wires inside" - whether the character
died as a result of a robot attack or a hu-
man attack. The only way to know who
the cyborg is — until the computer brain
isfound — istokill it.

For true fear and uncertainty, set up
the scenario so the human player does
not even know whether there's a cyborg
a dl — let done who it is. Use dummy
chits (as described above) and the robot
point system. The robot player takes
EITHER 57 points of robots OR 45
points plus a cyborg - and does not tell
the human player which option he has
taken, unless and until the cyborg is re-
veded ... if thereis one.

Asteroid is a lot of fun. These variants
will make it even more unpredictable and
"camp." Watch out for the cyborg, and
good hunting.
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THE NEWCOMERS

In "Periastron” (April, 1982), the
team of trade pioneers aboard the Far
Trader Huntress was forced by
events to seek help from the enigmatic
natives of the planet Storm, a dangerous,
inhospitable world on which the Huntress
had crashed. Fighting the elements and
bands of hostile savages, the adventurers
ultimately took refuge in an underground
complex built by the civilization they
sought.

Outside, violent summer con-
tinues unabated. But though it is now
over 50°C outside, inside the complex
the temperature remains at a cool 10° or
less. Thus the adventurers no longer need
worry about straining their overworked
environmental gear inthegrueling heat of
the planet'speriastron passage. Repairsto
the Scotian Huntress have been delayed
by the conditions outside, but can be re-
sumed at leisure. In the meantime, the
trade team has settled down to the job it
came to do in the first place - opening
up full commercial relations with the
natives.

After several days of intensive effort
with computer language translators and
similar learning aids, communicationswith
Sorm's inhabitants began to open up.
They are flat, disc-like beings .5 meters
tall but nearly 1.5 meters in diameter.
They have achieved a fairly sophisticated

Tech Level 8 civilization . . . though itis
radically unlike those of the mainstream
cultures the Scotian Huntress crew isfa-
miliar with. Computers and other micro-
electronics systems are unknown; even
communications technology is far below
par, a result of high interference gener-
ated by the active star the world circles.
But all in all, there are many points of
contact between the two cultures, and it
is plain to all that the H'Oskhikhil (as
they call themselves) seem quitelikely to
be excellent partners for the em
ployers, Caledon Ventures, in future mer-
cantilerelations.

The scientists with the team have
taken the opportunity to learn a great
deal about the life cycle of inhab-
itants. With a hot, young star and a wildly
eccentric orbit, Storm spends a period of
over five hundred years in the cold phase
of its long journey in orbit. Conditions
are reasonably stable, but bitterly cold;
only an unusual amount and
internal heat keep the temperature warm
enough to sustain water-based life, and
that only for forms which can adapt read-
ily to underground life for the period of
apiastron. At the end of this period,
though, comes the short but incredibly
violent "summer," when the world passes

to the star and suffers from the
massive environmental upheavals of peri-

by J. Andrew
Keith

astron. No life can adapt to both phases
of the world's orbit without massive ad-
justments. Thus the life forms on Storm
were forced to change drastically each
time the cyclerolled around.

The cycle has brought about an inter-
esting adaption. The coming of the hot
phase triggers the reproductive mechan-
ism in most of the world's life. Several
buds are produced in each life form,
which consume the parent animal and
emerge as a radically different juvenile
stage. These offspring then undergo a
short period of rapid growth and devel op-
ment - marked primarily by voracious
appetites - which ends only as the drop-
ping temperature after periastrontriggers
a metabolic change. After a metamor pho-
sis period, the adult form is ready to
emerge into the cooling world. This life
cyclegivesrise to great longevity, one of
the main attributes of Storm's varied
animal life,

Conditions on Storm hampered the
development of civilization there, but
several factors overcame the influences
against it. First, the long lifespans of the
H'Oskhikhil and their generally superior
intelligence have made each generation
capabl e of quick devel opment and growth.
More importantly, though, was the
discovery of its own cyclic nature. A few
individual scould surviveperiastron by liv-
ing in cool polar caves, for example,
though survival was a hit or miss affair.
Eventually, it became possible to trans-
mit knowledge accumulated by one gen-
eration to the emerging population of the
next one. Gradually, the H'Oskhikhil
learned to build places of refuge that
could survive from one generation to the
next. A few of the most intelligent of the
race, together with records of civilization
and knowledge, could thus be guaranteed
the chance to help the next generation
start ahead of thelast one.

Long-lived, extremely intelligent, and
dedicated to peace and learning, the in-
habitants of Storm seem the ideal find
for the trade team. But the coming of hu-
mans to Storm proves a mixed blessing;
the natives are soon given reasonsfor re-
gretting their hospitality. When this hap-
pens, the trade team finds that it stands
to lose more thanjust a new market and a
commission
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This folio adventure is desgned for
characters of dmost any background at-
tached to the Trade Pioneer Team aboard
the Type A2 Far Trader Scotian Huntress.
The referee may draw characters from
any source dedred, including existing
campaigns. It is urged that characters
have some kill in ground combat.

No specific Traveller books, adven-
tures, or supplements are required to play
this the basc Traveller st
(books 1,2, and 3) is sufficient. However,
damost any of the additional materias
available for use with Traveller can be of
vdue in enhancing the enjoyment of this
situation. For example, deck plans of sev-
erd ships that appear in this adventure
can be obtained from GDW's Supplement
7, Tradersand Gunboats.

Background: For the trade team
stranded on Storm, the passng of weeks
has gone dmost unnoticed, logt in the in-
tense excitement and hard work of ce-
menting relations with the natives within
the enormous refrigerated complex known
to the travellers as "the Citadel." The
H'Oskhikhil have been thoroughly intro-
duced to the concepts of computer
technology, and ae mog interested.
Blessed with an innate ability to do very
rapid menta calculations, the race has
never been pressed to develop the basc

computer technology usualy needed for
a civilization like theirs, "organic com-
puters' were the rule instead. Now, how-
ever, the Scotian Huntress party has been
able to show the many advantages of
usng computers - not only in their func-
tions as sophisticated calculators, but as
devices which can regulate equipment,
store information, and otherwise improve
the badic abilities of the H'Oskhikhil cd-
culators. Dedlings had, in fact, progressed
to the point where trade — computer
components and software exchanged for
the radioactive elements so common on
Storm - was ready to begin in earnest.

Then came a crisis.

A new market can't be conceded for-
ever. Though knowledge of Storm had
been carefully shrouded before the be-
ginning of the voyage of the Scotian Hun-
tress, the facts were bound to lesk out
eventually. And representatives of other
firms were bound to turn up sooner or
later, to challenge the Caledon monopoly.

Unfortunately, the firm that came to
Storm after the Scotian Huntress consist-
ed of employees of Carillines, Ltd. Car-
illines weas ruthless, aggressve, and well-
known for its determination to turn a
profit, no matter what it cost others.
Sometimes little better than legdized
pirates, the Carillines thrived in the loose

terrain
Rough terrain
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political structure of Reavers Deep. And
they found Storm, ariving while the
Cdedon team was 4ill engaged in nego-
tiations.

Linked by land-line communications,
the population at the Citade received re-
ports from other refuges near other cities
on Storm. When the Carillines ship landed
near a city 200 km northwest of the Cita-
del, new reports began to come in on the
activities of the newcomers. The new a-
rivas spread out to explore the ruins of
the city; they plainly became convinced
that conditions were ripe, in the wake of
a catastrophe, to pick up loot and plunder
indiscriminately. Their ruthlessness made
the depradations of the juvenile H'Osk-
hikhil look harmless by comparison.
When juveniles appeared, they were
daughtered without mercy, and pursued
when driven off. It seemed that the lead-
er of the Caillines expedition bdieved
that no civilization remained to trade
with. So no efforts were made to study
the world, the artifacts which were found,
or the ndtive life. Instead, looting and de-
struction seemed the main task of the en-
tire group of Carillines crewmen.

For atime, the actions of the newcom-
ers could be looked upon as unfortunate,
but not redly harmful. But when the de-
cided to investigate the loca refuge, the



plunderers went too far. No entrance was
obvious, therefore, they made their own
with lasers mounted aboard alaunch. The
result was a disaster. Many adult H'Osk-
hikhil perished in theinitia invasion, while
the rest were doomed by the destruction
of the refrigeration units that kept them
from suffering the reproduction cycle.
Through it all, the humans acted without
thought, without apparent understanding
of the situation. When the refuge wes at-
tacked, the transmissions quit. But every-
one in the Citadel knew wel enough what
had happened. And many couldn't help
but become suspicious of the humans
they had welcomed into their own midst.

Opinion was split within the Citadel.
Many H'Oskhikhil were convinced that
the humans from the Scotian Huntress
were friends. These individuals gave the
team a warning of what could come of
the crisis . . . and away to avert it. It was
quite possible that the humans would be
expelled, or worse, killed out of hand -
as a safeguard, or in reprisd - unlessdra-
matic proof were offered of the humans
good intentions and their lack of connec-
tion with the newcomers. If, for instance,
the Carillines crew were subdued .. .

So, thanks to the thoughtlessness of
other humans, the Scotian Huntress trade
team was caught in an unusua dilemma
Without proof of their goodwill — proof
that could only come from an attack on
the larger, better-armed party from Car-
illines - they were in great danger. They
could lose the friendship of a freshly con-
tacted race ... the new market opened
after such hardship and difficulty . . .
amd, indeed, their very lives.

Refereg's Notes

Resources: The referee may designate
the contents of the ship's locker from the
Scotian Huntress on hand at the Citadd
(in an ongoing campaign, this may aready
be known). Equipment and wesponry
should be limited somewhat, and depend
largely on the referee's judgement of the
best balance to strike between the diffi-
culty of the stuation and the sze and
abilities of the group. All characters
should be armed, though the quality of
wesgpons or the quantity of ammunition
may be curtailed somewhat to keep the
group from indulging in indiscriminate
attacks.

Transport to the areain which the Car-
illines ship has landed is limited. The
Scotian Huntress can fly, but has limited
endurance due to breakdowns (still under
repair) in the life support systems. The
ship's air/raft has been cannibdized for
parts; if it is gill flying at al, it is very

much restricted. The H'Oskhikhil have
remote-controlled air/rafts (see "Perias
tron"), but these are limited in range by
the poor qudity of radio dgnds in the
presence of the energetic star . . . and by
the fierce storms that can ground or de-
stroy grav vehicles during the summer
season. The same storms make it imprac-
ticd to handle native air/rafts directly,
though a character with grav vehicle-4
can pilot such an dien vehicle as if his
kill were grav vehicle-1.

The best means of trasportation avall-
able is an underground transportation sys-
tem which connects the refuges with one
another. A ground car can carry the party
to a point near the destroyed refuge,
where a break in the tunnel (made during
the attack) disrupts further movement.
Either of the two tunnel exits shown on
the map may be used by the party upon
their arrivd a the new city.

The Carillines Party: The oppositionis
divided into two groups, the smdler of
these is on board the main Carillines ship,
a 400 ton “far trader" (the sbsdized
merchant vessss is described in Traveller
Book 2). This party consists of four indi-
viduals, who will be found either aboard
or in the immediate vicinity of the ship.
If an darm is given as a result of the play-
er-character actions or attacks, the ship
party will withdraw to the defense of its
vesH. It is very unlikely that the adven-
turers will be adle to gan access to the
ship with wespons normaly available,
once the darm is given. The ship isarmed,
carrying two dua laser turrets plus sand-
casters. The dte of the merchant ship is
marked on the map; if the ship lifts off,
the referee should keep track of any
movements it may make.

The larger party crews the launch, an
amed auxiliary equipped with a beam
laser. The party contains eight people,
who may be on board or operating on the
ground nearby. The referee may secretly
choose a location for the launch at the
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Event Table

Roll two dice once each half-hour:

2

©O©ooNO®

10

12

Lightning: Fierce flashes of light-
ning begin. A character caught in
the open must roll his dexterity or
less to take cover. Failure to make
the throw results in 8d damage.
No ships may fly during a light-
ning storm.

Natives: See Nativesrule.

No event

Sorm: Vighility drops to medium
range. All stats of individuds
caught in the open are reduced to
one-hdf origina vaues. They
remain this way as long as the
character isin the open. Lightning
will hit exposed individuas on a
roll of 10+, made once per five
minutes. Effects are asin 2, above.
The storm lasts for 5d minutes.

Natives

Storm

No event

Natives

Natives

Natives

Carillines launch: The amed
launch appesars overhead, hovering
above the location of one or more
player characters. It remains over-
head for 2d minutes, before fly-
ing off to a destination of the ref-
eree's (secret) choice. During the
time it is overhead, characters will
be spotted any time they move, or
on a roll of 10+ made once per
minute. The Caillines people,
who have been troubled by juven-
iles, will tend to sweep aresswhere
they spot intruders with laser fire.
A hit by laser fire is made on a
roll of 9+, and is treated as light-
ning (see 2, above) if it is made.
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adventure's start; it may, however, move
from this location as a result of event
table directions.

Both groups should be armed and
equipped as the referee sees fit; on the
whole, they will be better outfitted than
the Cdedon team. Exact equipment
should be sdlected by the referee for max-
imum balance and playability.

Conditions: The unpleasantly high
temperatures and the ozone content of
Storm's summertime amosphere make
vece auits an absolute necessity for hu-
mans traveling outside. Violent storms
and other natural hazards will be a great
danger for adventurers and their oppon-
ents; the event table regulates the occur-
rance oOf these. The referee should fed
free, however, to add further dangers to
overcome. On Storm, the elements are
the dnge worst danger to unwary ad
venturers.

Natives: Native encounters are govern-
ed by the event table. Natives are hot-
phase juveniles, tall, tubular, with four
arms, four legs, and large appetites. They
generdly carry torches, clubs, spears, and
other makeshift, primitive wesgpons and
tools. A total of 1d x 10 may be encount-
ered a any one time. They aways attack
when encountered, and make to distinc-
tion between one sde or another. A native

attack bresks off when haf or more are
killed from the ranks of any given group.
If a human is captured or killed, he will
be eaten as soon as possible. Stats for the
natives, for those who have not been
following this sequence of adventures are:
Weight - 100 kg. Hits - 20/9. Armor -
none. Wounds & weapons - by weapon
type (club, crude spear, or rock). AOF052.

The Adventure: The players must at-
tempt to overcome both groups of Caril-
lines crewmen. The exact course of their
attack will, of course, depend on the
strategy and tactics they choose to adopt.
In general, taking the 400-ton trader en-
aures that none can escape . . . but the
trader may prove dmost impossble to
take without capturing the laser mounted
on board the launch.

By and large, the best possble result
from the players point of view is one
which ends in the capture of the senior
Carillines people, rather than in outright
daughter of dl involved. If the enemy
leaders are captured, they can be brought
before the H'Oskhikhil in demonstration
of the team's support for its new friends.
Also, if dl the oppostion is killed or
merely driven off, the H'Oskhikhil may
not believe they were enemies of Cale-
don's people at al, but may suspect collu-
son of some sort.

Resolution: Fina negotiations depend
upon the skill of the adventurers, the suc-
cess of the attack, and smilar factors.
The referee should rall on the Reaction
Table (Book 3). The following DMs apply:
If Carillines people were taken captive,
DM+3. If the Carillines ship escapes,
DM-2. Appropriate skills can dso favor-
ably modify the result.

A result of 10+ indicates an over-
whelmingly successful voyage, and will re-
ault in the award of a specid bonus (dis-
cussed below) to the group. Results of 8-
10 are successful, and provide standard
commissions for the team. A result of 57
results in a breakdown of negotiations,
with no bonus becoming available to the
party despite its efforts. A result of less
than 5 causes a complete rgection of the
humans; referees who so desre may
choose to st further adventures around
attempts to escape from this disaster,

For successful completion of the mis-
sion, the party receves a commisson,
amounting to Cr500,000 for each mem-
ber. If a specid bonus is awvarded as dis-.
cussad above, the commission is raised to
Cr750,000 apiece. The referee should fed
free to increase or decrease these amounts
as appropriate to his campaign.
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and intrigue that will lead you to discover . .. The riddle of

Stonehenge! ... The secrets of the pyramidsl ... The mysteries
of the ancient world! as you play Man, Myth ft Magic
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Man, Myth ft Magic is a fantasy role playing game set in the ancient
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Itis summer, 41 A.D. Your journey has been long and arduous but at
last you and the rest of your party camp within the great stone ring of
Salisbury plain and spend an anxious night waiting for the golden
glow of the midsummer day's dawn. Your thought's are not of the
mad emperor, Caligula, who sent you on this maniacal quest, nor do
they dwell upon the evil clans of Black Druids who stood between you
and this night; but rather of the unknown, mystical dangers that lurk
within these very stone megaliths, dangers and powers that will be
unleashed as sure as the sun will rise. Obsessed with this premonition
of danger you have not the slightest inkling that when that same sun
rises you will be irresistibly pulled into a series of events of such
magnitude that they not only dwarf Caligula and Rome itself; but
form the greatest adventure in human history. You have not the
slightest suspicion that tomorrow's dawn will throw you into danger

world. A world seen not from our modern historical perception; but
rather through the eyes of the people who lived it. A world filled with
magic and sorcery, demons and monsters, and incredible powers and
forces that hold the key to the domination of all mankind.

Learn role playing faster, easier than ever before possible as a
seasoned gladiator fighting for your very life on the bloody sands of a
Roman arena!

Reincarnate as an Egyptian sorcerer, a British Druid, even, perhaps an
Irish Leprechaun to face the might and mysteries of the ancient
world!

There has never been a role playing system like Man, Myth ft Magic.
The Basic game is so simple to learn and presented in such a manner
that you actually play as you read through it for the very first time.
The Advanced game is so rich and varied that it will bring you literally
years ot breath taking ma?ic._ mystery and adventure. The scenarios
are written in such a full flavored, spirited style that it makes it easy to
become the best game master players have ever seen.

Man, Myth ft Magic has been specially commissioned by Yaquinto
from novelist and author Herbie Brennan whose books on fantasy,
science fiction and the occult have earned him an international
following. This is the first time that a major fiction writer has turned
his attention to building a role playing system from the ground up ...
and the results are staggering!

Mr Brennan, author of a dozen books, has created a new kind of
novel, one that people role play rather than read. While each exciting
adventure may be played separately, it is also a chapter, or episode, in
a series that are all interrelated and filled with mystery, intrigue and
irony. Each hair raising episode will hurl you more deeply into a
twisting plot that leads you to the final earth shattering climax.

Man, Myth ft Magic comes complete with three booklets
containing: all of the rules, six adventures (three for the basic game
and three for the advanced), and a game master's guide containing
various charts, tables and maps, along with two percentile dice, a
pad of character sheets and player aid information and a large folded
sheet of tear out maps.

Man, Myth ft Magic A Role Playing Game of Man's Greatest
nturesl . ... $19.00

Ordering Instructions: Send check or money order to Yaquinto
Publications, P.O. Box 24767, Dallas, Texas 75224. Add £1 00 for
postage per order. Allow three to four weeks for delivery. Overseas
orders add S4.50 additional postage and handling per order. Sorry, no
COD’s
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Featured

Sriker, GDW's system for min-
iatures conflict in the Traveller universe,
is here. For role-players, miniature aficion-
ados, and Traveller fans, the event would

appear to be a happy one.

Striker comes packaged in the format
Traveller appeared in originaly, with the
same sort of box containing three 6" by
9" rules booklets, each 48 pages long. But
Sriker dso includes a 16-page booklet
of desgn sequence tables, two sheets of
charts and tables, two dice, and a beauiti-
fu cover paining by William H. Keith.
The rule booklets themsdlves are divided
into basic rules, advanced rules, and equip-
ment. A first glance a the box and con-
tents leaves a highly favorable impression,
as is usudly the case with GDW products.
Upon closer examination, thisimpression
is reinforced, page by page and rule by
rule ...

Striker is an impressve piece of work.
It covers just about every aspect of smdl-
scade warfare one can imagine, from tech
levds 5 (World War 1) to 15 (Traveller's
Imperium, some 3,500 yearsin the future),
with only minor omissons. There are
more rules crammed into that little box
than in any set of SF miniature rules with
which I'm familiar. And Striker provides
what is probably a closer smulation of
red-life combat situations than any min-
iature rules set currently on the market,

STRIKER

by William A. Barton

SF or otherwise.

That last statement might irritate min-
iatures enthusiasts who dready have a
favorite set of rules. I'll give what | con-
dder the reason for Striker's superiority:
The game's mogt innovative rules are de-
rived more from role-playing systems
than from miniatures conventions. Unlike
most miniatures rules sets, Striker does
not dlow a player to move any and dl of
his forces in whatever manner he likes. In
addition to their morae ratings, troops
have initigtive ratings which determine
how much and how many types of action
they may take beyond direct orders. This
rates from low for recruits to average for
regulars and veterans and high for elites.
Recruits may do nothing but follow or-
ders exactly as given - and even then not
unless they are under the leadership of a
higher-initiative NCO or officer. On the
other end of the scale, elites may impro-
vie farly extensively outside their orders
if the situation warrants it. Trandated
into role-playing terms, the elites and (to
ome extent) the veterans represent
player-characters, while the regulars and
recruits become smilar to NPCs who do
not aways behave exactly as the player-
characters might wish.

To further place the player in the
"role" of the commander of a smdl unit
of troops, Striker utilizes highly innovative
rules for command and communications.

Once they've received their operating
orders prior to start of play, most troops
will continue to follow those orders until
they accomplish their objective, receive
new orders, or contact the enemy and are
fired on. Low-inititive troops must be
led by a high-initiative officer or NCO (or
a least an average-initiative NCO) to fd-
low a al. The amount of time it
takes to dve orders once the game has
started is four 30-second turns; is for
troops in direct contact (stands touching)
with the officer or NCO giving commands.
The time is doubled for troops in com-
munication by radio and may be greater
in other instances (though possesson of
a battle computer will reduce the time
and a map box will have it). Wha this
means is this: Should an isolated squad
get into trouble, instead of a player im-
mediately being able to move other for-
0es to assit, the entire skirmish could be
over before communications could be es-
tablished with another unit and orders
given to send assstance to the besieged
unit. This might seem disconcerting to
the miniatures player who is accustomed
to the "omniscient 1" approach. Yet it is
much more redigtic than most systems,
giving the player a greater appreciation of
the problems a unit leader must face in
combat. Role-players, used to the incon-
sistent actions of obstinate NPCs, should
have less trouble adjusting to the concept.



Some will note similarities between
the leadership systems of Striker and those
of certain boardgames such as Squad
Leader. Indeed, there are some pardlels.
However, the overdl scope of Striker is
much greater than in most such games.
Higtorical gamers who tend toward min-
iatures should find much of interest in
Striker, provided they'll look beyond the
Traveller " SF" |abel; nearly any non-nava
historical action from through mod-
en times may be smulated using the
game's systems. (Striker could be a good
ploy to introduce your historica gamer
friends to SF — and vice versa)) The influ-
ence of GDW's own TacForce modern
miniature rules can be seen too.

In fact, to give justice to the plethora
of materia contaned in Sriker would
take much more space than is avalable
for this review. To summarize: Book 1,
Basic Rules, covers in three sections the
bare necessities needed to play. "Preim-
inaries' outlines the game scde =
Im) and Terran environment of the basic
rules, tells the role of the referee, and cov-
ers force composition and organization,
morale, and initiative, and how to create
unit cards. "Playing the Game" provides
the turn sequence, the command, com-
munication, and morae effect rules, and
movement, visbility, and spotting rules.
"Fire Combat" covers the mechanics of
direct and indirect fire for infantry units,
vehicles, and artillery, including specid
rules for grenades, tac missiles, and lasers,
and notes how to determine and admin-
ister wounds, vehicle, weapon, and struc-
ture damage, and the effects of combus-
tion and smoke.

Book 2, Advanced Rules, breaks down
into four sections: "Advanced Rules"
"Optional Rules," "Campaign Rules,"
and "Integration with Traveller." The
first section adds such exotica as meson
accelerators, MRLSs, point defense, drones,
nukes, electronic detection, anmmo use,
encumbrance, weather effects, night and
non-Terran planetary environments, engin-
eering rules, and rules for explosves and
other important factors. Optional rules
cover melee, chemica warfare, and the
use of aircraft (either in ground support
or dogfighting), while the campaign rules
dlow continuing conflicts with guidelines
for treating the wounded, combat repairs,
experience, and budgets. The final section
of Book 2 explains how to Srik-
er's combat sysems with Traveller's
role-playing and its universe. It covers the
initiative and morae differences of the
major races of Traveller, including info on
Zhodani pdonics and K'kree claustro-
phobia, how to determine military budgets
for the worlds of the conver-
sons from Sriker armor and wesgpons to

High Guard for orbital bombardment by
starships, and the philosophy behind the
Imperial Rules of War for those wishing
to dage conflicts within the Imperium.

Book 3, Equipment, isjust that — lists
and ligts and lists of weapons and equip-
ment, dong with dedgn sequences for
vehicles, weapons, arcraft, and helicop-
ters. Four sample vehicles help the novice
wade through the mounds of materia
on design.

Adde from the massve amount of ma
terial contained therein and the redlism of
command and communications rules,
what dse about Striker makes
purchasing? Agan, there just isn't room
to ligt dl of the game's good points. One
that deserves mention is the combat sys-
tem. Rather than the regular
Mercenary system, Striker utilizes the
cleaner, more redigtic Azhanti High
Lightning combat, extended to cover
blade and melee weapons, heavy support
and artillery weapons, explosives, and al
the other aspects of combat. Players who
have been annoyed by the amor-as-aDM-
to-hit syndrome of Traveller can breathe
a dgh of reief: Here, armor makes no dif-
ference on whether you get hit or not; it
may keep the hit from penetrating, or at
least will reduce its effects. Armor and
wespons have been further broken down
into tech leve differences; battledress and
combat armor of higher TLs give more
protection than those of lower TLs;
lasers become more powerful a TL 13+,
etc.

The mdee system
of AHL has been replaced with one usng
al the blade, brawling, and natural wesp-
ons of Traveller, plus a fev more. New
wespons have been added, from WW bolt-
action rifles to magnum revolvers to laser
and gauss pistols, though the off-the-shelf
Traveller autocannon is missing, replaced
by rules for designing autocannons. Infor-
mation on how many dice damage each
category of wound is aso included.

Other high points include integrating
coherent rules for vehicles into Traveller,
a boon to every ref who's ever had to im-
provise such information on the spur of
the moment. The explosives rules include
details on the nature and use of TDX.
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The vehicle and explosives rules aone
should save referees enough time to make
the purchase of Striker worthwhile.

Another sdling point is the vast variety
of vehicles and weapons that can be de-
sgned. Some examples of vehicles have
aready appeared in Uragyad'n of
the Seven Pillarsand GDW's Broadsword.
Virtualy any tank, truck, car, jeep, weap-
ons carrier, APC, etc., can be desgned
with these rules.

While Striker is a mgor addition to
both the Traveller and markets,
there are some problems. Some are due to
printing and typesetting errors, some to
omissions, and a few to problemsinherent
in the system (though there are far fewer
of these than in most comparable works).
The mgor flaws, as | se them, are few
enough to list. In doing so, | hope to em-
phasize how good the overdl system is
and to note a few things that may need
addressing in future editions.

So what is wrong with For
one thing, the vehicle and weapon design
rules are incredibly complex and require
constant legfing back and forth between
Book 3 and the design sequence booklet
- and occasondly the other books for
complete understanding. It doesn't take
quite as long to design a tank asit doesa
High Guard starship, but it can come
close. Unless you're a mathematical whiz,
you'll want to make sure you have your
pocket caculator handy a dl times.
Some designs don't work out wel or are
extremely tricky to figure out; you have
to be careful when putting energy wesp-
ons on vehicles with energy-draining pro-
pulson systems, for instance. The design
system just isn't as Smple as some might
like.

I'm not totally satisified with the heli-
copter desgn rules; while other vehicles
and craft can be amost from
scratch, these must be taken from a single
table, leaving little variety. The arcraft
rules are a bit sketchy, too, when com-
paed to the other rules;, they seem to
have been added as optional rules, mainly
for completeness, and may not play a
great part in most Striker-related actions.

The game scde is another problem,
one common to miniatures games. The
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1:1000 scde seems grody off for 15mm
figures, especidly if miniature buildings
are to be used. This is difficult to prevent
without having a playing area too big for
most rooms. Usng 1/285 miniatures at
the scde for the 15s here would produce
a greater picture of redlity (and more ve-
hicles ae avalable in this scde than
15mm), but that would lose some of the
flavor the Traveller 15s provide. Another
possble problem with the scae, pointed
out to me by Don Gdllagher, is that it is
st up mainly for infantry; vehices (es-
pecidly grav vehides and aircraft) can
travel far too swiftly in this scale, making
their use difficult a times. Also, to Sm-
ulate close combat, it will be necessary to
use AHL, as Striker can't redly handle
such close action.

Another problem with the sysem is
the rule for combined armor values. If a
soldier wearing battledress is hiding be-
hind a brick wal and is hit, the armor va-
ues of the wall and armor are not added
together, as might be expected. Addition-
a armor has a negative-gain effect, so that
less than the total protection of each is
provided when they're added together.
This may actually happen in some cases,
but it seems that a bullet, after penetrat-
ing severd cms of brick, would be less,
not more, capable of penetrating battle-
dress. Also, note that if a character is hit

in an area not protected by such cover, ig-
noring armor for the moment, the wound
is considered more severe than indicated
on the damage tables for vitd spots. This
is an area that could use some expansion.
Another concept | have some questions
about concerns the continued existence
of the four-man fire team at higher tech
levels. It seems that as weapons become
more deadly, units would become more
dispersed to avoid higher casualties caused
by high-radius burst weapons, until the
basic unit would become the dsngle in-
fantry soldier. When one battledress-
soldier with
agrav belt can pack as much fire power as
a modern squad, why bother with fire
teams — unless you want to provide the
enemy with more targets?

There are some omissions — though
not many - of items | had expected to be
included from advance notices and sem-
inars on the game. For instance, flame

throwers and flame weapons in genera
ae not covered a all, except for the
amoke effects of incendiary rounds. But
these and others are probably items that
had to edited out of the final draft in
favor of more important items and rules.
Hopefully, they will appear in future
supplements.

As a brief note to those who have the
first printing of Sriker and noted, among
a few other points, the missing Laser
Penetration Table, an errata sheet appears
in Journal 12 which includes this table
and a revised Grav Vehicle Speed Table
among other corrections that are to ap-
pear in the second printing.

In the light of the overdl vadue and
usefulness of the system, it seems point-
less to nitpick. Despite such problems as
| mentioned above, Sriker is probably
the most thorough, well-conceived and
worthwhile set of miniature rules yet pub-
lished for SF or any century
conflict. 1 heartily recommend it to Trav-
eller players and miniature enthusiasts
and look forward to future expansions.

Striker isdesigned by Frank Chadwick
and published by Game Designers Work-
shop. It retails for $12.00 and contains
three rulebooks, design sequence table
booklet, two sheet of tables, and two
dice, boxed.

Cast Your Own Fantasy Figures
— 25 MM Fully Round —

Casting your own figures is easy and fun. For the first time, molds for fantasy figures have been made, and by the largest
producer of molds in the world. The following molds are the first six produced for D&D players and there are three figures

651. BARBARIANS

Molds are only $8.95 each
plus 15% postage, insurance
and handling.

655. ORCS

652.MEN OF THE CITY

per mold. More are coming.

£y
653. DWARVES

-
)

656. TROLL AND GOBLINS.

654. WOOD ELVES

Write for complete brochure.

Dealer inquiries welcomed.

Distributed by The Dunken Co.
Katy, TX 77450 - (713) 492-2692

20303






The Splat Gun

by William A. Barton

The Explosve Scatter Gun is one of
the favorite heavy weapons of covert
operations teams, due primarily to the
extensve amount of damage a dngle
burst from the weapon can do. It isided
for hit-and-run raids in which the god is
to inflict as much damage in as short a
time as possible. Origindly developed by
the Asian, and later copied and adapted
for human use by unscrupulous arms
manufacturers on the fringes of Imperial
space, the weapon is more commonly
known as the "Splat Gun" (any target hit
goes "splat") or the "Can Opener."

The Splat Gun is highly illegd any-
where in the Imperium and Imperial-
controlled space. In fact the weapon is
outlawed on all worlds in known space
except those with a law leve of O - and
it is grictly controlled on most of these,

depending on government type. Note that
the Adan military version is exempt from
this outlaw status and can be found in use
by military units in the Hieratc and by
Adan mercenary units outside the Imper-
ium; the Asan version, however, is unus-
able by dl but the most powerful of
humans.

Anyone found in possession of a Splat
Gun in Imperial space is subject lo a 20-
year jail term in a planetary or an Imper-
id prison (though liberal bribes can pos-
sbly cause authorities to overlook mere
possession). Use of a Splat Gun in the
commission of a crime, particularly one
which causes damage to property or loss
of life, however, carries by Imperial regu-
lation a mandatory death penalty (bribes
to avoid this must be enormous — more
than most characters will be able to -
ford). Paradoxically, a number of restric-
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tive governments on the fringes of the Im-
perium and in the Beyond outfit their
own armed forces with these weapons;
they are excdlent for stopping rioters.

The weapon was originaly developed
by the Adan a about Tech Leves 10-11
to replace the RAM Grenade Launcher
as an anti-armor, anti-battledress weapon
for use againgt higher-tech-level troops.
It proved highly suitable for that role; its
10-shell burst was capable of opening up
a auit of battledress or a lightly-armored
ATV or APC. It dso proved capable of
inflicting damage on more heavily a-
mored AFVs, thanks to the mixture of
HEAP/HE shdls in its single-burst mag-
azine and its phased firing nature (this
triggers some of the shells in the burst
microseconds before others, setting up a
"drilling" action when the shdls hit the
target).

The weapon is of a medium-length
tubular design, resembling a short, thick
bazooka 850 mm in length. A padded
cut-away shoulder stock curves over and
around the shoulder, supporting the
weapon and absorbing some of its substan-
tia recoil. In front of this is the pistol
grip trigger and dghting scope. About
hafway adong is a smdl flash shidd,
forward of which is the chamber where
the 10-round magazine is inserted. The
remainder of itslength isthe barrel cluster.

A secondary hand grip is located near
the end of the barrdl cluster, just behind
the receptacle for the optiona telescop-
ing bipod attachment. The gun breaks at
the flash shield for loading. The magazine
is insarted into the chamber and rotated
1 cm clockwise until a click is heard, Sg-
nifying it has locked into place. A amdl
catch unlocks the magazine, which is re-
moved by rotating counterclockwise and
lifting from the chamver. Though there
will be dight variations on different mod-
els, most Splat Guns will conform  this
basc configuration. All models wigh
about 5 kg.

The base price of the Splat Gun  CR
3,500. The price of a sngle magaz.ne is
CR 250. Each magazine weighs 1 kg,
mainly due to the sturdy construction re-
quired to prevent it from disintegrating
upon firing. The optiona bipod costs CR
150, weighs 500 gm and stands 15
meters high when fully extended. Prices
on the black market, especialy in areas
where the gun is illegd, will be much
higher.

The magazine holds ten shells, half
HEAP, half HE. All ten shellsin the mag-
azine are fired smultaneously when the
trigger is pulled, in a phased sequence, the
HEAP dightly ahead of the HE; At med-
ium range, the 10-round cluster can
destroy or heavily damage anythingu to
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The Explosive Scatter Gun

Broken for Loading H

heavily-armored AFVs; even a long and
very long range it can do alot of damage.
The shells travel in a tight pattern until
they reach medium range, when they be-
gin to spread out. An ATV- or air/raft-
Szed target will Hill take all ten shells at
medium range, unless the am is dightly
off, a human-sized target a that range
will lake about four. By long range and
very long range, the shdls have spread
into an even wider pattern, so that the
"group hits for shotguns' rule may be
used, with each of four adjacent human-
Szed targets teking two shells each and
up to two adjacent ATV-dzed targets
splitting the burst between them. It is
not recommended that targets at short
range be fired at unless the firer is wear-
ing battledress or dmilar protection,
as he would be caught in the backlash of
the explosion and may take one-quarter
damage (on aroll of 7+, 10+ if in battle-
dress). Firing a Splat Gun at a target at
cdose range is a most effective (and
messy) Way to commit suicide.

Damage done by the gun is4d per shell.
Range DMs are: Close = (-3); Short =
(+1); Medium = +6; Long = 0; Very
Long = -4. Armor DMs are: None = +5;
Jack = +5; Mesh = +4; Cloth = +3; Reflect
= +5; Ablat = +4; Battle = +1; each levd
of ARV armor = -2. The Required DX for
the Splat Gun is 8, with a -3 DM for DX
of 7-. Advantageous DX is 11 with a +1
DM for DX of 11+. In addition, it takes
a ST of 8+ to fire the Splat Gun effect-
ively due to the tremendous recoail; if ST
isless than 8 there will be an additional -2
DM to hit and the arm of the firer will be
numbed for 1-6 rounds and may even be
didocated (roll 6- on 2d for 1d damage
due to dislocation).

Any character firing a Splat Gun, re-
gardless of ST, must roll ST orlesson 2d
to avoid being knocked down by the re-
coil unless braced against something solid,
wearing battledress, or usng a tripod. It

will take a character who is knocked
down one round to stand up or move to
prone firing position, plus one round to
position the gun. A character wearing
battledress does not risk dislocation, but
if his unadjusted ST (before doubling for
battledress) is 3-, he ill risks numbing
his am (roll 6- for 1-3 rounds numbness).
No function (firing, loading, etc.) may be
performed with a numb arm. Use of the
optional bipod with the Splat Gun will
add an additional +1 DM to hit.

It takes two rounds to replace a spent
magazine with a new one, three if the fir-
e is treated as evading. If the bipod is
being used, the reloading time is three
rounds, four if evading.

Whenever the result of a to-hit roll is
an unmodified 2, the weapon hasjammed
and does not fire. It will take 2d6 combat
rounds to clear the gun, 3d6 if evading.
If snub pistol ammo is used in the maga:
zine (see below), an unmodified roll of 2
indicates that the gun has exploded (a
saving roll of 11+ means it jams instead,
as above). The firer and any characters
within 3 meters must roll 10+ to avoid
ld6 damage if it explodes. If the roll is
successful, characters take only 1d dam-
age (al the ammo didn't explode). Char-
acters adjacent to firer need not rall if
they are in battledress, but ill take 1d
damage. The firer, even if in battledress,
must still make a saving roll or take full
damage. The gun is usdess if it explodes.

Note: Have dl times listed for reload-
ing and clearing jams if the character
using the Explosive Scatter Gun has a spe-
cfic ill in the weapon (ex-Terrorist or
trained by one with the skill), due to fam-
iliarity.

If you arc usng the Azhanti High
Lightning combat rules, or the Traveller
ARV article in TSG 43, the stats for the
Explosve Scatter Gun are as follows:
Effective = 50m (25) +4; Long = 250m
(20) +2; Very Long = 500m (15).

While it is capable of doing massve
damage within its range limitations, the
Splat Gun does have definite liabilities.
In addition to the amount of time neces-
sary to reload the weapon and its extreme
illegality, there is the problem of avail-
ability, both of the gun and its ammu-
nition. Even on the black market, the Ex-
plosve Scatter Gun is not readily avail-
able due to the penalties associated with
its possession in Imperial space.

Whenever a character is attempting to
locate a Splat Gun, a roll of 10+ will in-
dicate that one is indeed available for pur-
chase somewhere on the planet. Wher
and how a character finds it will be up tu
the referee. DMs that apply to availahility:
+1 if attempting to locate it on the black
market; +1 if the population of the world
is 9+; -2 if population is 3-; +1 if the law
levd is O; -1 if the law levd is 7+; -10 if
tech leve is 3-; -1 if searching within the
borders of the Imperium; -2 if searching
in a one-subsector radius of Core subsect-
or; +1 if searching within the borders of
the Adan Hierate or its colonies (but
chances are a Splat Gun found there will
be of the Adan variety, usable only by a
character with a ST of 13+). If a supplier
is located, he will have 1d6/2 (minimum
of 1) guns available. If the supplier is a
black-market contact, the price of the
gun will be 1d6 x base price (minimum
150% cost if roll is a 1). Streetwisdom
may help somewhat in getting a better
price, as may the Merchants& Merchan-
dise skill of Trade & Speculation, at the
referee's discretion. A bipod will be avail-
able for each gun.

Just managing to locate a Splat Gun is
no guarantee, however, that an ample
supply of ammunition will be available.
Splat Gun ammo is not sold separatel’
outside of factory-sedled magazines, so
the amount available is limited by the
number of magazines a deder has. Maga
zines can be reused a some risk by sub-



gtituting snub pistol ammunition (either
HE, HEAP, or both) for the regular shells.
The fit is not exact and some problems
may result from the use of snub ammo,
but it is, a least, readily avalable. It
takes one round to load the snub shells
into a Splaa Gun magazine, character
considered evading. Explosve Scatter
Gun magazines are somewhat easer to
locate than the weapon itsdf. Roll 9+ for
the magazines to be available, usng the
same DMs as for locating the gun, with an
additional +1 if any Splat Guns are avail-
able on the planet.

There will be 1d6 magazines available
per gun for sde or 2d6-4 magazines if the
gun is not available (minimum of 1 mag-
azine in either case). Black-market sourc-
es, however, may have up to 3d6 maga
Zines available, but any number over the
previoudy-noted rolls will be used maga-
zines filled with snub ammo and seded
up as if new. Except under close inspec-
tion by a character familiar with the gun
and its ammo, these will be indistinguish-
able from new magazines.

The price of a magazine from a black
market source will be 2d6 x base price
(halved if character discovers it to be a
used magazine).

When snub pistol ammo is used in a
Splat Gun magazine, the gun will gradual-
ly be damaged, and there is dways a

chance that the magazine will explode,
dependant on the number of times the
magazine has been reused with snub
shells. Roll 14+, with a+1 DM each time
snub ammo is fired from a used magazine,
for an explosion. In any event, a maga-
Zine may not be used more than eight
times in this manner (or more than twice
using actual Splat Gun shells) due to dam-
age resulting from the dightly mismatched
ammo. On the 9th time a magazine is
used, it will aways explode. An explod-
ing magazine will do 4d x the number of
shells it holds in damage to the firer and
adjacent characters, and the gun will be
destroyed.

A -3 DM to hit is imposed whenever
snub shells are used due to the inexact fit
of the shellsin the magazine and chamber.
Impose an additional -1 lo hit if the tar-
oet is in battledress or an armored vehicle
unless half or more of the mix consists of
HEAP shdlls, and a -1 DM if the same
magazine is used more than four times.
For every 25 times a Splat Gun is fired
using snub shells, a cumulative -1 DM to
hit is added to the gun permanently to
reflect the damage caused to the barrel by
the mismatched ammo. If improper am-
mo is used too often, the gun becomes
worthless. Only an experienced gunsmith
(Mechanica 4+ or Explosive Scatter Gun
2+ and Mechanicd 2+) can determine the
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extent of and repair such damage. The
cost to repair the gun is 25% of its base
price (50% if it has more than a -4 per-
manent DM).

Since black-market sources are not the
most reliable, guns purchased in this man-
ner may aready be damaged due to use
of snub ammo, just as magazines may be
used ones filled with snub ammo. The ref-
eree should secretly roll 2d for each gun
or magazine (other than the extras that
will dways be used) purchased. A rall
of 3- indicates that the gun has been
fired more than 25 times with snub shdls;
roll 1d6/2 for the permanent DM (mini-
mum -1). A roll of 4 exactly indicates the
gun has been fired 4d times with snub
shells (4-24) and will develop the -1 DM
on the 25th firing. A roll of 6- for a mag-
azine indicates it is a used magazine with
snub shells; roll 2d6-4 to determine the
number of times it has been fired previous-
ly (minimum 1). (If you're not buying on
the black market, roll 2 exactly on 2d for
a magazine to be used and loaded with
snub shells)) Weapons and ammo purchas-
ed in Adan space will never have been
used with snub ammo, especialy those
that arc strictly Adan design; there are
strict laws againgt such practices in the
Hierate, the Adan having too much
respect for the weapon to tolerate misuse
of it.
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I. Introduction

Unnight is the planet of a MO star in
the Outworlds sector. It is one of the
many worlds which were settled in the
great wave of exploration and conquest
begun in the firg century interstellar. As
with many of these early colonies, tech-
nica civilization fell, sending the inhab-
itants into a dark age. At present, Un-
night is undergoing a rapid and rocky re-
introduction to interstellar society. Great
opportunity exists for those who seek
power and wedth; people who have
sworn to protect others from exploitation
will find that they are needed here, also.

NPCs and dituations provided will
sometimes be given in vague form; thisis
to dlow the SM to tailor the situation to
his or her own play-style and the strength
of the PCs

[I. The Unnight/Orb Planetary System

Unnight is the larger member of a
binary pair. The other world is Orb, an
icy, auite low-density planet with a thin
atmosphere and low gravity. The two
orbit about a barycenter within Unnight;
total distance between the two is about
1055 light-seconds. The two worlds
ae facelocked, which prevents the
nasty problem of huge tides sweeping
across the globes. The "orbital" period

about the barycenter is 480 hours, about
20 Terran days. The two worlds orbit
about the sun (an MO class dwarf) takes
only five days, or 2,400 hours.

Astronomic Data

The Unnight/Orb planetary system,
within the Stuzak solar system, is
peculiar and has caused some specula
tion among interested astronomers.
The two planets revolve around one
another, around a barycenter within
the surface of Unnight, in a relation-
ship similar to that of Earth to Earth's
moon. In addition, a smal moon
(unfortunately named Orbette by an
unduly schmaltzy origina colonist) ro-
tates around Orb. The diagram to the
right suggests the view of Orb and Orb-
ette as seen from Unnight; a diagram,
to scae, of Earth's moon shows the
difference in the sze of the bodies as
seen

An aesthetic oddity of the system
is that an positioned
viewer on Unnight's surface at night
would sec Orb rise at disk in the phase
of the new moon, wax steadily to full
moon at "midnight," 120 hours later,
and then wane back to new-moon
status by dawn, another 120 hours
later. (However, as the Unnight night
is 240 hours long and temperatures
drop into the uncomfortable,

Unnight's young lovers don't tend to
marvel at this.) In addition, Orbette,
revolving around Orb in an orbit per-
pendicular to a center-to-center line
from Unnight to Orb (and thus visble
al hours of the night), mirrors Orb's
phases during the course of the orbit.
Orbette's orbital period is 240 hours;
thus, once per night, Orbette travels
around Orb as a mirror of the secon-
dary planet'slunar phase.
Astronomers have computed the
mass of Orb and Orbette and can con-
clude only that the system is the re-
ault of some powerful planetary engin-
eers or the result of an extremely un-
likely natural development. Orb and
Orbette are likely to be hollow; if they
are, they are composed of avery strong
material (such as core iron); ese they
would have broken up ages ago. The
planetary system is dtrangely stable,
and Unnight/Orb orbits wdl within

Because of the face-locked attitude of
Unnight, each hemisphere islit by the sun
for about 240 hours a"day." The planet's
thick atmosphere and large oceans help to
even out the drastic temperature changes
that would normally result, but even so,
one can expect showfdl a night and
30°C+ temperatures in the day. The
reflected light from Orb provides a very
adequate source of illumination (45 times
the light provided by Terras full moon)
to the facing side of Unnight.

Ovedl climate on Unnight is on the
chilly side. The ice caps are large; they ex-
tend, on an average, to the fourth line
of hexes from poles on the map. (When
land masses are near the poles, they can
extend out to the fifth and sixth hexes,
but when large ocean masses front the
poles, the ice caps only extend to the sec-
ond or third hexes) Only the temperate
and equatorial zones are comfortable to
humans.

The stability of the binary system is
anomaloudy high. Some planetologists
have suggested that Unnight was terra-
formed by an advanced civilization, or
even that the world was placed into its
current relationship with Orb for some
unknown purpose. More information on
Unnight's astronomical data and climate
appear in the boxes on pages 19 and 22.

the former diameter of the sun - the
diameter before it collapsed into its
current dwarf stage.

The face-locked attitude of the two
worlds diminishes the effect of tidal
forces, but their proximity to the sun
means that there are il tides.

Data on the mass, diameter, and
orbital periods of the three bodies ap-
pear at bottom.

Eclipses occur twice an Unnight
"year," or once every 1200
"days"). Therefore, there will be one
daytime eclipse and one nighttime
eclipse per 5-day year.

More data appear on the planetary
map information sheet on page 22.

Panday Bodes Daa

Umigt Ob  Orbete
Mass
(in kg) 6x1024 6x1022  6x1020
Diameter
(n km) 13000 19000 2500
Orbitdl Period
(in 2400 480 240
Surface 1G
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is a chilly world compared to
Earth; the only relatively areas
are within the equatorial regions.

On the chart below, the zones mention-
ed work thisway in relationship to the plan-
etary maps. The polar zones are approxi-
mately two hexes wide, and cold temperate
zones are two hexes wide, the warm temper-
ate e three hexes wide, and the
equatoria region is five hexes wide. The
chart bdow gives the norma temperature
range in terms of season, planetary region,
and whether it's noon or midnight. Natur-
adly, there will be a hesting trend
from midnight to noon and a gradua cool-
ing trend from noon to midnight, so the SM
can improvise any temperature of the day
from these parameters. These are only nor-
md temperatures; the SM can provide for
epecidly harsh or mild seasons as he pleases.

Meteorologic Data

The oceans have a moderating effect on
temperature extremes. Within 500 km of
the ocean, average the temperature listed
above with 12°.

As for rainfal or other precipitation:
The base chance for precipitation during a

Spring

day ngt day nmgt
1: polar North -25 40 -12 -20
2: cold temper. -12 -25 0 -11
3: warm temper.+16 + 1 +20 + 6
4: equatorial S SORSSHICEREEI (RS
5: warm +7 +22 +5 +20
6: cold temper. -1 +13 -6 + 8
7: polar South -16 -4 -26 -12

Fal Winter

Summer

ummer or winter day is 15%. Modifiers
Within 500 km of the coast, +5%. In alarge
forest area, +3%. In the mountains, +5%.
At night, +5%. In the oring, +10%. In the
fdl, -5%. The unvarying chance, regardless
of season, for precipitation in a desert or
polar region is 1%.

Ancther phenomenon of note: A full
solar edlipse occurs a high noon of every
Unnight day. The overdl edipse (partia
plus full) lasts 6.6 minutes; the full eclipse
lasts 4.2 minutes. (These times are some-
what the further away from the
equator you are, and a the poles only
partial eclipses occur.) A lunar eclipse of
comparable length happens every Unnight
night at midnight.

Fall Winter

day ngt day ngt day ngt
+12 -16 -4 -26 -12 48

+21 -1 +13 -6 + 8 -18

+26 + 7 422 +5 +20 0

+30 +15 +30 +15 +30 +15

0 +1 +20 + 6 +26

-18  -12  -25 0 -11 +21

48 -25 40 -12 -20 +12
Spring Summer

I11. History of the Unnight Colony

Unnight was settled in the first century
I.E. by a Terran colonization group from
a cooperative of Third-World nations. The
ships, leased from an early trading com-
pany, left the half-million settlers in two
groups on the new world, then headed for
home. In the confusion of these decades,
no follow-up visits were made. At first,
this did not bother the colonists; they
had plenty of equipment and al the won-
ders of 22nd-century Terran technology
to help them. The gene-tailored crops
were planted and prefab cities grew like
weeds. At the end of the first Unnight-
year, everything looked rosy.

Then disaster struck. The colonists'
buildings were constructed of a fiber
grown from gene-tailored microbes, a
material which was cheap, plentiful, and
versatile. Unfortunately, it was of a chem-
ical base similar to that of Unnight's life
forms, and the local microbes literally ate
the stuff. During a spectacular eclipse of
Orb, the colonists' buildings began to fall
apart.

Within hours, the first colonization
group was in big trouble. Plumbing, hous-
es, important installations and the ware-
houses turned into piles of goo. The
second group was warned, but before it
could find a way to stop the destruction,
the power generation facilities were gone.

As if to add insult to injury, the planet
had been treating the colonists to a harsh
year of rains and wind. Within days, the
crops were ruined. A few resourceful indi-
viduals headed for the hills to hunt; some
stayed in the landing-spot settlements to
scrape through the year.

In ten years, the surviving colonists
had learned to live off the native wildlife
and wide forests. Towns of stone and
wood appeared as the widely-spread refu-
gees of disaster settled down to farm or
hunt.

In a hundred years, the settlers formed
nations. As nations always do, they fought
over property and prestige. Technology
was then low tech-two: swords and spears
and primitive bows. Metals were scarce,
especially those denser than iron, which
made mines another object of wars.

Three hundred years after the great
crash, a new force came to light: a wan-
dering class of merchant/scholars who
called themselves "Wizards." Everybody
else called them Wizards, too. After all,
they could throw balls of fire, cure diseas-
es, summon demons, and kill their enem-
ies with invisible forces! The Wizards be-
came an important tool for the leaders of
the kingdoms of Unnight; with a few
hired Wizards, a battle could be won
against amazing odds.

When Unnight was rediscovered by a
Midgard survey cruiser some 50 years ago,

the settled regions of Unnight were divid-
ed among eight kingdoms. The Wizards
had set up permanent schools and were
busily expanding their power at the ex-
pense of superstitious commoners and
greedy nobles. Technology had advanced
to level three, with gunpowder known
only to the Wizards, who used it to throw
fireballs and launch rockets.

The Ardecco province of Midgard was
given the task of contacting the people of
Unnight. The Ardeccans chose to use the
Wizards as a tool to spread off-world
knowledge. The Wizards. pragmatic oppor-
tunists all, gratefully accepted the job,
and are now telling tales of how they con-
vinced a race of off-world demons to
serve them.

At the time of the PCs' adventures, the
Ardeccans' plans are proceeding smoothly.
The commoners are starting to receive
education and the fields are being sown
in more efficient ways. Politically, things
are not as hopeful: The eight nations are
taking advantage of off-world knowledge
to make their wars more widespread and
frequent. There are rumors that other
Midgard provinces are trying to muscle in
on the Ardeccans' monopoly on native
artwork and cultural items. Mercenaries
who agree to use low-tech weapons are
allowed to work on Unnight, provided
that they work for the Wizards' Guild or
their allies.



IV. Mapsand Notes

The planetary map (page 22) is on a
1,375 km = 1 hex. The crosses are towns
of dightly less than 10,000 people. There
are hundreds of much smaler towns scat-
tered about in the settled regions; for pur-
poses of clarity, these are not shown.

The political map (page 23) showsthe
approximate borders of the eight nations.
There are no set boundaries; as the local
nobles are continually fighting for new
territory, the borders tend to change reg-
ularly.

V. Nations and Peoples of Unnight

Xinguth is on the western limb of the
Crassant continent. The land is mountain-
ous and not very arable, resulting in a
hunting- and herding-based agricultural
system. The storms caused by the faling
temperatures during the night are partic-
ularly fierce in Xinguth, due to its loca
tion between two maor oceans.

The government of Xinguth is an un-
pleasantly harsh council of clan heads.
The government uses its large army to
keep the lesser clans in line and to patrol
the borders. The Wizards of Xinguth are
particularly corrupt and worldly, but
make an effort to avoid overly improper
acts that might upset the Guild.

Xinguth's population is two million,
too large for the poor land and smal fish-
ing fleet to properly feed. The capita is
Bazilnio, a closed city with a mgor trad-
ing port and a very crude starport that
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the Xinguthites hope will attract off-

world trade.

Xinguth faces away from Orb.

Iquazor is a very loose confederation
of villages held together by a common
church bureaucracy. The "nobles" of
Iquazor are dl clergymen or women in a
church descended from Terrds Roman
Catholicism.

The land is very fertile here, providing
the Iquazor with the source of trade in-
come from Xinguth. There are numerous
fishing villages along the Far Ocean coast,
which provide another source of food and
income.

Iquazor has a very small, mostly cere-
monia army. The clergy is not interested
in expanding its territory or even fighting
one another. The Wizards are not an im-
portant force in Iquazor, as they consider
the underpopulated nation loo wesk to
bother with.

As with Xinguth, lquazor commands
no view of Orb.

Irwundanch lies on the southern shores
of the Dawn-to-Dark Ocean, on a narrow
strip of land between the sea and the
Ghatost mountains. The mgjor sources of
income are fishing and hunting.

Irwundanch is ruled by the Khamis
family and its noble followers. There is
no capital city, or even regional capitals.
The fdl of civilization made the Irwund-
ers a wandering people, and the tradition
lives on in the government. The rulers of
a region ride about in large caravans, tour-
ing their territory and stopping a towns

to settle local disputes. Every five years,
the caravans meet, and a grand council/
fair is held to solve any pressing problems
and to celebrate.

In time of war, the landowners am
themsdves and are led by the forces of
the "local" noble's caravan guard. Irwun-
danch fights occasional skirmishes with
Xinguth over idands in the Dawn-to-Dark
Ocean and the mountainous terrain be-
tween the two nations. The Wizards in
Irwundanch are very Guild-loya and help
the nobles preserve the status-quo between
the nations.

Irwundanch does command a view of
Orb — the further east, the better.

Byilikin is on the little-explored con-
tinent of Carkip. Mogt of the population
lives on the coast, where fishing provides
the country's magor source of food and
trade. The outback country is sparsdy
settled, and the coasta people consider
its folk backward and uncouth.

Byilikin is ruled by a king and a coun-
cil of village mayor/nobles. Inland regions
are occasondly ran by outcast coastd
nobles or, more often, by petty military
officers. The government is based from
forts and enforced by roya troops.

There are about half a million people
in Byilikin. The standard of living is
among the highest on the planet and is
improving due to the intervention of the
Wizards, who maintain a strong presence
in the country.

Byilikin is in the Orb-force horizon
zone, and so affords a poor view of the
sger planet.

Gamotch is a large, fla country on
the western shore of the Incad Ocean.
The land is fertile, and even the desart
regions have proved fruitful.

The country is governed by warlords.
The head warlord acts as king and com-
mands the navy. The military rule is
harsh, but is supported by the enthusiasm
of the people. The Wizards act as a mod-
erating influence, which is much needed,
as the individua warlords till fight over
territory and make raids on each other
and on other nations.

The military is large and well-equipped.
Gamotch iscurrently at war with Loosyick
over the rich, well-watered lands between
the two countries.

Vigitors are advised to exercise caution
when traveling in Gamotch; offworlders
are hdd in degp suspicion or outright
hatred, and kidnappings and lynchings are
not unknown.

Gamotch faces Orb.

Loosyick is a harsh land north of Gam-
otch. Much of the territory is mountain-
ous or cold desert. The stormy sess of the
north Incald Ocean make fishing a mar-
gind source of food.



Like Irwundanch, the nobles of Loo-
gyick travel about the lands in caravans.
Unlike the Irwundans, the Loosyick
nobles do this to tax and otherwise op-
press the peasantry. The head of the
country is a hereditary monarch who lives
in a mountaintop fortress/palace caled
"The Scarps."

Due to the poor land and little minera
wealth, Loosyick cannot afford a large
army. The Wizards greatly supplement
the forces that do exist, as a wesk Loo-
syick would invite invasion by Gamotch.

Loosyick aso faces Orb.

Mensod is located on the eastern shore
of the Dawn-to-Dark Ocean. Its fertile
land and abundant mineral wealth make
Mensod one of the richest nations on Un-
night. A good portion of the country is
forested.

Mensod is ruled by a monarch and
feudd lords. Fortunately for the common-
ers, the king and nobles are enlightened
rulers and are concerned with the welfare
of their people. The amy and navy are
veary andl — too small, in fact, to effect-
ivdly protect Mensod from raids and inva
dons. As in Loosyick, the Wizards have
intervened to preserve the status-quo.

The king's palace islocated in the bus-
tling port city of Meddyfice. The primary
starport of Unnight is aso located near
Meddyfice, and the Wizards Guild's nom-

ina headquartersisin the vicinity.

Mensod commands the best view of
Orb of dl the planet's nations.

Kiroon is located north of Mensod.
The ocean currents make the weather
wam but rainy, a boon for the farmers
on the rich coastal regions. There are num-
erous ports on the ocean, and fishing and
shipping have become mgor industries.

Kiroon is ruled by the Tyrant of Tyrn-
ington, an absolute ruler chosen by force
and contest from the army. The aristoc-
racy in Kiroon consists of rich merchants
and landowners who try to curry favor
from the Tyrant. The commoners are gen-
erdly poor and illiterate, but enthusiastic
about their country and its wealth.

The country's army and navy are large,
but the Wizards do not give any support
to Kiroon, as they believe the country is
not keeping up with their gods. Despite
this, Kiroon is waging an economic cold
war with Mensod.

Visitors are welcome in Kiroon, and
the picturesque capita city of Tyrnington
is an excellent trading center. Mercenaries
are warned by the Wizards Guild to seek
employment elsewhere.

Kiroon is dso illuminated by Orb at
night.

Races: The settlers of Unnight came
from a wide variety of backgrounds on
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Terra. Virtudly dl were from the "Third
World" nations, particularly those in
South America and Africa. Because there
was little chance for the various colony
groups to meet, trade, or intermix during
the long period of chaos after the collapse,
distinct racid types sill appear. Xinguth
and Iquazor are both populated by folk
descended from Latin-American countries,
and have cultures smilar to those of that
Terran region. Irwundanch was settled by
people of Mongolian-Asian descent, while
the remaining countries have peoples of
African ancestry. Offworlders will be ess
ily recognized as such, unless a specific
offworlder if one of those racial stocks
and has heavily studied Unnight culture
and dialect. Student of the appropriate
Terran languages will be able to commu-
nicate with Unnight natives, if somewhat
clumsily.

Badc economic data is presented in
the box on this page.

VI. The Wizards

One of the most unique aspects of Un-
night's society is the existence of the Wiz
ards. These scholar/scientist/showmen are
not redly sorcerers, of course, but they
do their best to keep the common folk
and greedy nobles convinced that they
are.

Actually, the Wizards are the descend-

Economic Data

Unnight's peoples, existing as they do in a
very feudalistic society, have not developed very
sophisticated rates of exchange or economy
mechanics.

In fact, the primary mode of exchange is
(naturally enough) still the barter system.
Regional lords take their tithes and taxes in
livestock and goods. Mgor cities do have a
monetary system; the dominant coin is the
plata, a slver coin. The rough exchange rate
of the plata is one such coin per fifteen credits;
thus, especially to the Unnight peasant, posses-
sion of such a coin would be a godsend. Platitas
are worth a tenth of the maor coin, and a

cente is one one-hundredth of a platita.

Coin money is not commonly found outside
major cities, and actual credits are not used for
exchange except in Meddyfice, location of the
planet's starport. In addition, the Wizards
Guild carefully limits the amounts of exchange
of monies, so that a bare minimum of Unnight
coinage ever makes its way off planet; stringent
inspections at the starport also help regulate
this. All trade is handled on a barter basis.

Other rates of exchange do occur in back-
woods minor cities and among strange clans.
The SM should fed free to create these as
he pleases.




22

United Federation of Planets
Department of Interstellar Survey

Survey Evaluation, Planet Unnight

Star System Designation Stuzak

Stellar Primary Type MO (White Dwarf)
Planets in Star System 5

Bearing from Marker Star 258°

Distance from Marker Star 56 |y

Vertical Coordinate -32

Planetary Type Terran

Far Side

MAP ) Ocean
KEY (Shallows
United Federation of Planets
Contacts Service
Sentient Race Report, Planet Unnight

Technological Level 3

Sentient Race Type Human Standard
Population Level 12.5 million
Population Density low-very low

Social Organization Aristocratic

Societal Strength 5

Xeno Acceptance Index 6%

Major Starport Docking
Cities Population Facilities Charges
1 Meddyfice 20,000 D 50/10

2 15,000

3 Byreville 8,000

4 The Scarps 11.000

5 Bazilino 17,000 E 50/ 5

Government:

Type of Government Multi-Government
Bureaucracy Level Generally low
Support index variable

Orbital Distance 303 LS

Length of Year Five "days"

Length of day/month 480 hours

Temperature Range -48to +30°C

Planetary Diameter 13,000 km

Surface Gravity Field 1.0 G

Hydrospheric Rating 60%

Atmospheric Type Oxygen/Nitrogen

Comments on Atmosphere: Moderately
dense, has an anomalously high per-
centage of noble gasses. The density
of the air tends to level temperatures.

Meridian

)Mountains

) Plain

Loyalty Index variable

Repression Index @ 50%

Corruption Index @ 15%

Law Level 17

Tax Rate @ 40%

Political Parties and Significant Policies:
There are eight kingdoms on Unnight,
all feudalistic. The commoners have
some petition powers. The "Wizards"
have considerable influence through
fear and respect.

Current Political Situation:

Party in Government Feudal Lords

Stability 90%

Vote —

Party/Parties Opposing Wizards' guilds /
Freemen's guild

Vote —

Current Foreign Alliances:

Trade Alliances Contact service of Mid-
gard's Ardecco province prevents im-
port of high-tech goods. Outworld
League junior partner.

Comments: Unnight is the heavier of two
bodies in the planetary system. The
other element, Orb, stays at a mean dis-
tance of 1.055 LS. Orbital period about
the barycenter is 480 hours. Both
worlds are face-locked, which makes
the Unnight day 480 hours long, also.
Orb's high albedo and angular diam-
eter provides Unnight with 45 times
the light of a moonlit night on Terra.
The temperature changes are levelled
in effect by the dense atmosphere.

Far Side

%~ YKingdom Borders

+ YMajor Cities

Military Alliances League Defense treaty.
SADAR and patrols maintained to
protect the world from piracy or in-
vasion.

Other Alliances None

Planetary Trade and Commerce:

Industrialization Index Primitive agricul-
tural

Average Income 300

Technology and Anomalies The "wizards"
are skilled chemists and showmen who
hold a monopoly on technological
goods and learning. Efficient detection
of "psionic" skills notable.

Major Imports Primitive arms, medicines,
tools

Major Exports Foodstuffs, artwork

Import/Export Restrictions and Duties
The Ardecco contact edict permits
trade in low-tech goods: Medicines
and books must be sold to the "Wiz-
ards."

Trade Acceptance Index 30%



General Comments: The tensions between
the kingdoms occasionally turns into
open warfare, with the Wizards selling
help to both Mercenaries armed

United Federation of Planets
Department of Interstellar Survey

Survey Evaluation, Planet Orb

Star System Designation Stuzak

Stellar Primary Type MO (White Dwarf)
Planets in Star System 5

Bearing from Marker Star 258°

Distance from Marker Star 56 ly

Vertical Coordinate -32

with tech-3 weapons are welcome, if
they fight for the nations of which Ar-
decco approves. Visitors are asked to
report to Ardecco contact service HQ

Planetary Type Low density, thin atmos-
phere / binary

Orbital Distance 303 + 1.055 LS

Length of Year Five "days"

Length of Day 480 hours

Temperature Range -150°C to +10°C

Planetary Diameter 19,000 km

Surface Gravity Field 0.00224 G

Hydrospheric Rating 0%

Atmospheric Type Nitrogen/Methane
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at Meddyfice for instruction.

Two "Valkyrie" corvettes provide
protection. 61% SADAR network with
orbital monitor station.

Comments on Atmosphere: 80mm pres-
sure
Comments: Moon: Orbette — 2500 km
diameter, orbital period 240 hours.
Smaller element of a binary planet
system. Orbits about Unnight; bary-
center is within Unnight.
There are no life forms or installa-
tions on Orb. Low density indicates
little chance of valuable minerals.
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ants of a group of colonists who managed
la preserve a modicum of technology
while the rest of the inhabitants of the
planet descended into near-barbarism.
Some of their knowledge was preserved
merely in books and records, but severd
technological items were saved by the
group as well. Their secrets were guarded
jealoudy a first, and no one dse on
Unnight was aware of the knowledge
possessed by these Wizardsto-be. Evenr
tually, the guardians of technology de-
cided it was time to reved their presence
and make use of what they'd kept — for
reasons both noble and ignoble. Thus was
born the Wizards® Guild.

The Wizads perform many tasks
throughout the various Unnight nations:
They advise the peasants when to plant
their crops, nobles how to tax and run
their holdings, and generas how to fight
battles. By coordinating their actions,
the Wizards have become an important
force in maintaining the nations’ status-
quo while advancing their own interests.

The Wizards recruit from the peasant-
ry and merchants from dl of the king-
doms. Thee apprentices are sent to
fortress-schools to learn the trade and
become indoctrinated in the Wizards
philosophy. Apprentices who rebd or
turn out to be incompetent are sent to
mines and herb-plantations to live out the
rex of their lives. Adeptswho survive 3re
assgned to a village lo serve (or prey
upon), or are trained to be wandering
showmen or mercenaries.

A Wizard's abilities are many. When a
peasant child suffers from rickets (a com-
mon occurrence on Unnight), the village
Wizard can administer a potion of vitamin
D. If a nasty anima has chosen to roost
for the day in the town sgquare, the Wiz
ad can loose a gunpowder fireball to
destroy or chase it away. If a noble needs
to scare a town into paying its taxes, a
troupe of showmen can summon a demon
(actually a trained animal. shaved and
painted to resemble a monstrous being)
to rampage through the rebellious town's

fields and eat the livestock.

Using a tightly-organized net of inform-
ers, messengers and spies, the Wizards
Guild can learn of important events very
quickly. Sneak attacks are virtualy
impossible without Guild approval. PCs
who try to smuggle high-tech goods or
provide skills to a nation the Guild doesn’t
like may find themsdves in hot water.

Encountered Wizards will dl be at least
"above normal" NPCs. They will be
knowledgeable in survival and scout skills,
linguistics, herbal medicine and firg aid,
showmanship, primitive chemistry, anim-
a handling, streetwisdom (very high),
administration, and swimming. A typical
Wizard will have throwing daggers, primi-
tive grenades and pyrotechnics, bags of
disguises, and a load of small scrolls and
books in a cryptic language . . .
for Wizards in towns through which he or
de plans to travel. Some Wizards will
have large (class L) animals to act as pets
and guardians.

Wizards make up about 0.1% of the
population. Virtualy every town of more
than 100 people will have one in res-
dence, and large cities have many, some-
times living in a dngle fortified house,
complete with secret rooms in which to
hide valuables. Mercenaries occasionally
hire Wizards to assg them in battle
(though the Wizard in question may con-
dder it the other way around), and nation-
a armies in favor with the Guild may
have martid magicians in their employ.

VII. Wildlife Encounters

On any untamed planet such as Un-
night, vast regions ill exist where native
anima and plant life dominate the envir-
onment. Because of the early scattering
of the settlers, farming villages were
usualy separated by tracts of wilderness.
In some regions, faming villages are
patches of civilization in vast sess of wild
country.

On each day (24-hour standard day,
gtill in use by the settlers, who tell time
by the revolution of Orb's asteroidal

—_—

moon, Orbette) of travel in the wilderness,
there is a 10% chance of a "significant"
animal encounter; it is assumed that there
will be many sightings of common herb-
ivores and small, unassuming carnivores
throughout the day, but these encount-
ers will lead to nothing unless the adven-
turers decide to hunt or attack. Cresture
types are described on page 25.

For the basic encounter type, a d100
is rolled and the chart below is consulted:

Roll 1d100:

1-50 Herbivore: The PCs’ party en-
counters one or more herbivoresin such a
manner as to constitute a nuisance or
danger lo the adventurers. Examples: A
stampede of herd animals; a large, very
curious creature starts feeding on the par-
ty's tents; or a svarm of locustlike insects
chew up the party's rations. At night this
encounter type will be quite different, as
90% of herbivores will be hibernating or
hiding. Roll a second d100: On aroll of
1:50 there will be no encounter; on aroll
of 51-90 the party will stumble on a
herbivore or herd of herbivores in "night
mode," (in shells, cocoons, or curled into
little balls for protection). Thereisa 15%
chance that a scavenger or carnivore will
be trying to bresk open a shdl to feed on
the contents. On a roll of 91-00, the PCs
will encounter a herbivore species adapt-
ed to night living. Such a species will eat
anything that doesn't try to get away,
such as carrion, garbage, shelled animas
and plants, etc.

51-80 Scavenger encounter: The party
encounters severd dangerous scavenger-
types. They will attack from hiding, or
lurk after the party, waiting for them to
run into trouble. The PCs will be in no
danger if they spot these animals, which
avoid attacking prey that can fight back.
At night, scavengers will be more danger-
ous, and this class will include swarms of
vermin (rodents and insects) that make
mass attacks on anything not in a shel or
hiding up a tree.

81-95 True carnivores. The party
members will be attacked by a very large
or numerous creature-type that attempts
to kill them for food. The beastswill run
away if serioudy threatened, dragging
away any prey they might have killed at
that point.

At night, rall a dlOO: On a 1-50, the
party will find an excapsulated carnivore.
If the PCs pester the creature in this state,
it may suddenly come to life, spray a
noxious/poison liquid, or tunnel into the
ground. On a rall of §1-75, a night car-
nivore is encountered — a totally fierce
and berserk creature that will tear apart
anything it can gel its paws on with no
regard to its own safety. Pack-hunting
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Following are severd examples of animal
life indigenous to Unnight. These should be
considered medium-gized examples of class
es of animals; for each one presented below,
there will be larger and smdler varieties,
varicties adapted for specific environments,
etc

Sith: (grezer) Class K animd; carrying
capecity - 10%; natural weapon - J; move-
ment — sow; armor — E.

The sith is a roughly turtle-shaped anim-
al which is dark brown in color. It is atotal-
ly passive anima which will withdraw into
its shell at the first Sgn of danger.

Chint: (carnivore) ClassJ animdl; carry-
ing capacity — 30%; natural weapon - see
below; movement — average; armor — F.

The chint looks like a cross between an
armadillo and a centipede. It deeps during
the day and hunts for deeping animas
during the night. Its retractible probiscus
excretes a pecid acid which, in less than
five minutes, will eat a smdl hole in any
naive animal’s shell. The chint is prized for
the acid it makes, which is of specia interest
to the Wizards' Guild.

Unnight Animalac:

Representative Samples
of Unnight Fauna

Spiker: (ambusher) Class L animal; car-
rying capacity - 100%; natural weapon - E;
movement - very fast; armor - K.

The spiker is a smdl animal with very
long and thin legs. After finding a suitable
shell (emptying it if necessary), it will crawl
inside, lie on its back, and wait to be attack-
ed. When it is attacked, itslegs spring out of
the natural shell openings with dl of the
spiker’s amazing strength behind them.
Note that the spiker has no shdl of its
own; it relies totally on evacuated shells for
protection.

Pebb: (standard scavenger) Class O an-
imal; carrying capacity - 20%; natural
wegpon — |; movement - fast; armor - E.

A pebb isa smdl animal, which buildsits
shell much like a caterpillar builds a cocoon.
While insde its shell, its movement rate is
very slow. It moves by shifting its weight,
occasondly poking its head out to se
where it's going. It can dso move indepen-
dently of its shdl (fast), but it rarely does
so.OCV\lihm stationary, it is often mistaken for
arock.

Brok: (aggressor) Class varies with age;
carrying capacity - maximum for class; nat-
ural weapon - maximum for class, move-
ment - very dow to fast (dependent on
age); amor — starts at J and becomes | at
animal dass|, armor |1 at class H, and so on,
until armor becomes A at animal class A.

The brok is a sea creature which, from
the surface, appears as a large flat disk, the
diameter of which varies with age (2 m
when young, 6 m when fully mature, 12+m
when very old). The disk is actually the
brok’s shdl. From underwater, its many
tentacles may be seen. The brok is capable
of reaching above the water with its tenta-
cles. It is very aggressve when approached,
but will not actively pursue prey.

(Note on dl animas - damage factor,
stamina factor, shock CR, and hand-to-
hand must be rolled for each anima accord-
ing to the chart in section 17.0 of Space
Opera: Volume 2, "The Beasts.")

Of course, these are not the only types
of animd life indigenous to the planet; the
SM is free to create other appropriate
life-forms. In addition, many varieties of
standard Terran animals were brought to the
world: cats, dogs, horses, cattle, some
varieties of birds, llamas, and many others;
severd of the origina colonists were conser-
vationists who hoped to give the Ter-
ran species a new lease on life by bringing
them here. Generaly, though, these species
are fully domesticated, needing man's
protection from the elements during the
planet's severe nights.

versions of this type are really trouble.
On a roll of 76-00, a can-opener class
creature will be found. Thistype lives sole-
ly on encapsulated or shelled creatures,
avoiding any resisting prey. They often
have natural countermeasures to protect
themselves from the poisons some hiber-
nating animals use for protection.

96-00: This is an unusual or plant en-
counter. Plants in the daytime are usually
close to earth-normal. At night, things are
very different. Plants cither shrivel up,
leaving spores or roots to carry on, or curl
into shells and pods to guard against the
cold. A final plant type is the colony tree.
In the day, the colony trees live via photo-
synthesis. When the sun slips below the
horizon and the cold enroaches, the tree's
limbs wrap around the trunk and small
ports open along the trunk. Inside these
holes live one or more species of rodent
or insect that forage nocturnally, leaving
droppings and dead bodies in the tree to
nourish it during the night. Colony trees
can be dangerous; if a living creature
brushes against one, the limbs shoot out
and smash the intruder, providing a ready
source of carrion for their symbiotes.

Other encounters can include earth-
quakes (which are very common due to
the wobble/drift in Orb's orbit; if the
two worlds were not face-locked, the tidal
effects and resulting earthquakes and vul-

canism would be much worse), bad
storms, forest fires, and other accidents.

VI1II. Native Encounters

The SM should roll for encounters
every day in the deep wilderness, every
two hours in settled countryside, every
hour in a town or large city.

Large Town: More than 1,000 people.
Add six to the roll on the encounter table
in a major town or city (more than 10,000
oeople) and add ten in capital cities and
starports. There is a 50% chance per hour
of an important encounter. Roll 1d100:

1-50 Townsmen: Merchants, craftsmen,
local officials, fortune-tellers, etc. They
may have an opportunity for the PCs.

51-70 Commoners: Country folk, in
town to sell their goods. They will be
very suspicious, frightened, or fascinated
by offworlders.

71-75 Backwoods trader: He or she
may have interesting goods. He or she will
generally be aWizards' Guild spy or adept.

76-80 Mercenaries: A group of 12d10
men with swords, armor, bow weapons,
and excellent training. There is a 5%
chance that 1d10 are offworlders seeking
their fortune. Some of the mercenaries
will be Wizards' Guild informers.

81-85 Noble: With 2d10+10 retinue.
S/he will be eager to impress the PCs and

might invite them to his or her estate.
Nobles from some countries will be less
polite . . .

86-90 Conflict situation: A fight be-
tween gangs of workers, a noble or mer-
chant fighting off thugs, a bar fighl, a
Wizard blasting someone who crossed him/
her, etc. The SM may wish to involve the
PC in the situation.

91-00 A maor Wizards Guild official:
With retinue and assistants. He or she
may be anxious to coverse with the PCs
to find out what is going on out in the
universe. Employment and information
may be available from the official.

101-105 High noble and retinue.

106-110 Offworlders.

Farming Village: There are thousands
of these scattered about the countryside.
Roll every two hours, 50% chance for an
encounter. Note that strangers will always
draw a crowd of local children, gossips,
and curious folk. These people will
not bother the PCs unless provoked. The
encounters below are "active" encounters
that deal directly with the PCs.

1-50 Commoners ask the PCs to tell a
story, read a sign that the local noble put
up, or ask them for advice on an obscure
subject.

51-80 Townsmen offer the PCs trade
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goods, or ak the party if they have any-
thing to sdll.

81-85 The village Wizard meets with
the PCs. He or she may be checking up on
them or smply curious. The Wizard can
report to hislocal HQ by a trained bird or
animal in 4d6 hours, so the PCs may have
a hard time keeping their movements
Secret.

86-90 The loca noble and retinue are
in town to administer justice or collect
taxes.

91-95 A troupe of showmen comes
through town. They are Wizards Guild
dlies or informers and are excellent fight-
ers. Important business is often carried
out by the Guild under the guise of such
acircus.

96-00 A troop of mercenaries or na
tiona troops. Both may be possible em-
ployers for the PCs.

Wilderness: There are two types of
wilderness: the deep woods and settled
aress. The latter is land within 1 hex of a
major town or capital city on the map.
Roll every two hours in these settled
areas, with an encounter taking place 10%
of the time. In the deep wilderness, rall
once per day, with a 50% chance of an
encounter taking place.

Roll 1d100, adding 20 if in settled
land.

150 Wandering merchant on foot
alone or on awagon with 1 d 10+5 guards.

51-60 1d10+10 bandits on riding
beasts. They have bows, leather armor,
spears, and swords. Offworlders might be
able to cow them or make them alies.

61-70 Showmen troupe, as in farming
village encounter.

71-80 Mercenaries or national army.
They will stop and question strangers.

81-90 Religious group on a pilgrimage:
3d 10 people, unarmed, with 1d6+2 hired
guards. Depending on the religion of the
mob, they may be enthralled or enraged
by the offworlder PCs.

91-00 Traveller's inn: This is a group
of buildings with a protective stockade.
Food and shelter are available here. There
will be 3d6+5 guards on hand to protect
the inn from brigands, about ten workers
and servants, and a number of guests.
Rall once on the farming village chart to
e if any unusual guests are present.

101-110 Farm house and fields. If
properly approached, most farmers will
put up travelers for the night. There will
aways be work that needs doing, especia-
ly near nightfall, and the farmer will let
his guests know this (nudge, nudge).

111-120 Farming village with 50xdé6
people. An inn will be available. Rall for
encounters on the farming village chart.

Nighttime travel: At night, al but the
hardiest and most foolhardy travelers stay
at home or make semi-permanent camps.
The animals, people, and phenomena
abroad at night are not conducive to long
life. Temperatures drop 1dI0°C per 24-
hour day after nightfal for three days,
then stabilize around the seasona norm
(see page 19). The light from Orb is more
than adequate for travel, but provides no
heat. Near seas, violent storms are a vir-
tual certainty.

The Night Dance: No one is sure what
it is, or what causes it, but the phenom-
enon known as the night madness or the
"Night Dance" is a fact of life on Unnight.
When someone is out & night, away from
large concentrations of people, there is a
chance that he or she will go mad, run-
ning off into the woods, climbing trees
and making funny noises, etc. The most
common manifestation is the "mumbles”:
The victim talks in an unknown tongue,
staring fearfully about at his friends and
familiar objects, and generdly acting "out
of place.”

There is a 10% chance per 24 hours
spent on the road at night that a random-
ly-selected party member will become &-
flicted with the Night Dance. This chance
is decreased by 1% for every 10 peoplein
the vicinity. When someone contracts the
Dance, roll 1d100 for the degree of effect
and 1d 10 for the duration in hours. A roll
of 150 for effect indicates that the
victim lies down and chants in a strange
language; 51-80 indicates that the affect-
ed one runs into the woods and capers
about shouting the words to a weird alien
song; 81-00 indicates that the victim has
become dangeroudy disoriented and may
become violent.

Some Wizards have drugs that can
shock a person with the Night Dance

back to reality. A strong stun bolt will
have the same effect.

IX. Scenario Ideas

Unnight has many potential opportu-
nities for adventure and PC employment.
Bdow ae a few suggestions, listed by
employment type.

Mercenaries:

1. On a nearby world (Alkast, if usng
The Outworlds), the PCs are approached
by an agent for a Midgard-based corpor-
ation that manufactures tools and weap-
ons designed for primitive cultures. The
agent will ask the party leader to meet
him a a restaurant to discuss business.
The company needs a smdl number of
mercenaries (around ten) to asss on a
trade misson on Unnight. The warriors
will be given passage there and back,
standard pay for security duty, plus 0.1%
of the company's stock per man.

The mission will prove more dangerous
than the agent indicated. The PCs and
their NPC underlings will have to guard
five very pushy and undiscriminating
sdesmen on a trip from Meddyfice to
Xinguth. The Wizards of the intervening
countryside will not be very happy about
the vidt, as the sdesmen are trying to sl
Xinguth large amounts of titanium and
improved-design primitive weapons.

2. The Arddecan contact sarvice re-
quires the services of skilled off-world
mercenaries to train and reinforce the
armies of severd nobles on the border of
Gamotch and Mensod. The nobles were
formerly neutral, but have now dlied
themselves to Mensod in exchange for
support from the Wizards Guild and off-
world armsmen. Pay will be 15 standard
combat pay to encourage mercs to brave
the dangers of warfare on the primitive,
hospita-free world.

3. Pirates running tech-four gunpowder
weapons to rebellious clan heads in Xin-
guth need guards.

Merchants:

1. A vast market exists for tools better
in desgn than the crude iron and sted
mechanisms made by the Unnight folk. A
caravan touring the backwoods of Byili-
kin or lquazor can make thousands if
it survives bandits and hostile animd life.

2. Unscrupulous traders can try to
smuggle high-tech weapons onto the plan-
et, but must be prepared to make a quick
getaway: the Wizards of dl nations will
object to the local nobles arming them-
sves with superior weaponry.

Researchers:
1. There are many unexplored places
on Unnight. Strange wildlife and odd cus-



toms abound. The Ardeccans will be glad
to sponsor expeditions into the outback
and may provide native guides.

2. Unnight and Orb have some very
definite oddities: Neither world is old
enough to have become face-locked: the
orbits of the two worlds arc much too
stable: it is predicted that the worlds will
remain in their present configuration for
a least another four billion years, and
Orb doesn't have anywhere near the mass
it should for its Size and apparent compo-
sition.

3. And then there's the Night Dance ...

Whoops:

Accidents can force a group of PCs to
soend time on Unnight. The Pemzann-
Ceti Nebula surrounds the Stuzak system;
the pirates who are based there may re-
lease prisoners here or damaged ships may
have to limp here to await a repair ship.

X. Ancientsand Artifacts

Though they never would have suspect-
ed it, the human settlers on Unnight were
not the first colonists. The only apparent
dgn of these fak isthe Night Dance; this
phenomenon is literally a form of "posses-
sion."

The Ornon were a widespread and
highly-advanced race extant some seven
million years ago. The Forerunners famil-
iar to the Federation were barbarians
compared to these folk: Whole worlds
were moved by them, and Unnight was
one of these. For some unknown reason
- perhaps whimsy - the ancients put the
newly-terraformed world into a binary
relationship with Orb, which they had
hollowed into what is now essentidly a
planetary balloon. (An interesting cam-
paign for the industrious SM might be to
explore and find out what is insde the
hollow world, once that planet's nature is
discovered.) Orbette was dso added into
the system, possibly only for amusement.

The colonists left few traces of them-
sves or their tools. It is thought that
toward the "end" the beings tended to
rely more and more on psionics. Eventual-
ly, the creatures died out, or perhaps mu-
tated into unintelligent life forms. They
left one device in operation: a psionic
record-keeper. This device is what causes
the "Night Dance"; a scared or lonely
person emanates the telepathic "phone
number" of the storage device, and the
mechanism sends out the requested infor-
mation. Unfortunately, the average hu-
men will misinterpret the information
meant for an dien mind, resulting in the
erratic behavior of the Night Dance.

Archaeology: The SM may wish to
have a peasant find an artifact or build-
ing site. The object may become a loca
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curiosity, or the bass of aweird religion.
The PCs may have an interesting time
convincing the locals to give up their
treasure.

99% of dl artifacts found will either
be so smple as to afford no information,
or so incredibly complex as to beffle the
most advanced engineering lab. The re-
maining 1% will be usable objects, such as
PSI crystals, solid rods that project holo-
graphic images when held, and "Black
Boxes' that perform interesting tricks
when analyzed or opened. "Magical" d-
fects, within limits, are possble and
sometimes used by Wizards.

Using hand tools, one man will have a
cumulative 0.1% chance of finding an arti-
fact per day. In a site area (50% chance of
one per 10,000 sguare km of area) the
chance is doubled. If high-tech instru-
ments can be brought in, the chances of
finding an object are increased by a factor
of five. Note import and travel restric-
tions!

If Ardecco or its competitors find out
about successful archaeological projects
on Unnight, the competition to get a
piece of the action will be fierce! Mercen-
aries and criminals will have afield day in
the fracas that follows.

Appendices

Appendix I: Travd and Equipment
Restrictions

Upon landing at either starport, travel-
lers will be under the jurisdiction of Ar-
decco contact services. All luggage and
personnel will be thoroughly searched,
and IDs checked. No vehicles other than
beast-drawn or sail-powered are alowed.
The latter may have a communicator or
emergency sgnding device installed, but
the s must be tuned to the officia
emergency channel.

Travellers may carry personal med-
kits, unpowered armor, and other equip-
ment with a purely defensve function.
Each person may carry a short-range (PC/5
maximum) communicator. No high-tech
weapons may be carried, and complex
equipment of dl sorts is frowned upon!

Trade goods must be inspected by an
Ardeccan official, and loca Wizards will
zealoudy guard their prerogative of dis-
pensing knowledge and technology to the
common folk.

Appendix I1: NPC Attributes

The NPC race section for humans in
Volume Two of Space Opera can be used
to generate NPC attributes. The following
guidelines should help.

Common folk: The average peasant will
be a Bdow Average human. Peasants will
have awide variety of skills related to sur-
vivd and making aliving; i.e., a fisherman
would have marine survival, small-craft
handling, and perhaps weapons skills in

crossbow and sword or brawling. Very

few peasants will be literate, and even

fewer will know what lies beyond the
horizon visble from their home village.

Soldiers: Mercenarieswill be better fed
and educated than their commonfolk par-
ents. Mogt will be Average, with about
30% Above Average, while officers are
Competent or better. Skills appropriate
to a low-tech armsman, plus a heavy as
sortment of survival skills, will be avail-
able to every soldier.

Wizards: The stats and skills are given
for Wizards in Section VI. Weaponry
skills emphasize ranged combat.

"Magic" weaponry equivalents:
Primitive rocket/fireball: Disposable

Rocket Launcher, rangex %.

Breath of Death: H-dzed grenade with a
P4 poison gas chemica released on ex-
plosion.

Demon: A classL beast, 20 DF, 75 Stam-
ina, HTH rating 20, class F weapon +
P4 poison on metal spurs, "fast."

Dragon's Breath: A 20kg Flamer Pistol,
range x %. Vey dangerous to both
sdes in a battle. The "Greek fire"
thrown burns for 16 rounds.

Other: All Wizards carry smdl (J and
H-dzed) smoke and HE grenades. All are
2d6 heavier than their modern eguiva-
ents, and are somewhat unreliable. All of
the above equipment will be surrounded
by a "smokescreen" of usdess parts,
cryptic instructions, and booby traps.
Soldiers who try to use wizardly wespons
captured on the field don't live very long.



Chainsaw Combat in Traveller

by Christopher Kupczyk

| recently had the (unfortunate)
opportunity to view a movie involving
a chainsaw-wielding murderer. Ten min-
utes into the film, between yawns,
1 redized that | should have stayed
home and desgned materia for Trav-
eller.

But my thoughts of the movie stayed
with me and, when home, | dug out my
Traveller set . ..

Book 3 dtates that the purpose of a
chainsaw is feling, cutting, and shaping
trees. But how about feling, cutting,
and shaping people?

Using Chainsaws

Any skill with a blade weapon will
be considered enough expertise to oper-
ate a chainsaw without negative DMs
Apply a DM of -2 if no blade ill is
used.

Required Strength: 9

Required Strength DM: -5

"T:!L’II{E"' ‘lﬂrﬁl

Advantageous Strength: 12
Advantageous Strength DM: +2
Weskened blow or swing: -6

Bdow ae the to-hit rolls for the
chansaw a weapon. Chansaws ae
only usable at close or short range, and
do 4d4-4 damage when they hit.

The required strength and advan-
tageous strength numbers ae based
more on the weapon's bulk and awk-
wardness than its weight; as is explained
below, higher tech-levd chainsaws tend
to wegh less However, their genera
shape and clumsiness reman essentialy
the same.

Chainsaws Through the Ages

Due to the advances of science,
weights and prices for chainsaws will
tend to vary. In addition, the power
source for the machine tends to become
more advanced, from the very ealy
gasoline-powered saws, through the eec-
tronic and solar-powered models, to the
advanced fusion chainsaw.

Tech
Level Weight Cost
4 12kg Cr2000 (gasoline)
5 10kg Cr1000(gasoline)
6 8kg Cr 500 (gasoline)
7 7kg  Cr3000 (electronic)
8 6 kg Cr2000 (electronic)
9 4kg Cr1000 (electronic)
10 4kg  Cr1000 (solar)
1 3kg Cr 500 (solar)
12+ 5kg Cr 500 (fusion)

Gasoline chainsaws operate for approx-
imately 30 minutes before refudling
is necessary. Electronic chainsaws must
be recharged after 48 cumulative hours
of use. Solar-powered chainsaws need
never be recharged if they ae used
when exposed to sunlight; but if no
sunlight is available, their internal bat-
tery dill stores four hours of energy.
Fusion-powered chainsaws need never
be recharged.

Electric chainsaws are aso available
a Tech Levds 5 and 6; they are two
kg lighter than their gasoline-powered
equivalents and cost the same. However,
an dectric chainsaw is usdess beyond
the range (tpyically 20 meters) of its
extension cord. There is dso the pos
ghility that an opponent may cut the
cord (or dmply pull it loose) during
combat.

So there you have it: everything
you wanted to know about chainsaws
(s weapons) but were afrad to ask.
Now Travellers, as wel as murderous
Texans, can enjoy dl the benefits of
chainsaw use.

i h
To Hit Table
Armor None Jack Mesh Cloth Reflec Ablat Battle
Range CS CS CS Cs CS CsS CcC S
To Hit 53 6 4 7 4 74 53 6 4 12 10
- )
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Interdiction
Station

designed by Marcus L Rowland
developed by Warren Spector
and Creede Lombard,
with David Noel

illustrated by Kim Strombo
map graphics by C. Mora Lee
playtested by Norman Banduch, Christopher
Frink, Sharleen Lombard, and David Noel

Interdiction Sation is an adventure for three to Sx players.
It was designed for use with Traveller, GDW's science fiction
role-playing game. All statistics (for NPCs, weapons, equip-
ment, aliens, and worlds encountered) are given in Traveller
terms. In keeping with our policy of publishing only "generic"
game supplements and adventures, we have tried to include
detailed descriptions of al NPCs weapons, equipment, aliens,
and worlds. If you play FGU's Space Opera, TSR's Sar Fron-
tiers, SPI's Universe, Fasa'sStar Trek: TheRole Playing Game,
or any other SF RPG, we encourage you to make use of these
descriptions; any SF RPG worth its salt has lasers, space sta-
tions, vacuum suits, advanced medical facilities, and the like.
With a little imagination on your part (and the descriptions
weve provided of game-specific items), you should be able to
find equivalents for just about anything your players will run
into in Interdiction Sation.

Of course, there are some elements of the Traveller system
which have no equivalents in other science fiction role-playing
games. None of the basic character attribures are too surpris-
ing. One of theskills is unique, however, and it may come into
play no matter which game system you use to play Interdic-
tion Sation. The kil is caled *“Jack-of-all-Trades™ (or J-0-T),
and it represents a generalized ability to figure out how to
repair or operate equipment encountered in the course of an
adventure, Jo-T is a character's ability to "tinker" with things,
to jury-rig mechanical and electronic devices. If you don't play
Traveller, chances arc your characters don't have Jo-T as one
of their skills. If this is the case, you have two options: Ignore
this particular kill when it comes into play during Interdiction
Sation, or “jury-rig"” an equivaent skill (perhaps by using INT
minus 10 to arrive at a smulated Jo-T skill level). All other
Traveller skills necessary to the successful completion of Inter-
diction Station are sufficiently common that finding equiva
lents in any science ficlion role-playing game should be rela-
tively simple.

The use of these sKkills is a bit lesssimple and, since Travel-
ler-specific die rolls are used throughout Interdiction Station,
you will need to know something about how the Traveller skill-
use system works in order to arive at logical alternatives using
your favorite game system.

At severd points in the adventure which follows, the game
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master is instructed to allow the players to make specific skill-
use rolls in order to accomplish a task or find a bit of informa
tion. The format for such skill-use instructions is this: "The
players can attempt to rig the computer so it will act as an
electronic watchdog (Roll 8+, DMs +Computcr, +J-0-T).”
This means, simply, that in order to accomplish the task, the
players must make aroll of eight or better on two six-sided
dice; they will be alowed die modifiers if they have Computer
skill, or Jack-of-all-Trades sKkill. Sometimes, the specific die
modifier will be provided ("DM +1 if Medica"). In the exam-
ple above, no specific DM is suggested. This means the players
add their skill level to their die roll. In Traveller, players begin
with no skills; they have no computer experience, no vacuum
suit experience, and so on. In the course of generating and
playing a character, skills are, of course, acquired, Someone
with limited computer experience has a ill levd of one (Com-
puter-1); someone with a bit more computer experience may
achieve ill levd two, three, four, or higher (Computer-2, -3,
-4, etc.). When instructed to use a DM for Computer, then, the
characters add their skill level.

If you choose to play Interdiction Sation using a game sys
tem other than Traveller, you have several options concerning
skill use. If your system uses percentile rolls (1-100 rolled on
2D 10), you can either use the 2D6 rolls provided in Interdic-
tion Sation (using DMs where provided, ignoring them where
no specific DM issuggested) or you can use the percentile rolls
required in your system. For example, if a character is required
to make a roll of 8+ (DMs for Medicd, Brawling), you could
just go ahead and roll eight or better on 2D6. It may not be
true to your game system, but it is smple. As an alternative,
you could go down the list of your character's skills, noting
that your character has First Aid, say, a 65%, and Street Fight-
ing a 23%. You could assume that these skills are roughly
analogous to the Traveller skills used as DMs in the example
above and make a straight percentile roll againgt First Aid in
order to accomplish the task. The game master must make the
final decison about what is and is hot an equivalent skill,

If the game you play uses 2D6 or 3DG ralls, you dso have
some options as far as skill use is concerned, Like your friend
who uses percentile rolls, you could just go ahead and use the
2D6 rolls given in Interdiction Sation, applying DMs where
they are provided, ignoring them where they are not specific-
aly suggested. As an alternative, you could adapt your rules
for skill use to this scenario, using your game's skills and skill
levels. Thisrequiresa bit more work on your part, but you will
be able to play Interdiction Sation using your favorite game
rules.

Game masters wishing to convert this scenario to other sys-
tems should note that it depends on the team being isolated
for prolonged periods of time. If the rules under which you
play alow rapid interstellar travel without long delay (in other
words, if you play Space Opera, Star Trek, or asSmilar game),
give some reason for keeping norma ship traffic out of the
area. For example, in Space Opera, ships use the TISA drive,
and are visble at interplanetary distances, making Secrecy
impossible. You could suggest that the Mdenese are known to
have instruments capable of detecting vehicles the size of astar-
ship, making it imperative that normal traffic be rerouted, and
keeping supply runs to a minimum, Characters must depend
on their own resources, rather than smply summoning help if
trouble develops.

NOTE: Players may be given data from Sections 1-3 only.
All other information is for the referee's use. Players will have
to work to find out what is going on.

=1. PLAYERS' INFORMATION —-—-—-—-=‘

The players are members of the crew of the [1ISS Rim War-
lock, a converted 400-ton armed freighter supplying scout bases
and stations in various star systems. One such station isa con-
ceded interdiction unit orbiting Malen, a world whose natives



are not yet ready for contact. Since the Maenese could detect
a full-sized starship near their planet, normal procedure is to
rendezvous with the station launch in the system's asteroid
belt.

On this occasion, the freighter arrives exactly on time, but
the launch is missing. After 24 hours the Captain risks maser
and laser dgnals, but there is no reply. Eventually he decides
to send the ship's boat and a small team (the players) to inves-
tigate.

While the boat is refudled and supplied, the team is briefed.
As soon as they are ready to leave, the boat will be launched.
The ship will refuel at the system'sgas giant and return to the
rendezvous a week later. No communication will be possible
until then, since the maser transmitters are directional, making
it difficult to contact a moving vessdl.

=2. MALEN — GENERAL INFORMATION —*__;

Mden is a Terra-norm world, 8000 miles in diameter. Its
atmosphere is dense, and well able to support human life. Sev-
enty percent of the planet's surface is water. The thirty per-
cent which is dry land supports a population of 100,000,000
Maenese. Mden was colonized many thousands of years ago
by the first Imperium, but following the collapse of the Impe-
rium, al contact with the human colony on Maden was lost.
The colony reverted to barbarism. Over the years, the Mden
ex developed a "feuda technocratic" government. ("Ruling
functions are performed by specific individuals for persons
who agree to be ruled by them. Relationships are based on the
performance of technical activities which are mutually benefi-
cial,”’) Under Mdenese law, it isillegd to own weaponry more
deadly or technologically advanced than pistols, rifles, shot-
guns, and the like. Mdenese technology corresponds roughly
to that of late-twentieth century Earth.

These facts were learned about a century before this adven-
ture takes place, when the Scout Service rediscovered the
planet Maen. The Scouts learned the local language, and gath-
ered enough data through long-range observation to deduce
the colony's origins. The natives would normally be ready for
contact, but for one unusual factor - through a combination
of genetic drift, disease, and dietary deficiencies, the average
height of Maenese natives is well under a meter. Service psy-
chologists fear that alowing them to learn that they are the
smalest race of humans would lead to the development of a
devastating cultural inferiority complex.

The system consists of saven worlds. Mden is the only one
capable of supporting human life. There is one ringed gas giant
and a dense asteroid belt with a high potential minera yield.
Mden has three moons. The first orbits the planet at a height
of 75,360 kilometers and has a diameter of 2000 miles. The
second is in orbit 117,151 kilometers above Mden, and has a
diameter of 1000 miles. Thelast is 312,875 kilometers up, and
is 3000 miles in diameter. Mden is interdicted by a manned
station supported by severd smdl satellites. The station isin a
stable orbit behind Malen’s outermost moon.

—_— .

=3. CONTROL STATION —~

The interdiction station was built from prefabricated parts
with a minimum of detectable electronic and nucleonic equip-
ment. It has a 400-ton hull fitted with a solar power unit and a
backup fuson power plant, usualy shut down to minimum
maintenance levels. Low power ion maneuver drives are fitted
for a maximum 1lg acceleration under fuson power, 0.25g
with solar cells. The station is an unstreamlined dispersed struc-
ture. Normal crew is four, but it will accommodate up to ten.
Supply endurance is 300 days food and air supplies, 20 days
drive (without solar power). Weapons are a laser/missile/sand-
caster mix in atriple turret.

A smdl launch (maximum acceleration: 4g; capacity: pilot
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plus five passengers, six tons cargo, missle launcher) is provid-
ed for routine transport and emergency gas scooping.

Duty tours are four months (excluding transport time) with
supply deliveries every second month.

The satellites which support the station are primarily design-
ed to monitor communications, but they also mount four-shot
missle launchers. Each satellite weighs 4.7 tons and costs MCr
6.74, and carries a powerful video camera, arecorder, dl-wave
communications receiver, a maser transceiver, and a smal com-
puter. They have low-power gas thrusters for orbital correc-
tions, solar panels, and thermal demolition charges designed to
reduce the satellite to dag without any visble explosion. In
normal use each satellite monitors Mden (or its assgned target)
and stores data for daily transmission to the station. If neces-
sary, an operator can take direct control of the satellite for real-
time monitoring of a particularly interesting event, or to use
its weapons. There are five of these satellites, in the following
locations:

Two a Mden outer moon L4 and L5 stable points;

One in 50,000-km polar obit around Malen;

One in orbit around gas giant ;

One at the asteroid-belt rendezvous point.

The belt and gas giant remotes are normally set to detect
incoming vessdls, concentrating on starship communication,
distress frequencies, |FF (Identify Friend or Foe) beacon pat-
terns, and drive radiation.

The station aso carries 20 one-shot probes for close obser-
vation of the planet. They axe designed to skim the atmosphere
for later recovery, or to penetrate to a few kilometers above
the surface and then self-destruct. Each probe carries arecord-
ing camera, atmospheric sensors, asquea transmitter (for high-
speed transmission of information), and self-destruct charges,
Probes cost Cr 42,500 each. They look like smal meteors, and
are launched by solid-fuel rocket boosters.

=

4. REFEREES INFORMATION —

Before leaving the ship, the team will be issued vacc suits
and ration packs, They may aso request additional equipment
to supplement their own gear. The following equipment is
available but it will not be provided unless the team requests it
or asks the Captain for advice - the ship's quartermaster is
extremely mean, and won't volunteer anything:

1 each Engineer, Electronic, and Electrica toolkits;

2 hand computers, 4 calculators;

1 rediation detector;

1 aranalyzer:

2 medical kits;

Filter masks — six boxesof 12;

4 hand lanterns;

I pair light intensifier goggles;

1 vacuum welding set.

All other equipment is either unavailable, broken, or in short
supply. The quartermaster will be very unwilling to part with
the stores he does have, making severad excuses before each
item is produced. Unless the team is completely unarmed, the
Captain will not provide any weapons. Those potentially avail-
able are two snub pistols (see Compartment 18, Deck B), a
laser carbine, and four tear gas grenades.

There is room for up to 200 kg of additional stores in the
cabin of the launch, the hold being full of supplies for the sta-
tion.

The journey to the station will take 18 hours, and will be
entirely without incident. On arrival the team will find the
station's launch docked to a lower airlock. The main lock is
dightly open. There will be no response to any signals.

The station has four crew-members, dl of whom are dead
or unconscious: Four days before the team's arrival, an air-
recycler malfunctioned, coinciding with an eectrica short
which cut out the air purity darms. As a result, the atmos-
phere was fouled by carbon dioxide, alcohol, and other meta-
bolic products. The smell was masked by the general aroma of




oil, ozone, food, old socks, and sweat generally found in closed
environments, and the crew became intoxicated before notic-
ing their danger. The station's air is noxious. Team members
must wear vacc suits or filter masks at all times or they, like
the station crew, will begin to act irrationally and eventually
lose consciousness. If the players do remove their vacc suits,
effects will be felt as follows: An unusual smell will be noticed
immediately. After the first hour, the players will begin to feel
lightheaded. After the second hour without vacc suits, the
players may begin to fed drunk, giddy, or even dangerously
deranged. (Specific effects during this stage are left to the dis-
cretion of the game master. Player characters should be told
to act strangely, but stay in character.) After the third hour,
players will begin to feel sleepy and lethargic. After the fourth
hour, they will fal into a sleep verging on coma. Putting vacc
suits back on will reverse the effects described above almost
immediately. In order to determine what is wrong with the
station's air, the players can check an air analyzer - if they
thought to bring one along. If they didn't bring one, they will
have to jury-rig something to perform the same function. This
is only possible in the sick bay. A full explanation of how this
can be done is included in the sick bay description (Compart-
ment 15, Deck B).

The investigating team would, of course, have no way of
knowing this, but in the hours before the station's original
crew collapsed, all behaved irrationally, with the following spe-
cific effects;
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Scout Mary Fong tried to use the airlock without suiting
up, with fatal consequences.

The Team Leader, Jason Hobart, "played" with the com-
puter and corrupted its programs badly, then collapsed in his
cabin.

The medic, Assistant Team Leader Powell Johnson, pro-
grammed the autodoc to remove his own appendix, stomach,
and spleen. He is still in the machine and won't recover with-
out major transplant surgery.

=24-

The fourth member of the station crew, Scout Peter Tisley,
is in a coma, suffering from kidney failure. Before collapsing,
he punctured some of the emergency vacc suitsin the station,
wrecked the workshop, burnt his name into the bulkhead of
his room, and fired a probe at Malen without bothering to arm
its self-destruct charges.

Once the team reaches the station it will need to enter and
investigate. With the station launch docked, the only entrance
to the station is the main air lock, designed for docking with
much larger craft. It will not form an airtight seal with the
ship's boat, and vacc suits will be needed to enter the station.

The station description which follows contains some infor-
mation which will be visible at a casual glance, and some which
will not be apparent to player characters. Use your discretion
in describing the situation aboard the station.

Devices found at various points around the station are EE-
VAC suits, marked "*," and fire extinguishers, marked "F":

EE-VAC suits are short-term emergency vacuum suits, made
of thin plastic with a ten minute air supply. They are self-
inflating once a rip cord is pulled, and can be donned in 30
minus DEX seconds. Some are faulty (see the noteson Tisley
above) and will refuse to inflate. Roll 8+ for a suit to be faulty.
On a second roll of 9+, players notice it without a careful
examination. EE-VAC suits cost Cr 150, give no armor protec-
tion, and cannot be re-used. They are fairly common devices,
and characters will be able to use them without instructions.

All fire extinguishers are dry foam types designed to work
without polluting the air. Unfortunately, this type of extin-
guisher tends to leave a gummy residue which can disable deli-
cate machinery. Characters won't automatically know this since
most ships use gasfilled extinguishers.

If any attempt is made to use any computer terminal in the
station see the notes on Compartment 16, Deck B.

Deck A:

1. Maneuver control room. All controls are standard, though
slightly old-fashioned. This compartment is one of several with
laminated photochromic glass windows. Theglassis 15 cm thick
and is equivalent to a minimally armored ship's hull. (Factor
1 armor, in Traveller terms.) The glass offers no protection
against laser penetration. The iris valves in this compartment,
and throughout the station, are an old design operating nor-
mally except that power is used to open rather than close
them. If the motors or power cables are damaged, they will
slam closed without sensing any obstructions that may be pres-
ent. Each valve originally carried a warning sticker, but al are
now missing or obliterated. There is an inconspicuous panel in
the bulkhead by each valve, concealing a hand crank which
will open the valve in 3-4 rounds, if it is not locked. (On aroll
of 10+, the iris valve islocked. It takes 40 minus (DEX + INT)
rounds to unlock. Shooting the lock mechanism doubles the
number of rounds it takes to open the valve. Once unlocked, it
will not lock by itself.)

2. Shaft to dorsal turret.

3. Dorsal (triple) turret. Sandcaster (lessens effectiveness of
beam weapons) / Missile / Laser.

4. Sore room. Houses launcher for probes, a rack of probes
and solid propellant charges, and miscellaneous equipment and
supplies. The floor is littered with hundreds of 5mm ball bear-
ings, spilled by Tisley. Seven spaces in the probe rack are
empty: once the computer is repaired, a log check will show
that only six are recorded as used.

5. Life support. All machinery in this compartment shows signs
of overheating, and three pumps are burnt out. All the stores
needed to repair it are kept in Compartment 6. Repairs will
take 15 hours, less D6 hours per level of Jack-of-all-Trades
(J-0-T) or Engineering skill used. If players repair the life sup-
port system, they will no longer have to wear vacc suits. Once
the unit is repaired, however, there is a slight chance of anoth-
er failure, on a 3D6 roll of 16+. Roll each day, The alarm sys-
tem must be repaired separately.



6. Access to engines and storage area for engineering spares.
7. Greenhouse. Filled with plants from various worlds. Char-
acters with medical or botanical knowledge will recognize
three mild narcotic herbs and a powerful type of laxative berry.
8. Drive rooms. Two ion drive units, combined thrust 0.25g
under solar power, 1g under fusion power.

9. Shaft to lower decks. Hatches at each level are rigged to
close automatically if air pressure on either side drops by 20%
or more.

Deck B:

10. Main air lock with adaptor (5-meter extension). Mary
Fong's corpse is floating in the lock, with a loose shoe stop-
ping the outer valve from closing. The body is an unpleasant
sight, and anyone seeing it must make a roll of 15+ (DMs:
+END, +Vacc) to avoid vomiting. If team members are wearing
space suits when this occurs and fail to save, aroll of 9+ must
be made to avoid a suit malfunction. Roll D6 for possible suit
malfunctions:

(1) Suit air supply restricted ; occupant takes D2 points suf-
focation damage before suit removed.

(2) Suit exhaust blocked, pressure builds inside. Occupant
must remove helmet, taking two points damage (decompres-
sion effects). Note: Unless the suit is cleaned and put on again,
players forced to remove their helmets will begin to feel the
intoxicating effects of the station's air.

(3) Electrical short, radio fails.

(4) Electrical fault, all power lost. Occupant takes 2-4
points damage from suffocation per minute until suit removed.
All equipment (e.g., radio, beacon, lights) useless.

(5+) Visor obscured, occupant blinded until helmet remov-
ed or visor opened.

It takes an hour to clean and disinfect a suit after vomiting,
more time being required for repairs if the suit malfunctions.
It is considered extremely bad mannersto ask someone else to
clean a contaminated suit or to repair it before it is cleaned.
11. Quit store and recharge room. Able to recharge a maximum
of eight vacc suits. There are four suits present. All have been
refilled from the contaminated air supply (and will have the
same effect as breathing the station air if used), but none will
fit team members without some modification.

12. Lavatory (Head).

13. Workshop. The workshop holds all normal Electrical, Elec-
tronic, Mechanical, and Plumbing tools, all made to Tech Level
11. (TL 11 is about halfway between where we are now and
the world of Sar Trek - high-powered lasers are old hat, but
the transporter room isyearsin the future.) The tools are lying
in a large heap on the floor, covered with a mixture of paint
and epoxy resin. On top of the pile is an empty welding torch.
There are several containers of paint and epoxy solvent in
Compartment 4. They are toxic. It will require 1-3 cans of sol-
vent to clean up al the tools, with a DM of +1 on the day'slife
support system failure roll for each can of solvent opened —
this is strong stuff, and could overload thejury-rigged air puri-
fication system.

14. Commons. Facilities include a small robot chef unit, enter-
tainment and music consoles, and a library of hard-copy books,
The room is untidy, with broken chairs and torn books scatter-
ed over the floor.

15. Sckbay. Facilities include an autodoc (A) and two bunks
with life support and monitoring facilities (B). Powell Johnson
is in the autodoc, under heavy sedation. If characters are not
wearing helmets or filter-masks (and are still lucid), they will
notice a pungent smell in the room. A careful examination of
the autodoc will aso reveal the organs in the waste box. One
of the bunks can be removed and used as alitter with minimal
life support facilities, if required. On a roll of 8+ (DM: +Med-
ical) this will keep Johnson aive on thejourney back to the
Rim Warlock. If the players move Johnson from the autodoc
to a litter, the autodoc will report that the air is impure, and
that moving him from his stabilized environment may endan-
ger his life. If the players think of it, they can attempt to rig

-25-

g =, |
= =2
/f‘;’//f 00o:
-' %// 17 i
Py 4’-"" L]
o +
- e . : 3
. f 1= D
A'I.v il E
el
: J
b o ks RN -&-’}Q. r J|I
Nl

DAN

- |
=

o
%
£ e
i

the autodoc so it will perform a complete air analysis. (Roll
9+, DMs. Medical, Computer, and J-o-T). If successful, they
will learn that the air has been fouled by large quantities of
carbon dioxide, alcohol, other metabolic products, oil, ozone,
food, old socks, and sweat.

16. Computer and satellite monitoring and control room. Link-
ed to multi-waveband receivers (16A) and maser transceiver
(16B). Capacities include translation of up to six simultaneous
transmissions, and routine control of al the satellites. Although
nothing shows externally, the computer is seriously deranged,
and full debugging will take 30 hours less D6 hours per level of
computer skill. It isa very bad idea to switch the computer off,
since al data and programs would be lost. If the computer is
switched off, it will take a week to reboot al of the programs
from backup systems. Weapons (both offensive and defensive),
library functions, navigation systems, maneuvering systems, and
lighting will be inoperative until the computer is once again
working. Three days after powering up, ship's systems will
begin to come on. Roll 10+ (no DMs) for any particular sys-
tem to return on any given day. (Bear in mind, the players will
have to go about their business in the dark until they get the
lighting system working again.) After 168 hours have passed,
all systems not already operational will begin functioning again.
Until the computer is debugged, the following events will take
place:

(a) Any signal to the satellite monitors will activate the
drives at 0.25g thrust. Each activation causes D6 thousand
credits worth of damage to the solar panel system and reduces
available solar power by 10%, since the panels should be lock-
ed in place before the engines are used. If the team has not
docked the launch to the lower lock it will be left behind,
since the main lock (10) is designed for a larger vessel.

(b) All attempts to access the current log or the observation
records will result in adisplay of video games.

(c) Seventeen hours after the team's arrival the internal
gravity system and lighting will cut out simultaneously. Once
this fault occurs, all characters must make a save on 9+ (DMs:




+Vacc Suit, +1 if END 10+, -1 if END 6-) to avoid becoming
disoriented and spacesick. Spacesickness gives a -2 DM on all
skill use, and causes vomiting (see 10 above). It will take 20
minutes to override the computer's control of the grav system
once a computer fault is suspected.

(d) The satellite destruct codes have been permanently
deleted from memory. This will not be apparent unless the
computer is asked to supply them, when a "NO DATA" signd
will be produced.

It should be noted that, due to time lag, there is a -4 DM
on missile fire from the satellites controlled by the computer,
increasing to -6 in the asteroid belt and -8 at the gas giant.
These factors will change if the station moves nearer to these
satellites.

17. Exercise/recreationarea. Equipped with exercise machines,
hologram scene "windows," and other recreational items.

18 Sore room (containing numerous frequently used items,
e.g., power cells, suit tanks, etc.), with armory rack. Armory
rack holds three military snub pistols, each with a belt of six
20-shot clips. The military snub pistol is an automatic designed
for use on shipboard and in zero-G combat. Each clip holds 20
high-explosive cartridges. Each cartridge does 4D6 damage (or,
a bit more than a modern assault rifle). The armory rack also
holds three Advanced Combat Rifles (ACR) and four ammuni-
tion clips. The ACR is roughly equivalent to a modern assault
rifle like the M16. It does 4D6 damage per high-explosive car-
tridge. The ACR is capable of semi- or fully automatic fire
(four shots per pull of trigger). The armory rack also holds five
cutlasses and three vials of combat drug. Combat drug adds
two points to both STR and END. It takes effect two rounds
after being ingested, lasts for 30 rounds, and does 1D6 damage
to the user when it wears off.

19. Sngle cabin. This cabin has a computer terminal and is
usually reserved for the team leader. The compartment is tidy,
with the exception of some dirty linen on the floor. Jason
Hobart is lying on the bed, snoring loudly. He wears his full
ceremonial uniform and is clutching a battered teddy bear. He
isin a coma but will recover after 4D6 hours breathing pure air.

=96 =

20. Sngle cabin. Tidley is lying on the floor. His skin is slightly
yellow and his pulse and respiration are extremely rapid. Burnt
on the cabin walls are the words "Tisley Was Here." Tisley has
vomited on the floor and bed. Unless promptly treated, he will
die in 1-4 hours from total kidney failure. Characters with
medical skill should roll 9 or better (DM: +Medical) to cure
him. The autodoc gives a +4 maodifier to this roll, but medical
skill 2+ isrequired to use it.

21. Lavatory (Head).

22, 23. Double cabins. Each has a third folding bunk for extra
personnel. 22 was occupied by Fong, and 23 by Johnson. Their
clothing will be found if the cabins are searched, but nothing
of any significance.

24. Girder to solar panels.

Deck C:

25. Launch docking and reception area, with airlock tube down
to launch cabin and docking cradle controls.

26, 27. Holds (26 is refrigerated for food and medicines).

28. Fusion power plant.

Launch:

A: Cabin (six seats, rear four removable for extra cargo).
B: Lavatory (Head).

C: Fue scoops.

A 5-ton hold is located under the cabin.

Overall

In addition to the faults described above, the station is in
extremely poor general condition. The air purifier failure was
not an isolated occurrence — sixty years have passed since the
station was built, and it has never been given a full dockyard
service. Continuous computer monitoring controlled most of
the problems, but once the system was disrupted, minor faults
started to turn into potential crises, which will become actual
crises during the team's investigation. For each day that passes,
roll 2D6; on 9+, a problem will develop. Roll 2D6 again to
determine the severity of the problem:

2-7: Reroll on minor faults table
3-10: Reroll on serious faults table

11+: Reroll on crisis table

Minor Faults: (Minor faults occur in a single compartment or
small area. Roll 3D10-2 to determine which compartment or
area has been affected.)

2-4- Light failure
5-7  Intercom failure (one station only)
8-9: Jammed iris vave

10-11: Jammed hatch

12: Computer terminal breakdown (one terminal only)

Serious Faults. Roll 2D6:

2-3: Slow air leak
4-5! Sow fud leak
6-7: Intercom failure (all stations)

8! Light failure (one full deck)
9! Gravity failure (one full deck)
10.

Solar panel power reduced 10-60%
11: Power failure (one full deck)
12:  Communications breakdown with D6-1 satellites
Crisis Table: Roll 2Dé6:
2:  Catastrophic air loss (hatch or window fails)
. Catastrophic fuel loss (valve or pipe fails)
4-5: Computer failure (see discussion of computer — Com-
partment 16, Deck B)
6-7, Total electrical failure
8-9: Total gravity failure
10-11:  Fire, ]D4 compartments
12. Fusion plant failure (1-5 power lost, can be repaired

in 2D6 hours; on aroll of 6, plant is atotal l0ss)



Referees may apply modifiers to these tables determined by
the amount of time characters devote to maintenance and by
the sill (or lack of it) usad in the work. Players should not be
asked to make such decisions before the first failure occurs.

At the end of a week, the team will be able to make contact
with Rim Warlock. The captain will tell the team member (or
members) with the best piloting and medical skill to ferry the
survivors to the ship, then order the group to take over the sta-
tion until a relief crew can be transferred to Maen. He adds
that this will take 6-8 weeks, and will give the team a chance
to show what a good job they can do.

Once the team has settled in on the station, the referee
should dlow approximately two weeks before the next criss
develops. This problem is the culmination of severd years of
work on Malen ,,.
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Malen is a typical Terra-type planet, with four large conti-
nents and numerous smal islands. A 30-degree axia tilt causes
violent seasonal contrasts. The presence of three moons makes
tides complex and tends to cause bad storms and frequent
floods.

The Mdenexe are hardy and reasonably strong for their size,
normal adults having the following characteristics:

Dexterity 2D 6+2
Intelligence  2D6
Social status 2D6
25-40 kg

Strength D6+4
Endurance 2D6+3
Education 2D6
Height 75-85 cm Weight

Despite their small stature (30" to 34" in height, 55 Ibs. to
88 Ibs. in weight). the Madenee are a hearty people. Their
strength isjust a bit less than human, on average. Their average
dexteriry and endurance is a bit higher than the average Earth
dweller. In intelligence, the Mdenese are in every way our
equa — their relative lack of technological progress is aresult
of climatary and other natural disasters. Their life has not been
essy and their progress is admirable in light of the difficulties
they have had to face and overcome. Despite their lack of con-
tact with the mainstream of humanity, the Mdenee have
developed aong the same lines as humans elsawhere. Like
other off-shoots of humanity, the Mdenese can be gentle and
fierce, by turns. They can be understanding a one moment
and pigheaded and narrow-minded the next. They can be
remarkably cooperative and fiercely territorial. They are, in
short, human. Many of their cultural, socia, educational, and
governmental institutions would fit in on any of the human
race's myriad worlds.

Their Feudal Technocratic government developed as aresult
of centuries of natural disasters, mostly caused by high tides or
storms. Organizations which coordinated relief work and the
construction of flood defenses gradually took power from the
former rulers, a hereditary religious aristocracy. This depen-
dence on engineering has caused a genera respect for al forms
of technology and science. In a typical Mdenese city, the chief
government officids are the leaders of the Fire Brigade, Flood
Control organization, and Police, the President of the locd
university, engineering guild members, and the senior doctor
of the largest hospital in the area. All are active in their profes-
sions, and government meetings are held over computer and
picture-phone links rather than in person. The leader of the
city government is the city's representative to the planetary
government.

There is one world-wide language, Malenali, with minor dia-
lect variants in different regions, Most areas are linked to a
world-wide communications net carrying news, entertainment,
and educational programming. The most popular forn of enter-
tainment is a type of stylized serid resembling a soap opera
with poetic and musica interpolations. After a fev weeks, al
Scouts in the interdiction station learn either to love or hate
this style, which isused in approximately 65% of transmissions.

For over a century the Mdenese have suspected that they
are not native to Maen. No native mammals are sufficiently
humanoid to make aclose relationship likely, and there are no
fossl records of any ancestral species.

The Mdenese had developed large optical telescopes by the
time the Scouts rediscovered their world. They sghted the
L5 satellite monitor a few years after its installation. It was,
however, assumed to be an accumulation of meteoric debris,
and was often used as a benchmark for observations. Over the
years, the natives have noticed two dight shifts in its orbit,
both caused by micro-meteor impacts and followed by a
return to the origina orbit after a fev days, as the thrusters
pushed it back in place. Astronomers have adso detected faint
radio signas from other colonized systems, the nearest being
eight parsecs away, They have yet to interpret these sgnds,
but believe them to have intelligent origins.

Until recently these facts were seldom associated by the
Maenese, but a computer program relating severa scientific
disciplines linked them as evidence of an dien origin. Mdenese
scholars did not deduce the presence of the interdiction sta-
tion, but suspected the L5 monitor of being part of a larger
craft which brought humanity to Maen. As a consequence,
there was a world-wide search for further evidence, and a
manned spacecraft is being prepared for an eventual mission to
the L5 satellite. The flight has received some prominence in
the local news media, but the fact that it will actualy vist the
L5 point has not been mentioned - there is religious opposi-
tion to the "Alien Origin" theory and the scientists prefer to
announce any discoveries after the mission, rather than arous-
ing controversy beforehand.



This was the situation until the day before the team reached
the station.

The probe Tisley fired at Malen was launched very accurate-
ly, and penetrated to the surface, landing in a lake near a major
university. The fal was witnessed by a group of students and
teachers who recovered the probe after a few hours of trawling
with nets and magnets. They believed it to be a normal meteor.
The probe was taken to the university's geology laboratory for
immediate examination, and cut open to reveal its surprising
contents.

The obvious alien construction of the probe's cameras and
recorders was immediately reported to the government, which
asked the scientists to keep the incident secret until the situa-
tion could be properly assessed. Since the probe was obviously
almost new (its power pack is a type which loses its charge after
just a few days, and there arc traces of volatile sealing com-
pounds in various areas) there was some alarm, and the alien
origin hypothesis has been amended to include the possibility
that Malen is till being observed from space. Some scientists
have even suggested that the "L5 object" is an observation
device, making immediate inspection even more essential.

fHshan Gusival (Star Dove), the Malenese probe ship, is a
Tech Level 7 rocket (we are on the verge of TL 7 in 1984) using
solid fuel boosters to fire a reusable aerodynamic vehicle into
space. As the Malenese are smaller and lighter than normal
humans, they require less food, less air, and less room, thus
making it possible for a relatively small craft to be equipped
for a prolonged flight. At launch, it weighs 2100 tons, but after
boosters have been dropped, it is reduced to 350 tons. The
ship can sustain a maximum of four minutes at full thrust
apart from re-entry maneuvers. The ship's computer is power-
ed by fud cells. The missile launcher carries four small scien-
tific probes (equipped with cameras and transmitters) plus two
hastily-installed wire-guided missiles (fired with -2 DM to hit,
-1 DM on penetration, range 5 km). The price quoted below is

an approximation, based on the capital costs of the vessel's
construction and development of the necessary industries. It
has a four-week supply endurance.

The flight plan is for the vessel to rendezvous with the "L5
object,” take pictures and instrument readings, and then fire
its probes to other interesting positions - to the L4 stable
point, and to orbits around the three moons. If anything inter-
esting is detected, the Malenese ground controllers will launch
a supply drone to rendezvous with the vessel, allowing it to
continue investigating. Otherwise it will return to Maen after
three weeks.

Since the L5 mission will be firing its probes near the orbits
used by the interdiction station and its satellites, it is very like-
ly that the Malenese will spot something. Unless the L5 obser-
vation satellite can be moved or destroyed before the fishan
Gusival reaches it, the Malenese crew will certainly spot it.
They will make a full examination, and may even decide to
take it back to Malen if their probes at L4 and in the vicinity
of the moons uncover nothing else.

On a roll of 5+ on 2D6, the Maenese probes will sight the
L4 observation satellite in addition to the one at L5. If the 2D6
roll was eight or more, the Malenese will spot the interdiction
station. Ignoring the two satellites for the moment, they will
turn their attention to the station itself. They will approach,
dock, and board the station, conducting as thorough a search
as they can - or, asthe players choose to allow. If the players
choose not to interfere with the Malenese, the astronauts from
the planet below will spend a week investigating and then
return to Malen to report. If the crew of the station choose to
confront the Malenese, they will meet three Malenese, unarm-
ed, in primitive (late-twentieth century) space suits.

Each team member should be allowed a roll of 12+ (DM:
+3 if the character has prior alien contact experience, plus any
other relevant modifiers — as determined by the game master)
to realize that the L5 mission is an ideal opportunity to make
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contact with the Malenese without triggering an unfavorable
reaction. The Maenese will be in a buoyant psychological
mood if they discover the interdiction station through their
own efforts, and will probably not feel inferior unless the play-
er team makes very bad mistakes.

ENDING THE SCENARIO i——

=6.

There are several possible outcomes to this scenario. These
are summarized below:

1) The team avoids al contact with the Malenese and pre-
vents them from learning anything significant from the flight.
They accomplish this without resorting to violence. They will
be relieved normally, congratulated on their devotion to duty,
promoted, and assigned to another mission.

2) The team stops the Malenese from making contact or
learning anything by using force (by destroying the Hshan
Gusival, for example, and making it look to the Malenese on
the planet's surface as though there had been an accident).
They will be relieved normally and then brought before a board
of inquiry. Although they will be exonerated, they will receive
no further promotions and will be mustered out as soon as
possible, after spending the rest of their termsin boring office
jobs.

3) The team fails to make peaceful contact or to stop the
Malenese from learning of their "quarantine." The reaction of
their superiors will vary with the exact circumstances. but may
vary from mild censure to dishonorable discharges.

4) The team contacts the Malenese but inadvertently trig-
gers the expected psychological reaction. The team will be
punished to an extent depending on the eventual putcome. If
the ultimate result is a return to sanity and peaceful contact
with the Imperium, team members may ultimately be congrat-
ulated and/or promoted. If there is a catastrophic reaction, the
team will be court-martialled and possibly even shot.

5) The team makes an entirely successful contact with the
Malenese. A board of inquiry will be convened, which will
eventually result in al the team members being promoted and
decorated. On a roll of 10+ the team leader will be knighted
or, if already of high social standing, raised another status step.
If team members decide to leave the service at the end of this
term, they should be given a +1 modifier on al material bene-
fit rolls, unless some other event mars their records.

Should the scenario lead to some unexpected event (e.g.,
the team decides to plunder or conquer Malen), the referee
should remember that Imperial forces are only a few weeks
away, and that the Rim Warlock is more than a match for the
station and the team's weaponry.

The original ideas for this scenario developed from incidents
in a Traveller campaign run in King'sCollege, London, in Spring
1983; the song "Sar Man" by David Bowie; andthe film Dark
Sar. My thanks to all concerned.

- Marcus L. Rowland
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Interdiction Station
Traveller Stats

" —
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1. Malen: Location classified, UPP: X887854 7. Interdicted.
2. Malen’s Moons:
1) Orbit 75,360 km, X200000 0.
2) Orbit 117,151 km. X100000 0.
3) Orbit 312,875 km, X300000 O.
3. The InterdictionSation and support ships:
Ship profiles as per Book 5. 2nd Edition - High Guard.

0413 Station MAL-1 SI-4701141-1 10000-10001-0 MCr. 186.16
Batteries bearing 1 I Crew 4-10
Batteries 1 1 TL12

Passengers-0; Low-0; Cargo-80: FFuel-10: EP-8; Marines-0: Agility-0.

The Interdiction Station weighs 400 tons. Dispersed Structure. No
interstellar capability. Maximum lg acceleration. Type 4 computer
(about halfway between 20th century and Star Trek). Normal crew of
four. Maximum crew of 1 0. No armor. One sandcaster (to lessen effect
of beam weapons). One laser. One missile launcher (with three missiles).

Launch for above: QG-0106610-000000-00001-0 MCr. 196 TL 12
Passengers-5; Low-0: Cargo-8: Fuel-12; EP-1.8; Crew-1: Marines-0;
Agility-6.

The Interdiction Staton launch weighs 30 tons. Wedge/Needle-
shaped hull. No interstellar capabilities. Maximum 6g acceleration.
Type 1 computer (late-twentieth century equivalent). One missile
launcher (with three missiles).

4. The Malenese Ship (Hshan Gusival): LZ-3206611-000000-00001-0

MCr. 5000 TL 7
Passengers-2: Low-0: Cargo-25; Fuel-150; Agility-1; Crew-2.

The Hshan Gusival is an experimental lab ship. Cone-shaped. No
interstellar capabilities. Maximum 6g acceleration. Type 1 computer
(late-twentieth century equivalent). One missile launcher (with three
missiles).

Interdiction Station — NPC Stats

Team Leader Jason Hobart (897AA7)47 yearsold. 8th term in Scouts.
STR-8; DEX-9; END-7: INT-10; EDU-10; SOC. ST.-7; Computer-2:
Pilot-2;Air/Raft-1:Vacc-2;Pistol-2;L cader-1;J-0-T-I.
Snub Pistol Travellers Aid Cr. 4520
Assistant Team Leader/Surgeon Powell Johnson (788BA8) 31 years
old. 4th term.
STR-7; DEX-8; END-8; INT-11; SOC. ST.-8; Medical-3; Pilot-]; Vace-0;
Computer-2. Cr. 925

Scout Peter Tisley (AA898A) 25 years old. 2nd term.
STR-10: DEX-10: END-8; INT-9; EDU-8: SOC. ST.-10: Pilot-1;
Brawling-1: Nav-1 ; Vacc-0; ACR-0. Cr. 940

Scout Mary Fong (7C888B) 23 years old. 2nd term.
STR-7: DEX-12: END-8: INT-8; EDU-8; SOC. ST.-11; Computer-2:
Communication-1: Linguist-2; J-0-T-1. Cr. 1298

This information may be presented to the players if they ask for it
(or if the referee feels such information would be a natural part of their
pre-mission briefing). In any event, the players should be given no clue
that the station's original crew is in any trouble. All they really know is
that the station crew failed to show up at a regularly scheduled rendez-
vous and doesn't respond to signals from the Rim Warlock. The infor-
mation above can be presented as the latest data on the station crew in
the Rim Warlock's computer banks.

TARSUS

World Beyond the Frontier

The letter from home brought bad news.
The family ranch is in deep trouble, and your
father needs help desperately. You and your
companions, newly mustered out of Imperial
Service, must travel beyond the Imperial
borders to Tarsus, where the unexpected
awaits . , .

Tarsus, World Beyond the Frontier, is a com-
bination of Traveller supplement and adven-
ture: a world mapped, described, and de-
tailed for use by any Traveller referee and
players. The world data book fully covers this
single world, describing Tarsan history,

Tarsus. A comprehensive module for Traveller.
Boxed. $12.00.

Game D%igneré Workshop

P.O. Box 1646, Bloomington, Illinois 61701
Free Catalog on Request

geography, climate, flora and fauna, and the
myriad other details that make - this world
uniqgue among the millions in the known
universe. Three maps are included, one of
the dense tanglewood forest region, one of
Tarsus as a whole, and one of District 268,
the subsector which contains Tarsus.

Five separate scenario folders deal with dif-
ferent situations on Tarsus. Additional adven-
tures take place naturally on the fully
described world. Pre-generated characters are
provided on handy cards which let the action
begin immediately.
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Space Gamer reviews science fiction
boardgames, role-playing games, com-
puter games, play-by-mail games, and
game supplements. We will review any SF
game if the publisher sends us a copy. We
do not guarantee reviews of historical
games.

The staff will make reasonable efforts
to check reviews for factual accuracy, but
opinions expressed by reviewers are not
necessarily those of the magazine.

Games and game items for which Space
Gamer has assigned or received reviews
include (The) Alien, Alien Armada, Boot
Hill, Border Crossing, Capitol, Combots,
Fleet Maneuvers, The Forever War, Galac-
Tac, Illuminati, MSPE miniatures, Storm-
haven, Super Heroes miniatures, Super
Squadron, Suspended, Time Ship, Travel-
ler miniatures, Villains & Vigilantes mini-
atures, Warboid World, Wild West, and
Wings Out of Shadow.

Games and game items forwhich Space
Gamer is seeking reviews include Adven-
turer's Club, Agent Dossiers (Top Secret),
Battlecars, Burned Bush Wells, Cassiope-
ian Empire, Caverns of Callisto, The Com-
pany War, Cosmic Balance Il - The Stra-
tegic Game, Famine in Far-Go, Fasolt in
Peril, Forms and Charts, Free Trader,
Gamma World (revised), Gamelord, Gate-
way to Tekumel, Hearts and Minds, High
Ranger Guard, Lightning Bolts and Lasers,
The Mind Masters, M.I.S.S.I.O.N., Murder
on Arcturus Station, Operation: Fastpass,
Operation Guardian, Operation Peregrine,
Orient Express, Pentantastar, Race in
Space, Recon, Scouts (Traveller Book 6),
The Shady Dragon Inn, Spectre, Star
Commander, Star Explorer, Star Fleet
Battle Manual, Star Sector Atlas 2, Star
Sentry, Starquest, Starship Captain, Sun-
down on Starmist, Superworld, Survival
Force miniatures, Thunde'rin Guns, To
Challenge Tomorrow, The Undersea
Environment, The Vanishing Investigator,
Volturnus/Planet of Mystery, and Witness
for the Defense.

GAMES

TRA VELLER STARTER EDITION (Game
Designers Workshop): $10.00. Designed by-
Marc W. Miller. Contains game box. rules book-
let. booklet of charts and tables. player's hand-
outs, two adventures, and map. Three or more
players, indefinite playing time. Published 1983.

The Starter Edition is the most recent incar-
nation of the Traveller rules (the others being
Basic Traveller, Deluxe Travellerand The Trav-
eller Book). In stylo and content, it most close-
ly resembles GDW's hardbound Traveller Book,
though at a $3.00 reduction in cost, and some
differences in components and contents.

Starter Traveller is a major revison in style
and packaging, obviousy aimed at the same
people who would purchase the "Basic Set™ of
another major RPG. In my eye, Traveller is the
better buy. with better artwork. better writing
style and content, and better game mechanics.

Artwork, for the most part, is identical to
The Traveller Book, the major exception being
different cover art on each. The rules are laid
out in a smilar fashion, incorporating the old
Books 0. 1. 2. and 3 into one volume. As with
The Traveller Book, all various forms and charts
have been organized by subject (all forms and
tables on planets arc grouped together, for ex-
ample). However, unlike The Traveller Book,
the Starter Edition places these al into one
booklet, a vast improvement, | feel, asit cuts
down on the amount of time one spends leaf-
ing and looking for a particular set of charts,

The maor differences between the two
products comes with the material designed for
adventuring. Both contain the same "Patron
Encounters’ (taken from Supplement 6, 76
Patrons). The Traveler Book contains a "Cas
ual Encounter,” the Starter Edition does not.
The Traveller Book contains an " Amber Zone"
reprinted from an early issue of the Journal, the
Starter Edition docs not. Both editions contain
two adventures - The Traveller Book contains
"Exit Visa" and " Shadows," the Starter Edition
contains "Misson on Mithril" and " Shadows."
The adventures are presented better in the
Starter Edition, as the boxed format allows
GDW to bresk things down into separate com-
ponents. Therefore, you have a separate map,
player's handout, and referee's booklet. This
makes running the adventure easier, as the ref-
eree docs not have to photocopy, cut and
paste the player's information in order to make
a handout, or to "cover up" his portion when
allowing the players to look in the book, ete,

My only complaints are that too much of
the artwork is the same between The Traveller
Book and the Starter Editlon, 1 wish that there
could have been more diversity in the " action"
illustrations.

I would recommend the Starter Edition for
those who arc interested in Traveller or those
who are looking for a good edition of the rules
to give to someone who is starting out in the
game. The mix of material, rules and adventures
makes it perfect for those who wish to play
Traveller. want to run some adventures without
much work, and desire enough information on
the Traveller universe without having to pur-
chase several of the supplements. For those
who already have Traveller in one of its incarna-
tions, it is almost worth buying again. The ad-
venture material and the separate charts book-
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let have proven very useful to me: I was not
sorry to have bought Traveller again (for the
fourth timel).

- Frederick Paul Kiesche IIT

SILO 14 (Jersey Devil/Centurion Games):
S9.95. Designed by Neil A. Rosenberg. One 17"
X 22" color map; 100 mounted backprinted
cardboard playing pieces; two six-sided dice;
one eight-page rule book with accompanying
erata sheet. For one to four players. Playing
time 45 minutes to an hour. Published 1983.

Silo 14 is a doomsday scenario from Jersey
Devil's Centurion line of games and is suited for
both solitaire and multi-player gaming. To win,
you must maneuver your group of ten Com-
mandos into the core of a missile command
center and stop the plans of a berserk general
who has set the missile to fire, beginning World
War IIL. In ten turns, the Commandos must
start at the upper level of the command center
and fight through breaches and past highly
skilled Silo Defenders armed with grenades and
rifles.

The best thing about Silo 14 is that no two
playing sessions are alike. The placement of Silo
Defenders is random according to rolls of the
dice: It is difficult, if not impossible, to plan a
fool-proof strategy. If you arc playing with
more than one person, you may not fire on
each other (unless you are playing the Red Bri-
gade scenario). Since it is never certain where
the Sila Defenders will appear at any given time.
your Commandos arc sometimes easily ganged-
up on. depending on die ralls.

The game's weak point is that too much de-
pends on luck. Winning isn't easy and you're
lucky to get enough men to the center of the
silo to disarm the missile in the allotted time.
Each turn takes a considerable amount of time,
with players moving their men sequentially,
one at atime.

When you manage to boat the odds, Silo /4
has its exciting and gratifying moments, but the
game is not for the Impatient or the easly dis-
couraged. For those ready for a challenge, how-
ever, Silo 14 makes for an amusing hour of
game playing.

- Suzanne Stevens

JUDGE DREDD (Games Workshop);
$18.00. Designed by lan Livingstone. Boxed,
with 4-pagc 8%" x 11" rulebook, 17" x 22"
mounted playing board. 54 large "Action"
cards, 84 smaller cards, 6 pawns, one die, and
the “Umpty Candy Card Album," which is not
used in the game. but helps to explain back-
ground information.

Judge Dredd is a British comic-book hero,
whose exploits arc only now reaching the
United States in reprint form. Dredd is a law-
man in the next century. Tough (very tough)
but fair, he faces a weird assortment of foes -



ompetitive Citizens

Expanded Character Generation for
Traveller's Citizens of the Imperium

by Dan Perez

Overheard during character generation for
Traveller in the open gaming room at a recent
convention:

"1'd like to be a pirate. | think I'll send my
character through 'Pirates in Citizens of the
Imperium.”

"No, don't do that! Go through Merce-
nary or High Guard. Youll get more skills
that way."

“*Well, I'm not sure . . ."

"Come on! If you go through Citizens.
you'll have to settle for one skill every four
years. You can get at least twice as many in
Mercenary or High Guard."

"Well, okay."

| suspect this exchange may sound al too
familiar to Traveller referees and players.
With the publication of Traveller Book 6
(Scouts), there now exist expanded character
generation systems for dl the major servicesin
Traveller. Wheress the Basic Traveller char-
acter generation system allows characters to
accumulate one skill for each four-year term
they serve, these expanded systems (Merce-
nary, High Guard, Merchant Prince, and
Scouts) permit characters to gain more skills
by alowing them to resolve each four-year
term on a year-by-year basis.

Thisisfine if your players want to run their
characters through one of these maor ser-
vices, but what if they want to play different
types of characters (like doctors or barbarians,
perhaps)? Of course, doctors and barbarians
are available in Traveller Supplement 4, Citi-
zens of the Imperium, aong with a variety of
other character types. Unfortunately, these
characters are not as popular as they might be

in campaigns using the expanded generation
systems, primarily because Citizens uses the
basic Traveller generation system.

To illustrate the difference between the
basic generation system and the expanded sys-
tems, | took two identica characters (UPP:
86A5A9) and ran one through the Rogue ser-
vice in Citizens. | ran the other through the
expanded system in Scouts. Both went
through the same number of terms. mustered
out, and resolved aging throws. Here are the
resultant characters.

Rogue UPP: 76A6A9 Age 34
4 terms Cr10,000
Carousing-2, Streetwise-2, Computer-1. Foil-1
Low Passage Foil Traveller's
Scout UPP: 86A5D9 Age 34
4 terms Cr3,000

Pilot-4, Navigation-1, Vacc suit-1, Admin-1
Grav vehicle-1, Medical-1, Liaison-1
Scout ship

After comparing these two characters, it's
easy to see why a player would forfeit his or
her desire to run characters out of Citizens and
opt for a system which will produce characters
with large sill pools: The Traveller universe
is a Darwinistic one, and characters with
larger skill pools are better adapted to survive
and prosper.

To solve the problem, 1 devised a system
which allows players to generate characters
from Citizens in such a manner that their skill
pools will riva characters generated from the
expanded systems. It works by permitting
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characters going through a service in Citizens
to resolve their four-year terms on a year-by-
year basis. rolling once per year for a kill in-
stead of once every four years.

To generate expanded characters from Cir-
izens, begin by generating the character's
UPP in accordance with Traveller rules. After
the character has made a successful enlistment
roll for the service desired, determine the
character's period of service as follows:

Resolve each four-year term on a year-by-
year basis. Each year the character will make
rolls on 2d6 to determine survival, position.
promotion, and skill eligibility. The rolls (and
modifiers) for survival, position, and proma
tion are the same as listed in Citizens; the roll
for kil eigibility is 6 or better (this roll ap-
plies for dl services and is never modified).
Characters who make their skill digibility roll
are entitled to roll on the skill tables for a skill
that year.

During the first year of the first term,
dlow the character automatic survival, no
position or promotion roll, and two automatic
skill rolls (one from the Personal Development
table and one from the Service Skills table).
This will smulate basic and advanced training
and apprenticeships.

Survival

As noted above, survival rolls are the same as
listed in Citizens, but the player makes a sur-
vival roll for each year but the first. It can be a
hasde to start dl over again if aplayer blows a
survival roll early in his or her character's
career. In order to avoid this kind of hassle. |



alow a player to miss one survival roll and
gtill have the character survive, if the blown
roll occursin the first eight years of service. If
a player blows a surviva roll after that, | con-
sult the "Unfit for Service" table in Paranoia
Press' Scouts and Assassins. If you prefer not
to have al your Citizens characters muster out
for less than sterling reasons (or don't own
Scouts and Assassing), there's always GDW's
optional survival rule (outlined in Book 6).

Position and Promotion

After podition is attained, the player may
roll once each year for promotion. The promo-
tion roll is the same as listed in Citizens, but
the player must make two successful promotion
rolls before advancing to the next Traveller
rank. In addition, a character may advance
only one Traveller rank per four-year term,
regardless of how many successful promotion
rolls have been made that term.

ills

Each year, after survival and position/pro-
motion are determined, the player may roll for
askill. If the 2d6 roll is 6 or better. the player
may roll once on any of the skill tables under
the appropriate service heading to obtain a
skill. Note thet characters must gill have the
requisite education to be entitled to a roll on
the second Advanced Education table. | have
found that it benefits players to stick to one
table (the Service Skills table, for example)
while making their skill rolls for one four-year
term, Roalling in this manner increases a play-
er's chance of duplicating skills and ending up
with higher skill levels. This is optional, but
most players will probably want to play a char-
acter with fewer skills at higher skill levels
rather than play a character with a lot of
level-1 skills. Automatic or cascade skills are
received normally as outlined in Citizens.

Reenlistment and
Mustering Out

Reenlistment and mustering out take place
normaly in accordance with Citizens guide-
lines. In my campaign, however, | require
characters to serve four or more terms before
they become dligible for a ship as a mustering
out benefit. This prevents a character from
serving one or two terms and getting a ship for
it by making alucky roll on the material bene-
fits table (something which has aways annoyed
me). | have characters who have served less
than four years treat "ship” rolls on the mus-
tering out table as a roll entitling the character
to a choice of any other benefit on the table.
Characters who have served four or more
years roll normally on the table.

To clarify the system, a format for keeping
track of a character's service career appearsin
the accompanying chart (see Chart #1).

Using this format. let's send a character
through two terms of the Pirate service in
Citizens. The numbers in each column of
chart #2 represent the dice rolls| made for sur-
vival, etc. that year. (The character's UPP is
786556).

As you can see, our pirate advanced to
Traveller rank 2 (corporal) and gained 7 skills
in hisfirst two terms. Survival-wise, the pirate
hed a close call (a dueling scar. perhaps?) in
the fourth year of his first term, and blew his
surviva roll in the second year of his second
term (since the blown roll occurred within the
first two terms, | alowed him to survive). The
"rank 1%'" notation in the first year of the
second term is meant to indicate that the char-
acter must make another successful promotion
roll before advancing to rank 2. Finally, the
pirate character would receive the cascade
skill of Brawling-1 to bring his total skill pool
to 8 (this is the tota number of sill levels
accumulated, including duplicated skill rolls).
A pirate character generated from the basic
system would have accumulated a totd of 4
skills.

To illustrate further the difference my sys-
tem makes, | took the rogue | used as an exam-
ple at the beginning of this article and ran her
through the expanded Rogue service in Citi-
zens. Here is the result:

Rogue
4 terms
Bribery-4, Streetwise-3, Leader-1,

Ship Tactics-1, Computer-1, Medical-1

UPP: 77A5CA Age 34
Cr10,000

The difference is striking. This rogue can cer-
tainly boast that her sill pool rivals that of the
scout at the beginning of this article (although
her skills are quite different).

A final note to referees: To maintain con-
sstency and balance in your campaign, make
sure you generate your Citizens-type NPCs
with the expanded system if you are using it
for your PCs. A speedy way to do thisisto use
the pre-generated characters listed in Citizens.
Note the number of terms the NPC served and
smply run the NPC back through the same
service for that number of terms: Ignore sur-
vival, promotion and reenlistment rolls, but do
roll for skills on a year-by-year basis (for ex-
ample, 8 rolls for an NPC who served two
terms). As before, the kill roll is 6 or better.
The NPC's expanded skill pool takes the place
of the previoudly listed one.

| have used the expanded system for generat-
ing characters from Citizens in my campaign
for some time now, and it is very popular with
my gaming group. More than hdf of them chose
to generate characters through the system, and
while the crew isabit motley (anoble, a scien-
tist, a pirate, and two rogues), they certainly
spice up the campaign. Best of all, though, they
enjoy equd footing with the mercs and mer-
chants who make up the rest of the party. So

dust off your copy of Citizens of the sﬁ

Low Passsage Fail Imperium and beef up those PCsl

Chart #1.

Age Term Year Survival Position/Promotion ill (6+)
19 1 1 auto none this year two auto
20 I 2 roll roll* roll
21 [ 3 roll roll* roll
22 1 4 roll roll* roll

*roll for promntion only after pastion isanained

Chart #2:

Pirate from Citizens of the Imperium

Age Term Year Survival Position /Promotion Skill (6+)

(6+) (9+/8+)
g [ 1 auto none this year two auto (Gambling, Blade Cht)
20 | 2 8 11 (position: rank 1) 3 (no ill awarded)
21 I 3 7 5 (no promoation) 7 (Stregtwise)
22 | 4 6 5 (no promotion) 10 (Streetwise)
— (reenlistment) —

23 1 1 9 8 (rank 1%) 6 (Gunnery)
24 Il 2 4 (okay) 4 (no promotion) 7 (Blade Cht)
25 Il 3 12 9 (rank 2) 5 (no skill)
26 Il 4 9 2 (no promotion) 8 (Blade Cht)

— (reenlist or mugter out) —
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Recently, it occurred to me that garting
charactersin Traveller were 18 yearsold and
had absolutely no skills. What ever happened
to computer whiz kids? How about members
of the rifle team and the R.O.T.C. — they
could reasonably be expected to have Rifle-1.
And jugt imagine a war-torn country (or plan-
et) with few adults left alive; such a country
might send twelve-year-old kids into battle.
How many skillswould kids growing up in this
country have upon reaching 18? This article
offers some guidelines for creating characters
18 and younger and generating appropriate
kills for them.

Building a Character

Firg, players mug decide how old ther
characters are. Younger characters will have
lower darting characterigics than gandard
Traveller characters. Use the following chart
to determine how many dice to rall for your
character's basic characterigics

17-18 years old: 2d6
15-16 yearsold: 2d6 - 1
14 yearsold: 1d6 + 2

Any character under 14 should begin with
further reductions in Strength, Dexterity, En-
durance, and Education.

Pre-enlistment Skills
IN TRAVELLER

by Warren Okuma

Any fraction of .5 or more can be used to
buy an extra ill at level 0. (The character
gets no plus or minus when using that skill.)

EXAMPLE: Mickeyisayoungster with an
1Q of 6and an Education of 7. Thisgiveshim
(6 + 7)/4 skill points — a total of 3.25.
Rounded down, this means he will be able to
select 3 skills. (If hisIQ had been 7, his skill
point total would have been 3.5 — (7 + 7)/4.
Had this been the case, he would have been
able to select three skills plus one at level 0.)

In determining which skills young charac-
ters have, use the Skill Tables provided with
this article. Characters roll on the kill table a
number of times equal to their darting kill
point total. The basic kill categoriesare Per-
onal Devdopment, Streat Skills, School
Sills, Rural SKills, Special Interests, and War
Zone SKills. Fed free to change these cate-
gories (and the specific kills within them) to
fit the needs of your campaign and your play-
ers. Remember that only characters who have
grown up in a war zone may sdect war zone
skills. Remember also that growing up in a
war zone has an adver s effect on material and
cash benfit rolls.

SKILL SELECTION EXAMPLE: Mickey
has three skill rolls and chooses to roll twice
on the Special | nterests tableand onceon the

once. Players are free to choose which chart
they roll on.

This character generation system allows
charactersto make use of their education char-
acterigtic; it can be usad to give an upst
1-term character afew extra skills; or it can be
used to put together a team of precocious kid
commandos. Mogt characters generated using
this sysem are exceptional and should be
played as such.

The system suggests several interegting
scenario ideas: Let's say a 14-year-old runs
away from home; he'sa nagty kid who packsa
shotgun. A bunch of kids his own age would
beabletogo alot more placesthiskid islikely
to go — without attracting a lot of attention —
than a crew of 45-year-old cutthroats And
how about the problems encountered by
younger characters? Where and how would
they get gun permits? Where would they find a
patron? (Probably not in abar . . . at least nat
without getting into some trouble) Sometimes
jugt getting ajob can be an adventure in itsdf.

Running an adventure with an all-under-19
gang can be a real challenge, but with the
application of a little imagination, you
can have al sorts of fun with gifted midget
commandos. D

BENEFITS

Cash Allowances Material Benefits

. Rural Sillstable. Hisrollsarea 3, a6, and a

Skl”S 2, giving him Mechanical, Gambling, and Bow ;m"ﬁs ggg +Blla]d)ix
The gandard enlissment procedures don't Combat. 3 100 Cr Gun
work very well for the under-19 crowd. Young : 4 250 Cr Cloth Armor
er characters should sdlect killsusing a differ- In addition to the unique skill tables, 5 500 Cr Ground Car
ent system. To find out how many sKills you younger characters should use the Cash and 6 1000 Cr Low Psg
can take, use this formula: Material Benefits chart induded with this arti- 7 2000 Cr Med Psg
cle. Characters between the ages of 16 and 18 8 3000 Cr High Psg
(Education + Intelligence)/4 = SKill Points roll twiceon thistable; all other charactersrall
SKILL SELECTION
Personal Development Street Skills School Skills Rural Skills Special Interests War Zone SKills

lor less +1 Str Brawling +1Soc Hunting Gun Combat L eader
2 +1 Dex Forgery Adminigration Bow Combat +1Edu Vacc Quit
3 +IEnd Blade Combat Liaison Recon M echanical Fwd Observer
4 +1 Soc Gambling Mechanical Blade Combat Vehicle Stregtwise
5 +1 Int Strestwise Electronics Survival Computer Hvy Weapons
6 +1 Edu Jack-o-Trades Computer Vehicle Gambling Gun Combat
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Tinker, Tailor, Starsoldier, Lightsailor

Alternate Character
Classes for SPACE OPERA

by Stefan Jones

Many, if not most, of the SF roleplaying
games available today use some sort of
character-generation sys-
tem. Traveller characters have a choice of six
military or other ‘‘service’'-oriented back-
grounds; Space Opera has a somewhat wider
selection, including civilian and scientific
careers. But while supplements and variant ar-
ticles have added a veritable pile of career
typesto the Traveller system, the choice of oc-
cupations for the Space Opera character istill
limited. This variant will present a few ideas
for new character classes and add a few skills
to the list.

Character
Careers

Military careers seem to be de rigeur for
SF characters in roleplaying games. | suppose
the mgjor reason for thisis to give the charac-
ters a reason for having the skills needed to use
the goshawful wesgpons available in SF games,
fly starships, and so on. If one looks a SF
literature, however, one can find a fair heap of
ideas on how an ordinary Joe, Jane, or J-17
got to be a hero. Starman Jones (no relation),
of the Heinlein novel of the same name, re-
ceived his dot on a liner by studying his late
father's navigation books; Kirth Gersen of
Vance's Demon Prince series was trained in
the skills of assassination by an obsessed
grandfather. Innumerable characters in SF
grew up on the streets, farms, and so on. Non-
military careers can dso lead to interesting
adventures. Journalists of today often go to
dangerous places to get stories; those of the
25th century will undoubtedly be just as
mobile. Diplomats, corporation representa-
tives, missionaries, and muck-raking busy-
bodies could al find star travel and adventure
part of their jobs. Don't assume a character is
a wimp because he doesn't possess wegpon
skills! Don't be ashamed to have a character
who is motivated by more than bloodlust,
greed, and athirst for power. Unconventional
characters are what make a roleplaying cam-
paign more than The A-Team in outer space!

In this variant, I'm introducing four new
classes: Businessmen, Bureaucrats, Athletes,
and Rogues. Businessmen differ from mer-
chants in that they are less concerned with
moving products than making them; they are
corporate execs, salesmen, headhunters,



industrial spies, and researchers. This type of
character might seem a trifle dull at first, but
consider the possibilities: Imagine playing a
sdesman who'sjust been dropped on an aien
world with a sample case and a catalogue.
Your understanding of the local culture isn't
perfect, and to make things worse, the compe-
tition is on the planet distributing free samples
to the loca warlord. Good examples of this
type of character are Poul Anderson's Nicholas
Van Rijn and David Fakayn.

Bureaucrats in this instance aren't paper-
pushers; they're information people. Journa
lists, diplomats, Assstant Inspectors for the
Imperia Department of Restaurants and Inns
(the most feared branch of the imperia
bureaucracy!), and lawyers fdl into this cate-
gory. While their firearms skills and combat
experience might be dight, they can work
wonders with even more powerful weaponry:
Governments, Media, and public opinion.

Athletes are people whose livelihood
depends on physical skill and action, not just
sports figures. They could be hunters, natural-
ists, perhaps even actors or dancers.

For each of these four new classes, some
information is listed below: Skills available
and limitations, Materiad Benefits, and charac-
teristic bonuses. Following these are descrip-
tions of the new skills and a few notes on the
Genera] Skills listed in the book.

Businessmen:

Characteristic Bonuses: +30 to IQ, Intuition,
Leadership, and GTA.

ill Points: 3 x Empathy, 2 x 1Q, 5 x Leader-
ship, plus4 per year in the service. General
SKills Bonus: 6d6 points.

Available ills: General Skills, Rhetoric,
Media, Civ. Comp. Programming, Lin-
guistics, Genera Socia Science, Mer-
chant.

Material Benefits: Minicomp (Model = 5/2d6
+ 1), 50 x 1Q x 3d6 in credits, Penson if
over 20 years of service (yearly sipend
equd to CR 500 x 3d6 + 3, plus CR 1000
per position . .. see below).

Contacts: 1d6 x (Intuition + Empathy).

Bureaucrats.

Characteristic Bonuses: +30to IQ, Intuition,
Leadership, and Empathy.

ll Points: 2 x Empathy, 2 x 1Q, 5 x Leader-
ship, 5 per year. Bonus points for General
Skills: 6d6.

Skills Available: General Skills, Historical Sci-
ences, Psychology, Rhetoric, Law, Media,
Civ. and Sci. Comp. Programming, For-
gery, Adminigtration, Counterfeiting, Di-
plomacy.

Material Benefits: Minicomp (Moddl = Rank
+ 1), Credits = (Empathy + Leadership)
x 10 x 3d6, Pension (after 20 years) = rank
squared x 3d6 + 3 x CR 500.

Contacts: Rank x Empathy.

Athletes:

Characteristic Bonuses: +35 to Physique,
Strength, Constitution, Agility, Dexterity,
Bravery, and Intuition.

ll Points: 3 x Agility, 2 x Constitution, 5 x
Strength and Bravery or (for actors, etc.)

Leadership and Empathy. 6d6 bonus for
Generd Skills. 3 points per year in career.

Skills Available: Generd Skills, Survivd Skills,
Media, Firearms and Archaic Weapons,
Scout, Acrobatics.

Material Benefits: Target Weapon/Archaic
Weapon, Sports and outdoor equipment
(vdue = years x CR 1000), Cash =
Leadership or Bravery x 3d6 + yearsx CR
500. No pension available; no rank for
Athletes.

Contacts: Leadership x 1d6.

Rogues:

Characteristic Bonuses: +30 to anything but
psionics.

Skill Points Available: 5 x Intuition, Intelli-
gence, and Bravery, plus 2 x Agility and
Strength, minus Empathy.

lls Available: All general, restricted gen-
eral, armsmen skills, Hacking, Cracking |,
Cracking Il. All Scientific, Technical, and
Adronaut skills cost triple rather than
double, because they are out of the typical
rogue's element.

Material Benefits: Any two sidearms or melee
weapons, light body armor, crime tools
appropriate to skills possessed, Cash = CR
500 x 3d6 + 3 x (average of Intuition, 1Q,
and Leadership). Debts = 2dI00 x CR 50.
(The rogue trades off debts for enemies;
each CR 100 of debts traded for enemies
results in one bounty hunter, angry spouse,
or disgruntled officia looking for the
character).

Contacts: Rank squared, plus Empathy and
Leadership.

Ranks & Prestige

To reduce complexity, the level of achieve-
ment that a character reaches in any of the
above careers is reduced to one of six levels of
prestige or position. A character starts off at
the lowest level; aroll is made each year of the
character's career to see if he or she has made
a level jump. The percentage chance that a
promotion is given isequal to: (yearsin career
+ 1Q + Class attribute x 2) - (rank you're
trying for squared + 1d6). If, for example, a
rank 2 bureaucrat with an 1Q of 12, Leader-
ship of 14 (this is the "Class attribute" of the
Bureaucrat), and with five years of service
behind him tries for a promotion, he will need
to roll under a 35 a most; possibly aslow asa
30, depending on the random factor. A charac-
ter who gets a promotion may not roll for
another on the year &fter the promotion, and
his/her chances of rolling one on the year after
that are halved. The ranks are:

Note that Rogues and Athletes don't actual-
ly have ranks; the relative prestige of the char-
acter at the moment is his or her *‘rank.”
The Class Attributes are: Businessmen/IQ,
Bureaucrats/Leadership, Rogues/Average of
Bravery and Intuition, Athletes/Average of
Agility and Strength, or Leadership and Em-
pathy (the latter two are used for actors and
celebrity-types).

New Skills

Rhetoric: The ability to argue a point, sup-
port a position, make a case. Combined with
Media or the ability to write, the character
possessing Rhetoric becomes an ingant pun-
dit, pedant, vex populi, or what have you. This
Kill is rated on a scde from 1 to 10, with
variable skill-point costs. Lawyers, diplomats,
and journalists may obtain the skill for 3 SPor
gx weeksof study; others must use 5 SP or ten
weeks of study. The prerequisites (used when
testing skills being learned during play of the
game) are 1Q, Empathy, and Leadership.

Media: While primitive societies depend
on things like town criers, runners, and inqui-
dtions to spread news and inform people,
technological civilizations often use eectronic
media. This kill gives the possessing charac-
ter a familiarity with the workings of elec-
tronic media such as televison, radio, com-
puter networks, and modern print media. It is
not amagical skill, and must be combined with
others for full effect. Diplomacy and Media
would alow the character to communicate
with a population as a whole without going
through officia channels, Lav and Media
could help a character sue a nosy journalist or
expose corruption. The sill costs 10 SP for
journalists, PR men, and politicians; others
must pay 25 SP. The skill cannot be learned
during the play of the game; it represents years
of experience and not actua study.

Diplomacy: This kill has a prerequisite of
Socid Science/5, Historica Science/S, and
Rhetoric/2. This is the equivaent of Street-
wise for Big Shots; it includes knowledge of
protocol and etiquette, knowing one's limits in
aien societies, and perhaps a hit of espionage.
This skill costs 5 SP for diplomats, high-level
businessmen and people in the Contact Ser-
vice;, others must pay 10 SP (20 weeks of
study). Prerequisites: |1Q, Empathy, and Lead-
ership; Intuition may be subgtituted for any
one of these.

Hacking: Because mogt of the societies in
the Space Opera universe have been dedling
with computers for centuries, techniques to
protect data transfer have become ferocioudy
tough. The skills required to bust into pro-
tected data systems are hard to come by,

Rank Businessman Bureaucrat Rogue Athlete
1 Flunky Gofer Urchin Beginner
2 Jun. Exec. Jun. Exec. Tough Novice
3 Executive Manager Hood Notable
4 Sen. Exec. Sen. Exec. Operator Authority
b Director Director Notable Celebrity
6 V.P. Secretary Infamous Hero
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highly risky to use, and dangerousto be caught
using. ThesKill israted on a1to 10 bass, each
point of expertise costs 4 SP. Prerequistes
Advanced Math/5, Computer Tech SKills for
each computer type/2, Civ. and Sci. program-
ming equal to level in Hacking. To learn the
kill requires actual practice and 10 weeks per
kil level. 1Q, Intuition, and ElecTech attrib-
utes are used when testing for successin learn-
ing the <Kill.

Cracking | & 1I: Cracking | is familiarity
with locks, primitive alarm systems, vaults,
safes, and other " old fashioned'* security sys-
tems. Cracking |l is familiarity with hi-tech
security  systems, induding sensors,  stun-
fields, cameras, dectronic fences, and so on.
Cracking Il requires Mechanical and Elec-
tronic Engineering/2 to advance beyond ex-
pertise/5. Cracking | requires 5 SP (2 SP for
rogues and intdligence agents) per leve,
Cracking I requires 7 SP (5 for rogues, intelli-
gence agents, or commandos) per level of
expertise.

Law: This <ill gives the possessng
character knowledge of the law, and with uf-
fident practice and sudy the ability to practice
the law. Increasing kill levels allows greater
knowledge of things like loopholes, prece-
dents, and legal politics. Rated on a 1 to 10
scale, each leve of this kill costs 5 SP for
lawyers, diplomats, and high-ranked business-
men to acquire, others mug pay 10 SP per
level. Sudy time to acquire the <ill during
play is 13 weeks; the ill istested using 1Q,
Leadership, and Rhetoric skill.

Becoming a lawyer requires Law/3,
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Rhetoric/1, Hidorical and Sodal Sciences
each at /1. Bar Exams, which a character may
apply for every four pre-game or campaign
years, mug be passad to become a practicing
lawyer. The chance to pass the exams is equal
to the total of the PC's Law SKill, Rhetoric
Kill, Intelligence, Intuition, and Leadership.
Being a lawyer in a military or other service
position allows an increased pay scale (in mogt
organizations, lawyersreceive the same pay as
scientigts, if in doubt, increase pay of podtion
by 50% over that of any ordinary worker), and
provides contacts in the legal professon.

Acrobatics: More than the ability to do
tricks, this kill allows other actions (swim-
ming, climbing, combat maneuvers) to be
more complex and successful. Indiana Jones
(no relation), Tarzan, and Flash Gordon all
have this skill. The sill costs 10 SP for
athletes and intdligence agents to acquire, 25
SP for others Learning Acrobatics during
play requires ten weeks of practice, and is
teded at level 5 with Agility, Dexterity, and
Srength as prerequistes.

General Skills Reclassfied: The lig of
"General" Killsin Book One of Space Opera
isa varied lot. Some aretruly general, every-
day skills, while some should beregtricted. 1'd
like to suggest that the following sKills be put
on a special, redtricted list. To obtain them
would cogt double or perhaps triple the SKill
Pointgtime liged if a character cannot log-
ically obtain them on-thejob. An armsman,
for example, shouldn't be able to pick up Mer-
chant sKill unless hetook time off and went out
of his way to learn the ropes.
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Redricted General Skills: Counterfeiting,
Forgery, Bribery (unless endemic in culture),
Merchant, Scout, Survival (in terrain not on
home planet), Adminigtration.

Similarly, ills that a character would
have difficultly getting access to during his
career or dueto alack of education should cost
more. Scientific, Engineering, and Medical
kills (other than basics like Firg Aid, Chem-
igry, Repair of Familiar Vehicles, Math, etc.)
should cost double or triple for Rogues,
Bureaucrats, and Busnessmen unlessgermane
to their careers.

Contacts: Friendsin high places, #ringsto
be pulled, connections, an uncle in the TPA.
Half of all contacts a player character receives
mug be declared at the gart of the campaign:
the location of the contact, his or her postion
and rank, powers, and s on. Other contacts
may be pulled out of the hat with the GM's ap-
proval when the character needs help. Con-
tacts will either be very limited/untrustworthy/
greedy (but they can be contacted at any time),
or of higher power, ability, etc., and be " one-
shots” The GM should ak each player to
carefully describe and judtify contacts; getting
in touch with a " friend" should be a Stuation
that is roleplayed, not merdy done with mir-
rorsand dice. If a player indgtsthat his gresat-
aunt isa TriVee gar who just happens to live
on the ageroid sation they are on, the GM can
have some fun making up the character of the
great-aunt, taking into account the possbility
that rich Auntie Agnes is flat broke, or has
sworn to kill the next person who asks her for
a favor. .
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SHIPS OF THE GALAXY
Stiletto Class Y acht

By Gary Reilly

Every small troupe of Traveller
adventurers needs to be mobile, to
be able to travel among the stars.
Onejust can't depend on the
commercial starliners, especially
when speed is of the essence and you
need to leave at odd limes. Sooner or
later, owning your own starship
becomes a necessity.

The Stiletto Class yacht may be
just what you ordered. Although it
displaces a mere 100tons, this
starship provides ideal
transportation for small parties of
wanderers.

The Jump Drive (JD) sits
piggyback atop the main structure.
A Jump-2 capability provides
reasonable intersteller mobility.
The Tandem Starrunner Class B
Maneuver Drives (MD) generate a
maximum acceleration of 4 g's,
enough power for most situations.
Fuel scoops (FS) allow for
emergency refueling by skimming
unrefined material from gas giants.

The Stiletto may accommodate
up to six adventurers. The three
double occupancy cabins (C) offer
comfortable inflight living quarters.
These staterooms, a communal
fresher (FR) and a galley (GAL)
cluster around a small, but
functional common area. A ship's
locker (L) may hold a variety of
equipment including weapons,
maintenance tools, etc.

This compact ship requires but a
single crewman for its operation.
All systems are controlled from the
forward pilot's bridge (B). The ship's
avionics (A V) and computer (CP)
may be accessed from this area. A
reinforced iris valve allows the
bridge to be isolated from the rest of
the ship if necessary.

Ship's defense centers on a

single weapon turret (T) mounted in
the nose of the craft. Fire control
(FC) is located on the bridge. In the
model pictured, the hardpoint sports
atriple weapon system consisting of
the universally accepted
combination of pulse laser, missile
rack and sand caster. Theturret is
operated remotely from the bridge.

Up to 12 tons of cargo may be
carried in the hold (CH) located
behind the crew's quarters. This
represents a rather large capacity
for a vessel of the Stiletto's size. An
external ramp in the hold's deck
may be lowered to facilitate the
loading of cargo. The cargo bay is
available for other duty as well.
Several temporary staterooms can
be installed to increase the ship's
passenger capacity, or house an
aircar in the bay for planetside
transportation. Any such
conversions would increase the
ship's construction price.

The starboard airlock (AL)
forms the primary access to the
vessel. In addition, the small
engineering section at the
rear of the cargo hold contains
an iris valve set in the deck.

This compartment may be AL
decompressurei/.ed, doubling AV
as an auxiliary air lock. B

Technical Specifications

Length: 48tn.
Beam: I&m.
Displacement: 100 Tons
Hull Configuration: Needle/Wedge
Atmospherically Streamlined
Star Drive: Sheldon Fightjump A<10
Max Jump 2
Maneuver Drive: Tandem Starrunnes
Class B
Mas Acceleration 49.
Power Plant: Fuseli Pulsar Mod B
Power Rating 4
Fuel Capacity: 24 Tons
Avionics: 20 Tons
Computer: Starmind Model 1 Bis
Firé Control: I Ton
Quarters: 3 Oréwl Cabins
Ship'sArmaments: 1 TripleTurret
Cargo Capacity: I? Tons
Crew Roster: 1 PiloU/Navigator
Auxiliary Vessels: None
Construction Costs: 45.7 MCr
Naval Architects: Morgardi Shipyards
Universal Ship's Profile ((JSP):
¥ Stiletto
Y IT122A1 010000-10001-0
Passengers =5, Cargo=12,
Fuel=12,EP =4, Agility =8

DECK LEGEND

Air Lock FR - Fresher
Avionics FS - Fuel Scoop
Bridge GAL Galley
Stateroom JD Jump Drive
Cargo Hold L - Ship's Locker
Computer MD Maneuver Drive
Fuel PP - Power Plant
Fire Control T Turret
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MANHUNT is a Traveller,
science fiction, role-playing
adventure. It takes place on the
bustling merchant, planet Diavlo,
and involves a party of three to six

player -characters.
M anhunt
by
Bill Cassel
DIAVLO

Diavlo, (A-962946-D) fourth
planet of the star of the same name,
isavery important merchant
trading center located centrally in a
dense cluster of stars. A large
number of nearby systems depend
on Diavlo as a supplier of shipping
for both raw materials and
manufactured goods; upon the
prosperity of Diavlo rests the
prosperity of a multitude of
agricultural and industrial planets.

Diavlo'ssun isan F-type star,
and Diavlo isthe only habitable
planet of 11 in the system. Diavlo is
approximately 9,000 miles (14400
km) in diameter, has a standard
oxygen/nitrogen atmosphere, and
several small oceans. Diavlo's
population is 5.6 billion. There are
four major continents, all under the
same government, a council of eight
democratically elected
representatives, two from each
continent. The highest authority on
Diavlo isthe president, who is
elected by the council from within
their own ranks. The current
president is Hallon Curero, who is
in the second year of his five-year
term.

THE SITUATION

The player-characters are
currently on layover on Diavlo. If
they do not own their own ship, they
are assumed to be a part of the crew
of a merchant vessel; if they do own
their own ship, they are making a
delivery of cargo. In either case, the
cargo isgems and the customer isa
coalition of investors, through a
resale agent. It will take two weeks
for the agent to complete the

transaction, so the PCs are required
toremain on Diavlo for two weeks
until either the ship they crew will
leave or, ifit istheir ship, they will
receive their pay. It is Diavlo's
summer season, and so it's not an
unpleasant place to be stranded for
two weeks. The coalition will
provide lodging at one of the best
hotels on the planet, the DeVoto, in
the capital city of Azhiro, and 1,000
Credits per character per day
expenses. The character's ship is
being maintained and refueled at
Flint's busy and elaborate dirtside
starport, the size of a city itself, just
outside Azhiro.

AN OFFER

Five days through their stay on
Diavlo, the charactersare
approached by an old man while
dining at the hotel.
himself as Kelton Amadiro, he tells
them that he has a business
proposition for them, and asksto
adjourn to one of their rooms. If the
PCsagree, he will propose to them a
simple courier job, for which the fee
is 250,000 Credits, no questions
asked. Ifthe PCsrespond in the
affirmative, he reveals the task for
which he wishesto retain them,
first swearingthem to secrecy.

Amadiro informs them that he
is a representative of an off-planet
interest come to collect payment
from several Diavlans who wish to
invest in hisemployers company
against the wishes of the Diavlan
government. Amadiro then hands
the PCs a list containing six names
and addresses, saying that each PC
istovisit oneaddress. Thefirst two
areto bevisited the next day; the
second two, the day after that, and
the last two, the day after that.
Upon reaching the assigned
address, the PC isto find the person
listed at that address and ask
him/her for a package for
“Kharybdis.” The PC isthen to
receive a small metal package,
locked and sealed, with a two digit
numerical code on the underside, a
different code on each package.
There isone package at each
address, for a total of six.

On thefourth day, when all of
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the packages have been collected,
the six areto be taken by a single
character to a warehouse on the out-
skirts of Azhiro, the addr ess of
which isalso listed on the sheet
containing the addresses of the six
contributors. The courier isto leave
the six packages there and destroy
the sheet of paper. He isthen to
string the six two digit codes
together in the order in which the
packages wer e collected. This will
form a single, twelve digit code
which will open a security safe in
the warehouse. In this safe will be
the address of an apartment in
Azhiro and a key; exactly two weeks
from the day of their first meeting
with Amadiro, one of the PCsisto
gotothisapartment. In adrawer
there will be 150,000 Credits.
Amadiro provides the PCs with
100,000 Credits in advance.

Thejob may becarried out with
no hitches. The GM should feel free
to add his own embellishments,
obstacles and perceived threats to
make the actual execution more
interesting. The packages, once
received, may not be opened without
using high explosives which would
vaporize their contents. The PCs
may retireto their hotel to await the
pickup date, 11 days after the last
two packages ar e collected.
Attemptsto collect the money before
the appointed dute will yield only
empty drawers. The characters’
departure from Diavlo will
unexpectedly be delayed for one
week by complicationsin the
transferrance of the gems. This
means that they are scheduled to
leave one day after the pick up date.
The PCsareto receive their cargo
fee or commission upon completion
of this transaction.

UNEXPECTED
OCCURRENCES

Four days before the characters
are scheduled to pick up the final
150,000 Credits, one char acter
(determine randomly) watching a
news holograph seesa story about a
man caught attempting to smuggle
arms off Diavlo the previous day
and detained by authorities. He may
be recognized (5+ on 2d6) asthe
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holder of one of the six packages.
The same holograph also features a
story about President Curero's
major policy speech, to take place in
a public square in Azhiro two days
later.

Indeed, two days later, Curero
makes hisappearance. Only a few
minutes into his speech, Curero
suddenly slumps forward onto his
podium. Quick examination reveals
that he hasbeen shot through the
head, by a weapon eventually
determined to be a specially
modified Gauss Rifle. He iskilled on
impact.

Diavlo is thrown into chaos;
such violence is unknown in its
history. Never before has any
political figure been threatened,
much less assassinated; Diavlo has
a peaceful culturein which all
cooper ate to promote the planet's
best interests. Diavlo's remaining
political leaders are unsure of how
to proceed. The Council'sfirst action
isto impose a ban on all travel to
and from Diavlo until the assassin
isfound. To thecharacters, this will
mean that they cannot leave the
planet. To Diavlo, it means that
many of the customer s who depend
on them to transport essentials will
suddenly be without the supplies
they must have, and will be forced to
look elsewhere for transport.
Therefore, if the killer is not located
quickly, many of the planet's
political and economic friends will
become its enemies, and Diavlo's
primary industry, transport, will be
destroyed. The Council will then
devote the entire police and military
forces to the task of locating the
assassin. There seem to be no clues
to goon. The PCs may goon living it
up since no serious restrictions
other than the travel ban are placed
on civilians.

Two days after the
assassination, news reports say that
the authorities still have no clues as
to the killer'sidentity. Thisisthe
day that one character is scheduled
to pick up the final 150,000 Credits
from the Azhiro apartment. When
the character (or characters, ifthey
decide to disregard Amadiro's
instructions) goes to make the

pickup, he/they will be surprised
and surrounded by twelve armed
soldiers. The PC will then be
informed that he ischarged with the
murder of President Hallon Curero,
arrested, and imprisoned to await
trial.

The events leading up tothe
arrest will be described as follows:
After Curero's assassination, the
residence of the man arrested for
smuggling arms several days
earlier was searched. In a safe there
was a telescopic sight matching that
on the disposed Gauss Rifle found
earlier that day and identified as
the murder weapon. The charges
against the man were raised from
smuggling to accessory to murder.
Also found in the safe was the lease
to theapartment in Azhiro. When
the apartment was sear ched, and
150,000 Creditsdiscovered, it was
assumed that the assassin would be
coming to the apartment to pick up
the rest of hisfee. The apartment
was staked out, and when the PC
comes for the money heis arrested.

THE TRIAL

The arrested character remains
injail, atrial isscheduled for three
weeks later. Expertson Diavlo
predict an easy conviction; though
the evidence against the character
iscircumstantial, Diavlans are
unaccustomed to political
instability and wish to get the
incident over with asquickly as
possible, and the PC istheonly
suspect they have.

The man arrested for smuggling
and later determined to have
supplied the telescopic sight and
Azhiro apartment for the assassin
will confessthat he is a part of a
conspiracy to have Curero killed,
and provides the authorities with
the names and addresses of five
others who provided other
components of the Gauss Rifle. He
insists, however, that he never
knew the assassin's identity for
reasons of the assassin's safety. The
five that he names have long since
fled Azhiro after the arrest of the
person that could have, as well as
they knew, been the assassin, but it
is anticipated that they will not be

Page 17

difficult to track down. It will be
announced that the travel ban will
remain in effect for one week, until
the five can be located, arrested, and
returned to Azhiro.

The characters at this point may
have ascertained that thejob for
which " Amadiro" hired them was
the transporting of the six
components of Kharybdis' Gauss
Rifle from a conspiracy of contacts to
a pickup point for the assassin. In
any case, the characters' compatriot
isin prison and, unlessthey wish
him to remain there indefinitely,
they must locate the real assassin
and be able to prove that he isthe
killer. They must do so within one
week, after which the travel ban
will be lifted and Kharybdis will
disappear into the ether of galactic
civilization.

Theonly real clue available to
the charactersis the code name
"Kharybdis'. Not much of a clue at
all. The PCs have, in fact, met the
assassin, as Kelton Amadiro,
whether or not they figure thisout.
The police will not be of any help in
the characters' search, asthey
believe they have found the killer. If
sufficiently pestered, however, they
will assign one detective to assist
the PCs. Thisisdetective Alena
Vernon, ayoung and talented
detective fresh out of the academy
with little experience. Vernon is
included in thisadventure for three
reasons: one, to give the PCs access
to resour ces which would otherwise
be closed to them; two: to allow the
GM to introduce a Deus Ex Machina
if the players stray too far afield,
and three: to givethe PCsacredible
witness to reduce the amount of

ALENA VERNON

Strength
Agility
Endurance
Intelligence
Speed
Accuracy
Administrationi
Auto Pistol
Interrogation
Laser Carbine
Survival
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physical evidence they must
produce. Vernon will not solve the
mystery, however. The players must
do that for themselves.

THE ASSASSINATION

In order to properly referee the
search for the assassin, the GM is
here provided with the full story of
what really happened on Diavlo.
The assassin is Arcon ldiere, a
native of the planet Novoc. Idiere
has made a career out of being a
paid political assassin, renowned for
his careful planning and flawless
execution (no pun intended). Heis
responsible for seven prior
assassinations at various locations
incivilized space. His statsare:

ARCON IDIERE
Strength 8
Agility 10
Endurance 9
Intelligence 10
Speed 8
Accuracy 10
Automatic

Weapons
Bribery
Combat Rifleman
Computer
Demolitions
Electronics
Forgery
High Energy

Weapons
Streetwise
Submachinegun
Survival
Reconnassiance
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Late in the year before his
death, rumors began to eminate
from Hallon Curero's private circle
that Curero was considering
withdrawing an expedition from
Diavlo intended to colonize and
mine the nearby planet, Avatol. If
thisistrue, it would mean the end of
that effort and the loss of hundreds
of millions of Creditsby Diavlan
businessmen who had invested in
the project. These businessmen were
understandably distraught at this
turn of events. So, when the rumors

began to grow more concrete, a
small conspiracy came together and,
through an off-planet contact, hired
Idiere, known to them only by the
code name "Kharybdis", to kill
Curero before he could officially
withdraw the expedition.

Idiere accepted thejob for 10
million Credits, intending to retire
if he could carry it out successfully.
He then, through the contact, sent a
message to the conspirators
instructing them to purchase two
specifically modified Gauss Rifles
(one extrato provide a backup) on
Diavlo, break them into six
components, and hand over one of
each component in a sealed
unbreakabl e container to couriers
using hiscode name. Idiere also
instructed his employersto rent a
warehouse and apartment for his
use. Upon arrival on Diavlo under a
false identity, he picked up the
names and addresses of the
conspirators, the addresses of the
apartment and warehouse, and the
keys to the warehouse, apartment
and containers from a starport
locker. Idiere rented a hotel room
and retired to plan the specifics of
the operation. Under the identity of
Kelton Amadiro, a week |ater,
Idiere hired the PCsto deliver the
components.

That same day, Kharybdis
abandoned the identity he had come
to Diavlo under, checking out,
changing his disguise, and renting a
new room in a different hotel.
Several days later, Curero's speech
was announced, and |diere decided
it wastimeto act. (Later
investigation revealed that Curero
did, indeed, intend to announce the
withdrawal of the expedition to
Avatol). He cased a hotel across
from the public square where the
speech wasto take place, renting a
room there under his present
identity. Then, to secure aroom
from which to actually carry out the
assassination, he stalked, killed,
and disposed of a man named Simon
Callon who was similar to himself
in height and build and had a hotel
room across from the square. Idiere
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then disposed of Callon’s body and
assumed his identity.

On the day of the speech, Idiere
assembled the Gauss Rifle. He
opagued the room so that he could
see out without others being able to
see in. He then awaited the right
moment. When Curero began to
speak, he opened the window a
crack, took aim, and killed Curero
with his first shot. Unseen, he
closed the window. An hour later, he
changed disguises and went to the
room he had rented under his
previous identity. The next
morning, disguised as Callon,
Idiere, checked out of Cation's room
and returned to his other room,
changed his disguise back again,
and burned Callon’s identification.

Two days after the murder,
Idiere made his first mistake. He
disposed of the murder weapon
improperly, and it was found by the
authorities. This mistake, however,
eventually worked to Idiere’s
advanl age;the telescopic sight was
recognized as a duplicate of the one
found in the safe of the arrested gun
smuggler, and this led to the
stakeout of the apartment, and the
arrest of the PC for the crime Idiere
had committed.

Believing the search for the
assassin was over, ldiereis, asthe
PCs begin their search, stayingin
the hotel from which he shot Curero,
under the name Ash Sherrak. He
has booked a seat on a ship leaving
Diavlo at 1140 hourson the first day
after the travel ban is lifted

THE SEARCH FOR
KHARYBDIS

The exact structure of the
adventure from this point on is left
up to the GM. The mystery has been
presented; the players have one
week and almost twelve hours to
follow the trail and locate the
assassin.

It is suggested that the GM
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allow the characters a certain
number of hours per day to search,
deducting the minimum necessary
amount to rest. The players must
then devise activities that they
believe will bring them closer to
solvingthe mystery. The GM tells
them if the action is possible and, if
so, how many hours it will lake. Ifit
ispossible, the GM must make up a
success roll to determine if the
action iscarried out successfully. If
the action is successful, the GM
revealstothe players any
information that action would have
realistically provided. Note that it is
possible for an action to be
successful and still yield no
information, if the GM decides that
such an action would have been
uselessin reality. The successroll
should be more difficult if the action
is more ambitious, and easier if the
action would yield only a little
information. The GM should make
the success roll secretly, telling the
playersonly what information (if
any) they received, and not if the
roll was made or not. If the players
receive no information from any
action, they may always try again.
Therequired timeis expended on an
action whether it is successful or
not; if it istried again, the success
roll and information available upon
success is the same as before.

M odifiersto the success roll should
be based upon appropriate skills.

Following are a number of
possible actions, with time required,
success rolls, and information
gained upon success. Together, all of
these actions will lead to the solving
of the mystery. The players must
think of them themselves. However,
the GM should not suggest actions,
except perhapsone or two, through
Alena Vernon. A particularly astute
group of players may pick up almost
all of them. Yet, it ispossibleto
solve the mystery with some, all, or
none of these actions. It isup tothe
GM whether the actions used by the
players would realistically solve the
mystery.

Interrogating the imprisoned
conspirators will be of little use. All

they know is that Kharybdisisnot a
native of Diavlo, and that he came
to Diavlo from off-planet three
weeks before the killing. (Time
required: 3 hours. Successroll: 2+
on 2d6)

The PCs will be unable, should
they search, to find any trace of any
Kelton Amadiro in any starship,
hotel, or other records. This will
lead Det. Vernon to assume that
Amadiro was Kharybdisin disguise,
if the players have not reached this
conclusion already. (5 hours; 2+)

A search of the records of all
humans arriving on Diavlo for the
last two months (Vernon will
suggest this interval, to be safe),
picking out all men of Amadiro's
race, height, and general build from
the starport computer records, will
yield some 1,500 suspects. (6 hours;
3+)

A further search to determine
which of the 1,500 have already left
Diavlo and are therefore eliminated
from suspicion, will narrow the field
down to some 672 suspects. Of these,
115 are natives of Diavlo. This
leaves 557 possible assassins. (5
hours; 5+)

A computer search of all hotel
recordsin Azhiroto determine
which of the 557 were in the city at
the time of the assassination will
reveal that only 192 of the 557 were
in Azhiro when Curero wasKkilled.
This does not necessarily eliminate
the others, as Vernon will point out;
but it is easier to work with 192
with so little time. (6 hours; 5+)

Further research will reveal
that only 19 of the 192 were staying
in a hotel in the block surrounding
the square in which Curero was
shot. (2 hours; 3+)

Attemptsto find and identify
each one of the 19 will reveal that
one of them, one Simon Callon of
Dirot, checked out of hisroom
several daysago and has not been
seen; all othersare still in their
hotels. (5 hours; 5+)
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A clerk on the morning shift in
Callon's hotel (not ableto be
interviewed until the next morning)
will say that he remembers Callon
checking out and that, when the
clerk inquired asto hisdestination
with the travel ban still on, saying
that he would be flying to the
continent of Uar to conduct
business. (1hour; 4+)

A search of the records of all
flights from Azhiro to Uar will
reveal no Simon Callon. (2 hours;
3+)

A sear ch of the bodiesfound in
Azhiro in the last month, will yield
a corpse matching Callon's photo in
the computer recordsin Azhiro
starport exactly. The body was
found just a few daysago and is
currently frozen, awaiting transport
to Dirot. The apparent cause of
death was an overdose of a
particularly effective depressant. (4
hours; 4+)

The remaining suspects are now
18 men who were staying in the
hotel block in Azhiro on the day
Curero wasKkilled. Seven of the 18
are traveling with a companion,
effectively eliminating them from
suspicion.

Finally, a search of the starport
reservation records will reveal that
5 ofthe 11 remaining suspects are
scheduled to leave Azhiro starport
for off-planet on the day the travel
ban islifted, asit islikely the
assassin would. If the PCs have
reached this point on their own, the
GM may suggest through Det.
Vernon thefollowing plan. (2 hours;

4+)

The plan she suggests will be
that the PCs and her self show up on
the landing platform at each flight
where a suspect is scheduled to
leave in police uniforms, briefly
interview stewards, crew members,
etc., and begin to approach the
suspect, hoping that he will panic
and show himself.

The first suspect leaves at 700
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hours, and will exhibit no unusual kill the passengers one by one character will be awarded 200,000
behavior when approached. The unless the pursuit breaks off and Credits by the Council. If Kharybdis
next two leave on the same flight at  return to the planet from which they  escapes unidentified, the arrested
920 hours, and will also exhibit no came. At thispoint, Idiere has, by character will remain in prison
unusual behavior. his actions, confessed to the indefinately.
assasination, according to Vernon,

Ash Sherrak, or Arcon ldiere, is  but will escape Diavlo unless felled There are a number of possible
scheduled to leave at 1140 hours for by the first shot. If the players follow-ups to this adventure. If the
Carona. Idiere will be at the main devise an alternate method of PCs were unsuccessful in locating

hatch about to board when the PCs  solving the mystery, the GM should  the true assassin, the next
appear. He will recognize them from try to bring them to a final duel with adventure could be an attempted

their searches of the hotel recently  Idiere where he hasa chance to jailbreak on behalf of the accused
and, when they begin to move escape to off-planet. PC. If the characters locate

toward him, he will draw the Kharybdis and he escapes, they
undetectable Auto Pistol he has could pursue him and attempt to
concealed on his person and take AFTER THE track him down all over again, or he
two shots, one each at each of the could come after them because they
PCs nearest him, and then run into ADVENTURE can identify him. If Kharybdis is
the ship. The PC with the highest located and jailed, he could later
Agility may take one shot at him at If the PCs have succeeded in escape (one of his specialties) and

-2 (42% unmodified chanceto hit). If  |gcati ng Kharybdis, their accused attempt to revenge himself upon

he is not brought down, Idiere will compatriot will be freed after an them for being responsible for his
close and lock the hatch behind him,  gfficia investigation of the matter imprisonment. In either case, the
hijack the ship, and force the pilot to prompted by Alena Vernon's possibility exists for Kharybdisto be

take him to Carona. If he is pursued testimony. Thereis no "false arrest” used asarecurring villain in the
by another ship, he will threaten to legislation on Diavlo, but the freed campaign.
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Ships of the Galaxy

Ranger Class
Courier

by
James B. King

Traveller first saw the Ranger
Class 100 ton courier when it made
itsdebut to the space lanesover a
decade ago asacommercia courier
for a large, interstellar corporation.
The ship was designed to meet the
specific needs of particular business
concerns, but has since proven its
diversity in filling the requirements
of many interests. Its aesthetic
appearance and efficient
performance have also helped to
boost its popularity. The Ranger
Class courier is now constructed at
many quality ports as both a
commercia courier and a private
yacht.

Interior description

1. Bridge. All ship system
controls are located here. There are
3 control couches; however, only 1
pilot/navigator is required for
| routine ship operation. Also inthe
bridge section are the avionics (AV),
the computer (C), a fresher for on
duty personnel (F), and the ship's
equipment locker (L). Thereisalso
an emergency hatch piercing the
floor bulkhead.

2. Common Area. Recreation
and food preparation areas are
located here. Anirisvave through
the floor provides access to the lower
deck.

3-8. Staterooms. These are
single occupancy private quarters.
Each contains a bunk, closet,
sanitary facilities, a small desk and
chair, and a computer terminal.

9. Engineering. TheJump
and Maneuver Drives, Power Plant
and Life Support are located here, as
well as access to fud scooping and
delivery equipment. Thereisalso an
Engineer's Locker (E) and a stern
air lock, primarily used to obtain
easy access to outside fixtures.

10. Main Air Lock. Accessto
the ship isusually through thisair
lock. It opensto either the vehicle
bay or the lower passage way.

11. Vehicle Bay. A small
ship's vehicle is stored here, usually
a simple air/raft.

12. Cargo Bay. This small
bay will hold 6 tons of cargo,
including a second vehicleif it is
desired.

13. FireControl. Thisspaceis
reserved for a turret and
armaments, should they be in-
stalled.

The Ranger's modified wedge is
fully streamlined and fuel scoops
areinstalled. Fuel tankage
surrounds most of both decks.

Lower Deck

Ranger Courier Class
=

Displacement: 100 tons

Length: 28m.

Beam: 26m.

Hull Configuration:
Modified Wedge - Atm
Streamlining &

Performance: 1G Accel. Jump-2

Computer: Modd 1/bis

Hardpoints: 1

Crew: 1 Pilot/Navigator

Passengers: 5

Cargo: 6tons

Ship'sVehicle: 1 air/raft

Fuel Tankage: 30tons s

Construction Cost: MCr 27.81,'?'“
-standard design discount-


































