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INTRODUCTION

Starships are the lifeblood of the Traveller Universe. Most
campaigns will revolve around at least one starship — the
character’s. If characters do not possess one, they will likely
travel on starships many times in the course of a campaign.
Starships run by characters take on a life of their own as they
are husbanded between star systems, illegal operations, and
overdue overhauls. Properly detailed small starships add
color to any campaign, even if they are used as encounters
rather than PC starships. Hence this line of booklets from
Avenger Enterprises.

STANDARDS AND ASSUMPTIONS

In order to use this supplement you will need one of the
Traveller rules sets. Statistics are included for T20 and for
Classic Traveller (CT), though other rules sets can be used
with a minimum of work. This supplement is designed to be
used in the Official Traveller Universe (OTU) although the
design could be used in any setting that uses Traveller’s
starship design rules.

Dates: All dates correspond to the standard Imperial calendar
from the OTU. This supplement is officially dated 320-1110
(the 320th day of the 1110th year since the founding of the
Third Imperium).

Place: The starship detailed in this supplement can be used
anywhere in charted space, although the adventure seeds
and background details of the corsairs presented in this
booklet are based in the Spinward Marches Sector. They
could be ported to any area of charted space.

Theme: This supplement provides detailed information on
a particular starship used in Charted Space, along with
background details, history, variants, operational use and
adventure seeds for using the starship. Deckplans are also
provided.



THE ARMED FREE TRADER

One of the most common starships in the Imperium, the
Type A free trader has remained unchanged for centuries.
Built throughout the Imperium and beyond by the thousand,
this small 200 ton cargo ship continues to ply the trade
routes and mains, picking up small cargoes and engaging
in speculative trade. The primary variant of the free trader is
the Jump-2 capable far trader, also used throughout Known
Space. Enterprising merchant captains starting their own
businesses usually start with a free trader and work their
way up from there. The free trader is a simple, cheap design
with minimal specifications that will be built for centuries to
come.

Variants of the free trader exist — all have the same
characteristics but differ slightly in shape and internal layout.
The design outlined in this book is the armed Liberty class
free trader, a standard design mainly found in the frontier
areas of the Imperium. Due to the regions they operate in,
Liberty class ships are designed from the ground up with
some form of armament, and have a slightly enlarged
powerplant to power ship’s weapons.

At the referee’s discretion, the armed free trader may be
taken as a benefit during mustering out.

SPECIFICATIONS

The Liberty class is a streamlined wedge (like the standard
Beowulf class) with bridge, 10 staterooms and 20 low berths
in the bow of the ship and two small cargo bays just aft of
the crew quarters. Six staterooms are usually reserved for
mid or high-passage passengers, as well as a passenger
lounge. The main cargo bay is just aft of the smaller cargo
bays.

The drive/power plant section is located at the rear of the
ship. Just aft of the bridges is a model/1 computer. The ship
is capable of Jump-1 and 1-G acceleration.

The powerplant supplies 4-EP of power, enough to power
the Jump-drive or maneuver drive and some laser weaponry.
If such weaponry is to be installed, the powerplant needs to
be upgraded. A peculiarity of the armed free trader is the
position of the small missile magazine, located somewhat
dangerously behind the ship’s computer. The magazine is
placed in this position because it is close to the ventral-
mounted forward double turret, which mounts the missile
rack and a sandcaster. Another ceiling iris valve further aft
leads to the rear double turret with laser weaponry.

Armed free traders are fitted with fuel scoops so the ship
can take on fuel from gas giants or oceans in frontier
environments, where the quality of starports may preclude
buying fuel.

Crew consists of a pilot, astrogator, engineer and a medic
who also acts as a steward for the passengers. Additional
gunners are needed for armed free traders, so in order to
preserve passenger staterooms crewmembers usually share
staterooms — the pilot and astrogator having their own, the
engineer and medic occupying another and two gunners
sharing another. Crews who prefer comfort may reduce
the number of passenger staterooms to four and let the two
gunners occupy a stateroom each.

Standard free trader statistics are presented in the T20
handbook (in CT, Starships, Book 2). Statistics are presented
below for the Liberty class free trader.

If required, the ship can cross 2 parsec rifts by carrying an
extra 20 tons of Jump fuel in a bladder in the cargo bay, doing
a Jump-1 into deep space and rejumping to its destination
after doing another Jump-1. The main advantage of armed
free traders over far traders in frontier regions is their lower
cost, even with the cost of adding armament factored in.
Cargo space however is reduced to 88 tons.

Armed free traders can carry a wide variety of weapons. The
example that follows is a typical configuration of a sandcaster,
missile rack and one pulse laser. One slot is left free in the
aft double turret for more weaponry. If ship’s vehicles are
embarked, they are carried in the cargo bay.



in the Wonstar system.

mewhere

The armed free trader Lucky Break maneuvers so



Armed Free
Trader
A Deck - 2800m3

Legend

.| 1.5m Square
= Bulkhead
—— Interior Wall

-Sliding Door
— Maintenance Hatch
3 Crew Station

| >< Iris Valve

=~ Manual Hatch

{» Overhead Iris Valve
O Floor Iris Valve
Floor & Overhead

Floor Hatch
“=: Overhead Hatch

Floor & Overhead

|Z| Lift Shaft

Bridge Window
i ~ To Double Turret
Caomputer - (1 i A
| | Pl 1 missile rack)
Missile and | Statarcom
Sandcaster ] I ! ]
agazine | “ Ship’s Locker
Low Berths
=T = Ship's
° wﬁ:; ):I:Iu" Passenger Gunners E'ﬁi;".’"’
L 4 Medic |
Lounge Galley Stateroom
Paséenger Passénger Passénger Passenger | Passenger |Passenger
Stateroom | | |
F o Double Turret
j{ Cargo Bay 2 Cargo Bay 3 \
/ 18.5 dtons 18.5 dtons \
T @' Airlock
I I Cargo
Cargo Bay 1 Airjock
51dtons
Fuel Scoop: _ Fuel Scoops
under shi (under ship)
Landing Landing
Gear Gear
Bay Bay




T20 STATISTICS

Liberty Class Armed Free Trader

Class: Starship, Type AA
Tech Level: 10
Size: Medium (200dt)

Streamlining: Streamlined
— Wedge

Jump Range: 1
Acceleration: 1

Fuel: 24

Duration: 4 weeks
Crew: 6
Staterooms: 10
Small Cabins: 0
Bunks: 0
Couches: 0

Low Berths: 20
Cargo Space: 88
Atmospheric Speeds:
Cruising = 2625kph

Other Equipment: Fuel Scoops, 1/2dt sand magazine (10 sand

EP Output: 4 (1 extra)
Agility: 0

Initiative: +0

AC: 10

Repulsors: None
Nuclear Dampers: None
Meson Screens: None

Black Globes: None
AR: 0

SI: 115

Main Computer: Model/1

Sensor Range: Close (Model/1)
Comm. Range: Close (Model/1)

Cost: MCr62.76 (New)
NoE = 875kph
Maximum = 3500kph

canisters), 1/2dt missile magazine (10 missiles).

TAS Form 3.1 (Condensed)

TL-10 Design Specifications

Double Turret: Pulse
Laser (x1), Attack
Bonus +1 (+1 USP),
Damage 1d10.
Double Turret:
Sandcaster (x1),
Defense Bonus +3 (+3
USP).

Missile Rack (x1),
Attack Bonus +1 (+1
USP), Damage 1d6.

Ship’s Data (Commercial)

Installed Components Tonnage Cost EP Notes
200-ton Hull (Wedge) +200 MCr24 - -
Bridge -20 MCr1 - -
Computer -0.1 MCr2 - Model/1
Flight Avionics -0.4 (MCr0.9) - Model/1
Sensors -0.3 (MCr0.6) - Model/1
Communications -0.2 (MCr.0.5) - Model/1
Jump Drive 1 -4 MCr16 -2 -

Jump Fuel -20 - - -
Maneuver Drive 1 -4 MCr6 -2 -

TL9 Power Plant -6 MCr18 +4 -
Power Plant Fuel -4 - - -

2 Hard Points - MCr0.2 - -

2 Double Turrets 2 MCr1.5

1 Sandcaster - MCr0.25

1 Missile Rack - MCr0.75

1 Pulse Laser - MCr0.5

missile magazine -5 MCr0.05

sand magazine -5 -

10 Staterooms -40 MCr5 - -

20 Low Berths -10 MCr1 - -

Fuel Scoops - MCr0.2

Cargo -88 - - -

Totals +0 MCr78.45 (MCr62.76 with 20% standard design discount)



CLASSIC TRAVELLER STATISTICS

T20 statistics for the armed free trader have been converted using High Guard to Classic Traveller format.

LIBERTY CLASS ARMED FREE TRADER

AA-128-112 Lucky Break AA-2111211-030000-10001-0 Mcr62.72* 200 tons

All Batteries Bear. 1 1 1 Crew=6 TL=10
Passengers=6. Staterooms=10. Low=20. Fuel Scoops. Cargo=90. Fuel=22. EP=2. Agility=0 (Emergency 1).
Sand Canisters=10. Missiles=10.

*Includes 20% quantity discount.

VARIANT: FAST TRADER

Armed free traders are themselves variants of the standard unarmed free trader, but other types exist, notably the Jump-
2 far trader. The far trader is described in the T20 Handbook as well as in Classic Traveller. A far less common variant is
the Fast Trader, a 200 ton Jump-2 maneuver-4 ship designed for high priority cargo runs. The number of low berths is
reduced to 4 but the ship remains essentially similar to a free trader, although it has an uprated computer and some form of
armament. Cargo space is of course sacrificed but the fast trader’s tradeoff is the ability to outrun most threats and transit
to and from 100 diameters quickly, saving time between jumps.

Fast Trader

Class: Starship, Type A3 EP Output: 8 (0 extra) Single Turret: Missile

::: k/lee::jei:jrr111(200dt) C\?tlll:t{vs +0 Rack (x1), Attack
B _ : Bonus +1 (+1 USP),

ft\;\e;:c:glemmg. Streamlined  AC: 10 Damage 1d6.

Jump Range: 2 Repulsors: None Single Turret:

Acceleration: 4 Nuclear Dampers: None Sandcaster (x1),

Fuel: 48 Meson Screens: None Defense Bonus +3 (+3

Duration: 4 weeks Black Globes: None USP).

Crew: 6 AR: 0

Staterooms: 10 SI: 115

Small Cabins: 0 Main Computer: Model/2

Bunks: 0 Sensor Range: Short (Model/2)

Couches: 0 Comm. Range: Short (Model/2)

Low Berths: 4

Cargo Space: 46 Cost: MCr89.36 in Quantity

Atmospheric Speeds: NoE = 1175kph

Cruising = 3525kph Maximum = 4700kph

Other Equipment: Fuel Scoops, 1/2dt sand magazine (10 sand

canisters), 1/2dt missile magazine (10 missiles).

TAS Form 3.1 (Condensed) Ship’s Data (Commercial)
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SHIP’S LOCKER

A free trader’s locker contains a variety of emergency
equipment, survival gear, some small arms, spares and
tools. The locker is in fact split in two — vac suits and some
emergency equipment are located in the aft airlock, while the
ship’s locker aft of the bridge contains weapons and other
spares. The list below is of a typical free trader operating on
the frontier.

2 TI-10 Field Medical Kits

1 Electronic Toolkit

1 Mechanical Toolkit

1 Carpentry Tool Set

Field Rations for 150 person-days (15 days for 10 people)
10 Bulk water storage containers with filters
1 Long Range Communicator

2 Short Range Communicators

2 Water Purification Kits

5 Pressure Tents

5 Tents

10 TL-9 vac suits

10 sets of Cold Weather Clothing
10 Combination Masks

5 Electric Torches

4 Compasses

4 Binoculars

2 Inertial Locators

1 Metal detector

1 Radiation Counter

2 IR Goggles

2 Emergency Bulkhead Patches

Weapons

4 Blades

2 Flak Jackets

2 Snub Pistols with 200 rounds of ammunition
1 Shotgun with 100 rounds of ammunition.

Bridge Windo

THE BRIDGE

The bridge of any starship is the nerve center of the vessel,
and the bridge of an armed free trader is no different. The
bridge positions in the diagram below are typical of the layout
of an armed free trader. However, the Functions of each
position are interchangeable between the bridge positions,
as each function (pilot, navigator etc) is a suite of software
programmes, not hardwired into a bridge position.

Each Function is accessed and controlled via large color LCD
touch-screens at each position. Keyboards are also present
at each bridge position, although they are rarely used and
are usually for backup use only. Voice activated commands
can also be used, although normal chatter on a bridge
may sometimes render this a less than effective interface
device. The Functions can be switched from position to
position depending on circumstances and personal taste.
The diagram below is the “default” layout for this vessel.
Normally, Functions can only be switched by the Captain
using an over-ride code.

All Functions have access to the communications software
and communciations arrays on the vessel.

Flight Controls Bridge Function (Position A)

Normally occupied by the pilot, this function contains all the
controls required to maneuver the starship in space, as well
as control in atmospheres. The pilot can also access all data
from the Engineering and Navigation Functions, although
not control those Functions.

Engineering Bridge Function (Position B)

Although the Engineer may not always be present on the
bridge, monitoring and control of the powerplant, Jump
drive and Maneuver drive, as well as life support systems
happens under this Function. The Engineer Function can
also be accessed from a console in the engineering room.

Command Bridge Function (Position C)

Normally occupied by the Captain, the Command Function
duplicates the Flight Controls function if the Captain requires
it. The Command Function also controls the security systems
on the ship, including over-ride controls for all airlocks, bridge
access and anti-hijack programs.

Navigation Bridge Function (Position D)

The navigator occupies a vital position on the bridge. The
Navigation Position relays vital data on the ship’s position
in space, as well as controlling the sensor and transponder
systems on the spacecraft.

Weapons Function (Turret positions or Position C)

This suite of programs controls the weapons systems on
an armed free trader. This function is not supplied with a
standard free trader. The Weapons Function is usually
controlled at the consoles in the two turrets, and are used
by the gunners of the ship. But the Captain, at his discretion,
can remote control either of the turrets from his position on
the bridge, using the Weapons Function.

-1 -



THE ECONOMICS OF ARMED FREE TRADER OPERATION

Free Traders are probably the cheapest vessel to run in Charted Space. That means little however, as free traders can still
easily bankrupt an owner if consistently run at less than full capacity. The charts below outline the expenses and expected
income from an armed free trader operation, and are designed to assist the player and Referee alike by simplifying book-
keeping for a merchant operation.

MONTHLY FREE TRADER EXPENSES

The following represents standard monthly expenses for a Free Trader operation, operating along a Main. It is assumed two
Jumps are made each month, and 6 days are spent in port between Jumps. The three tables summarise various options for
using refined and unrefined fuel. Some captains will want to risk Jumps with unrefined fuel, some will insist on refined — if it
can be obtained. The cost differences between using refined and unrefined fuel may mean the difference between making
a profit in a given month and a loss. But of course, keeping a free trader crew out of the poverty line is

Some Armed Free Traders may resort to fuel skimming from oceans and gas giants to further minimise costs.

SCENARIO 1: TWO JUMPS WITH REFINED FUEL

Type Monthly Cost Notes

Starship Mortgage Cr209,167 Based on standard mortgage repayments.

Crew Salaries: Cr19,000 Includes salaries for 2 Gunners

Life Support/Food Cr19,000 Based on 10 low and 6 mid pass and 6 crew per Jump.
Highport/Orbital Berthing Cr200 Assuming two 6 day stays per month

Landing Rights Cr200 Assuming landing rights for 2 A class starports

Refined Fuel Cr20,400 Assumes both Jumps with refined fuel

Routine Maintenance Cr1569 Requires 1 full day per month

Annual Maintenance Cr5230 Yearly cost amortized into monthly payments

TOTAL Cr274,766 per Month

SCENARIO 2: ONE JUMP WITH REFINED, ONE WITH UNREFINED FUEL

Type Monthly Cost Notes

Starship Mortgage Cr209,167 Based on standard mortgage repayments.

Crew Salaries: Cr19,000 Includes salaries for 2 Gunners

Life Support/Food Cr19,000 Based on 10 low and 6 mid pass and 6 crew per Jump.
Highport/Orbital Berthing Cr200 Assuming two 6 day stays per month

Landing Rights Cr200 Assuming landing rights for 2 A class starports
Unrefined/Refined Fuel Cr12,400 Assumes 1 Jump with refined, 1 with unrefined fuel
Routine Maintenance Cr1569 Requires 1 full day per month

Annual Maintenance Cr5230 Yearly cost amortized into monthly payments

TOTAL Cr266,766 per Month

SCENARIO 3: TWO JUMPS WITH UNREFINED FUEL

Type Monthly Cost Notes

Starship Mortgage Cr209,167 Based on standard mortgage repayments.

Crew Salaries: Cr19,000 Includes salaries for 2 Gunners

Life Support/Food Cr19,000 Based on 10 low and 6 mid pass and 6 crew per Jump.
Highport/Orbital Berthing Cr200 Assuming two 6 day stays per month

Landing Rights Cr200 Assuming landing rights for 2 A class starports
Unrefined Fuel Cr4,400 Assumes both Jumps with refined fuel

Routine Maintenance Cr1569 Requires 1 full day per month

Annual Maintenance Cr5230 Yearly cost amortized into monthly payments

TOTAL Cr258,766 per Month

-12 -



MONTHLY FREE TRADER INCOME

The figures below represent various scenarios for running an armed free trader. The scenarios assume a full mid passenger
load and half low passenger load per trip, and a 90% full cargo hold per trip. Various scenarios for carrying speculative and
hazardous cargo are listed. It is further assumed that the cargo and passengers are to be dropped off at the next destination
world — a free trader must work efficiently in order to survive.

SCENARIO 1: STANDARD CARGO

2 Jumps per month: 79 tons of standard cargo, 10 Low and six Mid Passage per Jump:

Total Income: Cr274,000

Net Profit with 2 refined fuel Jumps per month: Cr766

Net Profit with 1 refined, 1 unrefined fuel Jumps per month: Cr7,234

Net Profit with 2 unrefined fuel Jumps per month: Cr15,234

This scenario balances the crew on a precarious financial knife-edge. They will be forced to speculate in order to make any
extra money over and above the running expenses. Hauling empty cargo space at more than 10% (which is likely), or with
less than a full complement of mid passengers will result in losses. The crew could take risks and take unrefined fuel Jumps,
but they risk misjumping if they do.

SCENARIO 2: SECURE CARGO

2 Jumps per month: 62 tons of standard cargo, 8 tons of secure cargo, 10 Low and six Mid Passage per Jump:

Total Income: Cr320,000

Net Profit with 2 refined fuel Jumps per month: Cr45,234

Net Profit with 1 refined, 1 unrefined fuel Jumps per month: Cr53,234

Net Profit with 2 unrefined fuel Jumps per month: Cr61,234

This scenario assumes one 18.5 dton cargo bay is used for carriage of the secure cargo, preventing the rest of that cargo
bay from being used for carriage of anything else. In addition, only 90% of the remaining cargo space is assumed to be filled.
Secure cargo is a great way to earn extra cash, but the downside is that someone may want that valuable cargo, hence the
requirement for an armed starship to carry the cargo. Secure cargoes are generally sensitive and sometimes top secret.
Some secure cargoes may carry an armed guard with the cargo, but this is rare. If an armed guard or guards are carried,
they pay a mid passage fee like everyone else.

SECURE CARGOS

3D6 Type Notes

3 Combat Drugs Highly sought after

4 Fast/Slow Drugs Also highly sought after

5 Military Aircraft One only per secure shipment

6 Combat Armor Only if pickup world is TL 11+. If TL 10-: combat environment suit

7 Military small arms (Types are dependent on TL of world where goods are picked up)*
8 Civilian small arms (Types are dependent on TL of world where goods are picked up)*
9 Wheeled/Tracked AFV One only per secure shipment

10 G-Carrier One only per secure shipment

11 Starship weapons 4 per ton. Pulse lasers, beam lasers, sandcasters and missile racks
12 Military support weapons See list below for types of weapons that could be carried

13 Lanthanum Key component in Jump Grids

14 Zuchai Crystals Key component in Jump Drives

15 Platinum Metal Ore

16 Iridium Metal Ore

17 Local/lmperial Treasury Bonds

18 Nuclear warheads 4 per ton of secure cargo. Nominally safe because primers have been removed, but a juicy target for
terrorists.

* Military small arms are defined as the ACR, gauss rifle, LMG, LAG, grenade launchers, disposable launchers
and all high energy weapons.

Military support weapons vary according to the tech level of the pickup world: such weapons include in tech level
order: mortars and field artillery (TL-5+), MRL’s (TL-6+), vehicle lasers (TL-7+), autocannons (TL-8+), plasma
cannons and VRF gauss guns (TL10+) and fusion cannons (TL-12+). In CT, plasma cannons are known as A, B
and C Guns. Fusion cannons are known as X, Y and Z guns.

-13-



SCENARIO 3: HAZARDOUS CARGO

2 Jumps per month: 62 tons of standard cargo, 8 tons of hazardous cargo, 10 Low and six Mid Passage per Jump:

Total Income: Cr400,000

Net Profit with 2 refined fuel Jumps per month: Cr125,234

Net Profit with 1 refined, 1 unrefined fuel Jumps per month: Cr133,234

Net Profit with 2 unrefined fuel Jumps per month: Cr141,234

This scenario assumes one 18.5 dton cargo bay is used for carriage of the hazardous cargo, preventing the rest of that
cargo bay from being used for carriage of other cargo. In addition, only 90% of the remaining cargo space is assumed to
be filled. Hazardous cargoes are just that: hazardous, requiring special handling for loading and unloading, and there is the
possibility of accidents along the way. They are however, quite profitable, if the captain is willing to take the risk. All kinds of
hazardous cargoes can be hauled: biotoxins, nuclear waste, fission reactor fuel, even dangerous animals. The table below
outlines possible hazardous cargoes.

o
(=]

Lethal Chemical Warfare Agents

Lethal Biological Warfare Agents

Conventional HE explosives ie: Grenades, HE shells, starship missile warheads
Non-lethal Chemical Warfare Agents

Small Arms ammunition

Low Grade Radioactive waste

Strong Acids

Armor piercing ammunition

10 Dangerous alien lifeforms Contact could prove rather deadly

11 Lethal Solvents

12 High Grade Radioactive Waste Including tactical nuclear warheads

O©CoO~NOOOGOPAWNDN
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Example Free Trader Campaign: The Wonstar Arm - 1110

A free trader campaign can be run through any cluster or Main with Jump-1 access to the worlds. In the Marches the
Spinward Main dominates the astrography of the region. The Spinward-Rimward end of the Spinward Main is known as
the Wonstar Arm, and ends in the Wonstar system in the Five Sisters Subsector. Not exactly a bustling hive of commercial
activity, this area is therefore perfect for a small merchant operation, as it is almost completely ignored by large merchant
lines. The Referee should impart the feel of the region as one rife with rumors, potential Ancients sites, potential riches and
opportunities, all against the backdrop of a massive Imperial Navy presence. The Wonstar Arm — and indeed the entire
Imperial area of the Five Sisters Subsector is not the place for a merc campaign, but is an interesting place for a merchant
campaign, especially an armed merchant ship. Although cargo and passengers can be easily found on many worlds,
speculative trade will need to be undertaken to turn a profit on the operation.

HISTORY

The Five Sisters Subsector was first settled around 500 by small groups of Imperial colonists, although the area had been
surveyed centuries earlier by the Imperial Scout Service. Aslan from Rimward claimed Wonderay three centuries earlier, but
Wonderay has been the limit to the Aslan’s Coreward expansion from the Trojan Reach Sector. Official Imperial colonization
began in 740 from a mandate from Emperor Paulo |, but further development was stopped in 800 and the Imperial Naval has
since administered the Imperial worlds in the Subsector. Two Droyne worlds, Candory and Andor are interdicted by the Navy.
Rumors abound about these two worlds, including the rumor that Andor is the prime candidate for Droyne homeworld.

Today, in 1110 Imperial space in the Subsector is firmly under control of the Imperial 208" Fleet. Worlds outside Imperial
space are somewhat of a mystery to Imperial citizens. Local worlds are largely left to their own affairs, although some are
administered directly by Imperial agencies. These worlds are listed below.

Karin (A-767768-C) is administered directly by the Imperial Navy after the imposition of martial law by the Navy during the
Fourth Frontier War. The local population resents the interference.

Penelope (C-460642-4) is in the middle of a huge terraforming project designed to transform the desert world into a wet world.
The project is part funded by the Imperial Colonial Office which is providing the technology and machinery to undertake the
terraforming. The balance of funding comes from the planetary government.

Froin (C-535225-9), part of the Wonstar Arm, is populated entirely by employees of the Imperial Colonial Office at Research
Station Zeta. The Station is involved in genetic manipulation research.

THE WORLDS OF THE WONSTAR ARM
WONSTAR (B-455741-7)

...is a relatively cool mid-tech agricultural planet at the very Spinward end of the Spinward Main. The site of an Imperial
Naval Base, the local democracy has an extremely liberal (ie) lax attitude to gun and weapon control. Because of this
and the ambivalent local attitudes to offworlders, TAS has declared Wonstar an Amber Zone. Despite this, there are still
agricultural cargos to be exported and machinery to be imported. The Imperial Naval Base, which is located on Imperial land
near the equator adjacent to the B class starport, also has need for non-sensitive cargo transport from time to time, making
Wonstar a world which a free trader can make a living from.

The 208" Fleet has the following forces normally stationed in the Wonstar system:

The 19" Strike Carrier Task Group (1 50,000 ton Strike Carrier, 3 3000 ton Fleet Destroyers)

The 86" Heavy CruRon (3 75,000 ton Heavy Cruisers, 1 5000 ton Fleet Escort, 2 300 ton Close Escorts)

The 191t and 204" EscortRon (each 4 1000 ton Destroyer Escorts)

The 149" Patrol Flotilla (8 300 ton Close Escorts)

In addition the Imperial Marines has three complete regiments of troops stationed at the Naval Base. The Navy maintains
a number of specialist support craft, small craft, System Defense Boats, refueling tankers, transports and scout-couriers at
the Naval Base.

All this heavy metal requires a considerable logistical operation to keep it all supplied, and the Navy occasionally uses
armed Imperial merchantmen to transport priority cargos when Navy transports are unavailable.

The tables below list, for the sake of convenience for players and Referees, cargo and passengers available from Wonstar
to various destinations.
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Cargo and Passengers from Wonstar to Froin

Priority Hazardous Security Major Minor Incidental Low Mid

0 1 0 2 5 1 10 5

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Wonstar to Lakou

Priority Hazardous Security Major Minor Incidental Low Mid

1 0 1 0 7 0 4 1

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Wonstar to Quhaiathat

Priority Hazardous Security Major Minor Incidental Low Mid

3 2 3 7 9 2 11 8

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

FROIN (C-535225-9)

...iIs the site of Research Station Zeta. The entire population of 600 on the tidally locked frozen world works at the Station,
which is located near Froin’s north pole. The C class starport is operated by the local administration and is located in the
twilight zone at about 45° latitude. While the Imperial Navy maintains regular transports to and from Froin, there are the
occasional standard cargoes that can be carried by private ships.

Cargo and Passengers from Froin to Wonstar

Priority Hazardous Security Major Minor Incidental Low Mid

0 0 0 0 3 0 4 1

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Froin to Lakou — None

QUHAIATHAT (C-31479B-9)

is a small ice world settled by Imperial colonists around 748. Rigid government controls regulate every aspect of native
life, which centers around the mining of high quality metal ores, the major export from the system. A small amount of
manufacturing is undertaken on Quhaiathat, but most manufactured goods and foodstuffs are imported.

The characters will have to be careful visiting Quhaiathat starport as the slightest transgression will land the characters in
front of the Quhaiathat Government Transgression Tribunal. Depending on the crime the characters could land themselves
in a Quhaiathat prison for 1-9 months.

Cargo and Passengers from Quhaiathat to Lakou

Priority Hazardous Security Major Minor Incidental Low Mid

2 1 2 0 8 1 4 1

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Quhaiathat to Wonstar

Priority Hazardous Security Major Minor Incidental Low Mid

6 5 6 0 11 5 5 2

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.
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LAKOU (E-779454-7)

...is a large cold planet mostly covered by vast oceans, the population is governed by nobles who govern through large
estates. The people of Lakou are divided amongst these sprawling estates. The nobles have a history of intense rivalry
with several small wars throughout the last thousand years, and tensions between the estates have resulted in an Amber
Zone classification. Traders into the system are cautiously welcomed however, and any mid-high tech goods with any sort
of potential military classification are highly sought after.

After visiting Lakou at least once, the characters will be asked at some stage to assist in an attack by the Giesen Estate on
the Tremel Estate. The Giesen noble family will pay double normal charter rates to charter the free trader for 2 weeks to
assist the attack. The mission will be to provide fire support using the ship’s missile rack and laser, and to insert commandos
into the Tremel Estate to raid a key airfield. The opposition will be TL-7 small arms, 40mm autocannons mounted on ATVs
and a few primitive tac missile launchers. Although this does not amount to much threat to a starship, these weapons could
be dangerous if the characters become too rash.

Cargo and Passengers from Lakou to Quhaiathat

Priority Hazardous Security Major Minor Incidental Low Mid

0 0 0 4 5 0 6 3

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Lakou to Tondoul

Priority Hazardous Security Major Minor Incidental Low Mid

0 0 0 9 10 0 9 8

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

TONDOUL (E-5136A7-4)

...officially lies outside the Imperial border, but is actually an Imperial client state. He native humans were planted on the
planet by the Ancients, who bult a base on Tondoul’'s moon. The moon (and therefore the base) has long since been pounded
into dust in the final war, but the humans remained on Tondoul, supported life support machinery built by the Ancients. Early
in the era of the 3 Imperium, the Scout Service saved the locals by repairing the failing support systems. The humans have
lived for millennia in peace, and continue to worship the human Dictator who is chosen for life by referendum to rule the
society. The current Dictator, apparently named Cheraz Voper, is more open to contact from his more advanced brethren
from the stars than any other Dictator, and the fledgling starport is now more amenable to offworlders.

The Scout Service retains a small presence in orbit around Tondoul to monitor contact as well as support the life support
systems in Tondouls trinity of domed cities. The base is actually a 1000 ton X-boat tender, with an assortment of small craft
and scout service starships docked at any time.

Ancients fanatics make Tondoul a destination of choice, their intent being to walk the cities built by the Ancients, and perhaps
find clues to unearth more Ancients treasures. Such clues are very difficult, if not impossible to find. Lunatic fringe Ancients
hunters are therefore likely to be on the passenger manifest heading to Tondoul. These fanatical passengers will provide
sideshow amusement fort he characters, but they may also talk the characters into believing some of their stories...

ANCIENTS HUNTER SORGE DEKERMAR

Sorge Dekermar is a mid passage Vargr ticket holder who will board the character’s ship bound for Tondoul. He is a wily mid
age Vargr who professes some skills in piloting spaceships, and promptly asks to “have a go” at piloting the free trader. A
frequent visitor to the system, Dekermar will offer to take the characters on a guided tour of the planet’s three domed cities,
pointing out Ancients enigmas along the way. He will attempt to convince the characters that he has located an Ancients
site at the planet’'s South Pole, and asks the characters for help to find the base there. He promises to share any potential
monetary gain 50/50 in return for using the free trader and its crew to scout the inhospitable frozen wastes of the South
Pole.
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1. Dekermar is sincere but misguided in his beliefs, but
an extensive search of the South Pole area reveals
nothing of interest. He will continue to press to extend
the search, and if the characters attempt to return to
the starport Dekermar will attempt to take equipment
from the locker and, if available the air/raft to continue
the search.

2. The search is fruitless, but Dekermar is correct in his
belief that an Ancients facility exists. Unfortunately the
Imperial Scout Service also knows about the base. Just
before the characters break off the search, they are
intercepted by two armed scout/couriers (each with a
double pulse laser turret) who demand the characters
leave the area and dock with the scout base in orbit.
Once docked, scout service personnel will board and
search the ship for evidence, copying sensor data and
generally being nosy. Dekermar will be taken away by
the scouts, and will not return what the free trader is
finally free to undock.

3. As 2, but the characters are arrested under Imperial
law by the Scouts, who charge them with breaching
Imperial airspace. The scouts have a lawyer at their
base who states that most of the South Pole region has
been annexed by the Scout Service. The characters
have their ship impounded and are transported to the
Naval Base at Wonstar. They must defend themselves
in an Imperial Navy court convened especially for the
purpose. Dekermar is amongst the accused. Penalties
if found guilty are up to 5 years in an Imperial prison.
Of course, they may decide to land Dekermar in it, or
claim they were coerced into the trip.
The search finds a large depression near the South
Pole, and a large structure can be discerned beneath
the snow. Entry to the structure is difficult, and the
structure reveals itself to be a base of unknown origin.
It appears to be of Ancients origin, or so Dekermar
says. Incomprehensible control panels dot the lit
corridors and rooms, and there is no equipment of any
kind to be pocketed, except for one item. On the floor
of a corridor lies a backpack with the Imperial Scout
Service insignia on it. The backpack contains a hand
computer, which is filled with data on the complex. The
data is possibly priceless, but it appears the Scout
Service removed everything of value from the base
years or decades ago. Well off Ancients fanatics and
Universities will pay Cr1d6x100,000 for the data. Of
course, Dekermar is not rich, and will try to make off
with the data in order to sell it, despite his promises to
split any profits. The Scout Service will not intervene
because they removed everything of value from the
site decades ago.

4-6

The Referee may also decide which of the above threads to
follow, rather than rolling.

SORGE DEKERMAR

(traveler level 9) TL 11 Medium Vargr

Stamina 36, Lifeblood 11 Init +2; Speed 8 m (6 squares);
Armor Class: 14 (+3 vac, +1 dex), Armor Rating: 3 (vac

suit)
Str 9, Dex14 Con 10, Int 13, Wis 10, Cha10, Edu 11, Soc 10
Pres 9
SV Fort +3; Ref+6 Will +4;
ATTACKS:
Weapon | Hit |Damage |Rng |Crit |ROF |Rnds
Claw +7 | 1d4-1 - 20 -- --
Bite +7 | 1d6+2 - 20 -- --
Snub +6 | 1d10 18 20 1 6/15
Pistol

Skills: Pilot +14, Liaison +12, Gather Information +12, T/
Computer +12, T/Electronics +12, Use Alien Devices +12.
Feats: Vessel (grav, starship, ship’s boat), Weapon
(marksman), Armor (light, medium, vac suit), Jack of All
Trades, Toughness, Well Connected, Obscure Knowledge.
Equipment: snub pistol, vac suit TL-12, short range
communicator, hand computer.

SCOUT SERVICE SECURITY PERSONNEL
(Scout level 6) TL 12 Medium human

Stamina 31, Lifeblood 11 Init +1; Speed 6 m (4 squares);
Armor Class: 14 (+3 vac suit, +1 dex), Armor Rating: 3 (vac

suit)

Str 10, Dex12 Con11, Int 10, Wis 11, Cha10, Edu 10, Soc
10

SV Fort +2; Ref+4 Will +3;

ATTACKS:

Weapon | Hit | Damage |Rng |Crit | ROF |Rnds
Laser +5 12d10 36 20 1 25

pistol

Fist +6 | 1d4 -- 20 |- --

Skills: Pilot +10, T/Engineering +9, T/Communications +9,
P/Survey +5, Gunnery +4, Survival +5, Gather Info +4
Feats: Vessel (grav, starships, ship’s boat), Armor (light, vac
suit), Weapons (marksman, laser, ship’s weapons), Brawling,
Jack of All Trades, Zero-G/Low-G adaptation
Equipment: vac suit-12, laser pistol,
communicator, hand computer.

short range
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Cargo and Passengers from Tondoul to Mewey

Priority Hazardous Security Major Minor Incidental Low Mid

2 1 2 7 8 2 10 7

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Tondoul to Lakou

Priority Hazardous Security Major Minor Incidental Low Mid

0 0 0 0 3 0 0 0

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

MEWEY (D-786799-5)

...Is the capital of the fledging Mewey Empire. A humanoid minor race, the Mewey are slender humanoids weighing about
180 pounds, and covered in fine fur. Their society has advanced to the nuclear age, and they have just received Jump-1
technology from the Aslan, in return for ceding an archapeligo of islands to an Aslan clan.

The Mewey live on a pleasant world, and are ruled by an efficient, if somewhat conservative bureaucracy. The locals are
friendly towards the helpful Aslan, but view Imperials with suspicion because of their dominance in the region.

The Aslan clan which owns land on Mewey is incorporated into a trading operation known as |kthurri Corp. This company
runs the technology transfer operation from Aslan colonies in the Trojan Reach to Mewey, utilising 3 400 ton Aslan Jump-3
trading ships. This lucrative business is responsible for importing the technology and high-tech parts required to keep the
Jump drives and fusion powerplants in Mewey’s starships operational. Computers and other items are also imported. The
Aslan trading ships are armed, and always on the lookout for trouble, given their high value cargos. Ikthurri Corp jealously
protects its importing near-monopoly.

Attempts by the characters to import mid-high tech goods to Mewey will be frowned upon by the Aslan clan. They will
attempt, at every opportunity, to convince the characters to leave the Mewey system, along with their standard cargo and
any speculative cargo they may carry. Ikthurri Corp will not care about low tech goods or agricultural or raw materials — their
concerns are for computer and engineering parts including components for Jump drives, contra-grav modules, and fusion
and fission powerplants. Ikthurri Corp Aslan thugs will resort to intimidation, bribery, even sabotage of the character’s ship.
They may be encountered in groups of 3-5. The local Mewey law enforcement will turn a blind eye, or show blatant bias
towards their Aslan friends.

IKTHURRI CORP ASLAN THUGS

(marine level 6) TL 12 Medium Aslan

Stamina 40, Lifeblood 12 Init +0; Speed 12m ( 8 squares);
Armor Class: 16 (+6 cloth), Armor Rating: 6 (cloth)

Str 13, Dex10 Con11, Int 10, Wis 8, Cha10, Edu 10, Soc 10
SV Fort +5; Ref+2 Will +4;

ATTACKS:
Weapon Hit Damage |[Rng | Crit ROF | Rnds
SMG +7/+12 [ 1d10 45 20 1/4 30
Dew Claw | +8/+3 1d6+1 -- 20 -- --

Skills: Spot +8, Demolitions +5, Pilot +4

Feats: Vessel (grav), Armor (light, medium, vac suit), Weapons (marksman, combat rifeman, swordsman, high energy),
Weapon focus (gauss rifle), Zero-G Combat, Second Wind, Toughness, High Morale

Equipment: cloth armor, SMG, short range communicator, 1-4 tranq grenades, binoculars.
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Cargo and Passengers from Mewey to Tondoul

Priority Hazardous Security Major Minor Incidental Low Mid

5 4 5 10 11 4 13 8

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

Cargo and Passengers from Mewey to Ochecate

Priority Hazardous Security Major Minor Incidental Low Mid

3 2 3 8 9 2 10 7

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

OCHECATE (E-747569-7)

A captive colony of the Mewey, the minor race have colonized this world with the assistance of the Aslan. Led by a Mewey
Governor, efforts are currently being undertaken to build up a colony, and solve the medical problem of an airborne pathogen
which plagues the atmosphere of Ochecate and causes severe influenza-like symptoms. Only when this medical problem is
resolved will the planet be properly opened to development. If any medical geniuses are amongst the character’s crew, their
efforts and insight into the problem would be welcomed by the local authority, and perhaps provide further opportunities in
the Mewey “Empire”.

Cargo and Passengers from Ochecate to Mewey

Priority Hazardous Security Major Minor Incidental Low Mid

3 0 3 8 9 0 10 6

The numbers denote the number of cargos available. The numbers assume one or more of the characters have Liaison skill
rank 5 or higher and P/Admin 5+ or K/Interstellar Law 10+ in the case of passengers.

COMPETITION

In this part of the Marches, there is little competition from anyone for cargo. The Imperial Navy carries most of its cargo in
its own ships. Megacorporates don’t provide services to this part of the Spinward Main. The armed free trader Lucky Star
operates from Wonstar and services the same routes as the characters will in this campaign. In addition two subsidized
merchants (the Perinee and Dogstar) operate mail runs and carry cargo up and down the Wonstar Arm into District 268. The
subbies are armed with a double sand turret and a double missile turret. But other than these, the only competition is from
the occasional far trader passing through.

The Lucky Staris a new-build armed free trader crewed by ex-Naval reservists from the 5" Frontier War, led by a merchant
captain named Lynn Breget. Lynn worked for a small shipping firm in District 268 until she struck out on her own. Her ethics
are questionable and she is particularly aggressive in negotiating. She is determined to get rid of competition in the Wonstar
area, and will do so by spreading rumors about the unreliability of the characters’ ship and crew. This tactic will start to affect
the characters in the campaign, and a confrontation of some kind with the Lucky Star’s crew will be inevitable. It is far more
likely the confrontation will be in the form of crew versus crew, rather than a costly space battle.

The crews of the Perinee and Dogstar are more neutral towards the characters, although that will not last if the characters
antagonize them in some way.
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LYNN BREGET

(merchant level 9) TL 12 Medium human

Stamina 36, Lifeblood 10 Init +0; Speed 6 m (3 squares);
Armor Class: 13 (+3 vac suit), Armor Rating: 3 (vac suit)

Str 10, Dex10 Con10, Int 11, Wis 12, Cha 13, Edu 12, Soc

10

SV Fort +4; Ref+3 Will +5;

ATTACKS:

Weapon Hit | Damage [Rng [ Crit [ ROF [ Rnds

Snub Pistol | +3 [ 1d10 18 (20 (1 6/15

Fist +3 | 1d4 - 20 |-- -

Shotgun +2 | 3d6/2d6/ |3 20 (1 10
1d6

Skills: Pilot +12, P/Merchant +13, K/Trade Law +13, Appraise
+12, Gather Info +13, Trader +14, Broker +14, Bribery +7,
Bluff +7.

Feats: Vessel (grav), Armor (light, vac suit), Weapons
(Marksman), Barter, Brawling, Connections (merchant),
Zero-G/Low-G Adaptation, First Aid, Weapon Focus: Snub
Pistol, Trade Crew: Steward, Calculating Eye, Chief Steward,
Market Analyst

Equipment: vac suit, snub pistol, shotgun.

CREW OF THE LUCKY STAR

(Navy level 6) TL 12 Medium human

Stamina 26, Lifeblood 11 Init +0; Speed 6 m (4 squares);
Armor Class: 13 (+3 vac suit), Armor Rating: 3 (vac suit)
Str 11, Dex11 Con11, Int 11, Wis 10, Cha10, Edu 12, Soc 9
SV Fort +2; Ref+2 Will +5;

ATTACKS:
Weapon [ Hit | Damage |Rng |Crit | ROF | Rnds
Snub +3 1d10 18 20 |1 6/15
Pistol
Fist +4 1d4 -- 20 |- --

Skills: Pilot +9, T/Computer +10, T/Mechanical +10, Liaison
+9, T/Astrogation +10, T/Engineering +10, Gunnery +9,
Feats: Vessel (grav, starship), Ship Tactics, Armor (light, vac
suit), Weapons (marksman, laser, ship’s weapons), Brawling,
Zero-G/Low-G adaptation, Zero-G combat, First Aid
Equipment: vac suit-12, snub pistol.

PIRACY

Despite regular Imperial Navy patrols by Gazelle class
escorts operating from Wonstar, piracy is a serious problem
in the area, and is perhaps the most important reason why
few merchants have moved into the area yet. Corsairs
operate from two primary bases in the immediate area: Jinx
in Five sisters, and Inchin in District 268. Further details on
corsairs operating in this area are outlined in Golden Age
Starships 6: Corsair, from Avenger Enterprises.

STARSHIP ENCOUNTERS

The Wonstar Arm does not see much traffic, but some of
that traffic is of a highly specific nature. The following table
acts as a specialized ship encounter table for the Wonstar
Arm. Note that 1d3 Gazelle class Close Escorts will always
be in system somewhere unless the Referee rolls a 17 or
18 on the table below. These navy vessels will be present
in addition to any other vessels roll for. The Gazelles may or
may not be in a position to intercept any corsair attacks on
the characters. The Referee must determine this.

Encounters are defined as the ships coming close enough
to track and communicate with each other. Other craft may
be insystem, but not close enough to communicate or
intervene.

3D6

3 Imperial Navy 86" Heavy CruRon on patrol,
exercises or transiting to/from Jump point

4 Imperial Navy EscortRon on patrol, exercises or

transiting to/from Jump point

X-Boat Tender

1d3 Gazelle class Close Escorts on patrol

Imperial Navy Scout/Courier

Armed Free Trader Lucky Star

Subsidized Merchant Perinee or Dogstar

10 200 ton Imperial Navy Auxiliary Far Trader

11 Local small craft — either customs or patrol

12 Imperial Navy 400 ton System Defence Boat (If
Mewey system, 400 ton Aslan trader)

13 200 ton Independent Far Trader

14 Independent Scout/Courier

15 Imperial Scout Service Scout/Courier

16 400 ton Corsair

17 400 ton Corsair

18 No Encounter

O© o00O~NO O,

DMs
-3 if Wonstar system
+2 if D, E or X class starport
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Open Gaming Information

OPEN GAME CONTENT

The only Open Game Content found in this book is
specified
below. All
content,
Product Identity (see below and section 1e of the OGL) or
Trademarks (see below and section 1f of the OGL).

* All stat blocks for T20 characters and starships, pp 9-22.

other material is considered either closed

PRODUCT IDENTITY

In addition to the items specified under section 1e of the Open
Game License, the following terms and titles are also reserved as
Product Identity. A copy of the Open Game License can be found
below:

Spinward Marches, Third Imperium, District 268, Fifth Frontier War,
Zhodani Consulate, Sword Worlds, Five Sisters Subsector.

OPEN GAME LICENSE

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards
of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)’Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)’Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means product and product line
names, logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms
of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content distributed using this
License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of
this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date,
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered Trademark. The
use of any Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the Contributor
to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document, Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave
Arneson.

T20 — The Traveller's Handbook Copyright 2002, QuikLink Interactive, Inc. Traveller is a
trademark of Far Future Enterprises and is used under license

Golden Age Starships 8: Armed Free Trader — Copyright ©2006 Avenger Enterprises in
association with Comstar Media LLC.
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We hope you enjoy this addition to your Sci-Fi gaming library. Here are some more products
you might be interested in....

**Available Now**

--Combat!: Modern military gaming using the Action! System. Escape classes
and levels and design the character you want. Included is a mass combat
system that can be used for any genre (including Sci Fi). Get the game and
Report for Duty!

--Mecha Aces: Rules for Mecha creation and combat using the
FUDGE system (with alternate mechanics available). Bring giant
robots and advanced fighters into your game with Mecha Aces!
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**Coming Soon**

--More Traveller Material from Avenger!

--99 Cent Aliens: Populate your universe with some aliens, each for under a buck!

--Imperial Powers: More civilizations and empires coming to a universe near you!

--Future Adventures: Space adventures using the point-based Action! System.

--Star Empires: Design your ships, run your empire and seek to take over the galaxy. This “4X”
game puts you in charge of an imperial civilization as you seek galactic conquest.

--Martian Insurrection: As Earth sends a fleet to quell rebellion of its Martian colonies, the
inhabitants on Mars prepare to fight! Join either side in this d20 game of space adventure.

Visit our website for web enhancements, news and Message Forums.
http://www.comstar-games.com

ComStar Media, LLC

Attention Writers: ComStar Media is interested in publishing anthologies of game related fiction
for our various games. If you have written a story you would like to share, come to http://www.
comstar-media.com.

*NOTE: CSM is not a “vanity press”. While this means that we must be selective of what we
publish, it also means that we never charge our writers for publishing them. As with all publishing
companies, please remember to follow all submission guidelines.

ComStar Games
A line of ComStar Media, LLC

COﬂ'l\g t% ames 2463 Coral Av. NE #B

alem, Or,
The Game Is On!"———> e o

www<Ycoms t e g ames.com Games@ComStar-Games.Com

Director: William Andersen
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