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TWILIGHT:2¢

REALISTIC COMBAT OPTIONS
BY MARK HAVES

i Az stated last issue, the TLHLIGHT:2D0D combat sustem
is very simple 1o use, it oan sometimes produce sowe wvealishic
resutis. To #lusirate this, we lboked at a fupical assault by a
tupics! character, Johony B. (uick, and his feam. &though the
fiustration was rather conirived, i served to Busirste cur polnt.

Then we looked at some ways to compenate for some of
the apparent problems without birdening the system. This month
we gre going To ool af some additional compensations and some
waus fo gius the NPC a fighling chance, again without burdening
the system.

) The quick way 1o determine an NPC's okil (a5 in the rules)
is o assign 2 ratg of 50, 40, 30, or 20 fo the neoded skl
dependlng on IT i iz a2n Effe, Velersn, Erperienced, or Movies HEC.
To hring some play balance between player characters and NPCs
fry this: in the case of ORM, the 51, 40, 30, or 20 rating hecomes
the the chance Yo hit at oigse range. The should keep the refaree

rom hauving o rate a8 his NPDs as elifes st to gue them a
chance against the B0 skill lsuee! plausr charactsr innt to mention
s effecis on "Hambomaniz™

Howsver, the most importsnt “modfieston”™ thet a
referes can make 5 3 creative use of oxisiing rules. W 3
charscter fries fo run on a wounded leg, reduce his movement
rate and force him fo hesitale immediately after Ws sorint for
nover. If a charscter iries to pull hinself over a wall on a wounded
arm, have him roll against Hs constituiion to avoid a lone perind of
“hesitation”™ dues 1o nain,

Serinis wounds anywhere should causs the character fo
halue hiz chance To hit. The human body naturaliy resists being
subllesTed fo such irisls when = demsged. This is sapeclaly free
ihe Tirst tme a shremuous aotivity s atlempted after 2 wound,

& person inuarisbly needs te adjust o his first sncounter
to intense pain. For example: Johnny received 27 points of
damage fo his right arm {3 beht wound for himh. Af the next
aunilehle opportunity he fires his M-156. fs Jdohnny is right handed,
this causes some pain. The referee tells him to make a dEfficulf
rofl gosle? s conatifullon To svold & Desitation next roundd. By
subsequent shois by Johrew with this arm would require a
successiul task rofl of Constitution: fuerage,

These are only a fow ideas. § referes can make the
session much more realistic and enjousble by vigoroushy using his
imagination coupled with common sense. fngd don't sver et uour
players =ay, *IF's oniy a fight wound. Mo oroblem™

2300 AD

TAEKRNG CONTROL OF 2300 2D
EY JAuHd ORDER

| act issue we disoussed various ways of how the referee
can take ocondrol of his 2300 8D universe. Most of the
suggestions can be summarized iie this: use the rdleg, but develop
your own backoround. We also mentioned that this would usualy
mvolve a ot of work. This issue we will examine some waus o
handie all that work, to let the players in on what is going on. and
bt Yo use more of the backgrourdd but =18 maintain condrok

DG THE OB

e we said, 3 this can b qEte o T of work. I gou
can't do it afl by yoursslf, smploy some of gowr players. They will
usualiy enjoy doing part of the work, and will probably enjoy the
game more as a result.

fingther method is to do only what vou mmediately need,
plus a §Ttie move In case the characters get off the beaten frack.
Thiz method will vsuslly smount o writing up the backoround
tdstory, snd doing The Tew sustems where The cheresters wllf st
adueniure,

The referpe faced with This work might be inclned to go
hack to his ol game. Howsver i he perseveres, he will be
rewarded with & unigue role plauing environment and the abdify o
fuliy use some exaellent game sustems.

INFORMING THE PLAYEHS

i unie follow thic orocedisrs, you shoudd warn uste players
ihat the unierse gou are rurmeng is 0T sxactly that published by
G That wou Theu wil inow not to sutomatically assume what
they read n & module i correch. You may wani fo prepare a
handout or small players handbool which outiines the history and
fistz anu rile variands that you might use. That way the players
know what thelr characters should reasonshiy know, and they
kreor how uou as referes plan to run things.

LISING THE BACKGROUND

Bz we =gw last f=sue, GDW O &5 grest desl of work
preparing the background Tor 2300 8D, iF uou are prossoed for
time, you might consider actualiy using the background, but editing
out anything that you didn™t want in yowr universe, Manu referess
find that no editing of the history is required.

Howeuver, 2 manher of these same referees will alter the
current coprae of events i order o keep a hetier condral of the
game. 118s methud reasiBly =iz the plausrs Bnow the unhreerse’™s
history: itz in the book. Howewver, they are kep? guessing about
what is going 1o happen next.

figain, you may wish fo rework some of the slanetary
systems to better suit your needs. By using the published
hackground, you can uss the planets uwou want, and rewrite the
rest. This works best if uou select some of the low keu planets o
modifu. Doing that prevents sou from having o alfer the Mistory
significantiy.

Hlerkm or sullsiiluiing came sustems usoslly Rex = of
an effect than giiering histories or olanets. & word of caution
though, before ypu alter 2 oaming sustem ook at ALL of the other
systems i might afTect fo make sure that ypu don™t upset any
deficate game balances, For example, a siarship combat system
usuallu stanss alone, hut watch oul for how skills affent combat.

COMNEE IS0

There are a varkety of ways of eslning seve confrof ouer
gy 2300 8D universe,. Bome reguive 3 radical depasrture from the
publiched materisl, whie others do not. Naluralls, the further vou
get the more worl is reguired of you. Yet the rewards are great.

GNHS {Contl)

=

MAVY MNEUTRAL
FEELAND/DIAEPORS 0751117 Bements of the Diaspora flzet,
which is under the command of Gdmira!l Jessica Mile. stopped a
batte betwesn forces of two subsectors tadsu. The combatants
ignored radiged orders, sach ordering the fleet slements o fight
for iheir side, The iask force leader, Wentified a5 Capisin
Stanford Ui, refused fo obeuy esither side’s orders, and fired
warning shots 2t both as they continued fighting. The combatants
stopped fighling immediptels. The flest slements remainied in
sustem until both combatants had iefh. 3
STREFHOMN STRIHES

PHO HARIBHEMEGE: 1817118 Feet slements fed by §
Sirephon atiacked fleet olements of Dufisw.
ngagement, Dulinor’s forces had to withdrase.

2ar g

G
&fter a2 ghori




TWILIGHT:2000

SPECIAL SURGERY
5 0 BY

A SCENAR
BY MARK GELINAS

The following is a generic scenario for TWILIGHT-2000. It was
designed to alow refereses to use it in any area where they are
running their campaigns. Referee’s are encouraged to take the
basic mformation here and alter or embelish # as necessary to fit

in their campaign.
THE OPPORTUNITY

RUMOR
The following rumors are available 1o the characters:

1. There is a doctor working in a vilage not to far from
where the characters are currently operating.

2. A large violent group of marauders i slowly moving

south,
REALITY

. 1. A field grade medical officer, Dr. Antonio Jones, a
‘qualified surgeon, was moved by the suffering he saw all around
and has set up shop to help his adopted vilage.

2. The marauders are violent, but attrition has reduced
their numbers.
REQUEST
Dr. Jones fears for his adopted uilage because it liss in the
probable path of conquest of the marauders. They are now only
S0 kilometers away from the village and prabably will stay camped
far several weeks. Althoudgh Dr. Jones is generally opposed to
kiling, he recognizes that marauders are a cancer on hemanity
that must be stopped before they cause more suffering. He wili
offer the characters medical services, a commodty always
needed in the Twilight War, in return for a favor. He wants a small
group to sabotage the marauders stills and vehicles. Dr. Jones
feels that the marauders will move a lot slower ¢r possibly break
up without ther transportation. Because of his concerm for
mankind, he will ullimately help the characters whether or not they
accept the mission, but don't tell Hhem that.
THE OPPOSITION

ENEMY COMPOSITION

The marauders are a band of 30 effectives with a number of
followers. There are 2 elites, 4 veterans, B regulars, and 16
green quality treops. For weapons they have an RPK with 20
shots, 3 AK—74's, T M-16 {EZ’s if in LLS.), and an assortment of
handguns and hunting rifles. For vehicles they have 1 Hunmer, 3
pick-ups, 2 heavy trucks with their stills, and cne ful size station
wagon,

ENEMY CAMP

The marauder band is currently camped in the remains of their
jatest conquest. The vehicles are kept in a barn to the east, and
the stils are in ancther outhuildng. They are using the corn from
a silo for food and to make alcohal.

MORHDON
CORPORATION

WORKING WITH
THE BUILDING BLOCKS
OF LIFE

PRODUCT: Bio-Engineering

MAIN OFFICE: Deswer, Colorada

REGIONAL OFFICES: San Francisco, California; Houston,
Texas; Boston, Massachusetts; Charleston, South Cardlina.
STOCK: 123,000 Shares

NAME AND LLOCATION OF PRINCIPLE
STOCKHOLDERS: David Menholm, 55%, Denwver, Colorado;
Oscar llson, 15X, San Francisco, California; Deborah Holmes, 10%,
Boston, Massachusetts; Robin Withers, 10%, Charleston, 5.C.
STOCK AVAIL_ABLE ON MARKET: 12,300
TROOPS: 150 dwided into 5 units of 30 each.

COVERT OPERATIVES: 10 Cyberninjas, 20 Covert
Operataives, and a Salo Paol of 15

EQUIPMENT AND RESOURCFES: Each office has 2
ACU’s available to them. Additional equipment includes: 4 roto—wing
aircraft, ¥ spacaplane, and one orbital workshack,
BACKGROUND: The Mordon Corparation started as an In
\itro fertilization clinic in Denver Colorade. To faciitate their
work, they had an extensive genetics lab. As knowledge of
genetics increased, practical uses for bio—engineered products
increased. Eventualy, the demand for bio-engineered praoducts
outweighed the ferhilization business, so the company dropped
that facet and expanded its laboratories and processing plants.
CHARACTER INVOLVEMENT: The characters could ba
targets of experments by Morhdon. The characters could be a
part of Mohrdon’s saolo pod or covert operative branch. The
characters could be working for an individual or group whose plans
were contrary ta those of Morhdon. The characters could be hired
by Morhdon fo perform a low profile acquisition. The characters
coud find themselves caught between Marhdon and a larger
bic-engineering firm.

iR N \\\‘\)QJ\(?)Q%Q\M:M R

AFV's aren’t far
joy rides!
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TWILIGHT:2000

THE TEXAN TRAIL
PART |
REMEMBRAMNCE

The dream returned. Although the
niphtmare that was Europe was far across
the Atlantic, the dream returned He was
in the woods apain, those ancient woods
north of Krakow,

He was approaching a position with
hic team mate "Tex”, when several dark
fipures stepped out of concealment and
started firing sporting arms Tex took a
shotgun hit to the head, there was nothing
that he could have done for Tex. He barely
remembers the blood frenzy that followed,
barely remembers hefting Tex's M-60 and
continuing the fight.

When the figpht was over, and the
frenzy had passed, he buried Tex, and
apainst the protests of the rest of the team,
the M-60 as well DBut he took Texs
dogtaps, and made a vow to return them
to his parents back in Texas.

Then his group heard the call to
return home, They struggled their way
across the battered countryside to reach
Bremerhaven just in time to depart. The
long voyage home with its mixed emotions
and days of rouph seas did much to erase
the memory of those terrible days in
Europe.

Now the memories came back, at
least in his dreams. Zeke sat up on his cot
in the darkness of the barracks. Did these
things really happen to him? He pulled his
pack out of his locker. It had been stored
there only partially unpacked since he
returned,

Zeke unlaced the top and rumaged
around inside, Somethinpg cool and metallic
touched his skin. He fished around and
extracted the slender beaded chain. A tup
and a clank of metal on metal told him his
catch was free. Cupping the prize in his
hands he walked outsida.

In the pale moonlipht he read the
depressions on the rounded metal
rectangles, They were mnot his. The
dreams must be real Ie had a mission to
accomplish, a vow to keep, one made over a
mound of freshly turned Polish earth.

BER
TALK

PATROL AEROGYRO

BY STEVE KOSTOFF

The Hughes AH-10 Patrol Aerogyro

is available to police forces, povernments,
and corporations. It carries a crew of one,
the pilot who also operates the wvehicles
weapons. The AH-10 is small fast, and
agile. It packs a whole lot of punch with
its under mounted autocannon. The pilot
has a considerable array of sensors at his
disposal, including a VCR for image storage
and real time image transmission (via
radio) The AH-10 cam be modified to
accept cybernetic control, giving new
meaning to the phrase "fly by wire” The
sutocannons electronic gunsipht can be
made Smart, so that pilots can jack-in to
the pun. The craft carries 32 minutes of

fual,
2300 AD/"EFARTH CYBERTECH

STATS
TYPE: Patirol Aerogyro
CREW: Pilot
WEIGHT: 2,000 kilograms
ARMOR: 1
ARMAMENT: 25 mm autocannon in swivel
nose mount.
SIGNATURE: O
EVASION: 12

SENSOR RANGE: 5 kilometers
MAX SPEED: 300 kph
CRUISE SPEED: 225 kph
COMBAT MOVEMENT: 600 meters
FUEL CAPACITY: 433 liters
FUEL. CONSUMPTION: 800 liters/hour
ENDURANCE: 30 minutes
EQUIPMENT: Searchlight, light amplification,
thermograph, image enhancement, VYCR, radio
(50 kilometer range)
PRICE: LV 84,500

CYFBERFUNK STATS
POWERPLANT: One Hughes 8400 gas turbine
engine,
PERFORMANCE: Max airspeed 300kph
MAX OPERATING RADIUS: BO kilometers
STRUCTURAL DAMAGE POINTS:! 40

GEAR: Swivel mounted headlight, light
amplification, thermograph, image
enhancement, VCR, Radio (50 km range),

3-barrel autocannon.

GYBERPUNK. THE ROLEPLAYING GAME. IS PRODUCED BY R. TALSORIAN
GAMES, BOX 2208, APTOS. CA 95001-2288. AND |5 UNDEP COPYRIGHT.
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THE TEXAI1 TRAIL

PAAT II

Muzzle flashes blossomed in the night.
Most of the weapons firing at Zeke and his
group were only semi-automatic, but a
bullet can still kill regardless of how fast
the weapon fired it. Zeke's party returned
fire, except that most of their weapons
fired the quick 3 round burst of the M-16.

When a few of their number lay
dead or wounded, the attackers morale
broke and they fled. Sgt. Ezeldel Nile then
took account of the people who were
travelling with him All were accounted
for, relatively unscathed, except Danny,
who had been walking point.

"Amatuers,” Zeke thought, "firing at
the first peorson they see” He sent Janice
out to take point, and shortly they came
upon Danny's body. Zeke failt a pang of
remorse for letting Danny take the point.
The group had heard that this was a
relatively safe region, and Danny had little
experience, having never made it to Europe

Ile was another casualty of a war
that no longer had borders or battle lines.
Danny had died not on some foreign soil
defending democracy, but in America, the
land of his birth, torn by the aftermath of
a plobal war.

With gpuards posted, they buried
Danny, saying a few words over the prave
before moving on. Texas was still a long
ways avway,

The trail had been hard, but along it,
Zeke had seen plenty of signs that the
nation was recovering: communities
pooling their resources and manpower to
rebuild what the war had ruined. It would
still be years before any semblance of
normality would be seen.

Yet there were still foreces who
raesisted any return to order. Despots and
petty war lords did not want to relenguish
the power they gained. Criminals became
marauders as law and order collapsed
There were also those who felt violence
was the only way to satisfy their needs,

Zeke gathered the group and started
them moving again. Frosty took the point.
She had survived Europe with Zeke, The
marauders would have a hard time getting
the drop on them again.

Cyber/a

REPLICANT/BLADERUNNER RULES

BY TM GOODLET
NOTE: This ardicke was writen primarly for the
HARDWIRED supplement of R. Talscrians CYBERPUNK. However,
the information confained within is largely general and
therefore useful to most RPG's in the cyberpunk genre.
DISCUSSION: Genetically designed bioreplcants,
commonly caled replicants, are a use of cloning technology which
is of very questionable legality and morality. It consists of the
growth of a geneticaly designed clone body, and the subsequent
programming of that body by means of liquid crystal implants.
Replicants are not considered human in any current legal sense
whatsoever, and are the property of whoever purchased them
from the sole "manufacturer” MARS BIOLAES, LG. (a particularly
nasty corporation which appears in COUNT ZER0) (EDITOR'S NOTE:
if you do not wish to use MAAS in your campaign, MORHDON
CORPORATION, discussed inissue 27, would serve as a good
substitute) MAAS considers the actual replicant technology asits
greatest asset, which itis, and is wiling to do absokrdely
everything required 1o protect it. At first replicants were used
extensively ort earth and at the orbital stations of the major
nations and corporations, but after a smal group of replicants ran
amok in a small town in Missouri, kiling a large number of peaple,
laws outHawing them started 1o be passed. Now, except n several
corporate and miifary bases, they are illeqgal on Earthe.  The media
panic and exaggeration following the Missouriincident created a
great fear of replicants in most of the population. This parancia
of replicants was used in the international media as their avent of
the year and eventuallumost of the world's population was in
favor of their total elimination. One side effect of the panic was
the change in feelings in a lot of the public over cubernetics. In
many rural or backuard areas, accewate
information concerning replicants caused a confusion between
replicants and cubers, which is the reason for the negative
reaction cubers experience in many places. This replnearﬂphob;a
has resulted in the laws which govern the use and emploument
of replicants on Earth. In order to use a replicant, an organization
must be cleared and issued a permit by the Orbital Soviet. In
addition, they can only be used in contained security areas, and
can have no contact with the general public whatsoever. Their
use in orbital faclities is not restricted. Al replicants are 1o bear
a large red "R" tattoo on ther right hand. In addition, each has
a serial number tattooed on the back of their reck, just under the
hairine. Another result of the replicant laws was the creation of
the Bladerunner organization. Any replicant found oulside

an athorized  facility was subject fto termination,
called "retirement”. Most police agencies gave this “duty" to
the original cyberpsycho now commaoniy

called "Bladerunners'. Anu methad which does not injure humans
is allowed in retring renegade replicants. There is a bounty on
each replicant retired, based on the individual replicant ar group.

PUBLIC KNOWLEDGE: The general public knows of three
type of replicants; LUorkers, who are shown as very strong but
stupid; Pleasure Models, who are beautiful, decle, and stupid;
and Security Models, used for guard and security  fupe
duties,they are shown as «auick, strong, of about
average inteligence, and hard %o stop. The Security, or
Combat Models in the media, are the type that is responsitie for
the Missouri incident. A few rumors have surfaced in the media of
an addihional type of "superreplicant,” but MAAS BICLABS has
dismissed these as yellow journalism, "poppycock”, “laughable”,
and sheer nonsense. All replicants are believed 1o have emational
responses, but an a vastly reduced level It is believed that they
do not feel pain, and that they act as berserkers when not
under controk The media reports that due to a flaw in
the manufagtwring process all repicants develop one or
more mental problems. That, they say, is one of the reasons
they are so unstable. Uhile almost al of the population knows
that cubers are not replicants, the negative press is hard to live

nl

CYBERPUNK, THE ROLEPLAYING GAME. IS PRODUCED BY FR. TALSORIAN
GAMES. BOX 2288, APTOS. CA 9500 1-2288, AND 15 UNDER COPYRIGHT,
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e THE TEXAN TRAIL

They had a fair idea that they had
reached Texas. They had skirted well
south of the Ozark mountains, having heard
of some troubles there. They knew that
Texarkana lay to the southeast of them,
and they just crossed a river, probably the
Red River. They couldn't be sure, because
the destruction and aftermath had
removed so many of the roadsigns, that the
American public had grown used to. If the
Hampton's, Tex's folks, had lived in El Paso,
Zeke and his group would have almost as
far to go as they had come already.
Fortunately, they lived in one of the more
easterly towns, Zeke got the group
mounted up in the vehicles they had
acquired along the way, two pick-up
trucks, and an ancient VW bug they had
converted into a scout vehicle. Shortly the
group was moving west again, hoping that
the outward journey would end soon. On
the return trip, they would swing north
and drop off some of their team mates who
had come from the midwest. One member
talked about going home to California, but
knew he wouldn't leave the group

Several hours later, after passing
through several ghost towns, and having a
brief encounter with some scavengers in
one of them, they approached a barricade
built across the road. Zeke had the driver
stop, and he got out. He could feel Frosty
watching the puards on the wall for any
false move. Since Zeke's group hadn't come
with guns blazing, the town folks were
willing to tallk, but would only let Zeke into
the town, and unarmed at that.

Zeke complied leaving the Steyr AUG
he had brought from Europe with Frosty.
She didn't like the idea of him going in
alone, but Zeke let her know that he had
come this far and wouldn't let a little
paranocia stop him. So, he trudged on into
the town. Frosty refused to take a break
with the rest, but kept watching the pate
until Zeke emerpged again. She swore that
his eyes were misted when he came out,
but he would never admit to it.

She gave him a questioning look, he
simply nodded and headed back to the
scout. Their mission was complete, it was
time to start the long journey home,

By 'i:?“" G%QDIIiETT
TYPES OF REPLICANTS
EDITOR'S -NOTE: - The -attributes - for -each of these types of
replicants is given in general terms. The referee shoud use the
information to create rephcanis for his particular tupe of role
playing game. He should also adjust the abiities of the replicants
1o the point where one replicant could challenge an average party
player characters.

LABOR: This is the most commom type of
replicant and is used extensively by most
orbital corporations for menial labor. Workers
can perform either simple or repetative
functions with little supervision, but are
designed for minimal initiative,

STATISTICS: Strength: High, Agility: Low,
Inteliigence: Very Low

DISADVANTAGES: About 1 in 4 has some sort
of mental problem from simple quirks to major
phobias.
SKILLS:
function.
LIFESPAN: 8 years.

ENTERTAINEMENT: This is the second most

common type, also used extensively in orbital
installantions, in planet based corporate
compounds, and on military bases. Designed
to satisfy the needs of humans, these
replicants are fully functional and are
designed in both male and female models.
Many of these replicants have direct input
jacks installed, which are used to program in
whatever varlant personality the customer
prefers. This is the only use of these jacks
normally accept, and this fact is a closely
guarded secret,

STATISTICS: Strength! Average,
High Average, /ntelligence: Very
better than the labor model.
DISADVANTAGES: About four out of ten have
a mental problem as above.
SKILLS: Seduction, Singing,
Poetry, Style, as appropriate.
LIFESPAN: 5 years
SECURITY: These were designed for security
and limited combat duty. This model has some
initiative and decision making ability, There
are two distict types, Security and Combat.
Used by orbital corporations in non-critical
areas. Used extensively by MAAS. The
combat modeis have onily seen limited use and
have unknown distribution.

Minimal, only as needed to perform

Agility:
low, but

Acting, Dancing,

STATISTICS: Strength: High, Agility: High,
inteliigence: Low Average
DISADVANTAGES: One half have mental

problems as above,

SKILLS: Rifle, Pistol, Auto Weapons, Brawling,
Knife, Melee Weapon.

LIFESPAN' 4 years.
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DARK RIVER DATA
SECTOR MAP KEY

SUBSECTORS

A~ Cheetham B~La Grone  C- Keflin D~ Shilleleagh
E- Blue Star F- Thedar Gap G- EfusaRift H- Trailbreak
|- Trefoil J- Barrier K- Scorpion L-Far Reach
M- Natasha N- Treaty 0~ Armor P- Tonasea

STELLAR STATES

1- Kingdom of RSVC
2- Coalition of Andoan Worlds
3- Kingdom of O'Oka
4- Thexin Heirate
5- Celan Domain
6- Arkaw Colonial Domain
7- Mudade Confederation
8- Weomaff League
S- Lantic Domain
10- United Council of Worlds
11- Va'can States
12~ Somahome Domain
13- Brotherhood of Karl
14- Treaty Zone
15- Tonasean Empire

COMMUNICATION ROUTES

*— (Galaxy Lines Routes
Stellar State Communication
Routes

FULANI FACGTS

Battie of Rheinhalt’s Inn- The name given fo the
campaian for control of this world. In 1107, when the Zhodani
Consulate engaged in the Fifth Frontier War, the Colonade
Administration District, a client state, began a program of
expansion of its borders. Colonade included as part of its program
a general war against the Praterean Empire, which had long been
at odds with them. Rheinhalt’s inn is a key system between
Colonade and the rest of the Praterean Empire. The first thrust
of the war was into this sustem. The Sustem was quickly taken by
Coionade forces, but pockets of ground troops fought a long and
hard campaign on the world’s surface. When the Prate eventualiy
drove the Colonade forces from the sustem, there were still Prate
forces left on the worid,

Edeehans- The primitive sentient natives of Edeehe/
\languard. These beings are evolved from carnivore/trapper
stock. When their primary source of food changed its habits, the
early Edeehans started forming groups which built larger traps
based on their own natural traps. This was the beginning of
community for these beings. Prate scientists from Zewu institute
are studying this culture which is moving toward a Tech Level of 1.
Reports of animal domestication have been made,

Inferno Nebula- A flame shaped nebula in Wanguard
subsector of Fulani. The nebula was formed from the remnants of
a supernova, The explosion which created the nebula caused a
great disturbance in hyperspace. It is not safe for starships to
pass through this region in hyperspace. However, an abundance
of hudrogen is in normal space so ships traveling through this area
drop out of huperspace, refuel while travelling through the nebula
“(which takes about 7 days at maneuver 1) then jump for their
next destination after passing through the nebula. This made the
nebula an important stop when the local technology produced ships
only capable of a maximum of jump-3. While jump-4 and higher is
available these days, many merchants only have the lower jump
capabie ships and still use this route,

TWILIGHT:2000

THE PREDATOR

This alien is based upon the being in the movie of the same name. It
is described in TWILIGHT:2000 terms, but may not be appropriate
for that game. It would, however, fit in a game of MERC:2000 or
CADILLACS AND DINOSAURS, if you wanted to add an alien element
to those games, It would probably work best in DARK CONSPIRACY
with a little twist to the basic plot. The values are intended to
represent the average Predator, individuals may vary, The small
arms skill levels represent its ability with its own weapons; reduce
by 2 if using human weapons. With its weapons, armor, and skills,
this is a dangerous being. Nothing from the second movie has
been included, referees wishing fo use the new weapons can
develop the additional stats.

Weight- 110 Throw Range- 40
Initiative- 4 Load- 48

Attributes and Skills

STRENGTH 10 CONSTITUTION &
Melee Combat (Armed) 2
Melee Combat (Unarmed) 4
Small Arms (Pistob 2

Small Arms (Rifle) 4
AGILITY 5 EDUCATION 5
Electronics 2 Computer 3
Stealth 5 Medical 3
CHARISMA 4 INTELLIGENCE 5
Foraging 2
Observation 4
Tracking 2
Hit Capacity
Head - 12 Chest- 48

Arms, L.egs, & Abdomen- 32
Base Hit Numbers

Skill Close Medium Long Extreme
Small Arms (Pistol) 4 2 1 1
Small Arms (Rifle) 8 4 2 1
Unarmed Cmbt Dam 4

Equipment

ARMOR: AU-2, Covers all areas of the bodu. Head protected on
1-5. Includes the following:

Chameleon Surface- increases Stealth skill by 1 if running, 2 if
walking, and 4 if staving still./LR. Uision Device~ Allows night vision.
/First Aid Kit./Laser Sight- Increases range of aimed shots by 15
meters./Blade- Twin steel blades on right arm of armor.
Damage-1D6+2,/Hand Computer with Recorder and Translator
/Sealed Environment with Breathing Device
Plasma Gun- Ammo: Hydrogen Plasma, Weight: 5 kg, Magazine: 100

RECOIL
SS/BRST RNG
2/- S0

WPN ROF DAM PEN BLK
PLASMA GUN 2 8 1-3-Ni 2

Explosive- At the end of the movie, the Predator detonates a
powerful explosive. The impression is that it is nuclear in nature,
probably a laser detonated thermonuciear device in the .1-.5
kiloton range. The stats listed below are for a .1 kton weapon
ground burst is assumed. Crater—12 meters radius, primary blast
radius- S0 meters, secondary biast radius- 150 meters, tertiaru
blast radius- 300 meters, Anything in the primary blast radius is
destroyed. fnything in the secondary blast radws takes 10D6
damage to all areas of the body. Anything in the tertiary radius is
hit on 6~ with a DM +2 if under cover. If hit apply 3D€ to all areas.
0f course there is all that radiation to deal with, For the first
thirty minutes, out to the tertiary radius gives off 30 Rads per
minute, After that the area of induced radiation is reduce o &
radiuz 30 meters. Use this devics with care.
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GEO’S VARIANTS

Yehicles were derived from the DIGEST GROLP PUBLICATIONS product: 101 YEHICLES,
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This issue brings listings of MEGATRAVELLER weapons for use with the TWIUGHT 2000 2nd Ed combat sgshm.
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9 Laser Pistol EY a8 3 1 56 -~ - 80
8 Laser Carbine BV 12 2 4 B0 = - 150
G Laser Rifle Y 14 2 % 100 - - 180
13 Laser Pistol BYW 10 z = 200 - - 100
18 Lamer Carbiline BEvW 15 1 4 200 - - 170
13 Laser Rifle B 17 1 5 200 - - 200
12 PGMPIK EW 17 C. 2 G 4 40 14 - 75
13 PGMPXK EVW 20 C:2 2 4 Inf 14 = 150
14 PGMP BW 20 C:2 2 4 Inf 3 - 150
14 FGMPxxX BW 25 ¢:3 1 4 Inf 14 ~ 150
15 FGMP B¥ 25 C. 8 1 3 Inf 3 - 150
16 F@%? EW 25 (C: 4 1 3 Inf 2 - 150
18 P i Rifle EW 20 C: 4 2 3 Inf zZ - 150

%ﬁjgh Energy weapons attack as a small arm and a high explosion.
411 have & burst radius of B:4.
*¥Regulres use of Battle Dress

TL ARMOR DESCRIPTION A AREAS COVERED

Flack Jacket Torso
Helmet, Steel Haead (1-37
Helmet, Keviar Head (1-4

Cloth Toreo, Limbs

Helmet

Reflec

Vace Suit

Vace Sult

Vace Sult

10 Body Pressure Suilt

8 Hostile Env Vacc Suit
9 Hosti Env Vacc Suit
12 Haostile Env Vacc Suit

&(hkk@iﬁﬁkﬁwa

Forso, Limbs (ve. Laser Wpns Only)
Head, Torso, Limbs
Head, Torso, Linbs
Head, Torso, Linbs
Torsg, Limbs
Head, Torso, Limbs
Hesd, Torso, Linbs
Head, Torso, Linbs

b
=

T e 0O W W U R s e s s

13 Hostile HEnv Vacce Suit Head, Torso, Limbs
14 Hostile Env Vacc Suit £ Head, Torsc Limbs
8 Combat Env Suilt 3 Tor Limbs
11 Combat Armor 4 Head, Tors Limbs
12 Combat Armor 5 ' Tor Limbs
14 Cowbat Armor 10 Head, Tor Limbs
13 Battle Dress ks ﬁ@a& Torso, Limbs
14 Battle Dress 10 =0y, Limbs

BE¥ = Emergy Weapons: can shoot one shot per combat round.

To calculate TWILIGHT: 2000 (T:2000) values from MEGATRAVELLER (MT):
Head Hit Capacity = END = 1.5 (Drop Fractions)

Chest Hit Capacity = (STR + EED) x 2.Z (Drop Fractilions?

Others Hit Capacity = (8TR + END) % 1.5 Drop Fractions)

a"} ;«n ot

T:2000 Veapons Modikx = 1,285
¥Hote — Mas added to DEYX Modifier is &.
~ow Range = 8TR % 5 // Thrown Wons Skill = (8TR + DEX /3 rnd up.
f g ﬁ

Cubt Dmg = {(Brawli:
[ g.ﬁ.kibafff 156
ative modifier =

er, Pirate, or Rogue.




PAGES

DAMAGE RECORD

Craw Mambers: Driver o

Passangers: 1ele 3o

Sensors: ACtEME & PagsfhE o

Radior o

COmMDUIBrs: oo

Powsr Plant o

Fual (% consumed or destroyedinnnon ssonn
Suspension: Minor Damage o immobilized s

WEAPON DATA
Recol

§Weapon ROF Dam Pan Blk Mag 55 Bat Rng
BblLaser EW B 3 4 - - - 50

DAMAGE RECORD
Craw Members: Driver s Qunnsr »
Passengers: {o2e3s 45 58 Ba
7oeBo90 1011 12

Sensors: ACIEMS o PassEMS « NAS

Meut = Deng = Headiiohiz s
Radioias
Compiitsra oo
Power Planti e
Smokeioe
Aerogolen
Fuel (% consumed or destrousdionooe oooos
Suspension: Minor Damages s immobilized e

A common vehicle on high tech worlds. It is
efficient and inexpensive,

Cruise Speed: 90
Com Move: 4b

Fuel Capacity: 3,300
Fuel Cons: 2.3

Combat Statistics
Config: St HF: 1
Susp: Grav HS: 1

Hi

TL: 15

Brice: OR 275,000

Fusl Type: Hydrogen

Load: 58 Tons

Veh Wt 1.8 Tons

Crew: 4 + 3

Mnt 2

Sensors: Passive BEMS = V.Dist

HBotive EME = Y Dist

Radio: Planetary

G-Carrier
The G-Carrier serves admirably as either a 8
light military APC or as an armored air/raft in B
paramilitary or civilian applications. When ‘
usad for non-military purposes, it is unarmed. 8

Noe: 160 F
Cruise Speed: 315
Com Move: 80/180

Fuel Capacity: 14,000

Fuel Gons: 39

Combat Statistics
Confige Trt TF: 8 HF: 8
Susp: Grav TH: 5 HE: 5
TH: 4 HR: 4

TLs 12 Price: MCr 3.5€

HF: +4 Stabillization: Excsllent

Armament: Beam Laser

Fuel Type: Hydrogen ,

Load: 27 Tons Veh Wit 78 Tons

Crew: 2 + 12  Mnt: 3

Sensors: PassEMS=Dist ActEMS=VDist
Meut=1 Mw Dens=1 Km
NAS=V.Lorng Headlights

Radio: Continental x 2




MEGATRAVELLER/TWILIGHT: 2000 COMBAT SHEET

Character Player
HIT CAPACITY BASE HIT NUMBERS
{(2x0.5) (BASE)} (x2) ({x2]+1)
CURRENT SCRATCH SLIGHT SERIOUS CRITICAL| SKILL SHORT MED LONG EXTR
HEAD (2) (1) (.5) (.25)
+1 |Handgun
CHEST
Rifleman
+
ABDOMEN SMG
e
Laser Wpnsg
RIGHT ARM
+ 1Hi Engy %Won
LEFT ARM

Cmbt Rifle

RIGHT LEG

LEFT LEG

+
Heavy Wpns

+
HBow
UNARMED

+1 | COMBAT
DAMAGE

THROW RANGE

For 1 Kg Weight

Thrown Weapon

ATIVE

=~

INTT

e
o

To Throw Range

Beyvond Throw Range

WEAPON DATA
WEAPON

RO¥  Dam Pen Bl

RECOIL
k' Mag S8 Brst BEng




STARSHIP COMBAT

This is a set of variant starship combat rules desianed o
incorporate Traveller starships into the Twilight:2000 combat
system. These rules are an extension of the vehicle combat rules
found in that game. Qil armor values and penetrations are in
Twilight:2000 terms. Some of the text used here is quoted from
Twilight:2000.

Please note that these are not intended to be a set of
miniature rules, but rather a set of rules for use in role nlaving.
Therefore, some aspects like movement are smoothed and
generalized to enhance role playing.

TURN SEQUENCE

INITIATIVE - Players determine which side has the
for the current furr.

MOVEMENT
other.

SENSOR OPERATIONS - Sensors are smploved
to §mﬂ&“§‘@ enemy vessels or gain more information about enemy
usssels,

ORDNANCE L BUNCH - Missiles or suboraft may
be launched,

WEAPONS FIRE - Fnergu weapons may be fired.

DAMAGE DETERMINATION - Damage is

aliocated for each hit achieved,
DAMAGE CONTRO

JLWFES E i‘iwgﬂ-

parties may attempt o counter the effects of damage.
INITEATIVE

Fach side rolls 1D6 to determine which side has initiative.
The eide with the most operational veseels gets a DM of +1, and
the side with the highest operational maneuver drives gets a DM
of +1. Al vessels on the one side must have a higher maneuver
than the other side to get this bonus.

The side with the highest total gets the initiative, If there
is a e, then neither side has the initiative, and the encounter
range remains the same for the turn. i a vessel which has
significant structural damage {(see struciural damage for more
details) uses its full maneuver in order to gain the initiative, it is
assumed to be operating at that mansuver whether it gzing the
initiative or not, and will suffer damage accordingly.

The side which gains initative determines if the
encounter will remain at the current range, move one range closer,
ov move one range further. Combats which are at Exireme range
and subsequently moved one range further are disengaged. If the
other side wishes to subsequently pursue, the referee determines
if or how much time will pass prior to the next encounter.

MOVEMENT

Lihen conducting combat behween starships, movement is
relative, That is from a given ranage, ships may move to the next
range closer or further away. There is no range closer than Visual
or further than System. Chanae in range is determined by the side
which hag the initiative. See abous for more information.

When conducting combat he'%weaﬁ a ship and a vehicle,
use the combal movement information lfsted on the Starship
Record Sheet. Cruise speed is fisted in Maﬁme‘mm per hour
through an atmosphere. Combat movement is based on cruise
speed and is fisted in 8 meter units.

RANGES

- Ships are moved relative fo sach

[ .
Ship damage contro

RECH R IEI g L]

There are four ranges for starship combat and 3 fifth
range for sensor operations. The four combat ranges are Visual,
Mear, Far, and Extreme. The additional sensor range is Susten.

Visual- Under 50 Kilometers

Near- S0 Kiometers 1o 50,000 lometers

Far- 50,001 Kiometers o 500,000 Kilometers

Extrems- 500,001 Kiometers e
Kilometers

System-

fruwhere within the same stellar sustem as

GEO'S VARIANTS

the ship.
Note: These ranqes are listed only as a reference for the referee.
fictual distances travelled are not calculated.

INITIAL RANGE - ships entering a system from jump
space may encounter other vessels at ranges closer than
exireme. The referee should determine the range of initial
encounter,

SENSOR OPERATION

Sensors are the information gathering equipment of a
ship. Without them, ether ships could not be located at ranges
beyond Uisual, and even at Uisual range, ships could not be
targeted.

There are four basic starshin sensors — Active EMS,
Paxciye EMS, Densitometer, and Neutrine Sencor. Other sensors
are available, but their range is far to short o be of an effect in
starship combat.

Sensors nperate in one of two modes: Active, which sends
a beam of enerqy osut and information is gathered from the return
sional: and Passive, which qathers information from eneray and
gravitic influences of the target ship. fActive EMS operates in
fotive mode: Passive EMS, Densitometers, and Neutring Sensors
operate in Passive mode.

finy vassel operating a fictive EMS is considered a Strong
Source when being sensed by a3 Passive EMS.  f8ny uesssi
onerating a Transponder or making a Radie Transmission is
ggﬁ:sidered a Moderate Sowrce when being sensed by a Passive
0 A B 1Y

The abilitu of a sensor fo detsct an object is based on
three things: sensor strength, target atiributes, and range
hetween sensor and target. Sensor strength, for purposes of
combat, is catagorized from A (strongest) to E (weakesh. Target
attributes are based on target Size (Small; Average, or Large) and
Emmission Level (None, Faint, Moderate, Strong Sourcel. Ranges
are the same as listed for combat.

ACTIVE EMS makes searches basaed on taraet Size,
Bacause fotive EMS depends on a return beam, it can not detect
objects at Sustem range,

PASSIVE EMS makes searches based on farget
Emmission Level, Targets which are not operating transponders,
radios, or fictive EMS cannot be located beyond Uisual range wifh
Passive EMS, Because Passive EMS also incorporates Uisu
sensors, it can locate targets at Uisusl range (use target Size @*
Emmission Level, whichever is greater).

Ships entering or leaving Jumpspace give off a brief radio
static signal of Faint strength. However, it is only sufficient fo let
a sensing vessel know thalt a ship has entered or left Jump,
assuming the signal is detected by the ship.

DENSITOMETERS make searches based on farget

NEUTRING SENSORS make ssarches based on

taraet Emmission Level. If the target does net have an sperating
figsion or fusion power plant, then it has no Emmissions. Because
a jump drive incorporates a r’anid fusion reactor it raises the ships
Emmission Lavel by twe leusls during the turn prior to jump. For
example, a ship with No Emmission Level preparing for Jump has 2
Moderate Emmission Level during the turn prior to Jump.

When a side wishas o make a sensor search it will begin
by telling the referes the type and sirength of the sensor being
used for the search. The referee determines the atiribute of
%%Eh potential tarcet vessel. He then goes 1o the Sensar Table
for that attribute and cross refsrences the range and sensor
strength. He then has the side roll 1010 for the search. if the
roll is less than or equal o the number listed, the referee informs
the side it has a contact. OF the table has & " then it is not
possible o locate the target with that sensor at that range.)

This process i repeated for each additional potential
taraet vessel

Gaining information from sensor contacts is the jﬁb af
the Sensor Uperatar. (:smﬂm; bearing information s an Easu
Sensor Opevations Task. The referee may wish To eliminate this
task and sutematically give bearing for each contast acauived.

Getting 2 zencor lock is 2 Overage Sensor Operations
task, £ sensor lock is required to gain further miormation from
the contact. Once sensor lock is ohatained, certain information is
automatinally available depending on the sensor used. Refer o the

Size.
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Sensor Task Table for more information. Certain information is
more difficult to determine than others, therefore the task is
correspondingly harder,

ORDNANCE LAUNCH PHASE

During this phase ordnance or subcraft may be launched.
Ordnance consists of missiles and sand. Missile launches are
discussed further in the nex}t section. Sand will remain with a
vessel for one turn. f the vessel makes nc maneuver the
subsequent turn, the sand will remain in place until the vessel does
maneuver. Sand reduces the penetration factor of iaser weapons
t0 the value listed in the parenthesis.

fis ordnance is launched, mark it off on the Starshin
Record Sheet to keep track of ordnance expended.

Deadfall ordnance may aiso be released this phase, but its use is
beyond the scope of these rules.

Releasing a subcraft from external arapple is an Easy
Pilot task. Launching a suberaft from an infternal bau is an
fverage Pllot task. If the ship has suffered sufficient structural
damage (the first group of boxes all marked out) then the task
diffieulhy increases by one level. The referee should determine
tasks required for boarding subcraft o abandon ship.

Jump capsules for jump froops are considered a tupe of
suboraft.

WEAPONS FIRE AND HIT DETERMINATION

Firing weapons is the task of the gunner. The gunner’s
primary task is to take sensor information and use it to target a
eniemy vessel The ditficulty of this task varies with the type of
weapon and range to the target. Consult the Targeting Table for
actual task difficulties.

Missiles require two seperate rolis. The first is for the
gunner to get a "Missile Lock” on the target vessel This means
that the qunner attempt to make an accurate prediction of target
motion based on sensor information and sends it to the misslie
guidance sustem. )

# only bearing information is avallable, then the task to
aet “Missile Lock' is one level easier, but the missile will have a
more difficult task to hit the target. Such a missile launch is
known as a Bearing Oniy Launch (BOL).

The missile then uses this information to make its initial
approach 1o the target. Once within range of the target, the
second roll, a "Hit"' roll is made hased upon the missile’s targeting
sensor as modified by the target’s atiributes. Refer to the
Missile Attack table for specific rolis required.

Because missiles are not moving at light speed, they
require time to reach their farget.

Migsiles launched at targets at UISUAL and NEAH ranges
will arrive on the same turn during the weanons fire phase.

Missiles launmched at targets at FAR range will arrive
during the weapons fire phase of the following turn,

Misszile launched at targets at EXTREME range will arvive
an the second furn following.

If a targeted vessel at Exireme range closes 1o Far range
on the next turn, the missile will arrive on that furn. If a targeted
vessel at Far range opens to Extreme range, the missie will Take
one turn longsr to reach ite target. f 3 vessel which is al
Extreme range opens te System range and remains there, the
a;ﬁisﬁ%é;ﬁ will miss, having run oud of fuel before reaching their

arget,

if there are a number of missiles fired from each side, the
referes mau need to make some counters and a turn chart fo
keep track of when missiles will arrive.

DETERMINING DAMAGE

Mote: Starship hulls are constructed using Super Dense (8D
metal, A8 pentetrations valuss are halusd before sublracting
armor value. Since the starship weapons are normally used only
againet other starships, thelr penetration values have sbready
heen haived. Uhen determining the penetration of starship
weapons against nor-Super Dense armar, double the fisted values,
For example, 2 TL 9 Pulse Laser has 2 penetration value of 130
against starships with Super Dense hulls, but has a penetration of
260 against vehicles without Super Dense armor.

For each weapon which hits the tareet vessel, damage
he determined.

+

s

For all types of weapons, roll 2D6 and add it to the listed
penetration value for a final penetration value. Subtract the
armor value of the target from the final penetration and consult
the Uehicle Damage Resolution Table. If the result is zero or a
negative number, the shet has no effect, If it is a positive number,
read the result from the chart. The result will read out as from
one to three damage results and will indicate whether these
results are minor or major.

DAMAGE IMPLEMENTATION

Locate the correct damage section (minor or major) and
roll 1D6 once for each damage result.

Note also that some damage results convert the damage
into a different type. For example, a 6 rolled on the Minor Damage
Table converts to a Major Damage Result. @ 6 rolled on the Major
Damage Table converts to a Critical Damage result. There is no
possibility of any alteration of a Critical Damage.

Giso, for each hil resulting in Major Damage, the ship alse
takes one hit of Structural Damage. If the weapon producing the
damage is a double energy weapon, the ship takes two hits of
Structural Damage, If the weapon producing the damage is a triple
pneray weapon, the ship takes three hits of Structural Damage.

These increases in Structursl Damage due 1o double or
triple turreted weapnne are per hit not per maior damage reculf,
For example if 3 triple beam laser hit and produced tweo major
damage resulte, it would aleo inewr three Structural Damage hits ~
ane for each weanon in the furvet,

Double and triple turreted energy weapons increase the
damage done 1o a vessel. # dual turrel increases the damage 1
ievel on the Uehicle Damage Hesolution Table, and a iriple turret
increases the damage 2 levels on the same table,

For example, if a beam laser’s final penefration was 75
(the target was protected by sand) then 75 (penetration) minus
70 (target srmor value) would vield a 8 which is 1 minor damage
result on the Table. If two weapons were mounted in the same
turret, the damage level would be ncreased bu one to 2 minor
damage results, [F three weanons were mounted in the same
turret, the damage level would be increased by two to 1 major
damage result.

i the hit was caused by a nuclear weapon or a particle
accelerator roll 1DE on the Radiation Damage table and implement
the result.

SENSOR: One of the ship’s sensors is destroyed.

COMMO: One of the ship’s communication eguipments is
destroyed.

TURRET: The first hit renders the turret inoperative, which
mau be repaired with an Auverage mechanic task. 8 second hit
destroys the turret and all weapons in it. if the turret iz manned,
the gunner suffers 1D6 hits each of which does 1D6 damage.
AUX EQUIPMENT: The ship’s awxliary equipment includes Life
Support, Gravitics, Inertial Compensators, Fuel Purification Plant,
fir Locks, Staterooms and Low Passage Berths. The referee
selects a piece of auxlisry equipment which is rendered
inoperative until repaired.

CARGO/SUBCRAFT: & portion of the ship’s cargs is
destroyed, or 3 suboraft iz damaged. The referee will have to
determine the extent of damage.

STRUCTURAL DAMAGE:! Each vessel has three groups of
hoxes on its structural damage record. s long as boses remain in
the first groun, it can function normally.

When all the first group is marked out it functions at &
reduced canabilitu. This means that it cannot maneuver more than
one half of its total rated manesuverability or jump more than one
halt its rated jump. If the vessel is rated at maneuyer 1 then it
can still move at 1/2 G accelleration. If it is rated at Jump 1, then
it cannot perform a jump.

LWhen all the boxes i the sseond group are marked out
then the ship should not manewver and cannot jump. If the ship
does maneuver it will Take one additional structural damage per
turn of maneuver for each G of acesleration used due to shress
on an extremely damaged hull. The ship cannet jump because the
shi's jump grid has been broken in too many places. i 2 ship
attempts to jump B this condition it will explode.

Lihen all of the Hull Structure boxes haus been marked
out, the ship breaks up. Ony crew or passengsrs remaining with
the ship at this point take 1D6 hits of 1D6 each.

Damage to the hull can be repalred by an Buerage
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Mechanic task. One hour of work will repair one block of damage.
Repairs made in this manner will eventually allow the ship o move
at its full maneuver (assuming the drives are still functional).
However, if the Hull Structure was reduced to the last section of
blocks, the ship cannot jump until its jump arid i repaired at 2
Class f, B, or C starport. (f a suitable starport is not availabie,
and a supply of Lanthanum wire is available, a field repair may be
attempted. This is a Difficult Power Plant Operations task. It
increases the possibility of misjump and is oniy good for one jump
[good luckl.)
JUMP DRIVE: Mark off a box in the jump drive section of the
starship damage vecord. If a jump drive has any of its boxes
marked off, the ship cannot perform a jump of that extent. Some
vessels’ jump drives can sustain several hits before being
destroyed. The ship’s engineer can repair damage to the jump
drives. This is a Difficult Power Plant Operations task. The risk of
a misjump is increased unhl permanent repairs are made at a
starport. Drives which have been destroued (all boxes marked
off) cannot be repaired.
MANEUVER DRIVE: Mark off a box in the maneuver drive
section of the starship damage record. f a maneuver drive has
any of ite hoxes marked off, the ship cannot perform a maneuver
of that ewtent. Some vessels’ maneuver drives can sustain
several hits before being destroyed. The ship’s engineer can
vepair damage to the maneuver drives. This requires Two tasks -
an Duerage Mechanio and a Difficult Electronios. Drives which haus
heen destroged (all boxes marked of ) cannot be repaired.
POWER PLANT: Mark off 2 bos in the power plant section of
the etarshin damage record. When half of the boxes have been
markead off, the power plant can onks operate at one %‘aif its rate:
lmuel -~ no energy weapon fire is allowed, When all bowes are
marked off, the power plant has heen destroued and the ghsga may
not maneuver or five. The ship’s engineer can repalr damage o
the power plant. This is a Difficult Power Plant Operations tash.
Power plants which have been destroyed cannot be renaired.
COMPUTER: One of the shin’s computers has been destrouyed.
Once all computers have heen destroyed, the ship may not
maneuver, jump, or fire weapons. if this damage result is from
radiation and the ship has a fiber optic computer (Fih) then ianore
this result.
FUEL: Ten percent of the chin’s fuel has been lost. On the ship
damage record, each box represents five percent of the shin’s
fuel capacity., Therefore for each fuel hit, two boxes would be
marked off. The owning player determines where the fuel is lost,
from maneuver fuel or jump fuel. If anu jump fuel is ;‘mgs na, ?h#
ship may not perform a Jump of that lsvel. For example the scout
ship has eight jump fuel boxes. If one of the Jump-Z boxes were
marked off, it could perform a Jump-1, but not a Jump~2. If a ship
does not have eight days of maneuver fuel lefh, it cannot jump ~ it
would run out of fuel bafore it reentered normal space and the
power plant would shut down. Fuel can be shifted from jump to
maneuver sechons. For example say in the exampie above, the
seout had 20 daus of maneuver fusl left (8 boxes? and wanted to
make a Jump—2. The pllot could shift 2.5 days (1 bow) of fuel from
maneuver to jump giving the jump fuel the full eiaht boxes of fuel
neederd to make a Jump~2. Nots that the fuel for iump is expended
at the beginning of the jump.
BRIDGE DESTROVED: The ship’s primary conirols have been
destraved and all personnel on the bridge suffer 1D6 hite of 106
gach. Until control is transferred to a different location, the ship
gannot mansuver or jump. If 2 computer is st operational,
control can be fransferred to engineering and maneuver or jump
can be performed from there. Transfer takes one turn to
gﬁmg!@ﬁn Planetary landings are not recommended without &
viclas,

ERE CONTROL: The ship’s central fire control equipment has
b»m averlbaded and damaged. if the ship’s furrets can be
manned, fire contrel can be transferred to the individual turret.
“Fm%fgr takes one turn. if the ship has no central control then
one furret has been destrousd as above, If the turrets cannot be
mannad, the ship cannot fire until fire control has been repaired.
Repair of fire control iz a Yery Difficult (Gunnery + Electronics’/2

task,

FUEL TANK RUPTURE: The shin’s fuel a‘a%@%ﬁ has %S:aws“a
ruptured and sl fuel has been lost. The power plant w
at the end of the next turn and cannot be restarted u
is refueled, )

POWER SHUTDOWN: on sverioad in the shin's cireuih

B
[
,_:
Qs
W

caused the power plant fo go into a safety shutdown. The ship’s
engineer can restart the power plant during the next turn (with
power available the furn after). This is a Querage Power Plant
Operations task.

JUMP DESTROVYED: The ship’s jump drive has heen

con}plefdeig destroyed. The ship cannot jump until it has heen
replaced.
STRUCTURAL FAILURE: A combination of structural

damage and stress factors causes the ship to break anart. Mark
off all remaining hull structure boxes. Crew and passengers
remaining on board suffer 1D6 hits of 1D6 each.

WEAPON: One turret worth of weapons has been destroyed.

DAMAGE CONTROL

During the Damage Control phase, sach ship’s crew mau
attempt to repair one damaged sustem. Ses above for specifics
o which sustems can be repalred during combat and tasks
required o perform those repairs.

ENGINEERING OPERATIONS

JUMP: in order to perform a Jump, a vessel must have a
funchional Jump drive, sufficient fuel for the Jump desired, a
functional computer, and be 2 minimum of 100 diameters from a
planetary mass.

To successfully Jumn is an fuerage AOstrogation task.
Simple faillure Indicates a rough entry or exit o or from
Jumpspace. Critical fallure indicates 3 misiump.

Operating with 3 jury rigged Jump arid, with unrefined
fuel, or inside 100 diameters increases the task fo Difficult,
Fallure at this task i& an automatic misjump. Critical failure
indicates a misiump and the jump drive is destroyed upon leaving
Jumpspace.

Atrempling to Jump within 10 planetary diameters
increases the task to Very Difficult. Fallure indicates a misiump
and destroved jump drive. Critical fallure means the ship rips
itself apart (not a pretty sight).

if a ship desires to Jump, it must commit to the Jump
during the Movement phase. It cannot fire eneray weapons during
the turn it is preparing to Jump. Unless the Captain aboris the
Jump the ship will enter jump space on the initiative Phase of the
following turn. When preparing for a Jump, all fuel required for
that Jump is expended in that phase. Therefore a Captain should
only abort in dire cir wmsvames, or he may be left in a hostile
encounter without any fuel for escape.

POWERING DOWN: Ships may reduce their power

plant cutput to avoid detection. When a ship is only operating the
power plant fo provide sneragy for life support, its Emmission Level
becomes Faint. If it is alreadu Faint, then it has No emmission level,

To bring the power plant back up fo full operating power
ig an fuerage Power Plant Operations task and is performed
during the Movement phage. Full power will be available in the
initiative phase of the following turn,

EDITOR'S NOTE ON SKILLS

The skills referred to in this article are based on a
variant character generation sustem which will appear in the next
igsue of the TIMES, )

Briefly, the skill of Engineering has been chanoad to
Power Plant Operations. The Engineer is responsible for opeating
and maintianing the ship’s Fusion power plant. He can also repair
the shin’s Jump Power Plant which is nothing more than 2 high
output fusion power plant. Eﬁqﬁﬁ@ﬁ?’ should slse be f@%@f@g
proficient in Mechanics and Electronics to repair other engineering
equipment.

The old skill of Pilot has been broken down into two skills:

fistrogation - which allows the "Pilot" to plot and execute
movement behween world In 3 system and/or belween twe
different sustems (umpd. This skil incorperates the old
"Mavigation” skill and also includes operating (not maintaining) the
ump drive.
Pilot {nterface) - Ig %h@ plotting and execution of movement
aroung @ planet, wamﬁrw hetwsen orbit &i‘?ﬁ the surface of the
world, 6 "Pilot” who must go from world surface to world surface
will be fairly proficient in both skills. 8 "Pilot™” who goes from osrbit
to orbit will concentrate on fAstrogation, and leave the
stmospheric stuff o the "Shuttle Jockeys™



STARHIP COMBAT TABLES

SENSOR OPERATIONS
TABLE 1
LARGE OBJECTS /| STRONG SOURCES

SENSOR RANGE
STRENGTH VISUAL NEAR FAR EXTREME SYSTEM
A 10 10 10 9 5
B 10 10 9 7 3
C 10 8 7 5 1
o g 7 5 3 -
E 7 5 3 i
TABLE 2
AVERAGE OBJECTS /| MOD SOURCES
STRENGTH VISUAL NEAR FAR EXTREME SYSTEM
A 10 10 9 7 3
B 10 9 7 5 1
C 9 7 5 3
D 7 5 3 1
E 5 3 1 -
TABLE 3
SMALL OBJECTS |/ FAINT SOURCES
SENSOR RANGE
STRENGTH VISUAL NEAR FAR EXTREME SYSTEM
A 10 9 7 5 1
8 9 7 5 3 ;
¢ 7 5 3 1 -
D 5 3 1 - -
E 3 1 - - -
SENSOR [INTERPRETATION
TASK A.EMS P.EMS NEUT DENS
EASY Bearing Bearing Bearing Bearing
AVERACE Range Hec/ Mag FP.Plant  Range
Disp Tons Signature Capacity Veh Wi.
DIFFICULT  Config Range Range  Dsck
Layout

SENSOR STRENGTHS

SENSOR SENSOR TYPE AND BATING

STRENGTH EMS ACT  EMS PASS  NEUTRINO DENS
A inter Steller 10Kw TKm
B Far Orbit Sub Steller 100Kw 250M
C Planetary Inter Planet 1hMw 1O0M
D Continental  Far Orbit 10 Mw 50M
E Regional Planstary 16w R

GUNNERY TASKS

RANGE

WEAPON VISUAL NEAR FAR EXT
LASER EASY AVE DiFF  V.DIFF
MSL LOCK  DIFF AVE EASY AVE
ENERGY WPN EASY AVE cee e
P. ACC AVE AVE DIFF  V.DIFF
DM + TARGET COMPUTER MODIFIER
DM - TARGET SIZE MODIFIER
MOD!FIERS
COMPUTER TARCGET SIZE
COMPUTER MODEL DM TARGET SIZE DM
O, 1,1 Bis, 2 +1 1. 49 -0
2 Bis, 3, 4 +2 50- 99 -1
5,6 +3 100 - 499 -2
7,8 +4 500 - 999 -3
9 +5 1000+ -4

MISSILE ATTACK TABLE

NOTE: Rolls to hit are based on the missile's guidance
system. In all cases, if the launch was made with only
bear ing information, then DM +2.

IR SEEKERS

MISSILE  TARGEYT STELLER TECH LEVEL

TECHLVL Pre-  FEarly Ave  High
Pre 5 3 1 1
Early 7 5 1
Ave 9 7 5 3
High 9 9 7 5

RADAR HOMING

ORJECT SIZE DM +2 Tgt Basic ECM
SMALL AVE LARGE DM *4 Tgt Adv ECM
5 7 9 DM +6 Tgt Radar Jam
RADIATION SEEKERS
A LEVEL DM -1 If Tat using
NONE FAINT MOD STRONG _ Fadio/ Transponder
0 2 4 DM -2 If Tgt using

Any Jammer
NOTE: Targets using Active EMS are Strong Sour ces

NEUTRINO SEEKERS
EMLEVEL
NONE FAINT MOD STRONG
5 7 9

DENSITOMETER ROBOTIC
OBJECT SIZE TL MOD HT
SMALL AVE LARGE 13 4

5 7 9 14 1l 6

15 W 8




STARSHIP WEAPONRY

STARHIP COMBAT TABLES
STARSHIP DAMAGE TABLES

TL WEAPON PEN AVAIL VEHICLE

8 Missile 700 (C/ V) DAMAGE RESOLUTION

8 Fulse Laser 130(65) (V/V) P- AV RESULT

8 Beam Laser 140(70) (C/V) 0 or less No effect

10 Missile 85C (S/C) 1to10 1 minor damage
10 Plasma Gun 105 (S]V) result

i1 Plasma Gun 1o (S/C) 111020 2 minor damage
12 Plasma Gun 115 (R C) results

12 Fusion Gun 120 (FIC) 211040 1 major damage
13 Missile 95C (S G result

13 Pulse Laser 150(100) (S/C) 41 to 80 2 major damage
13 Beam Laser 1680(110) (R C) results

14  Fusion Gun 150 (-1} B1+ 3 maj or damage
14 Particle Acc Brb 85CR  (-/R) results

15 Missile 105C (R S)

-- Nuclear Missile 115CR  (-/-) P- AV: Penetration minus
-« Sand - - (VIV} : :

Dual energy weapons
Notes:

increase damage by 1 level.

1. Penetrations in br ackets ar e | aser

penetr ations thr ough sand.
. Availability codes arefor civilians

MG

Triple energy weapons
increase damage by 2 levels.

without/ with contacts.
3. Missiles launcher s and i aser s may be

mounted in single, double, or iripie

turrets.

(83

MINOR DAMAGE MAJOR DAMAGE*

4. Plasma and fusion weapons may be 1. SENSOR 1. JUMP DRIVE
mounted in single or doubleturrets. 2. COMMO 2. MAN DRIVE
. Particle acceler ators arein single 3. TURRET 7. POWER PLANT
lar ge tur r els kKnown as bar bettes. 4. AUX EQUI PMENT 4 COMPUTER
- , A 5. CARGOY SUBCRAFT 5. FUEL
PARGET IDENTIFICATION 6. MAJOR DAMAGE 6. CRITICAL
SENSOR INFORMATION TASK LVL *

1 Structural Hit

Disp Tons + Config+ Pwr Plant Cap  EASY

Electr o- Magnetic Signature
Powsr Plant Capacity + Veh Weighi
Disp Tons + (Configor P.Plant Cap)

Digplacement Tons
Power Plant Capacity

All Tasks ar e Computer Cper ations.
Add Computer Modifier to Skill before modifying

for task difficulty.

AVERAGE  CRITICAL DAMAGE RAD DAMAGE

*;Y;gﬁf; 1. BRIDGE DESTROYED 1. COMPUTER
DiEFicULT 2. FIRE CONTROL 2. COMPUTER
DIFFICULT 3. FUEL TANK RUPTURE 3. CREW

4. POWER SHUTDOWN 4. CREW

5. JUMP DESTROYED 5. WEAPON

6. STRUCTURAL FAILURE 6. WEAPON




TL.:15
PRICE: .
ARMAMENT: Triple Turret

Beam Laser, Ms! Rack, Sandcaster

MCr 28.938 (G V)

4G cubic meters
Air Haft

CARGO:
SUBCRATFT!

DAMAGE RECORD

SENSORS: EMS PA NIJE m
EMS ACTIVE O
DENSITOMETER U]
NEUTRINO ]

COMMO: RADIO [

COMPUTERS: [0 O 0O

TURRETS: 11

POWER PLANT: HALF POWER[]

864 Mw  DESTROYED [

MANEUVER M~1 [M-2[]
JUMP J-1 [1J-2 .

FUEL:S

% Used or consumed{each box=5%)

MANEUVERO O OO OO 2.5 davys
000000707 per box

IR 101000 E} 00

JUMP~1 UMP-2

DRIVES:

HULL STRUCTURE:
Full Speed [ 1 00O O30 00 M

] 0O
Red. Cap. OO ODOO OO0
U

]
Break Up [ O O OO 1

Vehicle

TYPE

The Type S Scout is acommon small ship in
inthelmperium. Many retiredvessels find
their way intocivilian use.

= sCOUT

.«—-m.*"

Atm. Cruise Speed:750 KPH

Combat Movement: 100
Fuel Capacity:515 Kiir
M—Fuel Cons/Day: 10.3 Kitr

I
J-Fuel Cons/Jump 102 Kitr

I

f‘f"*kﬁD A [ A N
COMBAT

Armor:70 SD
Obj Size Ave
Fuel Type Hyd Agility: 0
Maneuver: 2 Jump:2
Weight 840 Tons
Crew: Min- 1 Opt -3

Pilot (Engineer, Gunner)

4 Staterooms

T T
TR A o W N 3 B P

Config: Wedge
EM  Lewvel Faint

Model:1 Bis
EMS Active— Far Orbit (B)
EMS Fassive— Intstellar(A)
Densitometer— 1 Km (A)
Neutrino— 10 Kw (A)
Radio— System

amlined

P e e g g e e e
Computer
o3 oy g v
DETISOTS ]

Commo:
Streamlining: Stre
Fuel
Fuel

08 e - o e
Scoops: Yes

Pu'r“ifi«::atmm: 12 Hours

W hA.&«’ ) ;N PEN LOCATION

RSeekers 1 OO0 OOO
Rad Seekers 1 1 1 1 [

TL 13 B. Laser 160(110) Turret 2;
Missile Lohr As Msl  Turret 1
MAGAZINE Al Missiles are Pen 95C
NN
HENERE!

Cjﬂﬁ
mpup.

Sand ooond




TL: 1%
PRICE: MCr
ARMAM T?
B La:

DAMAGE RECO
SENSORS: EM S

COMMO: PADIG E]
COMPU YEHQ O 0O g
TURRETS 10 2
POWER PLANT:
738 Mw
DRIVES: MANEUVER M—-1
TUMP J—1
ed or consumed(

FUEL:% Us
MANEUVE

HALEF PO
DESTROYED 17

ErROOOO 3.7

Missile

WER[]

]
J-2 .

cach |

5 days

N
);,f,r,f’}

[ 1] [ per box

Jump J-1QO 0000
200000
STRUCTURE:
10 0
Full Speed [] [}
OO

HULL

Ooo0Ooo
nDooood
OoOoooon

L]
O
oooooo
oooo

.
L]

OO 000
oo
OOo0O0onO

1
HENEN

Lchrs

IR Seekers(] []

AR TRADER

This small vessel 1s {requently
by the independent merchant.

N
Similar to the Free Trader, this

version sacrifices some cargo

uﬁﬁﬁmﬁf for a longer jump.
The

vessel comes unarmed, but

cventually 2

Cri
Combat

Atm . 750
100
Kltrs

L9 KlLar
203 KLtr

¥y s BN
1se  oSpeed:

Movement:

671

Kph

Fuel ﬁ"g:}a«:‘“ﬁ‘”
M-Fuel Cons/Day: g
J-Fuel Cons/Jump

COMDBAT ;w I
Armor: 70 SC
Obgy Size: Ave
Fuel Type Hvd
Maneuver: 1
YVehicle Weight
Crew: Min-2
(Stwd,

SN
| S L

ouhg Box

EM Level FFaint

Agility: 0

Jump: 2

1180 Tons

Ci'gzn‘iw?f:& Filot, Engineer
Gurnners x 2)

SOrms

Model: 1 Bis
EMES Active—Far

ElVIS Passive—

Computer
Sensors:

(B)

(A}

COrbit
Intstily

”@r@}ﬂ(} : 1:? adio—

Mm} q@ m’;p \’““_

Fuel Pumﬂwmmn: 24 Heours
WEAPON DATA
WEAPON PEN

r! g:,: s) T ‘r-v'\, F'\'j

LOCATION

o — o <4
puArret

1TEO(AE

Msl T“a,‘;l 1S

Turret 2

£

MAGAZINE:

9
i

7

All Msls i
1000 Od
OO00O0o0o0 dC
sand 1 OO0 000 OO0

,N
{

[
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O
[
]
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ACKNOWLEDGMENTS

8 TROVELLER is a registered +{rademark and 2300 4D,
8 TUWILIGHT:2000, MEGATRAUVELLER, SPACE 1889, CADILLACS AND
fl DINOSAURS, and DARK CONSPIRACY are trademarks of GDW and are
used by permission.

NEW ADDRESS FOR THE TIMES

TERRA TRAVELLER TIMES
C70 Mark Gelinas

v  GOMING EVENTS
jGEo CON iIX- July 3-5- Heldin Raliegh,

Sawind/ North  Carolina.  This  Science  Fiction  Gaming
M convention is a confinuation of a tradition of GEO
CON’s held in the past. Sponsored by the TIMES.

HISTORICON- July 23 - 26~ A miniatures event held in
Lancaster, Pennsulvania. While primarily historical, some modern

sional futuristi ill be pl ;
and occasional futuristic games will be played Box 39162 Northbridge Station

GENCON/ORIGINS- Auqust 20- 23~ THE gamingjl Charleston, SC 29407-5035

convention of the summer. Once every few summers, ORIGINS iR
combines with GENCON and is held at GENCON’s site in Milwaukee, TERRA TRAVELLER TIMES
The TIMES is a newsletter supporting GDWs role playing games

Wisconsin. GDW plans fo release STAR UIKING at this convention,
and historically, many other big releases come out then. wizh !an emphasis gndMEGfTR'?%E%S?B S!i!bmission;s of arfwork or
. . articlee are accepted subject to Editorial approval, and cannot be
CON-SPIRACY- August 28 - 30- f science fiction B returned without a SASE. Subscriptions are $6.00 for si issues.
and fantasy convention held in Durham, North Carolina, with a Editor Mark "Geo" Gelinas
strong emphasis on gaming. The staff of the TIMES will beBE fiscocizte Editor Kate Lebherz Gelinas
sponsoring events and sithing on panels. For more informati on Submissions,
write to: Con-Spiracy, c/o ¥ate Lebherz Gelinas, 5007 Wickham, IR Cover frt Kate Lebherz Gelinas
Raliegh, NC 27606, B Computer Graphics/Odditonal frfies...Mark Gelinas, Kate Gelinas
: Office Box 33167 Northbridge Station,

EVENT HORIZON Bhone e Seomaz-3057

CURRENT AND
FUTURE RELEASES

& GEnie M.GELINAS
TABLE OF CONTENTS

B oA CHFUAP, 5
The reader is advised that these are fentative dates. finy number gﬁ%"éagd Observes 2
of factors c:m.z!ri delau a project; or even cause it to be cancelled. B8 -~ GEO'S UARIGNTS
FROM THE WORKESHOP: JaNuaRy: UEAUY LIEAPONS Uariant Starship Combat Rules -
HANDBOOK  for TWILIGHT:2000 and HELL'S GATE for DARK Starship Combat Table 3
CONSPIRACY. FEBRUARY: (DIASPORA SOURCEBOOK on hold) DARK Starchip Dats Sheets (Scout, Far Tradermmmmrsmsssrens a
CONSPIRACY T-Shirts, and 3 ~ Sixtesn Page Odventure Folios, two Bl Spacer Sam )

for DARK CONSPIRACY and one for TWILIGHT:-2000. MARCH: AR
MEGATRAUELLER Adventure Folio. MINION HUNTERS board game, B8
TROUBLED WATERS, and DORK RACES for DARK CONSPIRACY. B
CHALLENGE continues on a monthiy schedule. §
SEEKER: Producer of deck plans for MEGATRAUELLER. For B8 BACK ISSUES

catalog send SASE 1o Box 519, Mountain Home, ID 83647, Back issues of the TIMES are no longer available. Reprints can be
HIWG: History of the Imperium blorking Group. fn association of il done by special request at $.75 per issue. For postage, please
referees and players discussing the future history of By include $.25 for one issue and $.20 for each additional issue
MEGATRAVELLER’s Shattered Imperium. Annual membership is [ ordered. Please allow at least 6 weeks for your order to be
$12.00. Membership includes a subscription to TIFFANY STAR, |l processed. Anintervening sea four could make this longer.
HIWG'S newsletter. Send to Ed Edwards, 1410 E. Boud, Norman, 0K g=

TA07Y. Join HIWG and discuss the future of the Shatteredgs

Imperium,
PARAGON SOFTWARE: This company now has four titles B Ad space per issue costs as follows: 1/8 page- $1.00, 1/4 page
related to GDW games. There are ZHODANI CONSPIRACY andBE " - COSTS SRS -l s -
SEARCH FOR THE ANCIENTS, based on the MEGATRAVELLER sustem, B $2:00; 1/2 page- $4.00; and full page- $8.00.

Another is based on the SPACE 1888 sustem, which is selling for

$10.00 at BABRAGE’s, and a game based on THWILIGHT:2000. Look
far ihem m gwr neams? sgf?ware ﬂarem

a0 RATES

Terra T?&;V@ﬁ@?

| EEMES

BOX 331568 RORTHERIDGE STATHM
CHARLESTON, SC 28407-53035
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GUIDELINE FOR CREATING NEW CAREERS

This article is intended for the creation of new character
careers for the TWILIGHT familu of games including: TWILIGHT-2000,
MERC-2000, DARK CONSPRACY, and will probably aaly o
TROAVELLER: THE NEW ERA. These guidelines ocan be used to 2 lesser
extent for CADLLACS AND DINOSAURS. ,

Since this article is intended for the TWILIGHT family of
games, it will primarily give numbere for the 1D10 task system.
Numbers for the 1DZ0 task sustem will apnear in brackels, To
fluctrate the process, a3 new career for TRAVUELLER: THE NEW FRo
will be craated,

bihen creating a new character career, you must firet
address several questions.

Firgt, is a new career tupe even necessary, That is to ask
pan the carser yoy are proposing be covered undsr some other
currently avallable covesr. ¥ mau be that only 2 note or fwo, or the
addition of a skill to a current career can make it useful for the
saresr Yoy propose without the trouble of oreating a2 whae new
career path.

Second, iz the career one which plavers will select for thelr
characters. bWhile sanitation engineer micht be & uninue caresr, not
mara i any, players would select i for thelr chavactere, You nesd
not create 2 whole new career path just fo oreste WCs. Just
wrthe dewn what sldis you think they shauld have and It it be.

Third, is the career inferesting. The ancwer fo fhis largely
denend on the sudlence for which i is Inde d. I it is ondy tendeg
for your local groun, then the arous’s o is all you need. if i
is Ivtended for a lareer audience, Tor examgle Tor puliication, then it
should be inferesting enough 7o 2ppesl to 2 wide variety of playere,
i the answer to all these guestions ig satiefactory, thes ueu shadd
proceed. For our example, we have decided that the people who
maintain ffe support sustems for cities would be in demand and
offer some role plaving posshilties,

TITLE

The first thing o consider is what to call the career. The
name should be general in nature o eover apply 1o 3 wide variety of
situations. Whie MPERI SCOUT would adequately describe a
soout in service to the Imperium, other human intersiellay
governmente probably hove sindlar services, so SCOUT would be
more seneral and appropriate. For our example, we have chosen the
fitle, SYSTEMS ENGINEER.

ENTRY

This section Bsts the prevequisites for the pariicular
carper. f I is & caresy anuone ecan enter then list "Neo
prevequisites”, Prerequisites are ususlly of four kinds,

The frst is 2 requirement based on the characier’s
attribules, Uhile this is ordinarily a physical ativibute (STRENGTH,
CONSTITUTION, or AGRLITY), there are insfances when the other
attributes (NTELLIGENCE, EDUCATION, or CHARISMA) may apolu.
Femember that the average character will have a vaue of S {101 In
an atlrbute. Therefors, unless the career requives a minbum of 5

(00 thenuwous i not list aliribute requlrements of B or below,
The second tupe of requirement is one of educalion.
Dete if the czresr is one that weuld erdinariy reasbe

ggemﬁgﬁgg sducation. It so, then st the tupe and level of edusation
reaulr

The third tupe of recurement is one of skils., This
requirement is usually for those careers which would ordinarily
follow a different career, For example, a secwrity guard would
require small arms siill which would iy be oblaled In 2 miitery
sareer, but could be ebtained Hhwoush a secondary aotivity,

The fingl tupe of requirement is one of prior service In
some tupe of career. For evamgle the Mercensru cavesr i DAY
CONSPIRACY requires some prior military experience. Usually a prior
career remirement is for that tune of experience which emdd net
be obtained otherwise. While small arms could be learned outside a
miftary career, combat experience ususly can not. For owr example,
we have delern i that & SYSTEM ENGIEEIR reqires an
Urleraraduste dearee,

SKiLLS
At this point, | will digress momentariy and discuse number
of skifle. On the sverage, the TWRLIGHT-2000 character will receive
8 L9 skills per term. DARY CONSPEACY, with s move chemalic
?e@%m&@g sward its charscters with an average of 7 [14] kil per
fermm.

Usually 1 L2 of these skills are from secondary activities,
but careers which could allow more outgide activities can provide 2
£47 skille in secondary sctivities, You might ales consider the higher
secondary activity award if the career only offers a limited number
of skilis. This tends to make the career a little more witing.

One other note on skills, you should work with the skl st
of the game for which you are writing the career. Be careful about
adding or creating new skills.

FIRST TERM SKILLS

This is where the career designer lists those skills which
the character in the first term at this career should obtain, There
is a lot of judgement call involved in this portion. First you must
determine what are the minimum basic skills required fo accomplish
the job. Then you must determine which are the most important,

& person completing thelr firet term of a career should be
reasonably competent at thelr jobs, which means they should have
skill levele of 3~ 416 - 81 in Hwir eldlie. Of course if the carper has
= numiber of basie skills, you will probably have to reduce The level fo
§ -2 12~ 41 [hith the higher number of levels availshle with 5 1020
sustem you have a litte more flexdbilityl

it maws be that there is only one or fwo basie skills rermived,
Then vou may want to sward moderate levels in those slills and
offer a choice between a number of other skils, perhaps
representing a specialty within the chosen career.

i is possible fo viclate the normal skill level swards for the
first term in a career and award more skill levels, s YoU
should use this with cautlon as plavers may tend to have their
characters jump from career to career fo aain the maimum
possivle skills witheu! regerd to character conoept.

fmother aption to consider is sliminating secondary achvily
awards for the first term and using those skill levels for the first
term. You should, however, justifu this by ewplaining what the
character is doing that will prevent him from pursuing secondary
activities. For example a first term Doctor receives ne secondary
activity award, but that is because of manu hours spent in intern
and residency. .

For aur example we determine that the SYSTEM ENGINEER
should receive CHEMISTRY 1 [2], COMPUTER 2 4], ELECTRONICS 2
[4], and MECHANICS 1 [2] in his first term. Thiz is &6 [12] skill levels,
which, with the secondary levells] makes 7 L1471 for the term. bihile
some of these levels are rather low, | have taken into accoun? two
factors - the character probably received some COMPUTER skifl as
2 background skill, and some of the other skils during his
undergraduate educafion. Piso, | reasoned thal a first term
SYSTEM ENGINEER would probably be working under supervision, and
therefore not readre as Hoh 2 level a5 5 person who would be
working on his own.

SUBSEQUENT TERM SKILLS
_ Here uou will be tempted 1o liet ust about suery sLiE that
there is, rationalizing that the skill COULD be used in the career. 4
rule of thunb that | have used that 16 1o 20 different siiz fe 5
reasonable number. Some careers may offer fewer, but if vou Est
more than 20, Take & hard look at what vou have listed and see if 3l
those skile really nesed o be there.

) You can ususlly eliminate skils by asking two questions. Is
this gkill routinely used in this caresr? e this slill ovdinariy taught
by this career? If the answer to both is ues, then consider keeping
the sk, You will find that the first question is answered “ves™
more often than the second. ‘

if you have gone throush uour Bist and you stll have too
many, then take 2 second look. Which skills are used the most
often? UWhich skills can be picked up through dary activities”?
it they are infrequentiy used and are svai throush secondare
activities, then you can safely elminate them,

Sometimes you may find that you have just the opposite
problem, too few skills. If you have less than 10 skif offerings, go
back and add some shills which may be nfrequentiy used or which
relate to other skills that uou have fsted.

) One other considerstion, the skils Ested for first term
skils should normally be included in subseauent term skills imlese the
first term is the only fime that h g is offered.

For the SYSTEM ENC Subsequent Term Skifs we
have: ADMIM, COMPUTER OPS, ELECTROMICS, JACK-OF-TRADES,
MECHANICS, POWER PLANT 0PS, SCENCE, SENSOR OPS, UACC SUT,
and ZERO-G ENVIRON. Since this is only 10, and we reason that the
SYSTEM ENGIEER would have adequate spare time, we will afiow that
@%%%%% only 5 [100 subsequent term skiis but 2 [4] secondary
actwities,
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CONTACTS

The career should alwaus have a minimum of one contact
per term. Careers which have more public exposure or more
travelling may gain an additional contact, Adding a third contact is
one way to spice up what could otherwise be a lackluster career.
However, you should be able to justify how the character could
meet that many contacts,

finother thing to consider is the “foreign” contact. This
could mean a person from another "couniry” or one with an
unusual background or skill. For TRAVELLER, it could also refer to
an alien contact. if the character is unlikely fo come in contact
with a “foreigner” then set the level at 10+ [19+]L The more likely
a character is to come in contact with a “foreigner”, the lower the
roll should be, but 7+ L1341 should be normally be the lowesh,

To determine the tupe of contacts, refer to other
careers of the particular game for which uou are dezioning the
career. That should give you a list of different tunes of contacts.
Select the ones which uyou fesl would be aporopriste for the
cgresy, 2 - 3 coptacts different tupes & 2 good number for 2
sareer. Careers more Imited in scone might have as few a5 1.

In or example, we determine that the SYSTEM ENGINEER
can have one contact per ferm, Specialist (Sustem Engineer) or
@ﬁ%?e%ﬁg%e%%ﬁ The contact is fordion on 2 1010 voll of 10+ [1020
roll of 1845

SPECIAL
The spacial Is a catch—zl heading for :
circumstances involved with the career. Usually this category wil
fist the number of sscondary activities allowed, if different that 1
[2% anu varianos on stariing money, La no money for the term,
double money for term or basing money on a different atiribute or

shill.

Special can also include any mandatory follow on careers,
benefits received upon the career’s end, initiative bonuses, or
eyen the possibiiity of being wounded or geing to jail
The items here are not the Emit of the spacial category, but
rather a description of the more common ones.

For our example, the SYSTEM ENGINEER is allowed 2 [4]
secondary activities per term. Since his job is importent 1o the
community, we will also double his starting money. This also makes
the caresr a little more atiractive.

any specia

Some game sustems include a fittle story just after the
Hitle which summarizes the job and gete the plaver mwolved Bio
the role. | have not used any for the careers | have created, hut!
get the inpression that TROVELLER: THE NEV ERS wil include them.

That ahout completes the process, the final step is to
nut it into 2 readile usable form using standard phraseaingy. For
that refer to the game sustem for which uou sre cresting the
careey, Giue it 2 try, and send me 3 copu of the caveers uou oome
up with, If | have room, | will print some of the best in the nexi
issue of the TMES,

SYSTEM ENGINEER
EMT Y Underoraduate Degres

FIRST TERM SKILL S: CHEMSTRY 1121, COMPUTER 2 143,
ELECTRONICS 2 [4], MECHANICS 1121

SURSEQUENT TERM SKILLS: atotalof ST107 sl
lavels from one or move of The follswing:

AN, COMPUTER OPS, ELECTRONICS, JOCK-0F-TRADES,
MECHANICS, POWER PLANT 0P8, SCENCE, SENSOR OPS, UACC 51T,
ZEAG-G ENUROR

CONTACTS: one per ferm,
Government. Onz 1010raliof
is forelan.

EPECIAL - sVETEM ENEIEERS may select two secondary
sctivities/ characterictics per term. bien casulatig starling
money, esch term 35 3 SYSTEM ENGRETE caunts s dovble,

eciziet (System Engneer) or
L1020 vell of 1947 the contaest

DARK RIVER DATA

In this issue, | present the maior corporations of the
Tonasaan Empire,

BIOSYNTHETICS AND GENETICS

INTERSTELLAR BIOSYNTHETICS (IBiS), LIC
CEQ: Denise Rhowe: Primary Products: Geneemg‘ Home Office:
Lam: Production Centers: Lam, Gotahol, Kopel

MORHDON cORPORﬁTEGN iNC
CEd: Lawrence Lirs; Primary Produets: Pharmeceuticals,
Geneering; Home Office: Lociad; Production Centeres: Lociad,
Pabuse, Haua, Sausfak

COMPUTERS

COMPUDYNE, INC
CED: Sharon Ghia; Primary Produnte: Ushicle Camputers; Home
Office: Raye; Production Centers: He, Rays
TONESEAN BUSINESS MACHINES (TBM), LIC
CEG: Tuyrone Braksl Primary Products negs and Home
Comnuters: Home Office: te; Production Cenldere: e, Faua

DRIVES

ABSHTON GRAVITICS AND %ﬁ&?ﬁ? i@éﬁ
CED: Frank fOshlors Primary Produsts: M y
ﬁﬁ%@%ya@ﬁ; Home Office: Jiwe; Production Cm*em Gﬁ%aha:;%g ﬁwey

F’HAHEM DRIVE CORPORATION, LiC

CED: Jonathan Goodwing Primary Praducte: Maneww Drives, Jump
Drives; Home Office: Phabhem; Production Centers: Phahem, Haus

FOODSTUFFS

EMPIRE PROVISION CORPORATION
{(EMPROCO), LIC

CEQ: Francis Keves; Primary Products: General Foodstuffs; Home
Offlce: Eég awaﬁ Production Centers: Esotess, e, Lam, Lohor, 0dj,
«mé‘%‘ Lodal ﬁ&w@f

IMPERIAL FOODS, LIC
CEO: Mordecal Jones; Primary Products: General Foodetuffs: Home
Office: Banstethy Production Centers: Bansteth, Bese, Ethuds,
Jzmauenass, Klomeone, Loniad

SEALAN FOODS, ICC
CEQ: Germaine Seslarg Primary Products: Seafood and Ooean
Produce; Home §ffioes Seatatol: Production Centers: Saatatst

MANUFACTURING

DYNASTAR EQUIPMENT, LIC
CEG: Maomi Dazh; Primary Producths: &asﬁm&s@, Machinery, and
Tooks; Home Mfma~ Hizes Production Centers: Hize, Pabuse
LORING PRODUCTS, INC
CEG: Theress Loring Primary F*mduaw fonliances, tlecironine,
and Machinery: Home Office: Baus: Production ﬁ%ﬁ‘a‘&‘*g ,ﬁ% Rays
SAYOFAK M%%ﬁ?&&wﬁﬁéﬁﬁ LiC

CEO: Herman Wiy Primary Produste: E’Eéﬁ@%m&% Mackinery, and
Tools: Home Office: Sauntal; Praduction Centers: Jwe, Sauntak

MINING

IMPERIAL. MINING & METALS, ICC
CEG: frmatrong Shoer Primary Products: Metals and 8lous; Home
Otfice: lzuro; Production Centers: lspan, lzure, Jif, Pabuse, Sedak
INGALL MINES, INC
CEQ: Ut ol Primary Producte ***%%%g andt flloys; Home Office:
Kopek Production Centers: Kendarhe, Kopel, Sat, Sayafal
{CONTRUED ON NEXT POGR)
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