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Argushiigi Admegulasha Bilanidin: The "Vilani Repository ofAll Knowledge."A
combined university, museum, andresearch center onVland/Vlandinthe RestoredVllam

Empire. The oldest such institution in charted space, the 1 1,000-year-old institute has an

Imperium-wide reputationas a clearinghouse for patents andtechnology.
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HIWG Document List: lists current

working documents. This has been

pruned considerably, andthere are

manynew documents.

-ClayBush

I was toldthat GDW wouldsend allHIWGers a copy cfthe premierissue of

Imperial Lines. I havenow beentold thatGDW turned down giving allHIWGers free

one-year subscriptions because ofthe cost. Somewhere between the participants and

myselfthe subject changed.~Anyway, issues ofImperial Lines arc not beingmailed

to all HIWGers.

Many ofyou will findthe premier issue bundledwith Assignment; Vigilante. It

might be bundledwith otherproducts, but I am notrMvyto GDW'srnarketing plans.

Ifyouwant a copynow, senda requestandaSASE (seff-addressed, stamped

envelope - regular size) toGDW. There isno charge. You canalsorequestthe free

issue oftheir other newsletters. (Challenge has runlists ofthe available newsletters.)

Imperial Lines
IL#4, the Zhodarri andPsionics issue, is still on track. Sendmaterial toMike

Mikeshso that he has it before the end of October. Mike is lc<ddngfci intrigues in

Deneb, rather thanCore Expeditionmaterial.

His requestshave emphasized encounters, bestiary, and cargos; he sees Imperial

Lines as a referee resource rather than a debating forum.

EJ5 is tentatively aDroyne andAncients issue.

Later themesunder considerationinclude:

HiversandK'kree

Minor races

Robots andcyborgs

Clones and constructs

Corporations

Nobility

Adventures inthepast

Yes, This Issue is Late
I plannedtohave thisissue out June 30. While I allowedfor the turmoil of our fiscal

year end, fate intervened.Due to a newspaper article, the governor transferredthe

warden, deputywarden, and security manager I worked with. Thenew wardenand

deputywardenhad different agendas, policies, andreport requirements.My schedule

was destroyed, butthings arc Decerning

LookforAABP 19 after theLaborDay weekend. It will include any information

from the Traveller seminars atGenCon (in late August) .
%"%



Collected Notes

Subscriptions and
Memberships
-EdEdwards
TheHIWGmembership ofthe

foilowing ends with this issue ofAAB
Proceedings. Pleaserenew your

membershipnow soyouwon'tmiss

AAB Proceedings 19. SendUS$12.00 to

EdEdwards; 1410E.Boyd; NormanOK
73071 or the appropriate fee to your

country coordinator. Thankyou.

072DavidMullians

087TerrcnceMclnnes

103 David Cheever

122 Peter Celella

126Rob Prior

129 DennisMyers

152 Thomas Campbell

153 Matthew Wilson

155 DavidJohnson

156 John Watts

159Mike Shade
160J.T.Wister

190WayneIigon
193 MarkHenderson
194 Micheal Cosgrave

195 Robert Cosgrave

196 James Cooke

197AlanHuscroft

198 AllanPrewett

201 Matthew Greenway

Traveller Conversion
-ClayBush
Geo Gelinas andRob Priorhave been

working at convertingTraveller rules to

the T-.2000 system. Mostworkhas been

on careers, andsome onpsionics and

vehicles.A laser-printedversionoftheir

workingdocument is availablefromRob
Prior. Itlooks real good.

RobPrior: I'vemanagedto assemble

a high-school group that isreasonably

familiar withT:2000. Theymakea good
playtest group for "ease ofconversion,"

andwhat theyoungercrowdfindinter-

esting. Note: for some ofthem, thinking

instead «f fightitigm/^tps threatening tr>

shoot someone'sheadoffinsteadofjust

doing it!

Qiknavrat Word
Generator

- Edward Schmitt

I have takenupyour offer on a Qiknav-

ratwordchart I startedwork, but I soon

foundmyselfpickinguploose ends on

theZhodarri andDroyne. I eventually

generated several documentsfrommy
notesandassumptions.The reactions

will be imeresting, because I am operat-

ing onvague groundwiththe documents.

Reviewing Zhodani wordsin print

revealed several inconsistencies. I donot

thinkthatthe Qiknavrats couldhave

beenresponsible for all ofthem. It is

more likely that the predecessors to Zhetl

used additional sounds, andthat

formalization droppedthe irregularand

uncommonsounds. Somewords sdll use

those oldsoundsbecauseno onewants to

change the word. I will try to comeup

withanapproach that will explainmost

ofthe variations.

I note thatAngusFoster volunteeredto

coordinateDroyneinQuadrant I.My
Qiknavrat document will setupa

framework suitable forworkon other

Chirper worlds.

Fnlani
-ClayBush

This distant sector hasbeen developed

by three people, all ofwhom figured it

was so far away thatno onewould

contradict their work. Geo Gelinas

developedit asDarkRiver Sector in

TidewaterTlraveJJerTimes.Mike

Mikeshdevelopedit in SpsawardHot,an

explorationsourcebookthatGDW
turneddown. Finally, KeithPotter tells

me thatMs friendDavidDrakehas

developedit

NowThomell (see above) is expanding

into it.Why dopeoplelooking sphrward

keep choosing Fulani? I'm reminded

about a (player-inspired) rumor that a

hungrypsionicpowerwas drawingthe

Zhodani into the Core Expeditions.

Zhdant
- WilliamDover

I haverevisedmyUWP listing for

Zhdant sector to limitDroynepresence

theretotwelve and eight worlds with

Droyne and Chirper populations,

respectively.I'mnot going to spendany

moretimeonthis one issue.

I am still trying to decide thebestway

to represent conditions onthe military-

ruledworlds.

Farstar Kundert sentmeAddaxur

presence tables, and I wiH usethem to

examine the possibility ofadding

Addaxurpresence to theUWP listing.

All worldshavebenamed.Whenthe

UWP listing issues areresolved, I will

be working onlibrary data. I have some

ideas, butnothingonpaper yet.

Tavrchedl'
- Angus Foster

Whatwouldhappen if the Tavrchedl'

became dissatisfiedwiththeway things

were? Quis custodies custocfiet? ("Who

guardsthe guardians?") Is therea

self-monitoringbody to ensure the

Tavrchedl' don't revolt?

What ifsome Tavrchedl' went insane

andchangedthe fabric oftheir local

society? Or stage a bloodless coup like

thepsionicnobles consolidatedpower

over their rivals, the technological

nobles?

Ziafrplians
-ClayBush

This sector is transferredtoFarstar

Kundert, due to lackofcommunication

fromthe oldsector analyst.

Far Frontiers
- ClayBush

This sector is transferred to Geoff

Kelly, due to lackof communication

fromthe oldsector analyst. %"%
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Yiklerzdanzh Status Report - August 1992

- Clay Bush

HTWG-Australia, headedbyDavid

Schneider, is developing Yiklerzdanzh

sector for adventuringalongtheZhodani

borders. About40% ispartofthe

Zhodani Consulate.

The old Zhodani AlienModule
indicatedthat Zhodani spinward

expansionstoppedwhenthey

encounteredminorhuman states. The
only race mentionedin print is the

Vlazhdumecta, ofFar Frontiers sector,

whohave beenlong absorbedintothe
Consulate. Schneider has approvedtwo

star-faring minorraces in Yiklerzdanzh

sector, and Zhodani, Sdomard, Vilani,

and(perhaps) Asianpresences.

DIGEST GROUP
In discussionwithMikeMikesh, Joe

Fugate said that "Imperial" settlement

only extended as far as Far Frontiers.

Anything beyondthatwashome grown
orZhodani influenced. Nothing specific

was decided about the sector.

Several years ago, TadRingo was
hiredby DigestGroupto developFar

Frontiers (as the edge of settlement). I

presumeDGP waslooking at a "Library

Data" article fora future issue of

UraveUer'sDigestTadRingo cfidnot

respondtomy letter then, andnothing

ever saw print.

Digest Group is leaving Traveller

entirely after MTJ4. Nothing onthe
spinward areas ever saw printin Digest,

andno one active inTravellerhas copies.

I've decidedto consider Far Frontiers

opentoHIWG development, and Geoff

Kelley can develop it tomeshwith
Yiklerzdanzh efforts. ,

DEVELOPMENT
Coordinator: DavidSchneider.

A &D: Gustav Ness andDavid

Schneider.

E&F: Angus Foster. This area

includes the minor state Meichntid Ibl. It

was settled by cultural Zhodani, perhaps

technological nobles. As a meritocracy,

andnot basedon psionics, it is not part of

the Consulate.

It's secessioncausedanundeclared

war withthe Consulate, calledthe

"Shadow War." Most ofthe war was

covertonboth sides. (One reason for

creatingthe Shadow War is tomake
Consulate history less ofa dry list of

dates ofpeaceful achievements.)

G: Michael Butler.A recent

appointment.

H,K & L: Paul Rldgway. Area

includes part ofthe Salinaikin

Concordance. Early ideas suggested that

a small state inLmight havebeen settled

by Imperial refugees from the Psiorric

Suppressions. The state would be

pro-psionics, but have anlmperium-

based culture.

I &M: Grant Sinclair. His small state

includes a marsupial minor race, the

Talpaku. Xenophobic whenencountered,
they still dco '/like the Zhodani.

J: CorranWebster.A recent

appointment.

N& O: DavidThomell.He isworking

on a state calledthe "Vlazhdumecta,"

whichhe is extending into Fularri . The

timeline used shows that theminor

humanrace from Far Frontiers setup a

colony state straddling the current border

betweenthese subsectors and Fularri

sector.

P: GeoffKelley. He has surveyedthe

UWPs, butno documents yet. AnAslan
presence is probable, andmay lead to a

minor state. %"%
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Traveller: The New Era

- James Mallszewski

Recently I hada long talkwithDavid

Nilson. The topicwas the folio adventure

I havebeenaskedtowrite forTNE. As it

stands, this will be the first supplement

toTNE after the basic set is released.

Duringthe conversationwe discusseda

range oftopicsandwhat isneededto

makeTraveller a better game.While the

details I know are confidential, I canpass

oninformationfromthe general

discussions.

1 . Foremost,GDW really is

interestedandconcernedabout

Traveller. They have decidedtoinvesta

lot of effort intomaking the game as

good as it deserves to be. Sure, we are

skeptical.We have a lot ofreasonto be.

Still, I wantto tell you thatGDW is

serious. They've really thoughtthings

out andthey have highhopes forTNE.

They warn the game to succeed, and

they'reworkinghardto ensure that that

happens.

Unlike some changes inTraveller's

past, theNew Era is the result of careful

deliberationandthought. Theyknow just

what they are getting into.TNE will be

different from both classical and

rebellionTraveller, but never assume

that differentmustmeanworse.

2.Dave Nilsen is a wonderful person

to talk to.He really knowsTraveller and

itsproblems.He has definitelybeen

paying attention.He admitshemay be
unable to eliminate all ofTraveller's

problems, but he is at least aware of

them.

I was genuinely impressedbyMs fresh

and optimistic attitude about the game.

He seesTNE as the next step inthe

game's evolution.He is a good guyfrom

what I can teU.He deserves ourrespect

and support.

3. Certain aspects oftheNew Era

mightnotbe receivedwell by some

long-termTraveller players, especially

HTWGers, This isunavoidable.

Everyone has theirownversion ofthe

Traveller universe. So doesGDW. I find

it rather arrogant of anyone to suggest

thatGDW has a false vision of Traveller.

Their visionmay notbe everyone's, but

they deserve the benefit ofthe doubt.

There isno goodreasonwhyGDW
shouldnot follow itsownway. This does

notmeanthat they're not concernedwith

fan's wishes. Far from itl Thewhole

reasonfor theNew Era isto stimulate

interest inthe game again. MegaTravel-

ler is accessible only to a shrinking

number ofold-time gamers. That does

notbode well for either the game or

GDW.
TNEmay not be what everyone is

expectinginterms of specific details, but

it iswhat everyone interestedinsaving

Travellerfrom anundeserved fate should

want. Itbringsbackwhathasbeen

missing: a sense ofanunfolding story

anda level of directionand guidance. All

ofthis will makeTNE aboon.

4.TNE is aneffort to recapture the

spirit ofthe old days. It's startingfrom a

fairly clean slate.HardTimes andthe

much-alignedcomputer virus are efforts

to allowGDW to use the Traveller

milieu inanew way.An element of

mystery andtheunknown canbe added

again. Like the Ancients ofthe old days,

theNew Era willhave its long-standing

mysteries andenigmas.GDW has

thought about these carefully.

TheNew Era will not be a static

setting. It is intendedto be dynamic and

changing.

It is not a dark setting. It is about

rebuilding a civilization, but not one

slavishly dependent onthe old. The

ThirdImperiumwas a failure.TheNew
Era will bring aboutanew civilization,

one that will not dieina titanic rebellion.

TheNew Era seeks to explore these

issues.Why didthe Imperium

self-destruct? What canwe do to ensure

itneverhappens again? That doesn't

soundbleaktome, but exciting.

5 < Please do not encourage people to

writeme for details. I don't havethem

all, and I wouldnotbreaka trust to tell

what I doknow. TNE's novelty is its

new setting. Things must remain inthe

dark ifthere is tobe suspense and

excitement.Those elements helpmake

TNE wonderful.

ThisHTWGer is impressedwithDave

NilsenandwithGDW'srenewed

commitment to Traveller. Traveller will

live again. SupportTNE andyou can be

sure it will succeed. The lastthingGDW
needs rightnow is self-righteousfans

givingthem flak.

I am very excited. I hope that this letter

properly conveysmy excitement Please

doyour besttopass alongmy
enthusiasm. I suggest that anyone

interestedin saving Travellerfrom the

abyss of obscurity support GDW's
nxammothuTKkrtaking. %"%
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Asian YAKTEOY-dass Modular Starship
- RogerMyhre

CraftID: Yakteoy, Type ZN, TL 13, MCr 31423

Hull: 90000/225000, Disp= 100000, Config= 3SL, Armor- 40F

Unloaded- 760076 tons, Loaded- 1378953 tons

Power: 5660/7547, Fusion- 509400 MW, Duration- 30/90

Loco: 6750/9000, Maneuver- 2

5400/7200, Jump- 3

NOE- 170, Cruise- 750, Top- 1000, Vacuum- 2120

Agility- 0

Commo: Radio- System x2, Laser- System x2

Sensors: PasEMS- Interstellar x2, ActEMS- Far Orbit x2

Densitometer- HighPen/lOOm x2

Neutrino- min lOOkW x2, EMSjammer- Far Orbit x2

ActObjScan- Rout, ActObjPin- Rout

PasObjScan- Diff, PasObjPin- Diff

PasEngScan- Rout, PasEngPin- Diff

Off: PartAcc- x8x, Missiles- x8x

Batt 2 2

Bear 2 2

Def: DefDM- +5, ArmorDM- 0, SizeCd- R

Repulsors- x7x

Batt 2

Bear 2

Control: Computer- Model/7fib x3 , Panels- HoloLink xl813, LgHoloDisp x40

BasEnv, Bas LS, Ext LS, Grav plates, Inertial comp

Accom: Crew- 328 (100 x 3), Staterooms- 170

Bridge- 19, Engrng- 135, Mtce- 13, Gunnery- 22, Command- 31,

Stewards- 7, Medical- 101, LowPass- 1000, LowBerth- 1000
Other: Fuel- 473760 kliters. Cargo- 585714 k'liters

Fuel scoops. Pur ificationPlant (24hours>

ObjSize- Large, EmLevel- Moderate

Electronic Circuit Protection.

25 battery -rounds (2500 missiles) in magazines.

Design Notes
4 100-tonbays. 2 50-tonbays. 25304MW surpluspowerwithweapons above.MCr 25138.1 in quantity.

This ship carries amodule of 30,000 displacement tons between systems. The module can contain anything, includingweapons
and screens. Itmay not have locomotion or fuel scoops, but it can fit a fuel tankandfuel purification plant. The module's
configurationis4USL andits armor value 4OF. Modules canbe designedso that multiple cmodules couldbe connectedto a space
station, fortification, or city.

Loadedweight is with anempty module.



Vargr Knonue-dass Courier

CraftID: Anghaekhi, Type XK, TL 14, MCr 218

Hull: 180/450, Disp- 200, Config= 1SL, Armor = 50G
Unloaded- 3210 tons, Loaded- 3357 tons

Power: 27/54, Fusion- 3600 MW, Duration- 13/39

LifeSupport & Controls; M-0 = 300 MW, Duration- 7/21
Loco: 9/18, Maneuver- 2

11/22, Jump- 5

NOE= 180, Cruise- 750, Top- 1000, Vacuum- 2120

Agility- 2

Commo: Radio- System x5. Laser- System x2

Sensors: PasEMS- Interstellar x2, ActEMS- Far Orbit x2

Densitometer- HighPen/250m x2

Neutrino- min lOkW x2, EMSjammer- Far Orbit x2

ActObjScan- Rout, ActObjPin- Rout

PasObjScan- Rout, PasObjPin- Rout

PasEngScan- Simp, PasEngPin- Rout

Off: PartAcc- xxl, PLaser- xx2

Batt 1 l

Bear l i

Def: DefDM- +9, ArmorDM- -3, SizeCd- 2

Control: Computer- Model/6fib x3. Panels- HoloLink x200
Special: HeadsUpDisplay x5

BasEnv, Bas LS, Ext LS, Grav plates, Inertial comp
Accom: Crew- 4 (1x4), Bunks- 5

Bridge- 2, Engrng- 1, Gunnery- 1

Other: Fuel- 1462 kliters. Cargo- 45 kliters

Fuel scoops, PurificationPlant (12hours)

ObjSize- Average, EMLevel- Moderate

Design Notes
2 turrets. 1 196MW surpluspower withweapons above.MQ 174.4 in quantity.

The Thirz empire decidedto serve afew courier routes withlongjump insteadoftakingthe longway
around. Only tenwere builttomeet a limitedneed. Theywerebuilt atKsetbu (Gvurrdon 1112). The class

entered servicein 1108.

Suddenattackbythe Society ofEquals in 1 1 1 1 nearly collapsedthe communicationnetwork. Toincrease

andhasteninformationflow, the Thirz EmpireMgh«>mmandrequested50more ofthis class. The got

permissiontopurchase20more, but only 18were completewhenthewar endedin 11 16.

Seven craftwere lost inthe war.These lossesmaybe duetotheMgh agility andthe good armor and
equipment. Frequently incombat during thewar, the craft earnedthenameKnonue (''HardNails' *).

Original designby Roger Myhre. RevisedbyClayBush 15-Aug-92.


