


Assault

“Thorough and intelligent
research...is the foundation upon
which the designer has erected an
elegant simulation.”

The Grenadier

“Any game should be judged by
how well it simulates its subject
matter...Assault does an excellent
job of modeling its subject.”

Fire and Movement

Southern Front
“The TWW series maintains its

high quality in this game.”

The Grenadier

Boots & Saddles

“Playable and fast moving.”
“Anyone with an interest in modern
tactical level games should find a
place for this one on their shelves.”

Fire and Movement

“I don't presently own a copy
of Assault but playing B&S has
prompted me to look for a
copy...when | consider that |
haven’t bought a boardgame in a
long time, | guess that says
something about the quality of
GDW's product.”

The Wargamer

Send for our free catalog!

Third World War

““As close to a definitive treatment
as we are likely to get.” “Anyone
serious about the subject will prefer
GDW'’s treatment.”

The Wargamer

“‘Best thing on the topic on this
scale.”
S&T

“A complex game but the clarity
of the rules make it easy to play.”
“The research...gives the game an
altogether realistic feel.”

Game News

“Sophisticated but also very
playable.” ‘The sophistication
enables the game to flow
smoothly.”

The Grenadier

Arctic Front

“Frank Chadwick has done an ex-
cellent job. My hat is off to him.
Bravo!”

The Wargamer

“This fine game system seems to
get better with each release.”
S&T
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From the Management

Well, here’s the first issue of our new format. | hope you have
found it all worth the wait. Our Traveller readers will note that
all the Traveller material has been placed together in a special
JTAS section. Those not interested in Twilight: 2000 can simply
flip directly to the special Journal "'cover’’ by looking for the
black border that appears when you bend the magazine slightly.

The center eight pages of the magazine are designed to be
removed. Using a tool such as a screwdriver, carefully bend up
the center staples, remove the proper pages, and carefully bend
the staples back down again. The miniatures rules can then be
used by themselves (you may want to staple them together)
and the Lisiani can be viewed its uninterrupted glory.

The new format will permit us to do a few things that we’ve
never been able to do before, due to space constraints, but it
also raises our need for articles, concerning both Traveller and
Twilight: 2000, so | urge all of you who ever thought about
writing something for the Journal to send in an SSAE for our
manuscript guidelines and then get to it.

Issue #24 feedbacked as follows;

Amber Zone: Embassy at Arms...c..ccocoviiiiieinnn 3.70
Amber Zone: The Lost Village.........cooooviiiiin, 3.20
Religion in the 2000 Worlds..........ocovviiiiiiiininnnes 3.58
Data File.iiv i 3.85
JUMPSPACE. .. i eiiieiinciiier s 4.47
Ref's Notes: High Guard and TCS...............ooens 3.5
Using Your Model/1Bis......c.coooviiiiiiiniiiininnn, 3.56
From The Management.......cccoviniiiiiiiiiniiinninnne, 3.24
Just Detected...coocvvviiiiiiii 2.91
Traveller News Service......cooovcveviiiiiniieneniniann. 3.53
Contact: The Dynchia.....ccooviviniiiniiiiiiin, 3.56
Ship’s Locker......cooiiiiiiiii 4.29
Issue 24 as @ Whole....ccoceoiiviiiiiiiiiiiiic s 3.74

—Loren K. Wiseman

GDW products (including Traveller) are available through
distributors as follows:

West Germany: GDW products are imported and distributed
by Fantastic Shop, Kirchfeldstr. 143, Postfach: 3026, 4000
Dusseldorf 1, West Germany. Some titles are translated into
German.

Japan: GDW products are printed and distributed by Hob-
by Japan Co., LTD, 26-5, 5-Chome, Sendagaya, Shibuya-Ku,
Tokyo, Japan. Titles published are translated into Japanese.

United Kingdom: GDW products are imported and
distributed by Games Workshop, LTD., 27-29 Sunbeam Rd,
London NW10 6JP UK; by Games, 89 Victoria St, Liverpool,
L1 6DG, UK; and by Virgin Games Centre, 41-43 Standard
Rd, London, NW10 6HF, UK.

Italy: GDW products are imported and distributed by Pacific
Enterprise Italia, Via R. Di Lauria 15, 20149 Milano, ltaly.

Sweden: GDW products are imported and distributed by
Hobbyhuset, Box 2003, S-750 02, Uppsala, Sweden and by
Target Games, Storgatan 29, S-114 55, Stockholm, Sweden.

New Zealand: GDW products are imported and distributed
by Blackwood Gayle, PO Box 28358, Auckland, New Zealand.

Australia: GDW products are imported and distributed by

Jedko Games, PO Box 164, Moorabbin, Vic, Australia 3198.

Just Detected

Conventions

LITTLE WARS

May 9-11, River Grove, lllinois. A strictly miniatures conven-
tion, held at Triton College, Student Building, 2000 5th Ave,
River Grove, lllinois. The convention will feature over 100
Historical, fantasy, and SF tabletop miniatures battles, a dealer
room and much more. For more information, send SSAE to Todd
Fisher, 6010 N. Maramora Ave, Chicago, IL 60646. Editor’s
Note: Frank Chadwick and | plan on attending this one.

MIGS VI

May 25, 1986, Cambridge, Ontario. Tutorials, seminars,
painting contests, board games and adventure role playing
tournaments, plus a dealer area and flea market. The event will
be held at the Kitchener-Waterloo Regional Police Association
Recreation Centre, RR2, Cambridge, Ontario, Canada. For more
information contact Les Scanlon, President MIGS, 473 Upper
Wentworth St, Hamilton, Ontario, Canada, L9A 4T6.

SEAGA 86

June 20-22, Atlanta Sheraton Hotel. This is the 4th annual
Atlanta Gaming Festival. For more information write SEAGA
Inc., PO Box 16564, Atlanta, GA 30321.

LA ORIGINS ‘86

July 3-6, Los Angeles Airport Hilton Hotel. Roleplaying,
wargames, miniatures, computer and family boardgame tourna-
ments, flea markets, auction, seminars, demonstrations, and
exhibitor area. This is one of the big ones, so attend if you
possibly can. For more information, contact LA Origins ‘86, C/O
DTI, PO Box 8399, Long Beach, CA 90808, or call (213}
420-3675.

OKON 86

July 18-20, Tulsa, Oklahoma. This is an SF convention with
gaming events. Guests include Kelly and Polly Freas, Glen Cook,
Carl Lundgren, Forest J. Ackerman and C.J. Cherryh. For more
information, send an SSAE to OKON 86, PO Box 4229, Tulsa,
OK 74158.

ARCHON 10

July 19886, St Louis. This is the tenth edition of the St Louis
SF & Fantasy Convention. For information, write Archon 10,
PO Box 50125, St Louis, MO 631065.

OMACON 6

August 1-3, Omaha, Nebraska. Omacon is a SF convention
with a strong gaming element. For more information, write
Omacon 6, 5566 S. 35th St, Omaha, NE 68131.

EARTHCON VI

September 19-21, Holiday Inn Cleveland. This is the North-
east Ohio Science Fiction Association’s annual SF/Fantasy con-
vention. Guests include Gordon R. Dickson and C.J. Cherryh.
For information contact EARTHCON, PO Box 5641, Cleveland,
OH 44101.

continued on page 44
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Poland’s Baltic Coast suffered greatly during the war—many
coastal cities and towns were destroyed during the initial
hostilities, and many more were attacked and looted in the after-
math which dominates the world of Twilight: 2000.

The overall terrain along Poland’s coast consists of low hills.
Few trees remain; most of these are young pines. The only
beaches are in the Bay of Danzig, and these were rendered
radioactive by the nuclear attack on Gdansk. The weather is
moderate, reaching freezing in winter and exceeding 17°C in
summer. Southerly winds from the Baltic Sea predominate,
although fog is quite common in spring.

Poland’s major naval bases were Gdynia, Hel, and Swinou-
jscie. Major commercial ports were Gdansk, Gdynia, Szczecin,
and Ustka. The four major commercial ports also contained ma-
jor shipyards.

Most major commercial and naval sites were destroyed in
1997 when, in order to secure their southern naval flank, NATO
forces launched attacks against Polish vessels. Poland’s major
combatants were quickly defeated, although the Western units
involved suffered heavy casualties at the hands of Poland’s
missile attack boats.

Although only Gdansk and Szczecin suffered under nuclear
attacks, Gdynia, Hel and Swinoujscie were heavily bombard-
ed. The devastation done was similar. Ustka is the only major
shipyard still in operation, although the lack of petroleum and
electric power prohibits large-scale industry. Small-scale repairs
are available, although they are prohibitively expensive. Most
new ships are being built of wooden huills.

Individual locations are presented here, in east-to-west order:

THE GULF OF DANZIG

Gdansk: Not much is left of this city. The area is dominated
by a large nuclear crater. The 7th Amphibious Assault Division,
headquartered in Gdansk, was not there when Gdansk was hit
by the nuclear blast which destroyed it. The 7th AAD now has
its HQ just south of Gdynia.

Sopot: Formerly a small city (pre-war population: 48,000)

The Baltic Coast:
’s Guide for Twili,

00

along the coast, it has been reduced to small clusters of tents
and corrugated tin shacks amidst the ruins. There is no govern-
ment left; groups of inhabitants and families vie for arable land
and clean living space. Encounters along this strip of coastline
will carry a 2% higher chance of disease due to the lack of fresh
water and civilization. Various sentiments exist throughout the
area: everything from outright hostility against any warriors, to
friendliness {mixed with necessary caution) toward anyone.
Gdynia: Almost wholly bombed-out, Gdynia houses a frac-
tion of its pre-war population of 168,000. The ruins along the
coast are very dangerous, since the war’s bombings covered
the slipways and drydocks with layers of rubble. Encounters in
this area are often pitfalls of up to 30 meters, as well as foragers
and scroungers. Further inland in the ruins of Gdynia, a small
civilization has rebuilt itself based on fishing in the Gulf of Dan-
zig, under the protective waterbreak provided by the Hel Penin-
sula. Although they are independent of any central government,
they must, nevertheless, constantly deal with the remnants of
the 1st Polish Army, which has its headquarters there. Many
troops of the 3rd Border Guard Brigade have defected to the
Gdynia civilian population, while others simply left the area
altogether. The 3rd BGB presently numbers 240. The 2nd Polish
Cavalry Division remains almost intact, numbering 190. Gdynia
is also the home of the 2nd Naval Infantry Battalion, presently
numbering 1100. The remnants of the Polish Navy have their
headquarters just outside Gdynia, where they have set up their
own naval base. The 7th Amphibious Assault Division now has
its HQ just south of Gdynia, where it maintains a strength of
350, co-located with the 2nd Naval Infantry Battalion.
Major Polish Naval vessels which are still active have the
Nowy Gdynia Naval Base as their homeport. The naval presence
is only 230, however, so many vessels lie at anchor in the har-
bor, unused and rusting. The current Polish naval presence at
Gdynia consists of one Whiskey-class submarine, three Osa-
class guided-missile patrol boats, five P-6 class patrol torpedo
boats, and one T-43 class ocean minesweeper. The 7th AAD
operates 2 Marabut-class landing craft, although fuel for these
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vessels is increasingly scarce. The majority of alcohol produced
by the navy base goes to the P-6 class PT’s, which are used
for coastal defense (although they are run less and less as parts
wear out and replacements become increasingly hard to find).

Despite the large naval presence in the area, there is virtually
no commercial shipping.

Puck: Further up the coast from Gdynia, the town of Puck
was left almost unscathed by the war. Somewhat isolated, the
locals compete peacefully with their neighbors in Gdynia for the
fish in the Gulf of Danzig. They also farm the sparse land nearby.

Hel: On the Hel Peninsula, this naval base was bombarded
heavily during the war. Since the peninsula does not contain
arable land, it is not inhabited, although occasionally looters will
sail there to scrounge ammunition and other naval supplies.
Traversing the peninsula by vehicle is practically impossible due
to the large craters left by the bombs. The wreckage of three
ships {one Moma-class Intelligence ship, two K-8 class inshore
minesweepers) is visible in the harbor, although they have been
stripped of all useful materials.

THE BALTIC COAST

Leba: A small, coastal town, which nowadays relies almost
primarily on coastal fishing. The surrounding areas support lit-
tle agriculture —hence this town has virtually no fuels. Like so
many areas, horses are the primary means of transportation and
work. Small, dirt footpaths are the only roads in and out of this
town. There is some trading of goods with Ustka via coastal
fishing vessels, but otherwise this town remains solitary. The
citizens are virulently anti-military, blaming everyone in uniform
for the past holocaust. Even the local militia wear no uniforms;
thus, they are difficult to distinguish from the rest of the
population.

Ustka: Ustka survived the war relatively unscathed. The com-
mercial port just outside the town was bombed, but luckily the
bombs did not stray into the town. Its population therefore en-
joys the benefit of limited alcohol production, which it uses to
propel its fishing boats and vehicles. Numbering just over 3500,
the citizens are peaceful and friendly, and are willing to trade
almost any goods. The militia numbers 125. New ships are be-
ing constructed on the repaired quays at the port, but these are
mostly intended for coastal fishing. The largest ship still active
at Ustka is a 4,000 ton steamship which has been converted
to sail power.

Darlowo: This town relies almost completely on agriculture
in the sparse coastal hills. Set in from the coast, yet not on a
major road, it too survived the war with little damage. Darlowo
enjoys a healthy trade with Ustka; swapping fish for vegetables
on a regular basis. Alcohol is also in use as a fuel here.

Koszalin: A major crossroads, Koszalin saw heavy fighting and
much troop movement. It continues to be a vital link from the
Baltic Coast to the Oder River area. Much of the city has been
destroyed, and less than one-quarter of the city’'s pre-war
population of 54,000 still inhabits the area. The local citizenry
is extremely hateful of Warsaw Pact armies, since they pillaged
the city time and time again on trips to and from the front.
Although anti-Western sentiment remains due to the bombings
of the war, Westerners willing to carry on peaceful trade or help
the city in some way will be treated with respect and kindness.

Kolobrzeg: A pre-war city of 25,000, Kolobrzeg was heavily
bombarded during the war. Little is left of the waterfront. The
inland areas saw heavy fighting like Koszalin, so the people are
afraid of any new troops entering the area. The local govern-

ment is weak, but stable, being led by a local hero, Lt. Pauli
Dostoy, formerly of the 9th Motorized Rifle Division. The city
is presently occupied by elements of the US Xlth Corps, cut off
from higher headquarters during the recent NATO offensive.

Trzebiatow: Now almost wholly a ghost town, the local in-
habitants have all moved out of the path of advancing and
retreating armies, into Mrzezyno. Trzebiatow is a ruins, with only
one hotel still standing. It is run by a ‘‘crazy’’ old man named
Viktor Vichenka. More senile than crazy, he welcomes guests,
and gives directions to the local night clubs —although they are
no longer standing.

Mrzezyno: This town has grown beyond its means since the
influx of citizens from Trzebiatow. Housing is in short supply,
and the surrounding land cannot supply enough food for
everyone. Strangers with food and equipment will be waylaid
if they even pass within a few kilometers of this area.

Dziwnow: Lying on the eastern bank of the estuary of the Oder
River, this town played an important role in the protection of
Szczecin from invasion. When Szczecin was hit by nuclear
bombs, however, its importance dwindled and, little-by-little,
its troops and equipment (mostly coastal artillery units) were
moved elsewhere. The town is now mostly abandoned, having
relied heavily on the presence of the soldiers to provide income.
Many pieces of equipment were left behind, mostly office equip-
ment, such as typewriters and filing cabinets. The local
townspeople would like to see the soldiers return—so much,
in fact, that they probably would not care which uniforms they
wear!

Welin: This town remains strategic for its link across the Oder
estuary. It saw considerable damage during the war, but the
bridge managed to remain relatively intact. It remains the main
Baltic Coast supply route between East Germany and Poland,
although there is no regular garrison there.

Swinoujscie: This town lies on the East German/Polish border
and, as such, is an important link from one country to the other.
The town was almost totally destroyed by the fierce fighting
as NATO forces pushed into Poland. It was heavily bombarded
at the outset of the war in the Baltic, since a major Polish Naval
Base was located there. The piers and docks are now totally
destroyed. Local sentiment is anti-anyone. Outsiders are not
welcomed; members of military units are hated and mistreated.
Editor’s Note: This article represents conditions as of The begin-
ing of July, 2000.

— Jeff Groteboer

GREEN DRAGON HOBBY
TRAVELLER® by FASA

Boxed Ship Plans:
Adventure Class ...,
Adventure Class 2......
Aslan Mercenary Ships.......cccocccvvreenn.
Package Deal, 1 each of the above
Merchant Class Ships.........cccccvuviimiiiiiiiiieiiiiiiiiniiiins

To order, send check or money order to:
Green Dragon Hobby

P.O. Box 2573

Sandusky, OH 44870

Please add $1.00 for shipping. Ohio residents add 5% sales tax.

Traveller is a registered trademark of Game Designers’ Workshop.
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What do We Do now?

Reflections on the Possib:

The world of Twifight: 2000 is a strangely altered one—altered
from what we now perceive as '‘standard’’ or “‘correct’”’. The
difference is akin to the difference between order and chaos.
Europe in the year 2000 is definitely a chaotic place.

The player characters in Twilight: 2000 have been thrust in-
to this unordered world and left to fend for themselves. For-
tunately, they are militarily trained and experienced individuals,
as survival and combat proficiency are practically one and the
same. Indeed, the chief activity of the player characters is sur-
vival, and it takes up most of their time. Everything from the
acquisition of food to fighting off the rest of the world (most
of whom, | might add, are also just trying to survive) is embodied
within the term “‘survival’’. Twilight: 2000 is a game of sur-
vival, plain and simple.

Simple survival, however, is not terribly interesting. Failure
means death. Success means further chances of failure, and
nothing more. In a scenario designed only to test the player
characters’ abilities to survive, the game becomes little more
than the rolling of dice versus skills and attributes. The player
characters vs. the encounter tables is hardly an adventure. A
referee who can only run a campaign of this nature is not only
cheating his players out of true adventure, but is not at all ex-
ercising his imagination—vital to improving his ability to run role-
playing games. Interest in such a campaign will certainly sub-
side, as the players become frustrated with their lot in game-life.

However, it is the players who ultimately hold the key to in-
teresting adventure. The referee can only present to them his
world—a world in which the players will play out their
characters’ lives. If the players choose to merely survive in this
world, there is very little the referee can do to make the game
appealing. As long as the referee provides avenues which lead
to other interesting activities, he has done his job. It is up to
the players to steer down these avenues.

Spare time is the key. The time in which the player characters
are not simply trying to survive can be termed spare time. Spare
time can be put to many uses, uses which will hopefully im-
prove the characters’ existence. If the players use their spare

time poorly, they deserve the relative lack of adventure which
will certainly result.

In this article, | intend to examine several possible avenues
which the player characters might take in a Twilight: 2000 cam-
paign. Also, to keep things interesting, | will examine the chief
obstacles to these activities. For simplicity, | have broken these
avenues down into four specific ‘‘quests’’'—the quests for
wealth, power, home, and the world that used to be.

THE QUEST FOR WEALTH

Worth is all relative in Twilight: 2000. As a turn on an old
cliche, the past’s trash is the future’s treasure. Generally, any
trinket from pre-holocaust civilization is valued somewhat more
highly than devices of more recent manufacture. Worth has been
completely turned around in some cases. ltems of little previous
importance have skyrocketed into the forefront of everyone’s
psyche. Food is a good example.

Remember that all differences between the way the world of
Twilight: 2000 works and the way the modern world works are
all a direct result of the war and nuclear exchange. There are
very few exceptions. Food is more valuable now because the
war destroyed the abilities of both sides to produce and
distribute it. Whereas one might go to the store and purchase
a weeks worth of food in modern America, the average citizen
of Poland in 2000 will have to expend great amounts of time
or what have you, if he can get food at all.

Because the world is different, and different in distinct ways,
we can project the relative worth of various items. For exam-
ple, central Europe is in military turmoil in 2000. As a result,
we can predict that the relative worth of such things as
weapons, ammunition, and other military hardware will increase
dramatically. After all, it could mean your life if you haven’t got
the right equipment to protect yourself. Facilities which can pro-
duce such supplies will be among the most vital possessions
of the future world. Someone who can make smokeless powder
and refill shells is liable to become a very wealthy man.
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in a similar vein, fuel has become a commodity in short sup-
ply, again due to the war. Gasoline is very scarce, and special-
ized fuels {such as aviation fuel) are even harder to locate. Their
relative worth has gone up tremendously. Even something like
ethanol, which cost nearly nothing in the 1980s (before the li-
quor taxes, anyway) sells for an enormous sum in 2000.

On the opposite side of this line of thinking are those things
which have become worthless due to the war. Since nearly no
one has electricity, any electrical items left have virtually no utili-
ty, and are therefore not in demand. We might also include in
this category paper money. Since there are no banks left, nor
traceable gold reserves, paper money has become absolutely
worthless.

In the absence of paper money, barter has taken over as the
chief form of commerce. Gold is sometimes used in trade, but
you can’t eat it, burn it, or defend yourself with it. Unless you
are in a secure position, you would be better off having some
of the things gold can buy. The Trade and Commerce section
of the Referee’s Manual discusses the administration and restric-
tions of barter. Remember, things are money.

In such an environment, it is difficult to accumulate massive
wealth. Wealth is the accumulation of material goods and gold,
and there will always be someone out there trying to steal it
from you. In the world of Twilight: 2000, it is difficult to divorce
wealth and power—you need power to protect and utilize
wealth, and of course, wealth will attract followers.

There has evolved a new ecology of trade. This ecology has
only two niches—predators and prey. The prey are those who
are attempting to make an honest living in their new environ-
ment. These are the farmers, fishermen, merchants, craftsmen
and artisans of the world. Through their own skills they are ek-
ing out a living from what is left of their homes.

The predators are everyone else; marauders and bandits who
make their living by stealing and raiding others (sometimes other
marauders, but not often). The predators are plentiful at this
time, as there is plenty for the taking, and it is an easier life than
actually settling down and working. Foreigners (most of whom
are military personnel) in a given area are almost forced into be-
ing predators in order to survive (as they haven’t the skills
necessary to do anything other than fight).

Prey are becoming less docile, however. Many of the farmers
have guns now, too. Farming villages are becoming armed
fortresses—less and less attractive in the eyes of the bandits.

Player characters will require a certain amount of wealth in
order to survive. How they come by this wealth will be their
decision. They can go into business, as traders, mercenaries,
bodyguards, or whatever. Or, they can become marauders, ig-
noring the moral implications of what they do, more or less
justified by their need to survive. Predators or prey is a choice
they will have to make.

QUEST FOR POWER

First, what is power? In Twilight: 2000, power can be defined
as one’s ability to impose his views and will upon others. The
means toward that end can take many forms. The easiest way
to establish a power base is to attract followers.

Followers will be attracted by two things—reputation and per-
sonal magnetism.

Reputation can only be built through a series of successful
actions. Word will spread, however slowly, across the coun-
tryside, until it reaches the ears of would-be followers. As a per-
son’s reputation builds, these followers might be convinced to

seek him out, either to help him or stop him.

The personal magnetism of an individual will be a measure
of both his ability to attract followers on the spot and his ability
to keep those followers he already has. Relying on a reputation
may not always be the best means of attracting people.
Recruiting new blood from one’s immediate surroundings should
prove to be a more effective means of gaining followers.

In game terms, a character’s personal magnetism and reputa-
tion will be, at best, unclear. Reputation should be determined
by the referee after considering the previous visible ac-
complishments of the character. Personal magnetism, on the
other hand, will be more difficult to represent. There is no skill
which covers such a concept. The referee will be called upon
to determine this ability on his own, taking into consideration
the way in which the player role-plays his character. (Could it
be? An actual reward for role-playing a character as opposedto
just adventuring with him?)

Utilizing power is another question altogether. Imposing one’s
viewpoints on others in the Twilight: 2000 environment will
almost certainly take the form of an enforced dictatorship. If
the locals have no wish to be ruled, they will have to be con-
quered. However, the average peasant at this time has no need
to meddle in politics—he is much more concerned with grow-
ing enough to eat and protecting himself from marauders. If
allowing someone else to peacefully take a portion of his yield
will protect him from having his buildings burned and the food
taken anyway, he may indeed see the wisdom in paying taxes
to a local warlord. Protection is the key to a rule which, at least
on the surface, wishes to appear benevolent.

Violent takeovers of territory, on the other hand, will usually
be only short-lived affairs. Looting the countryside will not on-
ly drive the peasants off the land, but will deplete what riches
there are at a a terribly accelerated rate. If violence is indeed
the last refuge of the incompetent, its consulate will be brim-
ming over in the world of Twilight: 2000.

Controlling one’s power base will be the most imposing task
of all. Without direct control, anyone’s followers might take any
action, provided the situation presents itself. Since a person can
only exercise direct control over a couple of dozen men, the op-
portunities for power to get out of hand in certain spots will
become overwhelming if the number of followers becomes too

‘great.

Of course, this is only a problem if the character in charge is
/
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interested in promoting civilization. Otherwise, the entire horde
can run amok, without regard to the long term effects on the
natives.

THE QUEST FOR HOME

Your characters were American soldiers from the 5th Divi-
sion. Therefore, physically, home is North America, the United
States. However, in all actuality, home is nothing more than a
memory in their minds, and the home they knew really no longer
exists.

From the point of view of the character, they certainly realize
that the exchange must have had far-reaching effects back in
the States. Remember, they were in the army, the most rigid,
unchanging institution known to mankind, and yet they went
from fighting with high tech equipment to riding horses and
growing their own food in just a matter of a couple of years.
The changes back home must be equally imposing.

Stuck in Europe, there is very little the characters can do to
try to get home. Survival, as discussed earlier, is an all encom-
passing activity. A trek across the northern European plain,
searching for an avenue of escape would in itself be a monumen-
tal achievement, but not an impossible one.

Without being able to find their way home, the characters may
wish to recreate for themselves a reasonable facsimile right
where they are. The chief building materials for such a recrea-
tion are described in the next section.

THE QUEST FOR THE WORLD THAT USED TO BE

The world that used to be no longer exists. It cannot be
found—it must be recreated.

All the technology of the world prior to the exchange has been
lost or severely set back. But it is that technology which must
be revived in order for the world to survive, even at this depleted
level. Without it, anything which is still working will eventually
break down, and a total technological dark age will certainly
result.

In order for society to get back on its feet, a sort of
technological Renaissance will have to take place. Those peo-
ple with vision will be attempting to revive their knowledge of
medicine, power generation, food production, and, inevitably,
weapons manufacture. Due to human nature, the order of these
developments will probably not be in the order which will best
benefit the population. (They are already manufacturing ammuni-
tion again in Krakow, but is anyone thinking of making solar cells
or new sources of antibiotics? Of course not.)

However, in whatever order, these revivals of old knowledge
will have to take place soon. As the war grinds to a standstill,
the chief obstacle to that progress will disappear. Unlike their
15th century counterparts, these new thinkers will be able to
remember what they need to know, not excavate it from the
ruins. The survivors all experienced life on Earth at its height,
just a few short years ago. Now, with the world at its lowest

point in history, socially and physically, the reinstitution of older
ways will begin at a highly accelerated rate. From the bot-
tom,there is only one direction to go.

The player characters could take leading roles in the revival
of the old society. The difficulties which will have to be over-
come are enormous. Just getting to a position of power where
they could possibly affect their surroundings will take time and
a great deal of effort. Luck won’t hurt, either. But, if the player
characters decide to be men of vision, attempting to make a
better world for themselves and for others, as opposed to just
leeching off the world as it is, they might find the game a much
greater challenge. In its mimetic role, Twilight: 2000 presents
a world in which creation is much more difficult than destruction.

Twilight: 2000 presents role-players with a completely unique
situation. Its environment is completely alien, and yet it is a
derivitive of the world we all know best, our own. In such an
environment, it is understandable that characters might become
confused as to which actions to take, which to avoid, and
generally what to do. This is not surprising, however. If you or
I were cut off in the middle of Poland after fighting several years
in an army whose weaponry and strategy were becoming more
and more primitive, | think we’d be more than a little confused
ourselves.

Beyond simple survival, we can see that Twilight: 2000 offers
a plethora of opportunities for adventure. The potential for the
player characters to affect their environment is enormous. If you
like to shoot guns, fine. Twilight: 2000 wili let you do that. If
you like to adventure in interesting surroundings and use your
brain instead of your M16 once in a while, Twilight: 2000 has
the potential for that as well.

— Timothy B. Brown
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AMERICA ST kEs BACK!

DELTA FORCE — The role-playing game of an elite
anti-terrorist commando unit.

The terrorists strike without warning, without mercy, taking hostages, issuing their de-
mands and threats. Shadowy organizations with names like the PLO, Islamic Jihad and KGB
seek to overthrow the West in sneak attacks of blood and terror.

But now, America strikes back with Delta Force.

Delta Force is the role-playing game of a fictional elite anti-terrorist commando unit
based on the U.S. Special Forces Operational Detachment — Delta. Whether it's an assault
on a highjacked 727 in Beirut, the rescue of POWSs from a jungle camp or the destruction
of asecret A-Bomb lab in the Lybian Desert, Delta Force is trained and equipped tofight the
terrorists on their own ground — and win!

Delta Force emphasizes action, playability and weaponry.

Designed by William H. Keith, Jr.

DELTA FORCE (BASIC SET) — Includes a book of game rules, a book of weapons and ter-
rorist organizations, a book of missions, dice and a gamemaster screen.

Format — Boxed; Stock Number — 4502; Price — $7.95; Available — May.

DELTA FORCE: TERROR AT SEA — A module which includes diagrams of an ocean liner,
a mission briefing, special rules and background on the PLF.

Format — Folio; Stock Number — 4502; Price — $7.95; Available — May

FROM:
:_F"“':E— TASK FORCE GAMES, 1110 N. Fillmore, Amarillo, TX 79107
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Players’” Information:

As the players’ unit rolls through a bombed-flat and uncom-
fortably barrren stretch of country, keeping an eye on their
dosimeters and another on the misty horizon, a figure appears
on the road ahead. If the players shoot, he ducks behind a rock,
and begins waving a white flag; he doesn’t seem to be armed,
and there’s no sign of another person, vehicle, or hiding place.

On closer approach, the man is seen to be wearing a sharply
tailored gray suit and a bowler hat; the flag is tied to a tight-
rolled umbrella, and a leather briefcase is in the man’s other
hand. He looks for all the world like an English businessman hail-
ing a cab in Trafalgar Square.

" Awfully glad to see you chaps,’’ the man says, in a classical
upper-class British accent.”’Americans, aren’t you? Well, awfully
glad it was you that came along and not those other blighters.’’
He taps his briefcase. ““Wouldn’t do for our red friends to get
their hands on what’s in here. Wouldn't do at afl.”*

Referee’s Information

If this sight doesn’t take the players by surprise, they really
have seen too much war.

The man in gray introduces himself as Sir Denis Chapman-
Cole, H.M. Secret Service, and says he wants transportation
to the nearest outpost of one of the NATO intelligence services;
he will have a slight preference for CIA over DIA, “"but beggers
can’t be choosers, don’cha know.”” Assuming the squad decides
to take him along, he will produce a knapsack from behind his
boulder; it contains a Polish military intelligence officer’s
uniform, rather worn, and a small amount of provisions and com-
mon medicines (aspirin, penicillin, perhaps a few morphine
styrettes), which he will offer to share with the players. He has
no gold.

Sir Denis will not open the leather briefcase unless given good
reason (like, say, a threat to kill him). Inside is a 9mm automatic
pistol, clipped near the flap for a quick draw. Three rounds {one
game shot) will be gone from the magazine — “Two less
blighters in this sad world,..”” Sir Denis will say thoughtfully,

Twilight Scenario: False Knight on the Road

"'my marksmanship isn't what it used to be, | fear.”” He has one
empty and one full magazine in his coat pockets.

Also in the case is a file folder containing forty sheets of
typescript: letters and numbers in five character code-groups.
Handwritten on the folder is the legend VALSE TRISTE. Sir Denis
will not show off the file at once, but things being what they
are, eventually the players will want to know just what his mis-
sion is, how he got to be here dressed like this, and so forth.

Sir Denis explains that he has been behind enemy lines since
““enemy lines’’ had some kind of practical meaning. He speaks
fluent Polish and Russian, and (disguised as Warsaw Pact in-
telligence officers of various stripes) he has been accumulating
the information in the VALSE TRISTE file—dossiers on Western
intelligence officers who are actually KGB double agents. The
file, he insists, must be gotten to someone who can make use
of it.

The coding system is Sir Denis’s personal code, extremely
difficult to break without either his help or advanced machinery
— he will bring this up if the group shows signs of wanting to
kill him and sell the-file to CIA/DIA/whoever themselves.

As for his clothing, he says he found the suit in a tailor’s shop
(on close inspection, it is not as perfectly fitted as it seemed
at first), and he ““desired to return to the company of gentlemen
dressed as a gentleman.”” More practically, he says that the suit
did attract their attention—and the only other clothes he had
was an enemy uniform.

The question, of course, is: just who is Sir Denis Chapman-
Cole,and what is VALSE TRISTE? The principal (though not the
only) possibilities are:

1) Sir Denis is exactly what he claims to be. The actual value
of the VALSE TRISTE file depends on how many of the people
it names are a) still alive and b) in positions of enough authority
to make them worth exposing.

Then again, even if everyone in the file is dead, a determined
Western intelligence officer might want the file to prove that
his suspicions were correct. VALSE TRISTE contains a humber
of possibilities for elaborate con games and blackmail schemes,
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most of which will get the players into deep trouble with very
unpleasant people. Note that the KGB will want to recover the
file, not destroy it, uniess there were no other way to keep it
from falling into unfriendly hands; it is of value both for blackmail
and to help the KGB rebuild its internal structure.

2) Sir Denis is actually Dmitri Sergeyevitch Chernikov, a Ma-
jor in the KGB, and VALSE TRISTE is entirely a black-propoganda
operation intended to throw the Western intelligence services
into chaos. VALSE TRISTE's ''real’”’ Russian name is CHORNYA
ZERKALQO (Black Mirror), and all internal KGB references to it
are by that name; only a few officers (at such high levels that
players are unlikely to encounter them) other than Chernikov
know that one is the other.

Major Chernikov is a dedicated officer of unshakable loyalty;
he is rather a romantic about espionage (the British officer gam-
bit was his idea) but he is no fool. He is quite willing to die for
the success of CHORNYA ZERKALO, and it would require the
most extreme measures, probably including truth drugs, to make
him break cover. He has a suicide pill in the left cuff of his shirt.

While it might be entertaining to have his umbrella be a Bulgarian
Special (a concealed air pistol firing poison pellets), it would be
inappropriate for an undercover agent to carry such an in-
criminating item {maybe some other time).

3) Sir Denis’ real name is Danilo Czerwiec; he is, or rather was,
a minor Polish military intelligence officer whose mind snapped
after the last of his companions died of radiation, food poison-
ing, attacks by wild dogs... (Fill in other suitably gruesome details
as you need them.) He found the gray suit, undamaged by some
fluke, in a tailor's shop where he had taken refuge, and it pro-
vided a jumping-off place for his unbalanced mind: now in his
delusion he is living out the spy novel plot of “"The Lone Agent,
Trapped Behind Enemy Lines with the Secret Plans.’” Danilo will
not drop out of character unless subjected to some kind of
drastic shock. Heavy casualties in the unit he is with, replaying
what happened to his own squad, might bring him back. (In the.
real world, someone this far gone would be more likely to slip
into catatonia or fugue than to suddenly recover; however, RPGs
are a form of drama, and you are free to use whatever is
dramatically best.) If enough time passes, Danilo’s mental state
will continue to deterioriate, and the effects of this will become
apparent to the players. If he starts muttering about ““getting
the D-Day plans away from Himmler’’ or something about Dr.
Fu Manchu, they should really start getting suspicious...

VALSE TRISTE does not exist in this last case. The documents
in the briefcase may be nonsense, types by Danilo himself, or
they might be real intelligence documents from God knows
where, still possibly of value to someone who can decode them.

In the first case, Sir Denis is an Elite NPC, his Coolness Under
Fire rating is 0, and in fact his imperturbability will probably drive
his players nuts after a while. He is an excellent pistol shot. If
he is actually a spy (for whatever side), he will have a comple-
ment of spy-type skills in such areas as Disguise, Demolition,
exotic mixed drinks, and so forth; if he really is crazy, he will
imagine he has those skills.

—© 7986, John M. Ford

CONGRATULATIONS

The Compleat Strategist stores give their congratulations and best wishes to
Game Designers’ Workshop and Challenge, in the hopes that the new format will
be as successful as the old.

Stop and check the new Compleat Strategist catalog for all your
favorite scl-f and fantasy titles. Write today for your free catalog with
hundreds of games in every category.

TRATEGIST

’ Adienture Game Headquarlers
Famasy and Wavgame Headquarlers

TOLLFReE 800 225-4

AmexMCNisa
$10minimum

IN NEW YORK

THE COMPLEAT STRATEGIST, INC

11 East 33rd St
New York, NY 19916
(212) 685-3880

THE COMPLEAT STRATEGIST

320 W 57th St
New York, NY 10019
(212) 582-1272

IN MASSACHUSETTS

THE COMPLEAT STRATEGIST

(Strategy & Fantasy World)
201 Massachusetts Ave
Boston, MA 02115
(617) 267-2451

IN VIRGINIA
THE COMPLEAT STRATEGIST
(Strategy & Fantasy World)
105 E. Broad St
Falls Church, VA 22048
(703) 532-2477

IN NEW JERSEY
THE COMPLEAT STRATEGIST
215 Glenridge Ave
Montclair, NJ 07042
(201) 744-6622

IN FLORIDA
THE COMPLEAT STRATEGIST
5406-8 Stirling Rd
Davia, FL 33314
(305) 961-5660

iN MARYLAND
THE COMPLEAT STRATEGIST
251 Park Ave
Baltimore, MD 21201
(301) 752-1483

IN PENNSYLVANIA
THE COMPLEAT STRATEGIST
254 West DeKalb Pike
Valley Forge Shopping Ctr
King of Prussia, PA 18408
(215) 265-8562

THE COMPLEAT STRATEGIST
(Strategy & Fantasy World)
2011 Walnut St
Philadelphia, PA 19103
(215) 563-2960
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TwiLienT:2000_

A Major New Role-Playing Challenge:
Survival in a War-Torn World

Welcome to 2000 AD. World War HI began five years ago. It’s still going on,
but that’s the least of your problems. A few days ago, you were soldiers in the
U.S. 5th Division. Now you’re just fighting to survive.

Your equipment was brand new in 1995; now it’s wearing out. Gasoline is
rare, so your vehicles run on alcohol you distill yourself. And 5th Division’s
cavalry—when there was a 5th Division—rode horses. There’s not much govern-
ment left, just warlords, marauders, and free cities. Even the major powers are
collapsing; whole divisions are refusing orders and heading home.

Your division is gone, and you’'re hundreds of kilometers inside enemy ter-
ritory; fortunately, the Soviets aren’t in much better shape than you are.

Your job is to stay alive, find enough fuel and spare parts to keep moving, get
home (wherever that is), and maybe even strike at the enemy.

Twilight: 2000 is a major new roleplaying game, with new systems covering
combat (from hands to tanks), skills and tasks, survival, encounters and NPC
motives, and a great variety of equipment. It also contains extensive background
information on the war and the current state of central Europe.

$18 at your local hobby shop or direct from GDW.

Game Designers’” Workshop

TRATEGICON PRESENTS... ONE LOW ADMISSION PRICE!

IS ALL YOU PAY FOR 4 SOLID DAYS OF GAMES, AUCTIONS,
SEMINARS, EXHIBITORS AND MUCH, MUCH MORE!!

S NO SEPARATE

WA\ TOURNAMENT REGISTRATION FEES!!!
v A A SOUTHERN CALIFORNIA GAMING TRADITION SINCE 1977.

DOZENS OF BOARDGAMING EVENTS!

SCORES OF ROLE-PLAYING EVENTS!
@ 7| GRAND AND COLORFUL BATTLES IN MINIATURE!
In cooperation with FAMILY GAMES A SPECIALTY!
GAMA - The Game COMPUTER GAMING TOURNAMENTS!
Manufacturer's Association RENOWN GAMING PERSONALITIES!

July 3-6, 1986
AT THE FABULOUS

Pre-registration fees are $20.00 for the entire convention and must be postmarked by no
LOS ANGELES AIRPORT later than SUNDAY, JUNE 8th, 1986. Fees al the door will be $25.00 for the entire show, or
HILTON HOTEL $15 per day (visitors FREE with $2.00 badge deposit).

Room Reservations must be made directly with the Convention Hotel by calling
213} 410-4000. YOU MUST ASK FOR THE SPECIAL ORIGINS ROOM RATES TO 55—
ECEIVE THEM. They are {per night}: $57 single, $64 double, $70 triple and $76 for
quad. Parking fees are $3.00 per day for self parking. If you are flying in, the Hotel's
huttle loops the L.A. Airport every 30-45 minutes, so you really don't need
wheels”.

United Airlines is offering special convention discounts for Origins
tendees traveling to Lus Angeles area airports between June 26 and July 13.
186,

To receive a 30% discount off regular round-trip Coach fares {(35% if a
aturday night stay is inlcuded) or to see if you qualify for any lower
-omotional fare currently in effect. follow these easy steps:

1. Call United at 800-521-4041 from 8:30 am to 8:00 pm EST.

Tu pre-register or request more information about L.A. ORIGINS '86. check the appropriate box
and send this coupon or its facsimile to: DTI/ORIGINS ‘86, P.O. Box 8399, Long Beach, CA 90808.
Information packets will go out after February 20th.

[ Enclosed is my $20.00 check payable to L.A. ORIGINS. Send me event sign-up
information as soon as you can.

[ I'm not sure yet about attending, but send me more information as soon as you

2. Give the "Origins" account number — 649Z. can.
secial discount is available only on United flights in the continental United
ates. Name
4.United will mail your tickets, or you may purchase them from your local
avel agent. Be sure your agent places your re ations through United's Address
mvention Desk - convention discounis are available only through the o
snvention Desk.
United's “Origins” convention discounts have no prepayment City Stafe Zip
quirements,or cancellation penalties. Your exact fare will be guaranteed
hen your ticket is issued.

Phone ( ]

3. United specialists will make reservations for all flights and fares. Your ]
Seats may be limited, so call now for best availability. [




list, especially in reference to the smaller companies.

1985 PRODUCT RELEASES

This is a list of products released in 1985 which are eligible tor nomination on the Awards Ballot. Be aware that this is not a complete

Feel free to enter a product on the nomination ballot if you know it to eligible.

Products must be released in 1985, excluding magazines and play-by mail games; they also are not eligible if they are a reprint or release

on a product released in a previous year. The product must be a substantial revision of the previous edition.

HISTORICAL MINIATURES’

25mm_ Suden Brittania)
Pony Wars Connomeur)
15mm_ Samural

on)
Age of er!borouoh(Edmons Brokaw)
Anclent Indians {Essox)
25mm Napoleonics (Essex)
26mm Fr Foreign Lngnon & Arabs
lcon Min.
Waestern Barbarians (Falcon Min.
25mm Crimea ESCI)
History of Mexico {FrieKorps)
Amaerican Revolution{Frontiar}
Boxer Rebellion Frontier)
Colonials Frontierk
Franco-Prussian Frontier
Mexican-Amarican Revolution

{Frontier
Plains Indiansg Frontier
Parshing Exp Frontier
War of 1812 {Frontier
20mm Soldiers of the Amer., Wars
Frying Pan)

25mm Zulus Imperial Figures)
30 Yeesrs War Mike's Modaels)
Medlevals Naismith)
Armies of tha Caesars (RAFM)
Flintlock & Feather(RAFM)

Hellanistic RAFM
Jack Tarr RAFM
Colonials Ral Parthag
Samural Ral Partha

Boxer Rebaliion (Radwlna Min)
French & Indian War(RSM

Jacobite Rebellion {(RASM)

Seven Yaars War  (RSM)

Edge of Empire (Stone Mountain)
15mm Fr Colonials{Stone Moaountain)
15mm Amaer Civil War{TTG)

FANTASY/SCIENCE FICTION MIN

Advanced D&D {Citadel}
Battlacars/Battietrucks{Citadel)
Dungeons & ODregons{Citadel)

Fantasy Figures Citadel
Golden Haroes Citadel
Lord of the Rings {Citadel

CaH of Cthulu Grenadier
Chiit Grenadler
DC Heroes Grenadier

DOragon of the Month(Grenadier)

Dragon Lords Grenadiar
Fentasy Lords Grenadier
Giants Club Grenadiar
Lord of the Rings (Grenadier
Masterpiece Grenadier
Shapes of Dark Domain{Grenadier)
Twillaht 2000 Grenadier,
Warbots Grenadier
Aill Things Dark and Dangerous
(Ral Partha)

Children of the Night{Ral Partha)
Etfqueast {Ral Partha)
Fantasy Advanturers(Ral Partha)
Fantasy Collectors {Ral Partha)
Fiend Factory Ral Partha;
Parsonalities Ral Partha
20th Century Plus {Ral Partha{
Bushido Ral Partha
Stone Mountain)
Marvel Super Horon(TSR)
Shedows Steel {RAFM)
Children of the Nllo(TAGG ":f)”

oon
Excursion Into the Bizarre
ark Horse)

VEHICLES & ACCESSORIES

Age of Sail Ships
Artifacts

Star Trek Ships (FA.
Greenfieid Gnrrhons(Greonheld)
ACW f{ronclads {Greentield)
Afe of Sail Ships (Greenfiald)
Vietnam Riverines (GHQ)
Micro Amour
Micronsuts
Battle Sector 4

{(Frying Pan)

Last Grenadier)

ACW 1/150 Bulldln s{Littie Mini Shops)

iron Ships 1/1200 Lyzatds Grin}
lce Chariot {Hal Partha)

ACW Suggly Waoom(Stone Mountain}
Starline Task Forcel
Battleboards Ship Shop)

MINIATURE RULES
Genaralship Amearican Wars

Jim Arnold)
Never Call Retreat Atalnil Ltd)
Long Knives Greentiaid)

War Hammar-rev
La Grand Tactique Last Reserve)
Kriegspie! & Wargame Library

Bill Leeson)
Dattie Fleet Terry Manton)
Napoleonic Warfare-4th ed

Ns\gbury)
Scavenger

Swovdo& Pistol TTG

Panzer War Piker Gamae)

Marathon to Manzikert{Piker Gamn}

Warbots & Death Machines
Quarterrreaster)

Battle Systemns SR

Total Cc!n'lict Z&M Pub)

ROLE FLAYING ADVENTURE
Alone Against the Dark {(Chaosium

Alone Against Wendego (Chaosium
Demon Magic Chaosium
Stealer of Souls Chaosium
A Matter of Priorities (FASA)
lytean Manece FASA;
Lords of Destiny FASA

Tha Outcasts FASA)

Where Has All the Glory Gone

Dwarven Stonecutter)

Games Workshop)

Ambassadar’s Tale (FGU
Alone in the Night EFGU
Assassin FGU
Cardinal’s Peril FGU)
Devil’'s Domain FGU)
Owarven Halls FGU)
Enter the Dragon’s Claw(FGU)
Homeshelf Strike FGU}
High Seas FGU)
Lost World Tales FGU
Organizad Crimes FGU
Pentacle Plot FGU
Preemptive Strike (FGU}
Purasian Adventure }FGU
Terror By Night FGU}

To Tackle the TOTEMI(F
Tsushito’'s Debt (FG

Underground Rail Road{FGU)
Here There Be Tigers (Firebird)
Legacy of Eagtes
Trail of Loathsome Slime
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Games Workshop)
Black Madonna GDW)
Frea City of Krakow (GDW
Merchant Prince GOow
Pirates of Vistula GOW
Ruins of Warsaw GOwW
Signat GK Gow

Blood and Dr Mc Quirk(HERO)
Erach & Paths of the Dead
{ICE)
Giants of the Misty Mis(ICE)
Goblin Gate & Eagle Eyrie{ICE)
House Devin in Turmoil {ICE)
Haunted Ruins of Dunlendings

i
Thieves of Tharbad ICE

Clockwork Mage May{air
Blood Feud May tair
Elven Bannar May fair
Final Challenge {Mayf{sir
Lich Lords (May fair
Project Proethius May fair
Siege (May fair
Wheel of Daestruction (Mayfair
Ace in the Hole Pacasetter
Clash of Kings Pacesetter
Death Tour {Pacesetter
Evening of Terror (Pacwsettar)
First Strike (Pnccsencvg
Gemini Conspiracy {Pacesetter
Seadogs of England Pncesenerg
Temple of Bilood Pacesetter
Terrible Swift Ford Pacesettar)

Whom the Dogs Destroy(Pacesetter)
B8y the Gods {Ragnarok)
Black Alters {Ragnarck)
Challenge of Toymaker(Ragnarok)
Dark Waters agnarok)
River Master of Aruma(ﬂa narok)
Orcslayer %

Streat Fighter
Ouveration Lonaestar
Bane of Liewellyn
Blade of Vengence TSR
Baltron’s Beacon
Bugs in the System
Cat's Paw

Castle Caldwall
Castanimur

Dragons of Dreams
Dragons ot Daeciet
Dragons of lce
Dragons of War
Dark Clouds Gathering!{
Dark Side of the Moo
Earth Shaker

Faultline

4th Nail

Golden Goddess

Face of the Enemy
into the Maaistrom
Isle of the Ape
Journey to the Rock
Lankhmar

Mystery of Snow Pear
Last Resort

Lone Wolves

Nepal Nightmare

Red Arrow, Black Shi
Secret Wars

Swords of the Undercut
Savage Coast
Temple of Elemental EvaI(TSR)

Task Force)
Tismeline)
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The Buccaneer TSR
The Mercenary TSR
The Triumphant TSR

Thunder Over Jotunhelm(TSR)

Thunderdeive Mountain's{ TSR}
To Find a King TSR
War Machine TSR

Where Chaos HReigns TSR
Parilous Lands T

Omagakron TAHGC)
Goldtinger |1 Victory
Live and Let Die Victory

Man with the Golden Gur\(Vlctory)

View 10 A Kill Victor:

Send in the Clones (Wau gnd)

Vapors Don’t Shoot Back(West End)

Yellow Clearance Black Box Blues
(West End)

GAME SUPPLEMENTS

Eifquest Companion {Chaosium
Fragments of Fear {Chaosium
Keeper’'s Screen Chaosium
Pendragon Campaign Chaosium
Ses Elves Chaosium

Super World Companion{Chaosium)
Encyclopedla Harnica Columbia;
Gods of Harn Cofumbia
lvinia {Columbia)
Arduin Grimors nr 5 {Drasqon Tree}
Daleks FASA
Triangle Campaign FASA

Most Wanted I FGU)

Games Workshop)

United Ranan Worlds
Droyne
Reinforcements
Zhodoni

Primus & Demon.
Combat Screen
Creatures & Tressures
Future Law

Rangers of the North
HRiders of Rohan
Tech Law

Tolkien Treasure
Dragons

Fantastic Treasure 2
ica Eilves

Man in Plate Armor
Man w/short sword
Ninja

Samurai

Tome of Red Moagic
Unicorn

Aliens

Timetricks

Vampiras

FGU)

I000
2332
)

002600
mmmmimim

%

anfalri

0
m

Mayfair
May fair
Nova
Nova
Nova
Nova
Nova
Nova
Pacesetter
Pacesetter
Pacosettar

Justice Machine
Monsters & Animals
Old Ones

Chopper Challenge

Palladium
Palladium
Pal\adlum

SJG)
Deluxe Car Wars Secnosns(SJG)

Off Road Dueling
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ACADEMY OF ADVENTURE GAMING ARTS & DESIGN
OFFICIAL ORIGINS AWARDS NOMINATION BALLOT

for the year 1985, to be presented at QORIGINS ‘86, July 3-6, 1986, in Los Angeles, California
{for information about Origins ‘86, write PO Box 8399, Long Beach, Ca 90808}

The Origins Awards, presented at Origins each vyear, are an
international series of awards aimed at recognizing outstanding achieve-
ments in Adventure Gaming. They are comprised of the Charles Roberts
Awards for boardgaming, and the H.G.Wells Awards for miniatures and
Role-Playing games. An Awards Committee of hobbyists (some pro-
fessionais, but primarily independents) directs and administers the awards
system. The nomination ballot is open to all interested gamers. YOUR
VOTE can make a differencel A final ballot is prepared by the com-
mittee and voted on by the members of the Academy of Adventure
Gaming Arts & Design. Academy membership, $3 per year, is open to
active, accomplished hobbyists, both pro and amateur. Membership
guidelines are available for a SASE from the addresses given below.
Correspondance should be sent to the US address.

Present members may renew by sending their check with
their ballot. Checks shouid be made payable to GAMA for US $3.

The Academy and the Awards Committee as well as the
Origins convention itseif, function under the overall direction of GAMA,
the Game Manufacturers Association.

Instructions. Read Carefully. Print legibly or type nominations
Batlots that are messy, not filled out correctiy, or show attempts
at stuffing will not be counted. You may list three nominees per
category. it does not matter in what order you list them. To keep
the voting as meaningful as possible, do not make selections in un-
familiar categories. YOU MUST SIGN THE BALLOT! And include
your address. You may vote only once,

Nominations should be for products produced during the
calendar year 1985. Miniature figure series nominations should be
for product lines which are either new or have been substantially
expanded in 1986.

This ballot may be reproduced and circulated by any means
available, provided its contents are faithfully copied.

All Adventure Garners are encouraged to vote!

DEADLINE: MAY 3, 1986

THE H.G. WELLS AWARDS FOR OUTSTANDING
ACHIEVEMENT IN MINIATURES AND ROLE-PLAYING
GAMES

1. Best Historical Figure
Series, 1986:

2. Best Fantasy/SF Figure
Series, 1985:

3. Best Vehicular/Acessory
Saries, 1985:

4. Best Miniature R'ules,
1985:

6, Best Role-Playing Rules,
1985:

6. Best Role-Playing Adventure,
1986:

7. Best Role-Playing Suppiement,
1985:

8. Best Professional Role-Playing
Magazine, 1985:

8. Best Professional Miniatures
Magazine, 1985:

10, Best Play-By-Mail Game,

(all are eligible except last
years winner: StarWeb)

vame: Signature

Address’

THE CHARLES ROBERTS AWARDS FOR QUTSTANDING
ACHIEVEMENT IN BOARDGAMING

11. Best Pre-20th Century
Game, 1985:

12. Best 20th Century
Game, 1985:

13. Best Fantasy/SF Game,
1985:

14. Best Professional
Boardgame Magazine, 1985:

16. Best Adventure Game for
Home Computer, 1985:

16. Best Amateur Adventure
Gaming Magazine, 1985:

17. Best Graphic Presentation,
1985:

ity/State or Province/Zip or Postal Code:

Send in your bailot by May 3, 1986 to only one of the following addresses:

North UK &
Europe:

A merica: Awards, Howard Barasch
3304 Crater Lane
Plano, Texas 75023

Awards, lan Livingstone
27-29 Sunbeam Rd
London NW10

Australia

& NZ: Awards, Adrian Pett
Breakout Magazine
PO Box 162
Mooroolbark, Vic 3138
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Non-Player Characters are vital to a good campaign. When
they're properly done, they give the players a feeling of interac-
ting with real people instead of cardboard cutouts. A referee
can construct the most elaborate and detailed setting im-
aginable, but without well-realized NPCs to populate it, all he
has really done is create a movie set devoid of any relation to
real life.

This does not mean that a referee has to create every NPC
in exhaustive detail. Rather a few words of description can spell
the difference between just another die roll on the encounter
table and an opportunity for some good roleplaying. The follow-
ing example serves to illustrate my point by comparing the way
two different referees handle a “‘refugee’’ encounter.

Referee A: ''You're driving down a road through the woods
when you see a group of twenty people. They’'re probably
refugees. They get off the road as you pass.”’

For all the life this referee brought to them, those refugees
might as well have been a flock of chickens. Let’s try the same
scene again, with a more imaginative referee.

Referee B: ''You're driving down a dusty backwoods road.
Ahead of you, you see a group of people in civilian clothes, many
of them carrying bundles on their backs. There are about twen-
ty of them, all on foot, men, women and children. When you
drive past them, they look at you with expressions ranging from
fear to resignation.”’

Referee B has painted quite a scene. Instead of lifeless props,
the refugees take on dimension and substance. It is a much more

interesting encounter than the first one. The players might be
tempted to stop and interact with the refugees in some way.
Any number of interesting situations could result. Even if the
players don’t stop, you will have established a feeling, a sense
of realism.

Not all encounters need try for poignancy. In one of our early
Twilight: 2000 campaigns, the players met a band of gypsies.
Gypsies are not on the encounter table, but | decided to spice
things up a little bit (inspired by the presence of Romany, the
language of the gypsies, on the language list). Through the use
of good description and well-realized NPCs, the players spent
a few days in the camp taking some needed R&R. When the
two groups parted, the players felt as if they were leaving friends
rather than a set of cardboard cutouts.

Major NPCs, the sort presented in the modules, present fewer
problems, as their personalities are outlined in some detail.
However, the referee should add details if he feels it necessary,
as long as they are not inconsistant with the overall character
as described in the short module write-up. Such descriptions
are guidelines, not forged in steel.

In conclusion, remember that NPCs are the referee’s hands
and voice in the world he has created. What is being simulated
are human beings, not department store dummies. Keep this
in mind and your campaign, whatever game it is, will be the
richer for it.

— Frank Frey
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TRAVELLER

NEWS SERVICE

DENTUS/REGINA (0601-C979500-A) Date 063-1112

q Informed sources today leaked information indicating that the group of renegade Vargr which
have eluded capture since the end of the recent war has probably fled the Spinward Marches
for parts unknown. Several alleged members of the group were reputed to have been captured
when they attempted to hijack a merchant ship near here late last year, and have been held in-
communicado since that time.

9 Admiralty public relations officer Captain Gaviin Ammern refused to comment when asked
why the capture of some of the renegades has been kept secret for so long.

QUAR/CHRONOR (0808-B532720-B) Date: 092-1112
9 In an official statement issued today, the Imperial government formally declared all worlds
in the Regina, Jewell, and Lanth subsectors to have reverted to their pre-war travel classifications.
9 With this proclamation, the last of the emergency proclamations promulgated during the re-
cent war are withdrawn, and life in the Marches returns to normal.

Traveller News Service is another Imperium-wide benefit of
membership in the Travellers” Aid Society.

Aﬁﬂ':ﬁss‘r - || Traveller Players Can Survey and Explore
' s New Worlds With GRAND SURVEY!

Size 8,000 km . ..exotic atmosphere . .. hydrographic 30% . ..
you've seen UPP stats like these hundreds of times - now find out what
they really mean. Get more world detail than you ever dreamed of. Details
of atmosphere, volcanic activity, tectonic plates, mapping, minerals and
other resources, weather and temperature, population demographics, star-
port locations, ice caps, deserts, and more!

GRAND SURVEY includes:
e Imperial Scout survey procedures
¢ High-Tech survey equipment (each piece illustrated)
¢ Detailed information on starship sensors
¢ Complete plans of the Donosev class Scout survey vessel
e Detailed data on TLY to TL15 vacc suits (each one illustrated)
e Extensive world design rules by J. Andrew Keith
e A complete index
e Color cover and full 81/2 x 11 format— packed with information

The Next Time You Step Onto a New World, You’ll Know
What It’s Really Like - If You Have GRAND SURVEY!

Available at Your Travelier Dealer in June.

Or Send Check or Money Order for $7 pius $1 Postage and Handling to:
Digest Group Publications, Dept. 1.4, 8979 Mandan Ct., Boise, ID 83708.

(Overseas Orders: Send International Money Order or Cashier’s Check in
U.S. Funds for $7 plus $2.50 Postage and Handling) VISA and MasterCard
Accepted - Phone {208) 362-3094.

Dealer inquiries Invited.




Fleet Escort
Lisiani
Workhorse of the Squadron

The Imperial Navy orders the design and construction of ships
based on real or perceived tactical and strategic needs of the
fleet. One very real need is routine fleet security and support;
the big battleships and battle riders are powerfully armed, but
they need smaller ships to run their errands and to protect their
arrival in and departure from a system. The Fleet Escort is a ship
class designed for this mission.

Fleet Escorts come in a variety of classes, tonnages, and
firepower types, and over the centuries, the imperial Navy has
procured them all. One type currently in service is the P. F. Sloan
class Fleet Escort. Typical of ships in the class is Arian Lisiani,
named for an Imperial naval hero of the Aslan Border Wars.

Built in 1037 at Mora, the Lisiani is now beginning to show
its age, but two subsequent refits have enabled it to keep up
with the demands of the Imperial Navy’s fleet admirals.

The Lisiani is built as a cluster of cylinders, each committed
to a specific role in the structure of the ship. The main hull con-
tains the drives, life support, and quarters. The forward section
houses the controls, bridge, and administration areas.
Assembled as a belt around the waist of the main hull, the secon-
dary cylinders house fuel, weapons bays, and small craft
hangars.

Consistent with its mission, the Lisiani must be able to move
at speeds equal to the ships it escorts and fight for a brief inter-
val until those ships are ready to engage in battle. For a ship
to stand in battle, it needs to be both defensively and offen-
sively equipped. As a result, the ship devotes a high percentage

Arian Lisiani

Arian Lisiani began her career in the Imperial Navy in 220,
joining Flight Branch as a graduate of the prestigious Imperial
School on Sylea. Her early career achivements were mixed.
After distinguishing herself in the discovery and assimilation
of some border states of llelish, she was cashiered for in-
subordination during hostilities with the Aslan (she was
reinstated after intervention by Admiral Voseyevski, a
classmate at the Imperial School).

Lisiani distinguished herself in exploits during the Aslan
Border Wars. As a Captain temporarily commanding a pur-
suit squadron, she directed forces in the relief of Warinir
(Daibei sector) after it was occupied by an Aslan expedi-
tionary force. The relief was successful, and the Aslan were
driven from the system. Lisiani personally commanded the
cruiser which diverted the main Aslan fleet away from
Warinir; with her ship severely damaged, she managed to
close on the Aslan command ship and destroy it before she
was herself destroyed.

Arian Lisiani was awarded the Starburst for Extreme
Heroism posthumously, and there has been a ship in the Im-

‘perial Fleet named for her continuously since 345.

of its hull to drives and can achieve jump-4 and 6G accelera-
tion. It has agility 6 for maximum protection, and a highly rated
Model/9fib computer. Furthermore, the ship’s hull is armored
(factor-b) and active screens in the form of meson screens
{(factor-2) and nuclear dampers (factor-2) are also fitted. In the
offense, the ship has two 50-ton missile bays (factor-9) and
three laser batteries (also factor-9).

Overall, the Lisiani was designed to last in battle just long
enough for the larger ships in its squadron to arrive and deploy
(or conversely, just long enough for the larger ships to make
a clean escape). For that job, the ship is well-suited.

But the Lisiani has other missions. Available ships are often
sent off on independent operations— gunboat diplomacy,




showing the flag, orbital support of ground operations, transport
of diplomats, refugees, or VIPs, fleet courier operations, search
and rescue operations, and even flagship duty for some
squadrons. The Lisiani has proven itself capable of handling
these routine missions as well.

CREW

Essential to the proper operation of any ship is its crew. The
Lisiani carries a crew of forty— 32 ratings and eight officers.
The ship’s personnel are organized into several sections, and
a chain of command connects each crewman through one or
more officers to the ship’s Captain.

The Command Section: The command section is composed
of the ship’s captain and the heads of the ship’s departments.
It includes the commanding officer (usually a Commander, rank
05, but always called the Captain; he is also the pilot), the Ex-
ecutive Officer (Lieutenant Commander), the Gunnery Officer
(Lieutenant), and the Engineering Officer (Lieutenant
Commander).

The Engineering Section: The engineering section is the largest
on the ship, requiring fourteen persons to properly maintain and
operate the ship’s drives. In command is the Chief Engineer
(Lieutenant Commander), assisted by the Second Engineer
(Lieutenant). The remaining twelve in the section are ratings with
a variety of skills and experiences.

The Gunnery Section: The gunnery section is tasked with
maintaining and operating the ship’s weapons. Commanded by
the Gunnery Officer (who works on the bridge, the section is
divided into three squads: Lasers, Missiles, and Screens. The
Laser squad consists of three gunners who operate the three
laser batteries. The Missile Squad has four gunners who man
the missile bays. The Screens squad has two operators for the
nuclear damper and two operators for the meson screen.

The Navigation Section: The navigation section is responsi-
ble for planning and plotting the ship’s course, and carries a
subordinate responsibility for the operation of the ship’s cut-
ters. Commanded by the Navigation Officer (a Lieutenant who
himself reports to the Executive Officer), it consists of three cut-
ter pilots (petty officers) and a navigation clerk.

The Communications Section: The communications section
handles avionics, electronics, and computers aboard the fleet
escort. Members are responsible for repair and maintenance as
well as operation. Commanded by the Communications Officer
{a Lieutenant who himself reports to the Executive Officer), the
section has three petty officer members.

The Medical Section: The medical section is responsible for
health and welfare of the crew, and this mission. Commanded
by the Medical Officer (a Lieutenant who himself reports to the
Executive Officer), it includes two petty officers trained in
medical procedures.

The medical section is also responsible for operating the ship’s

Fleet Escort Arian Lisiani {Sloan Class)
batteries bearing
batteries

FE-E3469J2-502200-90009-0

automated meal system.

Support Activities: There are no support personnel directly
assigned to the ship. Required tasks and chores are assigned
on a rotating basis to all of the ship’s crew.

Ship’s Troops: There are no assigned ship’s troops aboard.

EVOLUTION OF THE DESIGN

The appearance of the Lisiani is characteristic of some high
technology ships; attention is paid to performance and interior
outfitting, but the exterior is viewed by the naval architect as
simply a container for the ship’s volume.

Labor is a costly commodity on high-tech industrial worlds,
and as a result, standard sizes, shapes, configurations, and com-
ponents are easier to obtain than special ones. In the interests
of easy construction, the naval architect settled on easily ob-
tainable cylinders (of tech-15 armor material) and sacrificed
some aesthetics in the process.

In addition, previous design prototypes of this kind of ship
had played with L-Hyd tank fittings in order to produce a high-
jump capable Fleet Courier. Those existing hull specifications
were easily used when this ship was designed.

BOOK 2 DESCRIPTION

The following description details the Lisiani/ according to basic
Traveller standards (even though it was designed and built us-
ing High Guard).

Fleet Escort (type FE): Using a custom 5,000-ton huli, the
Fleet Escort is a naval fighting ship commonly assigned to
squadron support activities. It mounts jump drives capable
of jump-4 and maneuver drives capable of 6G acceleration.
Fuel tankage of 2,450 tons supports the power plant and one
jump-4. On the deck beneath the bridge is a computer
Model/9fib. There are 24 staterooms and no low berths. The
ship has thirty hardpoints and two 50-ton bays. Installed on
the hardpoints are triple laser turrets (organized into batteries
of ten turrets each); the two bays are equipped as missile
bays. There are three ship’s vehicles: three modular cutters.
Cargo capacity is 40 tons. The hull is not streamlined.

The Fleet Escort requires a crew of 40: eight officers and
thirty-two ratings. Occasional passengers are possible if of-
ficers are required to double bunk. The ship costs
MCr3,334.5 and requires 38 months to build.

REFERENCES

The P. F. Sloan class Fleet Escort (of which the Lisiani is a
member) has been mentioned in the following Traveller books:

Fighting Ships, Traveller Supplement 9, page 18.

The Spinward Marches Campaign, pages 32-39. The 154th
Battle Rider Squadron.

Passengers=0. Low=0. Cargo=40. Fuel=2,450. EP=450. Agility=86. Troops=0. Fuel Scoops. Three cutters.

Cutter Chrysolite (Mineral Class
batteries bearing

batteries

Passengers=12. Cargo=15. Fuel=13.5. Agility=4.

YY-0204401-000000-00002-0

MCr3,334,5 5,000 tons

3 2 TL=15
3 2 Crew=40
MCr30.25 50 tons

1 TL=9

1 Crew=2




DESIGNING THE LISIANI

Producing deck plans from a set of High Guard statistics can
be an intimidating experience. The following is a chronicle of
the way | went about it for the Lisiani deck plans.

Early on, | decided to produce a set of deck plans for the
P. F. Sloan class Fleet Escort. The Sloan class figured prom-
inently in the recent Spinward Marches Campaign (as part of
the 154th Battle Squadron), and frankly, | was curious to see
how the ship was put together.

The primary reference for the Sloan class Fleet Escort is a
Paul Jaquays illustration in Traveller Supplement 9, Fighting
Ships. Accompanying the picture is a detailed High Guard
description, including USP and some background details.

Ship Volume: Deck plans are produced using a grid with 1.5
meter squares; one cube (1.5 meters on a side) equals one
quarter of a ton. Assuming an interdeck separation of 3 meters,
then two deck squares are equivalent to one ton.

Analyzing the illustration of the Fleet Escort, | was able to
break it down into four component structures: the main hull,
the external tanks, the aft cone, and the forward hull. Using
a photocopy of the picture, | marked approximate relationships
of various dimensions. For example, | estimated that there were
ten external tanks, each about half the diameter of the main
hull, and approximately half the length of the main hull. The
main hull itself is about 2.5 times as long as it is wide.

Using the formulae for the volume of various geometric
solids, | computed approximate volumes and came up with the
following estimates:

Main Hull: 2,000

External Tanks: 2,000

Aft Cone: 400

Forward Hull: 600

Total: 5,000

Using this information, | constructed an initial draft side view
of the ship. | changed the outline several times, trying to make
the profile conform with the available picture.

With a completed side view, it is possible to accurately com-
pute tonnage. it came in slightly over, so | reduced the lengths
of the external tanks to bring the tonnage within limits.

The ship description specified several components, and it
was important to include them in the drawings. They included
provisions for three cutters, two 50-ton missile bays, and three
batteries of lasers (ten turrets each). The ship also required
quarters for 8 officers and 32 crew members, and a hold for
40 tons of cargo.

The External Tanks: the tonnage of the other structures is
fairly well fixed, but | saw some potential for manipulation of
the external tank tonnage. By altering the length or diameter
of the tanks slightly, | could allow unusual or unexpected fix-
tures. This was important because the cutters | wanted to in-
stall in the ship would not fit on a single deck, either by length
or height. | left eight of the tanks as originally designed. The
ninth was converted to hold the three cutters; by installing
longitudinal holding tubes, they could launch and dock with
a minimum of effort. The tenth tank was slightly lengthened,
and the two 50-ton bays were installed: one at each end. The
space between the two remained fuel tankage.

Facility Layout: | treat required tonnages as requirements for
total ship tonnage. Within the ship, | did not feel compelled
to make each stateroom four tons, nor the bridge precisely one
hundred tons; instead, the sum of the tonnage is distributed
around the ship as support facilities or corridors.

In analyzing the ship and its mission, | decided that there
was a need for the following as well:

Armory: For maintenance and repair of on-board weaponry,
and for secure storage of small arms used by the crew.

Vehicle Deck: For garaging vehicles that the ship might carry.
The illustration showed a small vehicle which | decided was
a GCarrier (since it was not consistent with the cutters | felt
the ship carried). A vehicle deck also allows the ship to receive
GCarriers or air/rafts serving as couriers from other ships.

Mess Deck: To consolidate recreation and meal service for
the crew and the officers. Putting the mess facilities all on one
deck made a large recreation area possible.

Miscellaneous Equipment: Provision for such essentials as
avionics, the ship’s locker, assembly areas, and a dedicated
captain’s area.

The Drives: The drives took up 31% of the ship, but when
linstalled them in the main hull and the aft cone, In found they
took up all but a few tons (reserved for the aft laser battery)
of the cone and nearly 65% of the main hull.

Rather than present many repetitious drive decks, | decided
to show only a few representative ones and concentrate in-
stead on the living and fighting decks.

The Bridge: Because the bridge is the nerve center of the
ship, | like to put special attention into its design. Given the
shape of the forward hull, | decided on a two level bridge—
a pit with the pilot/captain, navigator, and gunnery control of-
ficer, and a raised balcony around it where subordinate officers
could perform their duties. Moreover, | envisioned several small
chambers off the main bridge where the commanding officer
could brief visitors, or where the officer of the day could stand
watch. —Marc W. Miller
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INTRODUCTION

These are draft rules for use with Twilight: 2000 miniatures.
We have received a lot of requests for such rules and recog-
nized fairly early in the project that these rules were needed as
soon as possible. On the other hand, when we actually publish
such rules for sale, we want to be sure that they are top-notch.
Obviously, “‘best” and ‘‘soonest’’ are in direct conflict. The solu-
tion we have come up with is this set of draft rules. We pre-
sent them here as a free insert in the magazine. We intend to
later publish and sell a more polished and detailed set of rules.
In the meantime, these rules will enable you to play the basic
game system. We would very much appreciate hearing from you
about these rules. All comments and suggestions will be a big
help to us in preparing the final rules for publication.

GAME SCALE

Each inch on the playing surface represents ten yards of ac-
tual ground. Each heavy weapon and vehicle represents one ac-
tual weapon or vehicle. Each stand of two infantry or light crew
served weapons represents from four to six men. Each stand
of one figure represents a single leader or scout. Each game turn
represents five minutes of elapsed time.

MOUNTING FIGURES

Miniatures are mounted on bases. Single figures (leaders and
scouts) are mounted on bases 12'’ square. Two-man bases and
crews of heavy weapons are mounted on bases 1’ square.
Bases may be cut from styrene plastic sheet, heavy cardboard,
balsa wood or any convenient material. For aesthetic effect, the
figure bases may be concealed with epoxy putty or a similar
compound, and covered with model railroad scatter grass or
painted.
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SEQUENCE OF PLAY

. Command Phase
. Movement

. Opportunity Fire
. General Fire

. Close Fire

. Morale

. Melee

NO oS WN -

COMMAND CONTROL

Command control is the most important
single aspect of these rules. Understanding
of the command control rules is essential to
effective play of the game.

A. General Rule: Non-demoralized units re-
quire orders to move. Orders only affect the
movement of a unit, never its ability to fire.

B. Orders: There are three simple orders
that can be given a unit during the command
phase. Each order is represented by a chit
placed beside the unit during the command
phase. Order chits can be made from blank
counters or similar sized pieces of cardboard or paper. The chit
should be covered up when placed so the enemy cannot see
it. Pennies or other blank counters work well for this. The chit
is revealed before movement. The three possible orders are:

1. Cautious Advance
2. Fuli Advance
3. Rally/Regroup

Cautious Advance: This order should be represented by a chit
with the outline of an arrow on it. The arrow of the chit is pointed
in the direction of intended movement. The unit may move as
far as it wishes up to half of its movement allowance. If a unit
moves exclusively on a road, it may use its road movement
allowance. If any part of its movement is off of a road it must
use its cross country movement allowance for the entire move.
Units which move half may not fire during opportunity fire, but
may fire during the general fire phase, and may be eligible to
fire during the close fire phase.

Full Advance: This order should be represented by a chit with
a solid arrow on it. The arrow of the chit is pointed in the direc-
tion of intended movement. The unit may move as far as it
wishes up to its movement allowance. The unit need not move
its entire movement allowance, but must move at least half of
it. If a unit moves exclusively on a road, it may use its road move-
ment allowance. If any part of its movement is off of a road it
must use its cross country movement allowance for the entire
move. Units which move full may not fire in the opportunity or
general fire phase, but may be eligible to fire in the close fire
phase.

Rally/Regroup: This order should be represented by a chit with
an R on it. A Rally/Regroup order enables units to recover from
demoralization. Any unit which receives a rally/regroup order
automatically rallies. A Rally/Regroup order is also used to con-
vert fugitives back into fuhctioning combat units. Any two
stands of fugitives may be combined into a single full-strength
stand with a Rally/Regroup order.

C. Giving Orders: There are two types of units which are im-
portant to the order process: scouts and commanders. All scouts
and commanders are mounted as single figure stands.

Scouts: A scout may always be given a movement order
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(cautious advance or full advance). The order applies only to
the scout. (This means that a scout may always move in any
fashion he desires. The order chit merely serves to record the
player’s intention in advance.)

Commanders: A commander may always give one order. The
order chit may be placed anywhere in the field of vision of the
commander. Alternatively, if the commander has a radio, he may
place the order chit by the location of any or all subordinate
vehicles or stands which have radios.

Once placed, the order applies to any subordinate vehicle or
stand, or any group of vehicles and stands, within five inches
of the order chit. If the commander is within five inches of the
order chit he may or may not be included in the order, at the
player’s discretion. All units affected by the order move in a
group. (In other words, the commander can give an order to part
or all of his men. If the order applies to him as well, it effective-
ly means that he is moving and saying ‘‘follow me’’.}

Demoralized commanders may not issue orders.

Figures representing player characters should always be
mounted as single figures. The referee should decide whether
on not a player character can serve as a commander. If not, he
should be considered a scout.

MOVEMENT

Units are moved during movement and end their move fac-
ing in the direction they moved. They must be moved in the
direction of the arrow on their order chit.

Infantry always moves at the walk movemegnt rate (4'') until
it comes under fire or spots an enemy unit. infantry may always
run {8’’) in any turn immediately after it has been fired on and
whenever there is at least one enemy unit visible to it during
the turn.

Mount/Dismount, Limber/Unlimber takes place during move-
ment. Infantry pay half their movement to mount or dismount.
Towed guns pay all of their movement to limber and unlimber.

The vehicle transporting the infantry or gun pays half of its
movement to mount/limber or dismount/unlimber, regardless of
the type of unit carried.
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TERRAIN EFFECTS ON MOVEMENT

Infantry pays double cost when moving
through creeks and swamps, but is other-
wise unaffected by terrain.

Tracked Vehicles pay double when mov-
ing through woods and creeks, may not
enter swamps, and pay a 1"’ penalty per
contour crossed (up or down).

Wheeled Vehicles may not cross creeks
except at fords (and pay double movement
cost to do so), pay quadruple cost to move
through woods, may not enter swamps, and
pay a 2'' penalty per contour crossed {(up or
down).

FIRE COMBAT

There are three categories of fire combat:
small arms, high explosive and antitank. Fire
may take place in any or all of the three fire
phases: opportunity, general and close.

WHEN UNITS FIRE:

Opportunity Fire: Direct fire units may fire in the opportunity
fire phase of the turn if they did not move. Indirect fire units
may fire in the opportunity fire phase of the turn if firing at the
same point as the previous turn. Indirect fire units must fire at
the same point in general fire if they fire opportunity fire.

General Fire: Indirect fire units may always fire in the general
fire phase. Direct fire units which moved half may fire in the
general fire phase. In addition, stationary direct fire units may
fire again in the general fire phase.

Close Fire: All direct fire units, regardless of movement, may
fire in close fire at any enemy unit within ten inches. Indirect
fire units may fire at any enemy unit within ten inches of the
observer of the fire.

Heavy Weapons: Mortars, all towed guns, all antitank missiles,
and heavy machineguns (12.7mm and 14.5mm]) are considered
heavy weapons and must be stationary to fire. (Exception: heavy
machineguns which are on vehicle mounts may fire the same
as any vehicle-mounted gun.)

HOW UNITS FIRE

Each unit is rated as to its combat quality. This consists of
placing it in one of four categories: novice, experienced, veteran,
and elite. The troop quality chart gives a hit number for each
type of unit at close, medium and long range. The weapon with
which the unit is equipped determines the actual distance that
each range band reaches. For example, Suppose a stand of ex-
perienced troops with M16’s (5.56mm assault rifles) fired at
a target 6 inches away. Consulting the firing chart indicates that
this is medium range for an M16 (greater than 5 inches, which
is close range, but within the 10 inch band of medium range).
Consulting the troop quality chart indicates that at medium range
an experienced unit will hit on a 3. Thus, the unit rolls for each
shot and on a roll of 3 or less inflicts a hit on the enemy.

Extreme Range: A unit may only fire at extreme range by us-
ing aimed fire, and does so using the long range hit probability
without doubling it.

ANTITANK FIRE
All antitank units are listed on the reference chart. Each
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weapon has a range in inches and a penetra-
tion number at every range band. Some
weapons also have a rangefinder bonus
listed. The chance of hitting is determined
by the troop quality (novice, experienced,
veteran, elite) and the range band (close, ef-
fective, long, extreme). Consult the troop
quality chart to find the hit number and add
the weapon's rangefinder bonus (if any). Roll
the hit number or less on a decimal die to
hit. If a hit is achieved, roll the decimal die
again and add it to the penetration number.
Subtract the target’s armor value and con-
sult the vehicle damage table to determine
the result. The following results are possible:

Crew: The vehicle crew (treated as a
stand of infantry) receives one hit.

2 Crew: The vehicle crew takes two hits

Armament: One weapon, determined by
the referee (at random, if desired) is
eliminated. In addition, the crew takes one
hit.

Mobility: The vehicle can no longer move.
In addition, the crew takes one hit.

Catastrophic: The vehicle blows up and the crew is killed. In
addition, the smoke from the burning vehicle blocks line of sight
for the rest of the game.

Armor: All AFVs (armored fighting vehicles) have a front and
flank armor rating. The front value is used if fired at from the
front 45° arc; otherwise the flank value is used.

Range Finders: The vehicle listing gives a number of
rangefinder bonuses for some vehicle-mounted weapons. These
may only be used when conducting aimed shots and are only
used when firing at vehicle-sized targets. When firing at targets
at extreme range, halve the rangefinder bonus, rounding down.

Hull Down: Any AFV which is on top of a contour and sta-
tionary is assumed to be hull down for any shots against its front
45° arc. All hit chances against it are halved, rounding fractions
down. In addition, all hits against vehicles with remote turrets
in defilade must be confirmed by an additional die roll. On a roll
of 1-5 the round actually hits; on a roll of 6+ it misses.

Terrain: A vehicle stationary in brush, hedgerow, woods, or
town has the hit chance against it halved, rounding fractions
down.

Rate of Fire: An antitank weapon may fire its full rate of fire
(ROF) each phase that it can fire, provided all shots are directed
at a single target. Units which switch targets in a phase pay
an ROF penalty of minus one. Thus, a unit with an ROF of three
could fire up to three shots at a single target or one shot at each
of two separate targets. Note that units with an ROF of one or
two may not split their fire in a phase.

HIGH EXPLOSIVE FIRE

All high explosive rounds have a burst area. In addition, most
HE rounds have a fixed number of automatic hits inflicted by
a direct hit. Each unit inside the burst area of a high explosive
round suffers a hit on a result of 5 or less. The die roll is modified
for target type and cover as indicated below:

Scout or Commander: +1

Stationary infantry: +1

Building: +2

Entrenchment: +3
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Bunker: +4

Soft Vehicle +2

Open or Wheeled AFV +3
Other AFV: +4

One hit on a vehicle cuts its speed in half and causes a crew
hit. A second hit immobilizes the vehicle and causes another
crew hit. However, enclosed AFVs (such as tanks and armored
cars) do not suffer a crew hit from HE burst.

If the round was fired during direct fire and a direct hit was
scored, the round’s automatic casualties are spread among the
units inside the burst area. If the round was fired at a structure
{such as a house or bunker}, all hits are inflicted on units inside
the structure. If the direct hit was achieved on a soft vehicle,
the vehicle is destroyed and the automatic hits are inflicted on
the passengers and crew. If the direct hit was achieved on an
armored vehicle, damage is resolved using the penetration value
of the round as explained in antitank fire.

If a weapon has a rate of fire greater than 1, or if more than
one weapon is firing at a target, the burst areas of the rounds
may be spread out to cover a wider area (in artillery fire this is
called a dispersed sheaf) or superimposed on a single target (con-
verged sheaf). If superimposed, one separate attack is made on
each target in the burst area for each shot fired.

Deviation: There is a chance that HE rounds will deviate. All
HE rounds fired by indirect fire units roll for deviation. If a 9 or
Ois rolled, there is no deviation. If another number is rolled, the
rounds deviate in the direction indicated on the deviation chart.
Roll the die a second time to determine the number of inches
the round deviates. If the weapon is firing at half range or less,
halve the die roll for number of inches of deviation.

Direct fire weapons which fire HE roll for a hit as if firing at
an AFV using the antitank fire hit chart for an HE round. If the
result is a hit, the round does not deviate. If a miss is scored,
roll for deviation as above and halve the result of the deviation
distance die roll. If the antitank fire hit chart indicates no chance
of a hit at that range, deviation is automatically rolled for and
the full value of the deviation distance roll is used.

Once a unit has fired HE at a target, the unit may, on subse-
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quent turns, adjust its fire by either shifting
the burst area up to two inches in any direc-
tion or (if the first rounds deviated) shifting
it to its original aiming point. Deviation is not
rolled for in either case.

SMALL ARMS FIRE

Infantry, machineguns, and some light
cannon HE fire is treated as small arms fire.
Small arms fire is directed at a specific unit.
The number of dice rolled for hits is deter-
mined by the type of unit firing and the
number required to hit is determined by the
troop quality of the firing unit and the range
at which the unit is firing. Hits from small
arms fire have the same effect as HE hits.

Restricted Rate of Fire: Units equipped
with weapons with a rate of fire of (1) may
never fire during the general fire phase. If
stationary, they may fire during opportuni-
ty fire. If within ten inches of an enemy unit
they may fire during close fire.

The die roll to hit is modified by the type of
unit firing and the terrain it occupies, as follows:
Target is:

Scout or Commander: +1

Stationary Infantry: + 1

Light AFV: +3

Medium/Heavy AFV: not allowed

Target in:
Woods: +1
Building: +2
Entrenchment: +2
Bunker: +2
Higher Elevation: +1

Commanders and Scouts: Single-figure bases (commanders
and scouts) halve their ROF, rounding fractions down. A rate
of fire of 1 becomes (1). A rate of fire of (1} is unchanged.

TROOP QUALITY

There are four categories of troops by quality: Novice, Ex-
perienced, Veteran, and Elite. Troop quality affects the staying
power of a unit in combat and its ability to inflict casualties.
Staying Power: Green units become fugitives when they suf-
fer one hit. Experienced units are forced back and pinned after
their first hit and become fugitives after their second. Veterans
suffer no effect from their first hit, are forced back after their
second, and become fugitives after their third. Elites suffer no
effect from their first and second hits, are forced back after their
third and become fugitives after their fourth.

Fugitives lose all combat ability and will move their full (run-
ning) speed to the rear each movement phase until they reach
cover and can no longer see the enemy. They will remain there
until regrouped or until the enemy again becomes visible. If an
enemy stand or vehicle touches a fugitive stand it surrenders.
If a fugitive stand suffers an additional hit it is eliminated. A scout
or commander reduced to fugitive status is seriously wounded
instead and may not move.

Inflicting Casualties: Different quality units have different hit
numbers and, in some cases, different rates of fire. These are
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explained on the troop quality chart.
HE Fire Deviation: Green units double the result of their devia-
tion rolls. Elite units halve the result.

MORALE

All units have a morale rating, determined by their troop quali-
ty. In some cases the referee may wish to vary this based on
the particular situation being gamed. (It is possible to have very
inexpert troops who have terrific morale, or very competent
troops who simply don’t want to fight today.)

All units check morale by group. A group for morale purposes
is a unit or group of units within five inches of each other and
operating under the same orders.

A unit checks morale in the morale phase. It checks morale
if it has been fired at in any phase of the turn. To check morale,
roll a die and compare it to the unit’'s current modified morale.
The unit’s current morale is its original morale modified as
follows:

Each AFV destroyed in unit this turn: —2

Each other casualty (hit) suffered this turn: —1

Enemy infantry within 10 inches: — 1

Enemy AFV within 10 inches -2

Unit is or has previously been demoralized: —2

Unit is under cover: + 2

For every six vehicles or stands in the unit, ignore one —1
maodifier.

To check morale, roll a decimal die. f the die roll is equal to
or lower than the unit’s morale, it passes the check. If it is one
or two higher, the unit is pinned. If the result is three or four
higher, the unit is forced back and pinned. If the result is five
or six higher, the unit is demoralized. If the result is seven or
more higher, all stands of the unit are converted to fugitives and
all heavy weapons and vehicles are abandoned.

A pinned unit may not fire in the next turn, nor may it move
toward the enemy. It may move laterally or away from the
enemy,

A unit forced back must move its full movement to the rear
immediately and is pinned for the next turn. After that it is unaf-
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fected. Units in cover may be forced back deeper into cover,
but will never be forced back out of cover. A demoralized unit
may not fire or move uniess enemy units are visible to it. If so,
it will move away from the visible enemy units until it reaches
a covered position. If unable to move away from enemy units
(due to being surrounded), it will surrender. Demoralized units
remain demoralized until rallied. If a demoralized unit suffers
another demoralization result, all stands in the unit become
fugitives.

VISIBILITY AND SPOTTING

Spotting takes place at the end of the movement phase and
at the end of each fire phase. The referee determines which hid-
den units may be spotted and conducts one spotting roll for
each. This roll is based on the best chance to spot the unit by
any enemy unit. Note that only one roll is made, regardless of
how many units are capable of spotting the hidden unit. The
actual chance to spot is based on the type of unit spotting, the
type of unit being spotted, the movement of the units, and the
distance, as noted on the spotting chart.

ARTILLERY

Indirect fire must be plotted at the beginning of the turn in
which it arrives in the Command Phase. An artillery unit may
not be plotted for until it is unlimbered. An artillery unit may not
be plotted for unless the target point is under observation by
a qualified spotter. All commanders and scouts with radios are
qualified spotters. Each spotter may only spot for one mission
per turn.

To plot the mission, write down the foliowing:

1. Which unit is firing

2. What it's firing (HE/SMOKE)

3. Where it's supposed to hit

4. Concentrated or dispersed fire

5. Who's spotting

AMMUNITION

All weapons have limited supplies of ammunition in the game.
Each unit should have a sheet of paper that tells the weapons
each stand is equipped with and how many shots for its weapon
the stand is carrying. For small arms
weapons in these rules, a “‘shot”’ is thirty
actual bullets. For large caliber guns,
missiles, grenade launchers, etc., it is one
round. Each time that a unit fires, it uses one
shot.

Small arms ammunition is divided into
light ammunition (all pistol, SMG and small
caliber assault rifles and auto rifles) and
heavy ammunition {all 7.62 rounds and
larger for battle rifles, sniper rifles, shotguns,
sporting rifles, and machineguns). As a good
general rule, a man can carry six shots worth
of heavy ammunition or twelve shots worth
of light ammunition. This means that a two-
figure fire team stand would have either 24
shots of heavy ammunition or 48 shots of
light ammunition. When a stand is carrying
extra ammunition for rocket launchers, mor-
tars, etc., calculate how many such rounds
it can carry based on the formula 7 shot of
heavy ammunition = 1 kilogram.

Page 25

CLOSE ASSAULT

Close assault occurs during the close assault phase. Since
close assaults are resolved after the morale phase, actual close
assaults will be rare.

Infantry versus infantry: Pair off all stands involved in the close
assault. The side with more stands may use the extras to dou-
ble up or triple up on single enemy stands. The number of close
assaults conducted is equal to the number of stands of the
weaker side. For each close assault each opposing player rolis
a die which is modified as indicated below. The high die roll wins.
The loser suffers one casualty per stand and is routed. After
one round of close assaults has been conducted for each in-
volved stand, reallocate stands which have not routed and con-
duct the close assault again. Continue this until only one side
remains with unrouted stands.

Close Assault Die Roll Modifiers

Scout/Commander: —2

Machinegun or weapons crew: —2

Submachinegunners: +2

Engineers: +2

Each extra stand: +2

Mounted cavalry: +2

Higher morale: + difference

Infantry Versus AFVs: Only infantry armed with antitank
grenades or some acceptable equivalent (such as a molotov
cocktails) may close assault armored vehicles. If infantry close
assaults an armored vehicle, only the player who owns the in-
fantry rolls the die. One die roll is made per stand of infantry.
On a roll of 1 or 2, the AFV is destroyed. On a roll of 9 or O
the infantry suffers a casualty and is forced back. On any other
result the infantry is forced back without a casualty.

Any infantry may close assault an open-topped AFV if
equipped with grenades. Subtract 2 from the die roll when
assaulting open-topped AFVs. A modified die roll of less than
one is treated as one.

REGROUPING
Stands which have been reduced to fugitive status may be
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regrouped. Two fugitive stands are
regrouped to bring one stand back at full
effectiveness.

Regrouping is an order. The command
stand which issues the order may not con-
duct any other action that turn. As with
any order, the regroup order may only be
issued to stands subordinated to the com-
mand stand. The fugitive stands to be
regrouped may not be under fire or be able
to see any enemy unit during the turn of
regrouping. When the order is given, one
fugitive stand is removed from play and
another has all hit markers removed from
it.

SMOKE

Weapons with smoke rounds may create
smoke screens. The size of the smoke
screen generated by one round is listed on
the smoke table in the reference charts.
One end of the screen is placed at the im-
pact point with the screen extending down
wind from there. If more than one round
is fired, it adds to the length of the screen.
Smoke lasts for one complete turn.

SUBMACHINEGUNNERS

Submachinegunners may fire in oppor-
tunity fire even if they moved full.

AIMED FIRE

Only stationary units may conduct aim-
ed fire, and may do so only during the op-
portunity fire phase. Units conducting aim-
ed fire have their ROF halved, rounding
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GAME CHARTS

U.S. VEHICLE CHARACTERISTICS

Vehicle Move Armor  Armament

M2 50/35 4/2 25mm (30} [+ 1], TOW (7), MG (20)
M2A3 50/35 4/2 25mm (30) [+ 1], Hellfire (4), MG (20)
M113 40/30 3/1 BHMG (20)

M115A1 40/30 3/1 25mm (30) [+ 1], MG (20)

AAVPY 40/30 3/4 Mk 19 (35) [+ 1], M2HB (20)

M750 55/40 3/2 2x MG (20}

Peacekeeper 70/25 2/2 2xMG (20)

LAV-25 60/30 3/2 25mm (30) [+ 1], MG (20}

LAV-75 55/40 6/1 75mm (36) [+ 4], MG (20)

Stingray 50/40 20/8 105mm (36) [+ 4], MG (20), M2HBI(C) (10)
M60A4 40/20 22/8 105mm (57) [+ 4], MG (20), M2HB(C) (10}
M1 50/40 55/8 105mm (55) [+ 4], MG (20), M2HB(C) (10}
M1E1 45/35 55/8 120mm (40} [+ 4], MG (20}, M2HBI(C) (10)
M1E2 50/40 80/8 120mm (40} [+ 4], MG (20) M2HB(C) (10)
Diana 50/40 2/8 2x25mm (50) [+ 1]

LAVAA 60/25 3/2 TOW Il {10) [+ 1]

iITV 40/30 3n TOW Il (10) [+ 1]

LAV PIVAD 60/25 3/2 Vulcan {180) [+ 1]

M990 40/30 6/1 2x30mm (50) [+ 1], MG (20)

PIVAD 40/30 2/1 Vulcan {180) [+ 1]

M110A2 30/20 3/1 203mm (2)

M109A2 35/256 3/2 155mm (36) [+ 1], M2HBI(C) (10)

Mo88 35/25 5/5 2x40mm (23) [+ 1]

MPGS90 60/25 4/2 90mm (24} [+ 1], MG (20)

ADATS 55/40 6/1 ADATS (16) [+ 1], MG (20)

Blazer 50/35 4/2 Pivad (180) [+ 1], Stinger (12)

M920 50/35 5/2 Hellfire (8) [+ 1]

WARSAW PACT VEHICLE CHARACTERISTICS

fractions down. Units with an ROF of 1 fire Vehicle Move Armor__ Armament
as if they had an ROF of (1) (a restricted BMP-B 40/30 3/2 30mm (20), AT-5 (3), MG (20)
ROF), and may not then fire in the general BMP-C 45/30 4/2 30mm (20) [+1] AT-5 (3), AGL (100)
fire phase. Units with a restricted ROF BTR-70 55/25 2/2 KPV (20)
which conduct aimed fire in the opportuni- OT-64 60/30 3/2 KPV (20)
ty fire phase may not fire in either the BRDM-3 70/25 2/ 30mm (10), MG (20)
general fire phase or in the close fire phase. OT-65 70/25 mn 23mm (15), MG (20)
Aimed fire is resolved as normal fire, but T72 40/25 30/8  125mm (40) [+ 3], MG (20), DShK(C) {10)
the firing unit’s hit number is doubled. T80 40/25 35/10 125mm (40) [+ 3], MG (20), DShK(C) (10}
—Frank A. Chadwick T90 40/30 65/10 125mm (40) [+ 4], MG (20), DShK(C) (10)
SAU-122 40/30 3/2 122mm (40), DShK(C) (10)
SAU-152 35/25 3/2 152mm (30), DShK(C) (10)
ZSU-30-6 65/40 2/2 30mmGG (50)
TROOP QUALITY CHART
Hits
Type Close Mdm. Long 7 2 3 4 5 ROF MOR
Novice 4 2 0 FG FG EL EL EL — 4
Experienced 5 3 1 FB FG FG EL EL - 6
Veteran 7 4 1 NE FB FG EL EL +1 8
Elite 8 5 2 NE NE FB FG EL +2 10
Notes:

Close = Close Range; Mdm. = Medium Range; Long = Long Range; FG = Fugitive; EL =
ate of Fire; MOR = Morale.

Eliminated; FB = Forced Back; NE = No Effect; ROF =
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HIGH EXPLOSIVE FIRE

Weapon Ammo ROF Close Medium Long Ext. CHARACTERISTICS
M202 HEAT 4 10:25 20:25 40:25 80:25 Auto
WP 4 10: -3 20:-3 40: -3 80:-3 Round Burst Hits
Armbrust HEAT 1 10:30 20:30 40:30 80:30 30mm GL 3’ 0
40mmGL* HE 1 10:—-4 20: -4 40:-4 - 40mm 3" 0
HEDP 1 10:0 20:0 40:0 — 40mm GL 3 0
Mk 19 HVHE 8 20:—-4 40: -4 80:-4 160: -4 60mm Mtr 4’/ 1
HVHEDP 8 20:0 40:0 80:0 160:0 75mm 2" 1
Tank Breaker HEAT 1 200:66 - - - 81mm Mtr 6’ 1
TOW i HEAT 2 350:70 - - — 82mm Mtr 6’ 1
Hellfire HEAT 2 400:90 - - - 90mm 2" 2
ADATS HEAT 2 800:100 — — — 4.2" Mtr 8" 2
M2HB API 3 16: -1 32:-2 64:-3 128: -4 105mm 4" 2
SLAP 3 16:3 32:1 64:—1 128:-3 120mm Mtr 9" 2
20mm AP 6 20: -1 40: -2 80:-3 160: -4 120mm 6" 3
HE 6 20: -4 40: -4 80:—4 160: -4 122mm 6"’ 3
25/30mm API 5 25:6 50:4 100:1 200:~3 126mm 6" 3
APFSDSDU 5 25:15 50:10 100:5 200:0 152mm g’ 4
HE 5 25: -4 50: -4 100: -4 200: -4 155mm 8" 4
40mm HE 5 30:-3 60:-3 120: -3 240:-3 203mm 127 5
HEPXPF 5 30:-6 60: -6 120: -6 240:-6 20mm *
75mm APFSDS 10 40:25 80:20 160:15 320:10 23mm *
HEAT 10 30:25 60:25 120:25 240:25 25mm *
HE 10 30:0 60:0 120:0 240:0 30mm *
WP 10 30:-5 60: -5 120: -5 240:-5 -
* Treat as small arms fire
90mm HE 4 25:2 50:2 100:2 200:2
APDS 4 30:30 60:25 120:20 240:10 | SMOKE TABLE
HEAT 4 25:30 50:30 100:30 200:30 Round Smoke Screen
WP 4 25:-5 50: -5 100:-5 200:-5 40mm HC  e'"x 1"
105mmH HE 4 25:4 50:4 100:4 200:4 60mm WP 147" x 1"
HEAT 4 25:35 50:35 100:35 200:35 81mm WP 2" x4’
105mm HEAT 4 40:35 80:35 160:35 320:35 82mm WP 2" x4'
APFSDS 4 50:35 100:30 200:25 400:15 4.2 WP 3"x7"
APFSDSDU 4 50:70 100:60 200:50 400:30 105mm WP 3" x 7"
WP 4 40:-5 80:-5 160: -5 320:-5 HC 17 % 4"
120mm HEAT 4 40:40 80:40 160:40 320:40 120mm WP 4" x 8"
APFSDS 4 50:40 100:35 200:30 400:20 HC 2" x 8"
APFSDSDU 4 50:80 100:70 200:60 400:40 122mm WP 3" x 6"’
WP 4 40: -5 80:-5 160: -5 320:-5 HC 1-12"" x 6"
155mm HE/CLGP 2 35:9 70:9 140:9 280:9 152mm WP 4" x 9"’
HEAT 2 35:40 70:40 140:40 280:40 HC 2" x 10"
WP 2 35:-5 70: -5 140: -5 280:—-5 155mm WP 4’ x 9"’
165mm HEP-T 2 12:60 25:60 50:60 100:60 HC 2" x 10"
* Includes M203 and HK69 grenade launchers. 203mm WP 5" 10"
HC 4'" % 16"

VEHICLE DAMAGE TABLE

Die Result Die Result

1 No Effect 11 Catastrophic
2 No Effect 12 Armament

3 Crew 13 Catastrophic
4 2 Crew 14 Mobility
5 Armament 15 Catastrophic
6 Mobility

7 Armament

8 Mobility

9 Catastrophic

10 Mobility
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WARSAW PACT ANTITANK WEAPONS

Weapon Ammo ROF Close Medium Long Ext.
RPG16 HEAT 4 15:35 30:35 60:35 120:35
AGS-17 HE 5 15:-4 30:-4 60:—-4 120: -4
HEAT 5 15:-2 30:-2 60-2 120: -2
AT-4 HEAT 1 200:45 — - —
AT-5 HEAT 1 350:55 - — —
DShK APl 3 16:—1 32:-2 64:-3 128:-4
KPV AP! 4 20:0 40: -1 80: -2 160: -3
23mm APl 5 25:0 50: -1 100: -2 200:-3
HE 5 25:—-4 50: -4 100: -4 200: -4
25/30mm API 5 25:6 50:4 100:1 200:-3
APFSDSDU 5 25:15 50:10 100:5 200:0
HE 5 25:-4 50: -4 100: -4 200: -4
122mm HE 4 30:7 60:7 120:7 240:7
HEAT 4 30:40 60:40 120:40 240:40
wpP 4 30:-5 60:-5 120: -5 240:-5
125mm HE 2 40:7 80:7 160:7 320:7
HEAT 2 40:40 80:40 160:40 320:40
APFSDS 2 50:40 100:35 200:30 400:20
APFSDSDU 2 50:80 100:70 200:60 400:40
152mm HE 2 30:9 60:9 120:9 240:9
HEAT 2 35:35 70:35 140:35 280:35
WP 2 30:-5 60: -5 120: -5 240: -5
SMALL ARMS
Weapon ROF Close Medium Long Extreme
Crossbow (1) 2 4 8 16
Hunting Bow 1 1 3 6 12
Pistol 1 1 3 6 12
Submachinegun 2 3 6 12 24
5.45/5.56 Assault Rifle 2 5 10 20 40
AKM Assault Rifle 2 4 8 16 32
Battle Rifie 1 6 12 24 48
M21, PSG1, SVD 1 7 14 28 56
Other Sniper Rifle (1) 7 15 30 60
.22 Rifle (1} 5 10 20 40
.30-06 Rifle (1) 8 17 34 68
Other Sporting Rifle (1) 6 12 24 48
DB Shotgun 1 4 8 — —_
Pump Shotgun 2 4 8 - —
HK-CAW 5 4 8 R -
Auto Rifle (bipod) 3 7 15 30 60
LMG (bipod) 4 9 18 36 72
MMG (tripod) 4 12 24 48 96
DShK/M2HB HMGs 3 16 32 64 128
KPV HMG 4 20 40 80 160
Notes:

Auto Rifles are treated as 5.45/5.56 assault rifles if not fired from a bipod. A 7.62 machinegun
fired from a bipod is light, fired from a tripod it is medium. If carried and not fired from a mount,
reduce the ROF to 2 and use the battle rifle ranges.
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Bait: Q-Ships in Traveller

Piracy is an obstacle to commerce in underdeveloped and fron-
tier regions which cannot support regular navies large enough
to keep a good watch on every star system, Since such regions
are excellent markets for medium to high tech goods and good
sources of raw materials, interstellar commerce is attracted to
them nonetheless. Lacking sufficient regular patrol ships to keep
the trade routes under constant observation, governments and
megacorporations find that one economical way to curtail piracy
is to lure the malefactors into a trap which will stop their ac-
tivities permanently. A common form of trap is the Q-ship: a
starship designed to lure corsairs by giving the appearance of
a weak, poorly-armed merchant ship, but having sufficient

combat power to defeat them.

These ships can be a valuable element in anti-pirate forces
of many planetary and subsector governments throughout
known space. Companies may also purchase Q-ships for use
in areas where local governments either cannot or will not con-
trol piracy; they find the expense of Q-ships a bargain when a
raider which has preyed upon a profitable trade route is hunted
down at last.

DEPLOYMENT AND USE

The basic mission of the Q-ship is to attract targets by pos-
ing as a merchant and then surprise the enemy with its combat
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power. For this purpose, Q-ships must not only look like mer-
chant ships; they must also be encountered in the same areas
carrying out the same activities. Therefore, the patrol route of
a Q-ship on piracy patrol will resemble the run of a subsidized
merchant or the meanderings of a free trader. Besides supporting
the deception, such a route naturally rotates each Q-ship around
the frontier regions it protects, and the advanced regions which
provide it with maintenance and supplies.

The number of Q-ships on these patrol routes depends on the
balance between the costs of purchasing and operating the Q-
ships and the costs the Q-ships save by curtailing pirate activi-
ty. If an area suffers little from piracy (because it is too well
patrolled, or because there is too little trade to be worth prey-
ing upon), no government or corporation is likely to pay for
specialized ships to curb it. However, they will consider the use
of Q-ships if a region is too rich to abandon due to piracy but
not developed enough for extensive patrolling. It should be noted
that individual Q-ships are more expensive to operate than patrol
ships because such decoys cannot be effective without enter-
ing combat (unlike the patrol vessels) but the Q-ships can be
cheaper collectively because fewer are required. In any case,
sufficient patrols of whatever type will make piracy a losing
proposition. For a discussion of this principle from a pirate point
of view, see Steve Sowards’ article '‘The Ecology of Piracy in
the Spinward Main”’ in JTAS #19.

On patrol, a Q-ship will maneuver like the trading ship it is
simulating and keep its extra weapons hidden. Standard tac-
tical doctrine calls for the Q-ship to drop this subterfuge and
open fire immediately once the enemy definitely reveals itself
(either by hail or by hostile action). Since many victims try to
intimidate their prey into surrendering their ships intact before
shooting, the Q-ship often gets the first attack. Even if the
pirates shoot first, the superior computer and maneuverability
of the Q-ship can cause these attacks to miss. In any case, the
surprise revelation that the pirates have taken on a target that
can outrun and outgun them can be as important a factor in
defeating them as is the actual weaponry of the Q-ship.

In wartime, these vessels are often pressed into service as
convoy escorts. In this role, they are used to set a trap for enemy
commerce raiders in much the same way as they normally trap
pirates; it has been noted that many governments bordering on
the more chaotic Vargr states see no great distinction between
pirates, privateers, and commerce raiders to begin with. When
commerce raids are particularly severe, entire Q-ship convoys
have been raised as task forces of the subsector navy to deal
with the incursion.

Another mission related to antipiracy patrol is the ’sting’’
operation, in which a Q-ship will carry police posing as a mer-
chant crew turned to smuggling or other crimes in order to gather
evidence against others suspected of such actions. The
“‘criminals’’ will approach the vessel’s captain with an
appropriate-sounding illegal proposition. If the suspect agrees,
the police will play along until sufficient evidence has been ac-
cumulated, and make an arrest. This tactic is usually practiced
only by worlds with particularly intrusive governments (law level
B +) against individuals which have come under strong suspi-
cion, since it is expensive and sometimes makes for poor public
relations.

Perhaps the most dangerous employment of the Q-ship is in
espionage. In a few cases, Q-ships have been infiltrated into
the trade routes between major empires in order to approach
and scan restricted enemy installations or visit interdicted areas.

Q-ships are well-suited for this role since they can often defeat
or escape from the type of force typically sent to detain a
suspect merchant ship, provided that the enemy does not
perceive the trick quickly enough (they may send another Q-
ship to do the job!). However, Q-ships are not as good as stan-
dard merchants for conventional smuggling agents and supplies
since their modifications are difficult to conceal from starport
authorities.

Along with most of their other missions, or when not needed
for such missions, Q-ships serve as armed transports. Even in
the most peaceful areas, some private and government cargoes
are so valuable that the sender requires high-security transpor-
tation. In regions where Q-ships are required for piracy patrols,
this need is considerably greater; also, the charges for security
shipping help defray the operating costs of a Q-ship fleet.

DESIGN AND CONSTRUCTION

Obviously, the construction of a Q-ship must enable it to look
like a vulnerable merchant ship in order to effectively decoy its
victims. Therefore, they are built on the hulls of common mer-
chant designs, despite their differences such as armor or hard-
points. Ideally, even observation at a starport will not distinguish
a Q-ship from a merchant; the ship will often need to load cargo
and refuel in the sight of outsiders.

For extra combat power, Q-ships typically carry a maximum
number of turrets, with any turrets over and above the usual
number of a merchant ship being in the form of pop turrets such
as those found on x-boats. The pop turrets installed on Q-ships
do not move except to retract and extend, and they include
special stabilizing gear {tonnage equal to turret tonnage, MCr
.1 per ton). Thus, these pop turrets do not suffer any penalties
when fired.

In addition, Q-ship hulls are often armored, and the ship design
trades cargo space for improved drives and a good computer.
These features usually give the ship a combat performance
superior to a corsair of the same size. Using this combat power
and the element of surprise provided by its deceptive ap-
pearance, a Q-ship should usually be able to cripple a corsair.

The authorities prefer that pirates be captured, so that they
can be brought to justice. A side benefit is the information gained
from intensive questioning, which often leads the forces of
justice to other malefactors. To this end, Q-ships usually include
a squad of marines or trained security personnel to board the
crippled pirate ship. Armament of these troops varies, depend-
ing on the wealth of the agency equipping them. Most common-
ly, they are equipped with combat armor, gauss rifles, snub
pistols and grenades. Since boarding actions are common, Q-
ships have ship’s boats specially equipped for troop transport.
Most Q-ships have low berths for transport of prisoners (brigs
are not the most efficient way of doing this).

A COMMON DESIGN

Q-ships vary from 200 to 800 tons, matching the range of
common merchant ships and freighters. One of the more com-
mon types is described below, built to appear as a type-R sub-
sidized merchant.

Type R (QQ) QQ-4235552-04000-00002-0 MCr 231.2152
1 3 TL=11
1 3 crew=18

Low =22 Fuel=130 Cargo=50 EP=20 Ag=4 Troops=8
continued on page 38
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The Darrian Way of Life

Excerpts from a lecture given by Terin Galyin Geryen (cultural
attache to the Darrian diplomatic mission on Regina) for the
senior sociology class at Braumarter High School.

‘| will start this lecture by stressing certain important points
where the Darrian ecological and historical background differ
significantly from the Solomani ones. These differences have
had a great influence in the shaping of our culture.

First, Darrian is generally a much more hospitable world than
is Terra. The gravity is only .5 G, there are no severe seasonal
variations, and the climate is largely very stable.

Second, our natural fertility rate is about half that of other
humans, with less population pressure resulting from this fact.

Third, in Darrian history, one of the two most significant
events is te-Teranen, {the coming of the Terrans) in —1511.
Some 30,000 immigrants arrived and settled on our world. They
did not achieve political domination, there were too many of us,
but their impact on culture and technology was significant. The
Terrans were soon absorbed into our culture, but their superior
technology (ours was rated TL 3, theirs about TL 10} changed
our world beyond the wildest imagination, creating something
that was neither the old Darrian culture nor the Terran culture.
The synergy of this amalgamation made it possible to achieve
remarkable technological advances in the next four centuries.
We surpassed even your own Imperium in our achievements.

Fourth, we come to te-Zuyes (the Holocaust). The destruc-
tion wreaked upon our world in —924 totally devastated our
world and our culture. We have yet to completely recover from
this disaster.

The first two factors that | mentioned show that there is much
less competition for survival on our world than on Terra. Violent
struggle has been much less necessary. Peaceful traits within
the human being have had more and better opportunities to
develop. A proof of this is the scarcity of wars on Darrian. We
have our violence, but it is largely restricted to the interpersonal
level. This is easily discerned in the traditional folk-tales of Dar-
rian. There are no glorious warrior heroes, performing dangerous

deeds. Our traditional heroes are instead the Scholar, who suc-
ceeds through his wisdom; or the Trickster, who overcomes his
enemies by cleverness and cunning. The Warrior is most com-
monly presented in our tales as an overmuscled simpleton, usual-
ly an obstacle to be overcome by the hero on the way to his
objective; failing that, he appears as '‘comic relief.”” Rarely is
the hero’s enemy a warrior. In Terran folk-tales, similar
characters can be found: Reynard the Fox and Bre'r Rabbit are
two of the best-known examples. The significant fact is that
the Darrian mythos has no Hercules, no Sampson.

The other two factors have taught us one thing: One cannot
stop the heavy blows of fate, whether they are to your advan-
tage or disadvantage. You can strive to make your life as good
as possible, but there is no way to assure your fortunes. The
universe pays little attention to the welfare of its miniscule
inhabitants.

The most important consequence of these factors is that my
world has no religion as such. No person can claim divine sanc-
tion for their moral or legal standpoints, and use this as a lever
to force their will on others. Our ethics and laws have grown
up slowly from the reasoning, discussions, and research of our
philosophers over the centuries. | should add that most Darrians,
myself included, accept the existence of a spiritual reality, but
this standpoint carries only a personal significance. The interac-
tion between the human being and his Creator has always been
a private matter for us. In society, the interactions between
citizens have been the most important thing.

Our common religion or philosophical view of life sees human
existence as a struggle between beast and civilization, vice and
virtue, urges and self-control. It holds that man has developed
from the animals, but has also risen above them through in-
telligence (which we believe to be the soul of a human being...his
intelligence). A human has free will, but also has animal vestiges
within which threaten the control of his rational mind over his
will. A virtuous human should always strive to acquire more self-
control and to escape from the slavery of the animal instincts.

The ethical codes we have derived from this philosophy stress
cooperation and respect for one’s fellow beings’ dignity and
value. The reasoning is strictly utilitarian. Such attitudes pro-
mote greater well-being in the long run than other attitudes. Dar-
rian society is very tolerant, provided that one does not cross
over certain boundaries of behavior. Once these boundaries are
crossed, however, the repercussions are quite severe. Inten-
tional malicious slander, a tort on most Imperial worlds, and a
minor crime most everywhere else, is severely punished among
the Darrians. | should say, as a side note, that Imperial citizens
should not fear visiting us, however. Our most severe punish-
ment is to be forever banished from Darrian territory.

Many within the Third Imperium and the Sword Worlds look
down upon us, because they regard us as small and
meek...primitive creatures not worthy of consideration as a Ma-
jor Race. We have managed to survive, and to preserve our way
of life despite the ordeals fate has visited upon our home world,
and despite our being surrounded by more violent states. We
have never been conquered by force, nor have we ever desired
to create an empire through military conquest, unlike some of
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our so-called ““betters.”” | would close with this thought: In our
history, we once achieved a level of technological development
which exceeded even the glory of the present Imperium. We
feel that we are justified in being proud of that.””

DARRIAN NAMING CUSTOMS

The following material was provided as a handout to the at-
tache’s lecture, and is reproduced here with his permission.

In the Darrian culture every adult has three names. The first
is the family name (zem te-mizbek). This is inherited from the
father, and is kept for a persons lifetime (a married woman does
not change her family name). Family names usually refer to
something from nature, an animal, a plant, or some natural
phenomenon: for example, Barek (lighting bolt) or Terin (an oak-
like tree). The family name is never used alone. The second name
is the birth name (zem te-natel). This is given to a baby by its
parents, most often immediately after birth. It most commonly
refers to a characteristic or to a flower, for example, Ros (rose),
Galyin (fair-haired), Yundis (curious). During youth and
adolescence, the child is known by this name, or a diminuative
(Gali, short for Galyin, for example).

The third name is the taken name (zem te-rutin). When a Dar-
rian reaches legal age (17 Darrian standard years, correspond-
ing to 19.7 Imperial standard years), he or she chooses a name.
In adult life, the person is known by this name. The name chosen
is of particular significance to the individual. It may refer to some-
one (such as a parent or a great philosopher) that the citizen
holds in high regard. It may refer to a career, or an event of im-
portance. Technically, almost any word can be used, and in
many cases the literal meaning of the word may not apply (a
Darrian named Kanyes may not actually be a sailor, just as a
Terran named Tailor may not make garments}. Oftentimes,
Solomani names are used, but they have been converted into
Darrian form. A few of the most common names are Geryen
(explorer), Laris (pen-master, i.e., a writer), Rengil (an equine
animal), Debhidh (David), Peter (Peter), Yander (Andrew), Zben
(Sven), Kim (Kim), Rebhek (Rebecca), Rhondigh (Rodrigo,
Roderick), Miryem {Miriam).

The taken name alone is used when a Darrian is addressed
by a relative or close friend. Formal address is by family name
and taken name. The full, three-piece name is used only in
writing or for full identification. Titles are added before or after
the name, as appropriate. Proper use of the name is essential
to correct manners.

DARRIAN WORLD NAMES

The names of the Darrian worlds are most commonly known
in the Imperium by their Galanglic spellings, originating from pre-
Imperial times. The Darrian spellings and their Galanglic counter-
parts are printed below. The worlds of the Darrian Confedera-
tion not included on this list carry Solomani or Vilani names, and
are inhabited largely by citizens of Solomani origin {who retain
many of their cultural and linguistic ties).

Darrian Daryen {(home)

Zamine Zamine (hopeful)

Mire Mire (peaceful)

llium Yelim (pioneer)

Roget Roget (gift)

Rorre Rore {fertile)

Spume Zbume {gold-colored)

THE DARRIAN LANGUAGE

A common language is used within the Darrian Confedera-
tion, called Darrian by the Imperial authorities and Daryene te-
zapet (the home language) by Darrians. The language traces its
origins back to the dominant language of the Darrian homeworld
in pre-spaceflight times, but it has been strongly influenced by
Galanglic and other languages during the 2500 years since the
arrival of the Solomani. Many Galanglic loan words are found
in Darrian, but they are heavily modified by the Darrian pronun-
ciation and are barely recognizable. For example, cloud is
rendered as /adh. A more extreme example is the noun rim (a
dream) and the verb ramem (to dream).

There are two ways of writing the Darrian languages, in pre-
contact times, Darrian was written using a syllabary, much like
the Japanese Katakana in construction (but not in actual form).
This system is called yaser te-yulep (the old script). With the
arrival of the Solomani, a Latin alphabet was introduced, called
rome te-yulep {the Roman script). The Latin alphabet gradually
replaced the old script, and today the yaser te-yulep is used only
for legal documents, poetry, and other items of special
significance. Newspapers, books, and longhand are almost
always written with the new alphabet.

WORD STRUCTURE

The intrinsic meaning of a Darrian word is carried by its root,
which consists of 1-4 consonants. The vowels signify only
grammatical meanings: for example, Do/din (a wind), Dalden (to
blow), dilden (will blow), Doldine (windy). Because of this
feature, the language needs only a few prefixes and suffixes.
Of these, the most important are te- (the definite article), -en
{plural noun ending), -e (adjective and adverb suffix for nouns).
The genetive is formed by placing the owning noun after the
owned noun, for example te-do/din te-zebar, the wind of the
ocean. In Darrian, the stress is always on the first syllabie.

A Darrian root can have the following forms: CV, CVC, or
CVCVC. The proportions of the three types are approximately
1:8:9 respectively. The initial and medial consonants may be
clusters, though not both in the same word (if you generate
words randomly, a medial cluster always takes precedence over
an initial cluster). Nouns are always CVC or CVCVC. Verbs are
always CVCVC. If a verb is formed from a CVC noun, the last
consonant is duplicated. Adjectives and adverbs are usually
CVC+eor CVCVC+e. The CV form is almost totally restricted
to pronouns, prepositions, conjunctions, numbers, and particles.

PRONUNCIATION

The Darrian language uses the following Roman letters: a b
deégiklmnoprstuyz Most of them carry the same
phonetic value as in Galanglic (differences are noted below). In
addition, there are several other sounds represented by two or
more letters (also noted below). Pronunciation of Darrian vowels
is similar to Spanish or Hebrew {with the exception of e). The
explosive consonants carry very little aspiration.

Vowels
a = uin cut
e = i in bird
é = e in met
i =iinsit

o = o in cot
U = uin put
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Consonants Notes on Particles: The Darrian language contains a very im-
bh = v in vine portant word class: particles. These are monosyllabic words that
dh = th in that define the meaning of a clause. They are always placed first in
gh = a soft, gargling g the clause. The most common are listed below, with examples
g = a harder g, as in good of their use.
ng = as in sing Nos = question (Nos ni rumim? Do | dream?)
ngg = a longer version of the above, like finger Ze = desire (Ze ni rumim. | wish to dream)

y = y in yes (not used as a vowel) Kon = amplification (Kon ni rumim. | dream vividly)
Me't = iteration (Me’t ni rumim. | dream often)
DATA FOR WORD GENERATION Kas = uncertainty (Kas ni rumim. | am not sure that | dream)
Consonants Tik = possibility (Tik n/ rumim. | may be dreaming)
Initial Medial Final
(72) /921 éﬁi PIL RIM?
2 ; z 9 dh 3 Te-Lintel nin, ze ni tigem nine te-yar
g3 g2 gh 2 Te-doldin te-zbar,
p5 p5 b2 Te-zdires te-yorin.
t6 t6 t2 Nos rim pil runnin zlar?
k 2 k 2 k3 . . . .
m 4 bh 3 no9 This poem was written by Lieutenant Barek Yundis De’bhidh.
no dh 4 ng 4 The Lieutenant served in the Intelligence Branch of the Exter-
78 gh 1 17 nal Relations Service of the Darrian Confederation. During the
|5 m 4 r9 Fifth Frontier War he was detached to special liaison service with
r5 n7 s 6 the lISS. Lieutenant Barek De’bhidh was listed as MIA together
v 3 ng 2 m5 with the crew of the 1ISS Sunbird on 097-1109, when the ship
b 2 |5 failed to return from a recon mission within the Sword Worlds.
2d 2 r5 The poem was found among his personal belongings at the Sun-
2g 1 s 4 bird’s base station, and was handed over to the Darrian military
21 26 attache on Regina. Pil Rim? was published in the magazine Star
v 1 Falcon on 121-1110, and is reprinted here with permission. lts
mb 2 translation is left as an exercise for those readers insterested
nd 2 in the Darrian language. The following word list may prove
ngg 1 helpful.
zb 2
zd 1 doldin: wind
2g 1 ladh: cloud
ry 2 Lintel: God, creator
ly 1 me’k: against
ny 1 n.en: and
Ibh 1 ni |
Iz 2 nin: me
id 3 nine: myself
norin: sky
Vowels nos: (question particle)
Stressed Unstressed pil: merely, only
(25) (12) rim: dream
runin: is (ranen = to be)
a8 e.) 7 tigem: will perceive, will sense {tagem = to sense)
? ! 'S yar: again (noun)
(,3 5 yorin: a falcon-like “’bird”” of the Darrian homeworld.
14 zbar: sea, ocean
5 zdires: flight
u2 ze: (desire particle)
Notes on Verbs: Darrian verbs always have fixed vowel pat- zlar: this

terns, since they determine the conjugations. Verbs are divid-

ed into two groups, A and B, with the proportions being 4:1 Editor’s Note: For those of you who can’t wait, a translation

respectively (-’ indicates a consonant or consonant cluster).  is provided on page 38.

A B — Anders Blixt

Infinitive -a-e- -a-

Future -i-e- -i-

Present -u-i- -u-

Past -0-i- -é-i-
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Players’ Information

The players are in '‘protective custody’” on Launfall
(C-765759-9), detained by starport customs on a charge of
smuggling. Launfall has a serious problem with smugglers and
pirates, and Senior Customs Supervisor Anna-Luise Fisko's peo-
ple are already strained to the limit: Fisko is inclined to throw
the book at our heroes—heavy fines, a couple of years in the
pokey, maybe the seizure of their ship (if any).

As the team sits in a customs house detention cell, alarms
and sounds of confusion are heard outside. The lights go out,
then come back on dimly, under emergency generator power.
(This is not a chance to escape; if they try to force the door,
the cell will get a shot of riot gas.)

After a few minutes, Fisko appears, angrier than ever. She
has a proposition.

Several days ago, a notorious mercenary leader, Colonel Vad-
zic, gunned down a former patron in the starport’s arrival con-
course, apparently a matter of late payment. There is no ques-
tion of his guilt; he admits it himself. Vadzic promised that his
unit would come for him...and now they have. The customs
house is under attack, external power and all communications
cut off. Supervisor Fisko needs all the help she can get.

If the players will help in the defense, the charges against them
will be forgotten. They are welcome to stay in their cell
instead —but Fisko points out that if the mercs get in they will
almost certainly kill everyone but their leader.

Referee’s Information

This one is for all those teams of heavily-armed players that
have ever blasted their way into a stronghold, shooting whatever
didn’t look friendly; now they’re on the wrong side.

Supervisor Fisko's force in the building consists of seven
customs officers and herself. There are six two-person teams
on foot patrol, scattered around the starport, and a four-person
team at the arrival lounge. They will come to assist if they can.

Duty kit for customs officers includes a snub pistol with one
clip of tranq rounds, a nightstick, a short-range communicator,

and a pair of handcuffs. The arrival-area team also has four riot
gas grenades and a riot gun (short-barrelled shotgun). Fisko's
personal sidearm is a revolver with two speedloaders (with these
the pistol requires only one round to reload, counted as evading).
All customs officers wear jack armor.

The customs house armory contains twelve cloth and six ablat
jackets, six carbines, six snub pistols, two laser carbines, and
four riot guns. There are thirty carbine magazines, twenty
shotgun, thirty pistol (trang) and six pistol (he). No spare power
packs are available for the lasers, but they may be plugged into
wall sockets at most places in the building for unlimited shots —
at least, as long as building power is on. There is also a case
(20) each of riot gas, trang gas and concussion (flash-bang)
grenades. There is no spare ammo for Fisko’s handgun.

Any weapons or gear the players had on their persons when
they were arrested is also stored here. If there is a shortage of
weapons, customs officers get first pick of the armory stores.

The customs house is a three-story concrete building with
heavy double-pane windows (20 points damage to break}. The
top floor has Fisko’s quarters and private office, the communica-
tions center, and a small cafeteria/lounge with a large window
overlooking the port. Second floor is mostly taken up with a win-
dowless records area, but there is also a small quarters area (only
Fisko lives here all the time). Ground floor has the main offices
and the detention celis—there are four cells, each large enough
for four persons. Vadzic is in a cell of his own. If there are more
than twelve players (that must be quite a campaign you're run-
ning!}, add more cells. The cells are not built against outside
walls. The armory and generators are in the basement. An at-
tached garage holds a groundcar, two motorcycles, and an
air/raft with rain canopy.

There are twelve mercenaries in the assault force, divided in-
to two types. Four are Vadzic's personal cadre, hard-core
veterans who will keep attacking until Vadzic is freed or they
are all dead. The other eight are recruits, who have had weapons
familiarization but almost no other training, and no combat ex-
perience. They are thoroughly gung-ho right now, but that can
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be expected to change rapidly when a firefight starts.

Vadzic’s unit, fortunately for the players, is short of money
and under-equipped. The cadre members have ACRs firing solid-
slug rounds, combat knives and cloth armor; all are at least skill
level 2 in rifle, dagger, and unarmed combat. All four have gas
protection, and one has light-intensifier goggles. The recruits
have two rifles, four carbines, two SMGs, and two grenades
each. Three have gas masks.

They also have six breaching charges, which can blow a hole
in any wall in the building or knock out a generator. {They
wouldn’t do a person any good, either.) Anyone may carry a
charge, but only a cadre trooper has the expertise to set one off.

The merc’s communications gear is also jammed. The cadre
can communicate with each other by voice, by hand signals,
and by signal flares (fired like grenades from the ACRs}. They
can only communicate with their pinnace by flare.

The merc’s transportation is a pinnace, mounting one laser
and an electronic warfare package —used right now to jam com-
munications. The crew (pilot and navigator/EW officer) will stay
aboard during the raid, keeping the ship ready to go (if the referee
wishes, one or more of the assault team may be detailed to guard
the ship).

If the pinnace becomes disabled, the mercs will try to steal
another small craft (this is a starport, after all, and there ought
to be one around somewhere). Both of the pinnace crew, Vad-
zic, and two of the cadre can fly a boat. If that fails, they will
try to get hold of vacc suits (there are 10 aboard the pinnace)
and make for the sky in air/rafts. The main mercenary vessel
is an unstreamlined freighter, which cannot land.

Fisko's first act will be to knock out Colonel Vadzic with tranqg
gas. She will not kill him out of hand. She does not intend to
bargain with the mercs—though if she is disabled or killed, the
other officers might agree to exchange.

If the attack seems doomed to failure, the cadre members
have agreed to ‘“the red option’’": they will lift jamming on one
channel, and tell the defenders that if they fire a red flare, the
pinnace will turn its weapons on the customs house and burn
it to the ground. This is a bluff. The red flare tells the pinnace
that all is lost, and tells the cadre that it's time to fall back to
the pinnace and lift off. The recruits do not know that it is a bluff.

““This one is for all those teams
of heavily armed players that have
ever blasted their way into a
stronghold...now they’re on the
wrong side.”’

Both sides in this scenario are on edge, and both believe the
honor of their service is at stake. Everyone is just a little crazy
with tension, but they are not completely psychopathic.

It may occur to the players to throw in with the mercs and
help free Vadzic. Keep in mind that Vadzic is out cold and can-
not see them ‘‘helping’’ him, and the attackers —especially the
recruits —are not going to ask questions. The customs men will
not hesitate to shoot our heroes if they try anything peculiar.

The referee is, of course, free 10 juggle the balance of forces
as he or she sees fit, and is especially encouraged to personalize

the cadre members (say, make one a sniper, another a silent-
killing expert, etc.}).

Finally, arranging the players’ arrest is up to the ref’s discre-
tion. If they really are guilty of smuggling {(maybe because they
heard pirate-ridden Launfall was a good market}, so much the
better.

—©7986, John M. Ford

continued from page 36
Translation of the poem Pil Rim?

ONLY A DREAM?

My God, | wish to sense by myself again
The wind of the ocean,

The flight of the falcon,

And a cloud against the sky.

Is this only a dream?

continued from page 33

Q-ship Launch QL-0203321-03000-00001-0 MCr16
1 2 TL=11
1 2 Crew=1

EmerLow =6 Fuel=1.1 Cargo=3 EP=.6 Ag=3
Passengers= 6 No Bridge

The crew consists of a pilot/captain, a navigator, a medic,
three engineers, four gunners, and eight ship’s troops. Usual-
ly, one of the troops doubles as a launch pilot. All personnel have
single staterooms; this arrangement helps morale on long
voyages, and enables the ship to serve in space rescue opera-
tions without straining its life-support system.

The two turrets normally found on a fat trader contain a tri-
ple sandcaster and a triple missile launcher; two pop turrets con-
taining triple missile launchers are hidden in the rear where the
wings join the body of the ship.

Note that the listing EmerLow indicates that the ship’s launch
contains six emergency low berths; they can hold 6 conscious
or 24 low passengers in addition to the passengers listed.

The price of the Q-ship includes the price of the launch. Both
prices include a 20% mass production discount; architects fees
on this design were amortized long ago.

- Steven Brinich and James Schwar

GREEN DRAGON HOBBY
TRAVELLER® by FASA

Skyraiders Trilogy:
lLegend of the Skyraiders 1...
Trail of the Skyraiders...........
Fate of the Skyraiders..........ccc.coeeeennn
Package Deal, 1 each of the above

To order, send check or money order to:
Green Dragon Hobby

P.O. Box 2573

Sandusky, OH 44870

Please add $1.00 for shipping. Ohio residents add 5% sales tax.

Traveller is a registered trademark of Game Designers’ Workshop.




n o, USING YOUR MODEL/2 BIS

TRAVELLER
SECTOR GENERATOR

This program is written in Applesoft Basic for the Apple |l
series of computers. Minor changes may be necessary (primarily
in disk access) for the program to work on other machines.

1000 TEXT : HOME : PRINT “TRAVELLER SECTOR GENERATOR"
1010 PRINT ‘' THIS PROGRAM GENERATES WORLD UPP DATA FOR
TRAVELLER. COPYRIGHT ©1986 GAME DESIGNERS’ WORKSHOP,
INC. PO BOX 1646, BLOOMINGTON, IL 61702.""

1100 REM SET VARIABLES

1110 HX$ =""0123456789ABCDEFGHJKL""

1120 SP$=""AAAABBCCDEEX"’

1130 BA$ = ""ABCDEFGHJKLMNPQRSTUVWXYZ"

1140 DEF FN A(X) =INT(RND{4}* 6) + 1

1150 DEF FN B(X)=FN A(X)+FN A(X)

1160 AL$ =" IM"’

1200 REM

2000 REM PRODUCE SECTOR

2010 PRINT CHR$(4);"’OPEN SECTOR, L560""

2020 FOR X=1 TO 32

2030 FORY=1 TO 40

2100 REM WORLD OCCURRENCE

2110 IF FN A(4)<4 THEN 3260

2115 REM GENERATE UPP

2120 ST=FN B(4)

2130 ST$ =MID$(SP$,ST,1)

2140 SI=FN B(4) -~

2150 AM=FN B{2}-7+Sl: IF SI=0 THEN AM=0

2160 IF AM<O THEN AM=0

2170 HY =FN B(2)~7+SI: IF SI<2 THEN HY=0

2180 IF AM>2 OR AM<9 THEN HY=HY -4

2190 IF HY <0 THEN HY=0

2200 IF HY>10 THEN HY=10

2210 PO=FN B(3) -
2220 GO=FN B(3)~
2230 LA=FN B(4) ~
2240 TL=0

2250 IF ST$=""A"" THEN TL=TL+6

2260 IF ST$="B" THEN TL=TL+4

2270 IF ST$=""C"" THEN TL=TL+2

2280 [F ST$=""X"" THEN TL=TL~4

2290 IF SI<5 THEN TL=TL—1: IF SI<2 THEN TL=TL-1
2300 IF AM<4 THEN TL=TL+1

2310 IF AM>8 THEN TL=TL+1

2320 IF HY>8 THEN TL=TL+1: IF HY>9 THEN TL=TL+ 1
2330 IF PO>0 AND PO<6 THEN TL=TL+1

2340 I[F PO>8 THEN TL=TL+2: I[F PO>9 THEN TL=TL+2
2350 IF GO=0 OR GO=5 THEN TL=TL+1

2360 IF GO=13 THEN TL=TL-2

2370 IF TL<O THEN TL=0

2380 GG=0

2400 REM GENERATE GAS GIANT

2410 IF FN B{4)< 10 THEN GG =1

2500 REM GENERATE TRAVEL ZONES

2510 TZ=0: IF ST$="'X"" THEN TZ=2

2520 IF TZ=0 AND FN B(4)<10 THEN TZ =1

2530 B1=0: IF ST$ < "B THEN 2560

2540 IF FN B(4)>7 THEN B1=1

2550 REM GENERATE BASES

2560 DM=0

2570 B2=0: IF ST$="'A" THEN DM= - 3

2580 IF ST$="'B" THEN DM= — 2

2590 IF ST$=""C"" THEN DM =~ 3

7+PO: IF GO<O THEN GO=0
7+GO: IF LA<O THEN LA=0

2600 IF ST$>"'D** THEN 2620

2610 IF(FN B{4) +DM) <6 THEN B2 =1
2620 B$="" "
2630 IF B1=1 AND B2=0 THEN B$ ="N""

2640 IF B1=0 AND B2=1 THEN B$="'S"

2650 IF B1=1 AND B2=1 THEN B$=""A""

2660 TCs="""

2700 REM TRADE CLASSIFICATIONS

2720 IF(AM>3 AND AM < 10JAND(HY >3 AND HY <S)AND(PO >4
AND PO<8)THEN TC$=TC$+"'AG "'

2730 IF AM<4 AND HY <4 AND PO>5 THEN TC$=TC$+"'NA **
2740 IF(AM<3 OR AM=4 OR AM=7 OR A=9)AND PO>8 THEN
TC$=TC$+"IN "

2750 IF PO<7 THEN TC$=TC$ +"'NI “

2760 IF{AM =6 OR AM = 8)AND(PO > 5 AND PO <8)AND(GO <3 AND
GO>10)THEN TC$=TC$ +"'Rl **

2770 IF(AM <1 AND AM>6)AND HY <4 THEN TC$=TC$ +"'PO ‘*
2780 IF HY =10 THEN TC$=TC$ +""WA *

2790 IF HY=0 AND AM>1 THEN TC$=TC$+""DE "’

2800 IF SI=0 THEN TC$=TC$ +"'AS

2810 IF AM=0 AND SI>0 THEN TC$=TC$+""VA

2820 IF PO=0 AND GO=0 AND LA=0 THEN TC$=TC$+"'BA "’
2830 TC$=LEFT$(TCS$+"" “,15)

2900 REM

3000 REM CREATE WORLD DATA STRING

3010 As=""""

3020 IF X< 10 THEN A$=""0""

3030 A$ =A% +STR$(X)

3040 IF Y<10 THEN A$=A$+"0"

3050 A$ =A% +STRS(Y)}+" "

3060 A$=A$+ST$+MID$(HX$,S1+1,1)+MID$(HX$,AM+1,1) +
MID$(HX$ HY +1,1) + MID$(HX$,PO+ 1,1} + MID${HX$,GO + 1,1)
+MID$(HXS$,LA+1, 1)+ ="+ MID$(HX$, TL+ 1,1} +" " +B$ +
A TCSHALS

3120 IF TZ=1 THEN A$=A$+"A "

3130 IF TZ=2 THEN A$=A$+""R "’

3140 IF TZ=0 THEN A$=A$+""

3150 IF GG=0 THEN A$=A$+"

3160 IF GG=1 THEN A$=A$+"'G "

3200 REM SAVE TO DIsSK

3210 R=R+1

3220 PRINT CHR$(4);""WRITE SECTOR, R'*;R

3230 PRINT A$

3260 NEXT Y:NEXT X

3300 REM SAVE FILE LENGTH

3310 PRINT CHR$(4);""WRITE SECTOR, RO’

3320 PRINT R

3330 PRINT CHR$(4);"'CLOSE"”

4000 REM SAVE FILE PARAMETERS

4010 INPUT ““NAME THIS FILE? >"";FI$

4020 PRINT CHR$(4);""RENAME SECTOR,"’;FI$

4030 PRINT CHR$(4);"OPEN "";FI$;"'@""

4040 PRINT CHR${4);""WRITE "*;FI$;”@"

4050 PRINT 9

4060 PRINT R

4070 PRINT 49

4080 PRINT ""HEX........ ‘:PRINT 4
4100 PRINT “UPP........ ":PRINT 9
4120 PRINT ""BASES...... ":PRINT 1
4140 PRINT "“TRADE CLA..”":PRINT 14
4160 PRINT "ALLEG...... ":PRINT 2

4180 PRINT "“TRAVEL ZO..”":PRINT 1
4200 PRINT ""GAS GIANT..”:PRINT 1
4220 PRINT ""TRADEWRLD..”":PRINT 1
4240 PRINT ""EXPLORED?..”":PRINT 1
4260 PRINT CHR$(4);""CLOSE"

4270 END

5000 REM BY MARC W. MILLER
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Planetary Invasions

in Traveller_

In an interstellar war, both sides must rely on their developed
worlds as sources of support and maintenance as well as high
technology war materiel. This is particularly true in regions like
the Spinward Marches, where developed worlds are spread
rather thin. Capture of a developed world will provide an enemy
with the products of an advanced industry and a good base for
further offensives.

For these reasons, the major battles of an interstellar war will
probably be fought for control of developed systems. After
months of preparation, an assault fleet will jump into the
targeted system and engage the defending fleet elements. If suc-
cessful, the invaders must make their victory effective by oc-
cupying the population and industrial centers of the target
system in order to secure it as a base of operations.

A close look at a planetary assault and landing can provide
a referee with a good background for a campaign. The referee
may choose the normal Traveller RPG approach or may use a
strategic boardgame (such as Fifth Frontier War or a variant of
the /nvasion: Earth game system) or miniatures (Striker comes
immediately to mind) for resolution of the invasion. Of course,
you may find that a combination of one or more of these rule
systems will provide the greatest enjoyment. This article wili
deal with some general criteria for planetary invasions.

THE SPACEBORNE ATTACK

In Traveller, the basic problem for the invasion planners is to
bring in enough firepower to defeat an enemy in his own space.
There are two major obstacles to this goal. First, an invasion
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fleet must carry the jump drives and fuel to reach its target
world, which may be defended by the cheaper, deadlier system
defense boats and monitors. Second, the attackers will arrive
with most of their jump fuel expended. Refuelling introduces
another logistical complication: the planners must decide
whether to provide the fleet with enough surplus fuel to jump
out of system if necessary (which reduces the tonnage available
for combat functions and aggravates the attacker/defender
firepower gap) or to gamble that the fleet can at least fight off
the opposing fleet long enough to refuel. There are several solu-
tions to this problem, and none of them is perfect.

A fleet without extra fuel will need to overcome the defenders
of a fuel source quickly in order to refuel. Star systems with
several gas giants (or other fuel sources) are ideal, since the at-
tackers need only defeat the forces guarding one world before
reinforcements from other worlds arrive. By fully exploiting the
element of surprise, a skilled admiral can similarly defeat much
of the defending space fleet in detail before it can be brought
in to defend the main world of a system.

LANDING OPERATIONS

If the invasion fleet succeeds in defeating the defense in
space, it still faces another major defensive line—the planetary
defenses. These defenses include SDBs and stationary batteries.
These batteries, like starship weapons, come in two types: large
primary weapons and smaller secondary weapons. Both types
are difficult to neutralize. Meson gun sites are typically buried
deep within the planet itself, and the smaller sites are very



GDW

JTAS 41

numerous and present very small targets.

The crucial step in reducing a planetary defense is to silence
the meson guns before they cripple the attack fleet. This can
be done either by naval bombardment or by ground attack. The
naval bombardment strategy is simply an extension of the space
battles with the defense fleets; capital ships exchange fire with
the ground batteries until one side or the other is neutralized.
While meson guns themselves are well-protected and concealed,
their ground sensors and power plants can be located by waste
energy emissions and bombarded by the ships weaponry. The
outcome of this engagement depends upon whether the fleet
can withstand the planetary fire until the major ground defenses
are silenced (the same design features which protect the fleet
from warships protect it from planetary weapons as well). When
the main planetary weapons are defeated, the fleet then turns
its attention to the smaller sites until these are unable to pre-
vent troopships from landing ground forces.

The ground attack strategy envisions the presence of troops
on the world early in the battle, either before the invasion begins
(by infiltration or the organization of a fifth column) or landing
in the teeth of the planetary defenses. A small force in agile,
well defended landing craft aided by intense orbital bombard-
ment of planetary defenses in the landing area should be able
to land, seize a beachhead, and attack the sensor sites, com-
mand centers and power plants (they will probably not be able
to get to the meson sites themselves), disrupting the defense
enough to permit the landing of a larger force.

Each of these strategies calls for a particular type of invasion
fleet. The naval strategy requires a strong line of battle capable
of defeating all defending ships plus the planetary defenses.
Ships designed for such missions need strong defenses against
meson guns as well as other weapons. The troopships of such
a fleet can be relatively cheap; they will stay out of combat un-
til enemy defenses are broken and need only enough defenses
to survive scattered remnants of a planetary defense. On the
other hand, the ground attack strategy requires troopships which
can survive the fire of intact planetary defenses long enough
to launch fast, armored landing craft. The landing craft
themselves would contain commando units equipped with heavy
infantry weapons (plasma/fusion guns, tac missiles, and so on
to the limits of the available technology), battle dress, apcs, and
demolition gear. Once the commandos land and secure a
beachhead, they will move against the planetary defense centers
using orbital bombardment as “‘artillery’’ cover to pin down
defending ground forces.

After one of these strategies (or a combination) has reduced
the planetary defense system, the invasion can begin in force.

INVASION AND OCCUPATION

Even with the resources of an interstellar empire, transporting
large armies across interstellar space is a titanic logistical pro-
blem. At a bare minimum, each soldier requires living space
aboard ship, transport, life support, weapons, and equipment.
Five tons per trooper is an optimistic estimate. If troopships
devote half their tonnage to these functions, transporting four
25,000 man divisions would require one million tons of capacity!

Obviously, if anything other than the full might of the Third
Imperium is being brought against a world, an invasion force
can include only enough troops to occupy vital centers of a
world. For control of outlying regions, it must rely on occasional
patrols, local allies {(or quislings, depending on your viewpoint)
and intimidation from the orbiting fleet to hold the world. Even

then, heavily populated worlds will prove a major problem.

When the troops land, their first priority will be to clear out
the remnants of the planetary defenses and command struc-
ture (including starports and naval bases). This will insure the
ability of the fleet to provide reinforcements and fire support
at will. Fire support from orbit is vital to the invading ground
units, since it allows them to dispense with bulky artillery and
forces the defenders to remain dispersed and under cover. On
the other hand, ground forces may like to have the complete
control of their fire support that integral artillery gives them.

Once the invaders gain uncontested control of orbital space,
the fighting will break down into a large number of platoon to
battalion level actions. The invaders will have to split into small
units to cover key areas of a world; the defenders dare not con-
centrate in groups large enough to present good targets for or-
bital artillery. The attacking forces will then engage in numerous
search-and-destroy missions, relying on their superior training
and equipment (the limited number of personnel and equipment
which can be transported to a world implies that only the best
troops will be taken along for the assault...picked troops in
Striker terms) for victory. As the invasion proceeds, lower quality
reinforcements from off-world can be landed and local forces
recruited (these will most likely be militia with a picked cadre
for leadership).

If the defenders are defeated piecemeal according to plan,
police and occupation details can be organized for the major
centers of population, industry, and military power. Each of
these areas will have garrisons ranging from platoon to regiment
size, depending on the location, relative importance, and defen-
sibility against rebellion or attack. Outlying regions may be
patrolled in order to watch for possible resistance and to flush
out guerrilla forces.

Once the star system and the major world is securely held
{assuming there are no counterattacks or reinforcements from
off-world), the invaders can begin rebuilding defensive and in-
dustrial facilities for their own use, and bring in larger armies
to occupy the system more effectively. At this point, the inva-
sion trails off into occupation and administration.

ADVENTURING AND GAMING

Strategic Games: The game /nvasion: Earth deals with a
planetary invasion on a large scale, and Fifth Frontier War (FFW)
deals with invasions more abstractly. Understanding the
methods of planetary defense and assault is helpful to the
referee who wants to use these games as a military ‘'backdrop’”
for his campaign. For example, the state of a game of FFW can
be used as a basic situation, with the players involved in the
assault on a single world in the game. The basic systems of both
games can be modified to work with other wars and other
invasions.

Striker Scenarios: While the full invasion of any but the
smallest worlds is far beyond the scope of Striker, many parts
of the invasion are well suited for Striker scenario use. For
reasons discussed above, both sides will probably split into
company-sized units for many phases of the invasion—just the
type of actions Striker is designed for.

In describing the forces on each side of a scenario, keep in
mind that the limited quantity of troops and equipment available
to the invaders will force them to use the best they have,
whereas the defenders will have a more conventional force
make-up. In Striker terms, most invading units will be picked
troops. Defenders will vary from militia, (recruited and armed
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when the war started) to long service troops, with a few elite
or picked units. Militia forces may be involved on both sides
depending on the political situation on the world before the war
(a segment of the populace may welcome the invaders, for
instance).

An invasion will naturally include a variety of missions for both
sides. If the fleet lands commando forces against planetary
defense installations early in the invasion, the assault on a key
site can be played out. The main landing operation will feature
jump troops and orbital fire support attacking the troops defend-
ing the landing area. After the beachhead is secured, there are
possibly counterattacks by the defenders, and offensive strikes
out of the beachhead by the invaders to break up the defend-

ing forces and secure major objectives. When the invasion pro-z

gresses, the invaders will need to mount counterinsurgency
operations if they win. Conversely, they will need to mount
holding actions to cover their retreat if they lose. Each of these
phases provides Striker players with hundreds of potential
combats.

Traveller Adventures: Planetary invasions create some in-
teresting situations for adventurers. Without any warning, a par-
ty could find itself engulfed in a war while visiting a world. If
the adventurers choose to remain, they will almost certainly face
the possibility of being drafted and their useful property (star-
ships, weapons, and so on) comandeered. Failure to cooperate
will bring swift and severe punishment. At best, being caught
by an invasion will set back the party’s plans.

The players may choose to try and hide in some deserted
backwater of the world, and wait out the invasion. This involves
many obvious risks, not the least of which is explaining to the
new authorities who you are and what you are up to.

Leaving a world can also be dangerous, but it can be ac-
complished successfully if done quickly and quietly. In the im-
mediate confusion caused by the arrival of the assault fleet, both
sides may be too busy dealing with each other to bother with
small fry. The problem is that if either side does notice, the
tendency will be to assume that the players are involved in some
sort of espionage or sabotage mission.

On the other hand, players may choose to take a more active
role in the invasion. Mercenaries may be hired by either {or both)
sides. A government planning an invasion may approach the
players for some mission of sabotage, espionage or smuggling
when its own agents are unavailable or wishes to avoid implica-
tion. Note that in either case, the hiring government will disavow
any association with the players should they be caught. Possi-
ble missions may include locating defensive installations for
subsequent attack, neutralizing the installations themselves,
smuggling equipment or personnel onto the world for local fifth
columnists, planting misleading information in the world’s in-
telligence services, or a variety of "’set-ups’’ where the players
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are sacrificed for some purpose or other (obviously, the players
will not be aware of the true nature of their mission until it is
too late. Obviously, such missions will carry high rewards {and
high risks).

A world recovering from an invasion or invasion attempt will
often be a lucrative market for traders. Restrictions on weapons
and other contraband will be more severe than usual, however.
Such a world may offer many opportunities (and dangers) to
smugglers as well. People will want to get off (and on) the world
for various reasons, guerrillas and resistance groups will want
weapons and equipment, the wealthy will want luxury goods
which will be in short supply (or rationed) after the invasion.
The players run the usual risks of smuggling, complicated by
the fact that a war may still be going on.

Yet another possibility is for the players to hire out to the new
planetary government as mercenaries to help in the pacification
and occupation of the countryside. The new officials will need
all the help they can get against the guerrillas, stay-behind par-
ties, smugglers, spies and others seeking to upset the new ad-
ministration or to profit from a chaotic situation.

CONCLUSION

Whatever the case, involvement with a planetary invasion and
the subsequent occupation can offer great excitement, large
rewards, and considerable dangers. An adventure on such a base
can present Traveller players with many interesting and challeng-
ing adventures.

—Stephen Brinich & James Schwar

“Kven with the resources

of an interstellar empire,

transporting large armies across interstellar space is a

titanic logistical problem.’’
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Ship’s Locker

| TGy
FLARES AND SIGNALLING DEVICES

A variety of emergency signalling devices are available on star-
ships or aboard vehicles which might venture into uninhabited
regions; they may also be carried by individuals. All have one
thing in common — they are designed to signal others in the
absence of ordinary communications. Though intended primarily
for emergencies, such devices have a variety of other applica-
tions, scientific expeditions, and a number of other activities.

Imperial laws require the presence of at least two types of
emergency signalling devices aboard all starships and small craft
(generally as part of a standard survival kit). in addition, many
planetary governments put some similar sort of regulations on
water, air, and grav vehicles (and other land vehicles, as well).
In general, roll law level or less for signalling devices are to be
required. If characters in a vehicle intended for long-range travel
are stopped by a law enforcement encounter and are in viola-
tion of local safety laws, they can expect a fine of 1D x Cr 25,

The devices discussed below are only a few of the many types
of signalling devices available.

SIGNAL MIRROR (2) Cr10. A simple hand-held mirror which

can be used to reflect sunlight and thus catch the attention of
a distant observer. Signal mirrors can be improvised out of any
reflective material; purchased mirrors will include a small sighting
hole that enables the signaller to direct the flashes of light from
the mirror at a particular target, such as a passing aircraft.

The actual chances of having a mirror’s flashes spotted is 6 +,
with several die modifiers applied: + 2 if the target is searching
for the party, +1 if using a mirror with sighting hole, —4 in
moonlight, — 8 in starlight, and ~ 10 in an absence of light.

A signalling mirror weighs 250 grams; improvising a mirror
requires reflective material and a roll of character intelligence
or less to fashion a usable device.

WATER DYE (4) Cr 25. A tube of liquid dye which can be used
to highlight a patch of water (around a raft at sea, or in a lake
near a crash site) with a bright, easily spotted color visible from
the air. The primary drawbacks to this form of signalling are the
short duration of the colored patch (it lasts no more than 15
minutes in still water, much less if the water is rough or there
is any form of precipitation to break it up), and the fact that it
cannot be used at night.

The latter problem is offset in dyes available at tech level 9,
for twice the basic cost. These contain a phosphorescent dye
equally visible in day or night. Generally, water dyes are useful
only when searchers are aware of the presence of the distressed
travellers, and are more in need of an exact location than some
signal to draw their attention in the first place. A tube provides
a single dye patch of standard dimensions, for the price noted
above; it weighs 200 grams.

FLARE GUN (5) Cr 75. A flare gun is used for long-range
signalling, and has a number of applications, both civil and
military. It consists of a pistol-like launcher which can fire any
of several types of flare up to 50 meters. In addition to being
used for signals, it can fire illuminating flares which can be used
for spotting purposes at night.

The basic flare gun, unloaded, weighs 1250 grams; some
typical flares are presented below.

Signal Flare: A standard fiare provides an easily noticed trail
of light (but no real illumination). Use the spotting roll given for
the signalling mirror, but with the following additional DMs: in
daylight, DM — 3; at night, DM + 8. These are in addition to those
already given. Weight is 250 grams; cost is Cr10 each.

llluminating Flare: A flare which provides a brief (2 combat
rounds) period of illumination sufficient to eliminate all darkness
combat penalties in a radius of 50 meters around the firing
character. Such flares are always noticed at night, but have lit-
tle effect by day. Weight is 250 grams, while cost is Cr25 each.

Flare pistols can be used in combat, though they are woeful-
ly inaccurate and extremely inhumane. Treat the gun as a
revolver minus 3 for all purposes; the signal flare inflicts 3D
damage if it hits, while the illuminating flare inflicts 5D damage
points. The use of illuminating flares will also blind characters
not expecting it for one round on a roll of 10 +. Characters wear-
ing LI goggles should have a DM+ 4 applied to this roll.

Both kinds of flares are highly flammable, and, if used in com-
bat, can ignite fuel or explosives if fired into such supplies.

SMOKE FLARES (6) Cr 12. These hand-held flares emit both
a bright light and a pillar of colored smoke for 156 minutes after
ignition. Once set off, they burn constantly, and cannot be shut
off. Sighting in either day or night is nearly automatic in line-of-
sight.

Smoke flares can be used as an improvised weapon in com-
bat. Treat a smoke flare as a dagger, but inflict 3D damage for
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a hit. In a fight situation at night, the flare can overload LIl gog-
gles, as noted above, but only in the first round of combat.

Smoke flares are specifically designed to be hand-held {(or im-
planted in the ground). They weigh 250 grams each.

COMMLINK BEACON (9) Cr 750. A combination long-range
communicator and signal transponder, the commlink beacon is
a very sophisticated emergency signalling device. It is designed
to save characters the necessity of constant communications
watches. The internal transponder monitors common emergency
search-and-rescue channels (one at a time). When traffic is
picked up on this channel, the device simultaneously emits a
shrill warning tone to alert characters to the possibility that help
is at hand, and transmits a coded distress signal. Some more
expensive models have provision for a taped, auto-repeat
distress call, instead of the automatic code signal. In either
event, the commlink beacon serves as a means of establishing
contact when there is any search being mounted within 500
kilometers, and then of continuing communications after that
initial contact.

An internal battery weighing 200 grams operates the
transponder for 30 days continuously; if the transmitter is used
heavily, operating time is reduced. Spare batteries may be car-
ried, or the original battery can be recharged from a vehicle or
starship power plant.

—Keith Douglas

BREACHING CHARGES

Breaching charges are shaped charges of plastic explosive
designed to blow man-sized holes in walls. The charge is the
size of a thick notebook; it has a self-adhesive panel on one side
and an adjustable chemical time fuse on the other.

To operate, the user peels the sheet of protective plastic film
from the adhesive panel, then breaks the prescored fuse strip
at the desired time delay (b to 60 seconds in 5-second in-
crements), pulls the primer, and dives for cover.

Anyone standing within one meter of a breaching-charge ex-
plosion is hit for 2D+ 2 damage on a roll of 5+; at 2 meters,
1D+ 1 on a roll of 7+. Armor modifiers apply as against
grenades or flechettes, and dropping flat adds a — 3 favorable
DM. Note that this attack applies on both sides of the wall be-
ing breached.

A charge will blow a passable hole in most conventionally con-
structed walls. Multiple charges may be used to make larger
openings; four, correctly spread out, will make a hole big enough
to drive through. To blast through bank vaults or ship’s
bulkheads requires multiple attacks. Charges do not make very
good anti-personnel weapons (come on, you know you were
thinking of it) but they could be used as “’limpet mines’’ against
vehicles or soldiers in battle dress.

Breaching charges require only basic familiarization (not
Demolitions skill) to use, though, of course, a skilled user will
get better effects. Also, unskilled users roll 2D: on 11 exactly
the primer has been incorrectly pulled, and the charge is a dud;
on a 12 exactly, there is a random variation in the fuse time
(referee’s choice) due to incorrect setting.

An activated chemical fuse cannot be turned off, though a
demolitions expert {Demolition-4 or higher) might be able to
remove the fuse without detonation (2D for 9 +). Charges are
insensitive to shock or bullets, and will only burn, not explode
in fire.

Fire departments and rescue units often have a few breaching
charges, used to free people trapped in burning or collapsed

buildings. Charges made for such ““civilian’’ use are striped daz-
zle yellow and black, and usually have a fixed 60-second delay.

Weight: 2 kg Price: Cr100 TL: 8.
—© 1986, John M. Ford

Continued from page 2
Magazines

TRAVELLERS’ DIGEST

Disaster strikes aboard a Tukera Lines vessel when in a
passenger is murdered and the evidence points to one on the
players. Can the other characters find the real killer in time? In-
cluded are complete deck plans of the 1000-ton Tukera
longliner.

Other articles include a new character type (Law Enforcers),
a description of forensic science at higher tech levels, an arti-
cle expanding the universal task profile to handle mishaps, and
Library Data of the Viand Sector.

Single issues are $3.95. Subscriptions are $14.00 for one year
(four issues). On single orders direct from the publisher, include
$1.00 for postage and handling.

Publisher: Digest Group Publications, 8979 Mandan Ct.,
Boise, ID 83709.

GAMES WITHOUT FRONTIERS

A gaming newsletter put out by sometime Traveller contributor
Fred Kiesche. Fred’s purpose is summed up in his title. He trys
to keep his readers informed about a wide variety of games and
other topics. For information write Frederick Paul Kiesche llI,
13 Lake Avenue, Apt 3-B, East Brunswick, NJ 08816. This is
a part-time, limited funds effort, so help Fred out and include
an SSAE with your request.

Books

THE PRAESIDIUM OF ARCHIVE

I've lost track of what number this is in Jeff Swycaffer’s series
of novels based on his Traveller campaign. This one concerns
the governing body of the Concordat (the Praesidium) and the
adventures of its First Secretary (including a rather rude move
by another member of the Praesidium). As always, Jeff's novels
will provide you numerous interesting adventure situations.

Paperback book, 197 pages, $2.95, ISBN 0-380-89663-X.

Author: Jefferson P. Swycaffer

Publisher: Avon Books, 1790 Broadway, New York, NY
10019.

Accessories

CAPS

Trantor Merchants now has their Azhanti High Lightning
ballcap available, in addition to the 4518th Lift Infantry cap men-
tioned in the previous issue. Direct inquirys about this and sug-
gestions for future products to Brad Porter, 329 NE Fairgrounds
RD, #E103, Bremerton, WA 98310.
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IN TRILLION CREDIT SQUADRON CAMPAIGN

YOU CAN
Design your own warships, transports, assault landers, fighters, tankers, support ships — in short your own Navy, build and organize your Marines and
Ground Forces. You can make and break alliances, conduct raids, subversion, take over star systems with military force, or bribery and conduct a full
Space and ground campaign.
P g paig OR YOU CAN

PLAY THE IMPERIAL GAMES

Design your own warships and fight the 1986 Trillion Credit Squadron Tournament by mail. Earn promotions, decorations and increase your social
standing for the Glory of the Empire. The Rules: Traveller — Trillion Credit Squadron and High Guard.

Turn-around time for both games will be in 10 days. Play begins 01 May 1986. Only a limited number of positions will initially be available for the
campaign., so enter earty. TRAVELLER rule books; TRILLION CREDIT SQUADRON and HIGH GUARD are a must and are available through us or
your local game store. The CAMPAIGN set-up is $25.00 which includes the first two turns, our PBM rules addenda, and your initial fleet/ground forces
submission and one resubmission if errors are found in your original fleet/ground forces. Set-up for the IMPERIAL GAMES is $20.00 and includes the

same items as the CAMPAIGN game.

- di .
Trillion Credit Squadron is APPLIED GAMING TECHNOLOGIES INC.
an adventure for TRAVELLER POST OFFICE BOX 2496

GDW's role playing set in the CLEARWATER, FLORIDA 33517

far future. MCI MAIL AGTI, CIS 75706, 1010
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Casual Encounter

Ringaal DeAstera

Ex-Army Major 8B96B4

Age 38
Combat Rifleman-4, Pistol-2, Tactics-2, RAM Grenade

4 Terms  Cr50000

Launcher-2, Recon-2, LAG-1,
Leader-1, Forward Observer-1
Morale: 22

Brawling-1, Demolition-1,

Former battalion commander of ‘’Ringaal’s Rangers,’’ an in-
dependent mercenary commando battalion, Ringaal DeAstera
has spent all of his professional life in the mercenary service,
from the day he enlisted in a mercenary unit on his home world.
Young DeAstera made a good soldier: stolid, obedient,
unimaginative, but fond of his new profession and reasonably
competent in the field. Unfortunately, those same qualities that
made him a capable private have tended to make him a narrow-
minded and rigid officer (albeit competent enough).

This was nowhere better proven than in the Battle of

Durgesswald in Hrunting in the Sword Worlds. The Rangers had
been hired by the planetary government to hunt down and
eliminate a band of local terrorists, but their contract was
cancelled after the Fifth Frontier War flared up. The Rangers
found themselves cut off on the world, with Sword World troops
closing in on them. DeAstera and a handful of the battalion
escaped the battle, the remainder of his command was killed
or captured. Throughout, the Major showed all facets of his
curious personality, a mixture of great technical competence,
personal courage and leadership, and an appalling lack of good
judgment.

The Major, though utterly fearless and very capable in the
basics of military leadership, is not really qualified to command
men in battle. He is prone to demonstrate his leadership in wholly
inappropriate ways, such as in personally commanding the
rearguard at the Durgeswald while the main body, thanks to con-
fusion in their orders, marched directly into a trap. The Major
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has an embarrassing habit of neglecting such mundane matters
as logistics and planning in favor of taking out patrols or leading
assault parties in person. Even before Durgesswald, other
mercenary leaders had nicknamed him ‘’Major Disaster,”” in
recognition of his outdated {and often fatal) style of leadership.
Before Durgesswald, capable executive officers had often
managed to pull DeAstera’s chestnuts out of the fire. DeAstera
lost his good officers with the Rangers, and, since then, has
been unable to find one willing to serve under him. He has been
unable to raise funds to form another unit (he lost his cash
reserve on Hrunting along with the battalion), and has been
unable to find employment in normal mercenary circles because
of his deteriorating reputation.

DeAstera has survived in the interim by taking a variety of
jobs, from military advisor to the planetary militia on Suarus/Vilis
early in the war to (at the low ebb of his recent career) personal
bodyguard to a wealthy merchant. DeAstera’s whole goal
through this period has been to put together sufficient capital
to start up a new battalion. He has learned very little from past
mistakes, and does not yet recognize the contempt to which
other officers in his profession hold him. He tends to ascribe
his recent failure to gain employment or backing to “'bad luck”’
or “professional jealousy.”” The Major is an egomaniac, with
supreme confidence in himself and a total conviction that
everyone around him is an incompetent. This ego is one of the
main reasons for his failure to delegate or properly perform the
duties of a commander. He doesn’t trust his subordinates to per-
form any but the simplest of military duties, and insists on per-
sonally supervising every aspect of any operation he is involved
with.

Major DeAstera (like many, in his profession and out) has a

#1 LIMITED SUPPLY #2 SOLD OUT

remarkable fondness for weapons, especially firearms; he has
acquired an impressive collection over the years, which was not
on Hrunting, or he would have lost it as well. He is an expert
on such matters as muzzle velocities, impact forces, and other
technical details. His conversation is often studded with firearm
related metaphors, and an anecdote about a battle can be in-
terrupted by a half-hour discourse on why a particular weapon
he was carrying was inferior to what he would have preferred
to have. He sometimes bases initial impressions of soldiers on
their choice of weapons.

Major DeAstera can enter an adventure in a variety of ways.
Characters looking for hirelings skilled in military matters may
be approached by the Major, who is almost always in need of
a job. Unless they are themselves mercenaries, however, the
players are unlikely to have heard of DeAstera’s reputation
(although Army veterans will have heard of him on a roll of
11+4). His resume (at the end of the article) is impressive, and
could easily result in a quick acceptance of the Major as an
employee.

As an employee, the Major is reasonably useful, especially
given the fact that he is a crack shot in addition to a number
of other military talents. He can, however, also be a problem.
In addition to being a bore and an egomaniac, he is also impulsive
and given to going off on his own when he feels he has been
given ill-conceived orders (which is almost always). This can
lead to trouble...he has been known to start a firefight in the
middle of delicate negotiations because he became impatient
and suspicious of treachery.

The Major need not turn up as a hireling, however. Instead,
he may be in a position of authority. For example, a group hired
by a patron seeking security services or other paramilitary work

#3 AVAILABLE NOW #4 AVAILABLE MARCH 1

“ .. beyond a doubt one of the best licensed Traveller products I've seen in a long time . . .
| wish a magazine of this quality could have become available much sooner . . . a winner”

— J. Andrew Keith
Noted Traveller Author
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could find that DeAstera has also been retained, and is in charge
(or at least high up in the chain of command). DeAstera will run
a tight military unit (regardless of the actual nature of the work).
He will also be much given to verbal abuse over trivial failings,
and will hardly ever allow the characters any independence of
action...all the while complaining that he shouldn’t be forced
to supervise a bunch of incompetents. In situations involving
fighting, the Major is unsubtle; he has an unhealthy fondness
for rashly running into combat, for ordering attacks without pro-
per scouting or preparation, and otherwise risking everything
on a gambler’s throw. DeAstera himself, however, seems to
have a charmed life, and for all his overconfidence, the Major
seems to come out of almost any calamity none the worse for
wear (besides, sometimes his gambles come off).

As a patron, Major DeAstera exhibits many of the same traits
described above. A patron encounter with DeAstera generally
indicates that the major is in the process of rebuilding his
mercenary unit. The referee may wish to have DeAstera in com-
mand of a full battalion for adventures or campaigns using
Mercenary or Striker. Major DeAstera ‘s peculiarities should be
factored into any large-scale treatment of actions involving such
a unit. Players who have hired on could find themselves in
serious jeopardy as a result of their new CO’s failings.

Lastly, DeAstera could be encountered as an opponent. ‘‘Ma-
jor Disaster’’ is not completely incompetent, and he is no
pushover. He could even be quite dangerous.

Another possibility is for DeAstera to be used in more light-
hearted adventure situations, as comic relief rather than a more
serious encounter. This is not to say that he should be treated
as a buffoon, but the adventures in which DeAstera is the
“villain’’ {presumably in the employ of the real opposition) do
present an opportunity for fun mixed with danger.

The Major is accompanied at all times by his batman and com-
rade at arms, Sergeant Chandra. A large, powerful, but
somewhat slow-witted man, Chandra is completely devoted to
his superior. He is very protective, and seems to have eyes in
the back of his head where the Major’s safety is concerned. Both
a skill list and a resume are given below.

Challenge Classifieds

In response to requests, Challenge will begin running a
classified ad column. Ads will be run once, first come/first
served, free of charge. Ads should be fifty words or less (not
counting name, address and phone number if desired). We
reserve the right to to refuse any ad. '

Hard To Find and Qut Of Print Titles. Older
Wargames in used to mint condition. Catalog $1
(refundable). The Weekend Warrior. 8116 Van
Noord Ave. N. Hollywood, CA 91605.

The Travellers’ Digest. Join our band of adven-
turers on their journey from Deneb to Terra and
back again. Single 56 page issue: $3.95. Four
issue subscription: $14. The Digest Group, 8979
Mandan Ct, Boise, ID 83708.

The Imperium Staple. 16 pages of Traveller ar-
ticles, gossip, and reviews. $5 for six monthly
issues. Herb Petro, 407 Louise Ave No. 38, Bel-
mont, NC 28012.

DEASTERA

Major: 8B96B4, Army, four terms. Enlisted in Infantry,
transferred to Command after third term.

Special Assignments: OCS, Military Attache, Commando
School.

Awards and Decorations: Eight combat service ribbons, six
combat commands, two MCUFs, two MCGs, four purple hearts.

Equipment Qualified On: ACR, Auto Pistol, RAM Grenade
Launcher, LAG, Demolitions.

PIOTYR CHANDRA

Ex-Army Sergeant B9C586 Age 34 Cr10,000
Combat Rifleman-2, Grav Vehicle-2, Admin-1, LAG-1, Forward
Observer-1, Mechanical-1, Recon-1, Tactics-1. Morale: 15

First Sergeant: BSC586, Army, four terms. Enlisted in Cavalry,
transferred to Commandos after second term.

Special Assignments: Commando School, Recruiting.

Awards and Decorations: Five combat service ribbons, two
MCUFs, one purple heart.

Equipment Qualified On: ACR, Grav Vehicle, LAG.

—J. Andrew Keith

GREEN DRAGON HOBBY
TRAVELLER® by FASA

High Passage Magazine:
Issues 2, 3, 4, 5, @aCh....ccccceevviiiirerei e $3.00
Package Deal, 1 each of the above..................oceeve. $10.00

To order, send chack or money order to:

Green Dragon Hobby

P.O. Box 2573

Sandusky, OH 44870

Please add $1.00 for shipping. Ohio residents add 5% sales tax.

Traveller is a registered trademark of Game Designers’ Workshop.

For Traveller:
Using Your Model 2/bis: Marc Miller
presents a World Generating Program that will
knock your socks off.
Ref’'s Notes: Vulcanism: A short treatise on
volcanoes, earthquakes, and other earth-
shaking events.

For Twilight: 2000:

Equipment List: Our new column of game
ratings for vehicles, weapons, and other
hardware.




Our Story
So Far. ..

Europa is the most ambitious
wargame project ever under-
taken: all of World War II in
Europe and North Africa at
division/regiment/battalion
level.

Europa is an amazingly
flexible game system that works
as well for the Desert War as for
the Eastern Front.

Europa is a detailed historical
resource and a tool for exploring
history: the most complete order of
battle ever assembled for the war
and a game system that lets you
simulate every campaign.

Europa is a challenge: armor
effects, extensive air rules, and
many special unit abilities require
players to master true combined
arms operations.

Start with Western Desert or
Case White: manageable games of
moderate size and complexity.
Then, if you want, you can
gradually move up to the ultimate
challenge of Their Finest Hour or
Fire in the East.

The Europa series so far:

Europa I, Fire in the East: With 6 maps
and nearly 3000 counters, running from
June 1941 to March 1942, this is the ultimate
East Front game. Words don’t do it justice,
so we won’t even try. You have to experience
it to believe it. $60.

Europa VI, Western Desert: A quick-
playing game with low unit densities cover-
ing two years of fluid, see-saw battles, from
O’Connor’s offensive to Rommel’s final
retreat from El Alamein. Also covers
Palestine, Syria, and Malta. $20.

Europa IX,
The Near East:
A module with maps and counters for
Turkey, Iraq, Iran, and Egypt. You must
have Western Desert to play the scenario
included. $18.

Europa IV, Narvik: Planning makes the
difference in this challenging game of Ger-
many’s shoestring invasion of Norway. To
recreate the campaign in detail, rules and
counters are at a lower scale than other
Europa games. $20.

Europa VII, Case White: The attack on
Poland in full detail, plus a number of
historically valid “what if”” optional rules.
$20.

Europa VIIL, The Fall of France: A ma-
jor study of the 1940 campaign with over
2000 counters, including the Italians and
Swiss. $40.

Europa I, Marita-Merkur: Two
games in one: first, the ill-prepared Italian
invasion of Greece; second, the German
onslaught through the Balkans, including
the attack on Crete. $20.

Europa V, Their Finest Hour: A com-
bined game of the Battle of Britain and
Operation Sea Lion, with detailed rules for
air, land, and sea battle. $30.

Coming: Torch, the U.S. invasion of
Morocco and the Tunisian campaign;
Scorched Earth, extending the Eastern Front
to 1944; Second Front, the campaigns in
Western Europe, 1943-45; and more.

NEW! Europa X, Spain and Portugal:
In early 1941, only Britain still resisted
the German war machine. Hitler chose
to open a second front in the East; this
module explores his alternative: with the
cross-channel invasion thwarted, taking
the strategically vital fortress of
Gibraltar was the easiest way to strike
at the Empire. Spain—which had
already refused numerous requests to
allow the passage of German troops—
was to be another incidental victim of
the Blitzkrieg.

The module includes a map of the
Iberian peninsula, counters for the en-
tire Spanish and Portuguese armies,
navies, and air forces, along with
mobilization schedules, and a British ex-
peditionary force. Rules plus German
and some British counters must be taken
from The Fall of France. $12.
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