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INTRODUCTION
By: Herb Petro

Welcome once more to TIS. 1‘d like to welcome Ed Edvards as a nev staff
pesber of The Imperium Staple (TIS), He joins us this isaue as the
department editor for Star Port Authority (SPA).

I wish to thank those who sent me the addresses of the persons listed in the
last jssie. | would also like to thank all the people vho resubscribed and
who newly subscribed.

There will be no new subsector in this issue nor the next for several
reasons. First, there is no room, no other subsectors are in final form,
and 1 want to see a little bit of detailing of the two that have already
been presented in TIS.

Some questions have been raised about the Spimward Main continuing into the
Toreven Sector. The main only extends into_the Reidan and Urnlan
subsectors, and will not continue any further. The two subsectors alre
printed in TIS have a slightly high concentration of stars, this came abou
purely randamly, as did the existance of the continved main.

The publication of TRAVELLER A-Z has been indeflnatell delayed due to the
fact ' that Ed Edvards, in charge of the miniature and certain other sect ions,
has failed to get the material to me due to health reasons. Even though Ed
is working on it, and | am exglormq alternative ideas, the publication date
is completely unknown (1f ever).

Therefore what | am goinq to do is apply the money already sent to me

le for TRAVELLER A-Z (TA-2) to their TIS subscription. In addition
vill send these people a computer printout of what 1 have on TA-Z. If and
vhen TA-2 becomes available in the future I will let everyone know. At that
time either people can send me none{ for it or I can deduct TIS issues from
their subscription for it. I am truly sorry for any inconvenience caused by
the whole matter,

1 have received many letters since the start of The Imperium Staple (TIS)
concerning the high wallt¥ of Phil Morrissey’s artwork. The cover art on
the cover of this issue will be the last, unless Phil finds it in his heart
to send more. The reason ] am lgnt[onlng this is because if Phil, nor
anyone else gends artwork, there will be no cover art. This would be 2
ghame, S0 if anyone out there can, please send more artwork. I thank you on
behalf of all the readers.

Not only artwork, but articles too are needed for TIS. Articles are needed
for a wide variety of subjects, but especially scenarios and striker
vehicles. A few other article suggestion are:
Reviews of nev TRAVELLER material aev S\u; Designs and/or Deck Plans
ew

New ship designs paent
Rew Weapons Nev Aliens
Character Sketches Rules Additions/Expansions

Tentatjvely glanned for issue #9:
A detailed description of the planet Hold by Ed Edwards
Cpt. Josue 2 de Don Diego 111, an entry piece to a series of
articles by Lawrence Apodaca
Interstellar Confederation for Law and Order by David Knatcal
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NEWS ITEMS
Bv: Joe Fugate

Things are lookin lé% at GIW for TRAVELLER. Marc Miller confided in us at
ORIGINS that CHA will be coming out once every three months from now
on-no exceptions! He’s putting Tim Brown in as managing editor to aid Loren
Wiseman. im is real hot on bringing TRAVELLER back, which is exciting
news.

Tim has also asked us to contribute a lot to each issue of CHALLENGE, which
wve feel is quite a congliment. Issue $#27, out in November, will have
several pieces by out staff here (I'm going to dislocate my shoulder in a
minute if 1 don’t quit patting myself in the vack...)

Also, GIW is coming out with a new science-fiction role pla¥ing game in
November, cailed TRAVELLER:2300. It is not a replacement tor original
TR@VELLE‘!, but is instead a brand new game set in the TWILIGHT:2000
universe. It deals with all the starg withing 50 light years of earth, and
the starmap is three-dimensional. It will have the latest in realistic,
playable game rules, and promises to be a super game.

We plan to diversify and also sugport TRAVELLER:2300. However, we have 2
gartlcu!a(ly fond place in out heart for the vast star-spanning grandness of
he original TRAVELLER backeround. We’ve gottin GDW's consent to do some
exciting things with "old" TRAVE

GIW also has some exciting plans for standard TRAVELLER. Just because
they’re coming out with a new sciene-fiction game doesn’t mean that they‘re
in any vay going to ignore their original SF game.

LLER in the next few years.

Also, coming from us in late October: 101 Robots, an illustrated catalog of
robot encounter, both Imperial and Alien. It will be 48 pages, full size
format with a ful1-color cover (like Grand Survey).

NEWS ITEMS
By: Alan M. Nuss

At GenCon GDW had a dealers table. They told me that the next TRAVELLER
iten they are currently working on Is a revised combat module for Basic
TRAVELLER, The module Is to based on the combat system used in the
Azhanti High Lightning game and is to come out in the first quarter of 1987.

Willian H. Keith, Jr. designed DELTA FORCE for Task Force Games. This game
is biased towards the VELLER Tgame system. Skill levels and character
stats are completely compatable. The Ref screen is useful and the has
complete rules for sigh lng under all conditions. There are too many
interesting things about this game to use in TRAVELLER to list here. I’m
happy I bought it and I suggest it to you. The price is $10.

HP 8¢

ANOTHER ED EDWARD’S JOKE
Question: How do you recognize Hiver spies?
Answer: You don’t, it‘s all a manipulation.



MANEUVER DRIVE CHANGES '
Bv: Charles R. Henslev

In seeing my article in print I noticed a few omissions, so I checked mv
original and found that they vere my fault: The Fission drive is based on
‘Project MNerva®, the Fission Burst drive is based on *Project Orion", the
Fusion Pulse drive is based on "Project Daedalus®.

In r se to Mr. Petro’s comments: I did not consider Beltstrike when I
was collecting sources, which I regret because it would have made the vork
easier. After checking Beltstrike, other sources, and my calculations, I
have come up with the following changes:

T Puel Use TL  Fuel Use
Fusion g+ 1 ton 11+ .5 tons
Fission 6+ 1 tom 11+ .6 tons
Fusion Ram s 1to 11+ .5 tons
Fusion Pulse 8+ ,0025 tons 11+ .001 tons
Impulge 11+ .0025 tons

As for the Jon drive fuel use, it should have read: Fuel use as if pover
lant of same size (code), or .0005 tons, Which is better fuel consusption
han is listed in Beltstrike. And for the destructive power of the drives

was why they are not very common for/clvllian/snlppln?. The ailitary does
not mind the destructiveness, for them it Is just another fusioa gun to be

used on those who get too close to the drives,

LOW BERTH NAVAL DUTY PAY CHANGES
By: Herb Petro

The following chart reglaces the formulas presented in TIS #6 for Low Berth
Navy Duty. The N{ Isted in the chart is for a 4-year term of low berth
duty. Cross index the number of terms the character served ia a conscious,
non-low berth mtx state with his rank. Characters do not get any
promotions during the time they serve in low berth duty.

RANK | TERM 2TERMS 3 TERMS 4 TERMS 5 TERMS 6 TERMS 7 TERMS
E-9 % b s 47,000 50,000 54,500 60,000
E-8 208 Fr 39,000 41,000 43,000 45,000 53,000
E-7 27,000 31,500 34,000 36,000 38,500 40,000 48,000
E-6 23,000 28,000 0,000 32,000 y 35,000
E-5 21,000 24,000 27,000 28,000 29,000 29,000 29,000
E-4 19,000 23,000 24,000 24,000 24,000 24,000 24,000
E-3 18,000 20,000 20,000 ' 20,000
E-2 17,000 17,000 17,000 17,000 17,000 17,000 17,000
E-1 15,000 15,000 15,000 15,000 15,000 15,000 15,000

0-10 127,000 132,000 136,000 147,000 167,000 167,000 178,000
0-9 113,000 118,000 121,000 126,000 136, 146,000 157,000
0-8 102,000 107,000 115,000 121,000 126,000 136,000 142,000
0-7 6,080 90,000 94,000 100,000 115,000 123,000 )
0-6 63,000 73,000 73,000 73,000 87,000 94, 105,000
0-5 50,000 63,000 63,000 68,000 78,000 85,000 88,000
0-4 42,000 56,000 ,000 66,000 72,000 74,000 74,000
0-3 39,000 52,000 56,000 62,000 64,000 64,0

0-2 34,000 43,000 47,000 47,000 47,000 47,000 47,000
0-1 30,000 37,000 ,000 37,000 37,000 37,000 )0

Based on the pay scale for the United States Armed Forces
- 4 -



TAS FORM 2b
PERSONAL DATA/HISTORY

: Bdard Josef Shaw UpP:
M' ALLEGIANCE: 32?01']&!

:  fuman
%gtgx TITLE: none BIRTHDATE:
AGE MODIFIERS: none BIRTHWORLD:
HEIGHT: 60" VEBIGHT: 175 lbs. HORALB

SE%?CYICE HISTORY
BRANCH: I[nfan rg, then served vith military police, gee *Special Assignments’

TERMS
IRAL RANK: Lieutenant
mmﬂgg mnmm PAY: 4,000/yr. DISCHARGE WORLD: Regima
SPECIAL ASS]GMHS: Speclal aide to the hdrp hAdvocate General’s office on
i

during the closi ases of the Froatier Var.
Reg.na "31(15 (lnclzgeph ons, Nedals, ete.)
Three Combat Service Ribbons,

POUIPMENT QUALIFIED ON:FQ®, Guass Rifle, Cabt Rifle, Computer, Battle Dress
PRIMARY SIILL: Battle Dress-2 SECONDARY SKILL: Combat Rifleman-3
ADDITIONAL STILLS: igh Energy Wpns-2  Interr tioo-z Adnin-2

Computer-2  Liaison-2 Instruction-1 Leader-2
PREFERRED WEAPON: Guass R. PREFERRED PISTOL: Auto PISTOL
PREFERRED BLADE: none MEMBER OF TAS? no
POSSESSIONS

Guass Rifle, Combat Rifle, autopistol

MISC. ADDITIONAL DATA

Edard Josef Shaw is a pals dtallov lndlvldnl outside of the milltary that
has been his existance for the last twenty { He served under Brigidier
General Maxilamitus on Jewell dn'in the Pifth. Froatler War, and earned his
pedals at that time. At one poimt his cmpan the 188" L:?\t lnfanta
suffered 88% casualties under hea bodanl anklng tirea the fourth Gap
Raid (See ‘History of the 5th Frontier War: The Jewell CaTam by
Captain Luit Van Gulver Hant Press/Jewell, 1112). He blamed the losses on
Eoor training of the troq:s. With the remaininq mesbers of the 188"
Shaw exacted a toll ingt the Zhodani units while in strategic
m{hdrawal He received the P and two cosmendations foc his actions.

Near the end of the Jewell cawal?n Shaw’s actions drew him attention from
the Advocate General’s office, one Colonel Kaochari in particular.
Colonel Xaochari pulled some strings and had Shaw transferred from the
g&l::ce unit he currently saw action with, to the JAG’s department. Shaw

ame his aide. After a short while, Colonel Xaochari and Lietenant Shaw
saw that the appointment to the department was a mistake, and Edard Josef
was transferred back to the military police.

Lieutenant Bdard Josef Shaw mustered out of the service in 233/1112, and
imediately began Iookmct; for suitable mercenary actions to continue his
trade, He 1|omed up with Fane Black, a mechanized infantry company out of
Vilis, but left quickly after argumg with Major Smarn, Fane Black’s
cmanding officer, about the training procedures inplemented by the

any. There were none. Fane Black accepted soldiers on their words of
sk Is and slight shows of abilities. av is now looking for a vell
trained unit to join, and possibly be a junior commanding officer of.
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THFE BEST COMBAT SHIPS - PART 1V
By: CraiEg Saeelg
THE STANDARD CONFIGURATION STARSHIP -
PART 3
By: Ed Edvards

“The Best Combat Ships' (BCS) Pat I (TIS3 p7-8) demonstrates a rational for
an ideal fleet of 2 Rﬁtm Dreadnoughts (MDN) armed with A-PAVS (see JTAS
20 article: “Spinal ats Revisited*) supported by 50,000 ton Battle
Cruisers. BCS Part II (TIS4 p11-12) discusses funding and di ition of
auch fleets at a ratioof | per 48 BCs. BCS Part III (TI pS) gives
the design stats for the MDH. It should have included the herein enclosed
dimeasions and drawings of the MDN and BC, though were not sent with that
article. (cbviously the editor of The laperium Staple will not be Psionic).
At this point the authors disagreed on the shape the ships would take.

In 'The Standard Conﬁ?.lratlon Starship® (SCS) Part { (TIS1 p9-10), Edwards
srggsed a standard config code 1 (wedge) hull with dimension variants for a
ton DD, a 54,000 ton BC ?2
C

/ , and Mega-ton MDN., In SCS Part 2 (TIS2
pi-8) Edvards'expanded the designs to include ships below 2,000 tons down to

a 9-ton lifeboat. Prankly these SCS ships have a dull exterior. They are
contrast, very easy to compute tonnage, volume, etc. for floor plans.
are, In fact a space ship designer’s dreaa to defail the interior.

There is an opposing view. The exterior of the SCS ship 1s dull. Nol

of fighting strength is imposed. Mo artist vishes to drav such a dull hull.
The Imperial gropaglaﬂda machine gts.no joy depicting such ship exteciors.
By con rast, he and BC drawings enclosed are the artist’s and
propagandist’s delight.

Which hulls vill the Imperium build to defend it’s frontiers against hostile

nations? The decision is left in the reader’s hands ( aws? Tentacles?),

?gzrl igo &l)ltig that a mindlesss beauracracy, vwhen faced with a decision will
ikely A

ROBOTIC AND SHIPBOARD CPU RELATIONSHIP
By: Joe Fugate

I (Herb Petro) was wondering about the relationship of robotic CPU space and

ship board computer CPU ﬁce and therefore wrote Joe Fugate, co-author of

Robots, Book #8 (GDW, 86). Here is what he had to say about the matter:

- They are very similar, although robot CPUs are qeneral‘lz gtilized for
space, and are thus more expensive than starship CPUs, which don’t have

space restrictions.

- Computers on Starships typicall¥ have an unbelievable amount of storage
tied to them, which accounts for some of their °hugeness®. The other
aspect of their hugeness is the need to allow volume for human access,
and the tendency to provide lots of terminals throughout the ship.

- Starship computers are almost always 'deterministic parallel®. As such,
ship computers don’t have an intelligence rating like robot brains do.

- The general feeling is that using non-deterministic computers as the
driving cc_?uter of any vehicle is dangerous. Non-deterministic CPUs can
make stupid mistakes (but they do learn from them), forget things, and
even occasionally go insame. Deterministic machines can’t learn or have
intuition, but they are VERY reliable.

o



%A “Fully spproved by Msrc Milter (designer of Traveller) a9
= official, leading-edge Traveller material.”

Grand Survey, Exploring and Detailing Worlds — $7
_.and available the last week of October:
101 Robots, An lllustrated Catalog of Robot Encounters — $7

2,000,000 MDX
, ammxw Long Macintosh Computer Software...

Wid Officially approved Traveller Software (only available by direct mail)
790m Wide o P iGor/Bestiary, $18.50, plus $1.50 shipping and handling
180m High (hull) ﬁ% 2: Forms & Art, $18.50, plus $1.50 shipping and handiing
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ADDING THFE THIRD DTMENSION
Bv: Michael R, Mikesh

From the start, GIW elected to make star mapping two dimensional, presumably
for the sake of keeping the game simple. Yet this is hardly realistic.

Looking out into the night sky, there are stars everywhere, not just along
the galactic plane. Of course, this can be corrected with a little thougat.
Readers interested in developing a TRAVELLER campaign that uses all three
dimensions in space micht appreciate Bob McWilliams’ article, "Starbase:

3-D Space® in WHITE IWARF 473 pg 27.

A problem I have with this, however, is that I enjoy using 60W‘s lmperium

universe, and it doesn’t work well with a third dimension. To inc ate

it, 1 would have to generate over 10,000 more star systems for the Spinward

Marches setting, which would put {t at the same nusber as in the entire

‘I‘?erit-. I would also have to rework the x-boat routes and shape the rest

of {he ‘Z'hodam/lmrial border into something likely to result from the
ontier Wars.

These, and other problems, made the effort too involving to justify. And
&g there’s an advantage difficult to dismiss. The void above and below

‘s Charted Space is outside the framework of official TRAVELLER. A
referee could use it for his own purposes without the danger of being
syperceded by a GDW publication. New star s¥steas can be placed virtually
adjacent even to Capital without conflicting with the setting.

What 1’ve used for lanl Years nov might be thought of as a false three
dimensional systes. It still doesn’t fit the realities of astronomy, but it
vorks well wvith the Imperium universe. To avoid the complexities of a true
three dimensional system, [ treat the stars as if they were in stratified
layers. Each layer is separated from its nei ing lagers by 6 parsecs.

I did this to restrict travel between the layers so that a sector of one
layer is clearly distinct from an adjacent sector above or below.

A second assumption I make is that the stars get rapidly thinner as you move
avay from the plane of GDW‘s Charted Space. A sector on the primary glaue.
for instance, might be generated with stars occuring on 4+ on 1D, as
described in' THE TRAVELLER BOOK page 80. In the sector abore that, stars
occur on S5t. Above that, 6+. Above that, 11+ on 2D, then 12+ on 2D. This
characteristic also helps keep political and compercial attentions on the
primary plane, leaving most star systems above and below as backwaters.

In the ac nying figure is a possible arrangement of space around the
Spinward Marches that regc;ers may want to consider for their own use. HNadir
sector is below, Zenith sector is above. The Spinward Marches has 440
stars. The Marches were seemingly generated with a star occurance of 5+
instead of 4+. Dropping the occurance in Zenith to 6+ seemed too steep, so
I instead recommend the occurance 9+ on 2D, or about 360 stars. Sector
30801 has an occurance 6+ on 1D, or about 200 stars. Sector 50801 has about
100 stars, and 70801 abut 35. (The number 30801 is derived from the
sector’'s coordinates with Core as the origin, ZXXYY. Positive coordinates
are odd numbered. HNegative coordinates are even.)

Communication limes between Zenith and the Marches could still exist,
amln? the Scout Service constructs J-3 refuelinY gtations to bridge the
?ap. n wneratln? Zenith, find those stars that lje directly above stars
n the Marches that are on x-boat routes. Choose a few of these, between 2
and 12, to serve as junctures between the two sectors. When Kou’re ready to
d{aw x-boat routes for Zenith, be certain they include these particular
stars. s

..9_



(1f you’re |ook|ng ?Jod source of star nm for this region
recommend reading AC! VIK by H. Bean ?er This book apparenhy
}nt uz‘edug[ﬂ’s creatmn of the Sword Wocld Federat which could extend up
nto Zen

This system is also an answer to those lamentm that the Judge’s Guild
gectors were superceded by the ATLAS OF THR IMP . | assume both exist

in our campaign. The Judge’s Guild setors renaln on the primary plane with
the GDW seca‘?ore 6 parsecs ggve 4 5

Usinq sectors in layers. as I’ve described above, still doesn’t do much to

bring TRA star in line with realily. However, it does take
advantage of this failmg to give the referee the space he needs for his own
creation, without disturbing the backdrop already created by GIW.
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TAS FORM 2b
PERSONAL DATA/HISTORY Date of preparation:

Name: UpP:

Race: Allegiance:

Noble Title: Birthdate:

Age modifiers: Birthworld:
Height: Veight: Morale:

Hau' color' Eye coloc: Complexion darkness:

SERVICE HISTORY

Service:

Branch:

Terms served:

Final Rank:

Retired? (y/n) Retiraent Pay: Discharge wocld:

College or Aca

Special Assignmen s

Mvards and Decorations (include Cbt Cmds, Commendations, Medals, etc.)

Equipment Qualified On:

Skill: Secondary Skill:

Preferred Weapon: Preferred Pistol:
Preferred Blade: TAS member (y/n)?

PSIONICS (restricted and confidential information)
Date of Test: PSR: Trained? Date Completed:
Talents and Current Levels: /

CASH ACCOUNTS
Total Amount Amount Carried
Credits in Cash:

Credits on Card:
Other currencys (list amount and type)

Misc Money Info:



INVENTORY
Items Normally Carried (list item and location):

All Other Personal Possessions:

Vehicles:

Misc. Additional Data



REVIEWS:
By: Herb Petro

Challenge #26 (GIW, P.0. Box 1646, Bloomington, IL 61702-1646; 48 8.5’
by 11" pages with a tull color glazed paper cover; $3.25; 1986)

The articles for Twilight:2000 include Twilight:2000 Air Module (stages),
Flow Charts for MNanageable Campaigns (for use with Twilight:2000 or
TRAVELLER), and equipment l1ist featuring the VAB APC and ERC-90 Armored Car.

For TRAVELLER we have Cargo:A Merchant Prince Variant by Terry Mclnnes which
s Terry’s expansion of Small Cargo articles. Striker Weapon S¥stgms
Revisited by Steven P, Drevik for all those mercenaries. A 4 page listing
of a Comprehensive Sector Generator for the Apple 11 family of camputers by
Marc Miller, which 1 plan to try out when ] get the chance. Amber Zone
scenario entitled Tournament by John Marshall in which warganing is done
vith armies made of real people. Volcanoes by Brent Reck which can be
integrated with Grand Survey, with this some pages are copied from Grand
mrveY. Contact The Prt’ by David Piatt and Craig Sheeley which deals with
a feline race. A TRA nevservice dispatch concerninﬂ someone who was
ex‘)osed to Hyperspace and lived. Military Acadesy by Marcus L. Rowland
which concerns itself with characters being in a military academy for
cmal? purfoaes (interesting, but potentially boring to some). Casual
Encounter Emil °“Boomer® Brankovich by J. Andrew Keith. Lastly the Tuktaar
Connection by John Marshall which is for K’Kree player Characters.

TRAVELLER’s Di #6 (DGP, 6979 Mandan Ct., Boise, ID 81703; 5 5.5
by 8.5' pages with a b/w and green cardstock cover; $3.95; 1986)

This issue is the sixth episode of the continuing adventures of four
travellers on their va¥ to Capital. The feature adventure, The Most
Valuable Prey, uncovers the truth about the mysterious 'Giants' on the worid
of Kaiid in the Lishun sector. I don’t want to give W@{ anything to those
vho might be potential players of this adventure, but it is very good. In
my opinion better than the feature adventure in issue #5.

There is a crowd reaction table used for a portion of ths adventure vhich
can be used in other adventures, modified or not. Many MPCs are described
fully, Along with the animal encounter/reaction table of the planet there
is more extensive descriptions and silouhoute views of the animals. In this
issue there is a more in depth look at one of the four travellers, to 2id in
the playing of him.

There is a map of the city of [Keraliid, a profile of the planet Kaiid
jtself planetar{ sap of Kaiid, and form from Grand Survey for the planet.
The Shuna subsec or, subsector | of the Lishun Sector, has a map stats,
Also x-boat routes and library data of the Lishun Sector.

Some other interesting articles in this issue are 'Persons and Unpersons,

What Constitutes Intelligence: Standards Used by the Scouts'. This

describes what the Scout service looks for to find and classify intelligent

life. Under the Gaming Digest department we have *The Referee’s Guide to

Using Tasks' which deals with uncertain tasks. l’inall‘é under the TRAVELLER

&ech’ Brl?fs section we oee a detailed look at Grav Belts, complete with a
aving of one.

TRAVELLERS’ Digest has been growing. This issue is better than the last,
and the next promises to be even better. ;
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SMALL CARGO - DUST SPICE

By: Alan M. Nuss
CARGO: Dust Spice LOTS: 20 ;g each
VALUE: Cr 145 per lot TRANSPORT PRICE: Cr 8 per lot
MARKET : Luxer‘ RESTRICTION: -4
SPECIAL HANDLING: None AVAILIBILITY: 10+
TRANSPORT COST: Hone

Rare Tlce used for seasoned food essseclally fruit. Humans find that this
spice has a slight euphoric effect vhile some non-humans (notably Aslan and -
Va:ag) lfhgd it a powerful euphoric. It is harvested from the vark of desert
scrub plants.

ROLL one die:
i Inferior quality, DM -3 on resale
2 Suﬁgrlor quality, DM +2 on resale
3-6 No ill effects

SMALL CARGO - DIAMONDS
By: Alan M. Nuss

CARGO: Diamonds LOTS: 4k3Reach
VALUE: Cr 12,000 per lot TRANSPORT PRICE: Cr 600 per lot
MARKET: Luxer RESTRICTION: +1
SPECIAL HANDLING: Mone AVAILIBILITY: ©+
TRANSPORT COST: None
ROLL one die:

1 Inferior quality; DM -4 on resale

2 Superior guality; DM +3 on resale i

3 Word has [eaked out about the cargo, roll 8+ for a hijack attempt
4 Yord has leaked out about the cargo, roll 5+ for a hijack attempt
5-6 No ill effects

E.T. (Excess TRAVELLER)> FOR SALE

Games & booklets:
$7 punched Invasion: Earth, Game 5 (GIW, 82)
84 used  Uragyad’n of the 7 Pillars (FASA, 81)
3 poor Be¥ond (PP, B1) - not original nag
$15 wused Gatevay Quadrant (4 JG sectors, 81+82)
$5 used Darthanon Queen (JG, 80)
% used  Dra’k’ne Station (36, 9

Martian metal {5mm miniatures:
$3 mint blister Cravler (TL 6-8) MM220%
$3 mint biister Light Utility Tractor (TL 6-8) MM2202
$5 nmint box Imperial Marines 3
$4 good box Citizens MM2902

I pay postage. Write: Ed Bdwards; 1410 E. Boyd; HNorman, O 73071
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MERCHANT CLASS SHIPS

Volume I, 3 Merchant Ships in Detail.
Available in 15 or 25mm Scale.

Send $5.00 PPD for 15mm
or $10.00 PPD for 25mm

Also from SEEKER in 1Smm Scale.
Module 1: The Corporation. $5.00 PPD
Module 2: Research Facility. $5.00 PPD

B

L1

il

T
]

Send to SEEKER, P.O. Box 337, Finley N.D. 58230

Merchant Class Ships, Volume 1 (SEERER, P.0. Box 337, li 58230;
5...11% ‘1‘7' F ided sheets and one double-sided 8.5° by ll' gheet h

a® byt ziplock platic bag; $5.00; 1966)
Made for use with Space (ﬁ:se Even though the deck plans ook heau%lful
8

there are mo stat ps for any agstel,.pu the deck plans
Printed with black on uhite papr vith llw biuve ink as grid lines. .
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