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ANOTHER ED EDWARD‘S JOKE

Q: How many Hivers does it take
to change a lightbulb?

A: Only 1, but 27 will claim a
successful manipulation.
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INTRODUCTION
By: Herb Petro

When 1 started TIS back in Pebma%/latch I had plenty of time to work on
it. In fact 1 had a total of 30 hours of free time a week to spend on
TRAVELLER. Since then other rewlbllltieg have been wovin? (by mv
choice) and after subtracting my other obllgatlons I now only have 10 hours
or less a week to devote to TRAVELLER. 1 have not played in or refereed a
face-to-face TRAVELLER game for 2 months.

Though I dont expect any more of this TRAVELLER time to be taken away, it
is a strain on me to put out TIS in this limited amount of time. If alll
had to do was edit TIS, 10 hours a week would be plenty of time, but I also
have TRAVELLER correspondance to write (and anyone vho has written me
recently knovs how backlogged I am in this area), new subscribers to deal
with, and new TRAVELLER material to assimulate.

Even thougn 1 Yreatly enjoy publishing TIS, with this strained schedule I
can not S up forever. I do not want TIS to die though, so I am
looking to turn over the editorship to someone else. V. Eimer Hinton has
expressed interegt in taking over, No matter vho takes over finally, I will
try to make sure that person is quite capable.

After 1 turn the editing and publishing responsibilities over to someone
else 1 will not abandon gRAVELLEbor T1S. 1 will still write articles for
TIS and Betveen Worlds and perhaps even the Journal or TRAVELLERs’ Digest.
1 will publish at least one more issue of TIS, before someone else takes
over. During that time I, and afterwards the new editor will, still need
articles and artwork.

_______"FULLY APPROVED BY MARC MILLER (desiﬂlhler of TRAVELLER)
AS OFFICIAL, LEADING EDGE TRAVELLER MATERIAL.*

-- THE TRAVELLERS’ DIGEST Back Issues --
New, Never before seen adventure settings!
Great TRAVELLER material!

Adventure #4: The Gold of Zurrian (limited wppl‘l) - $3.95
Adventure 35: The Humaniti Experiment (sorry, sold out)
Adventure #6: The Most Valuable Prey - $3.
Subscription (4 bwarterly issues) - $14.00
Overseas - $22.00 (US funds only please)

Grand Survey - Ex?loring and detailing Worlds - 87
101 Robots - An Illustrated Catalog of Robot Encounters - $7

Macintosh Computer Sofware (available by direct mail only)
Disk 1: Word Gen/Bestiary - $18.50, plus $1.50 s/h
Disk 2: Forms & Art - $18.50, plus $1.50 s/h

AT YOUR DEALER TODAY!
Or available from Digest Group Publications, 8979 Mandan Ct.,
1D 83709. Pl

Boise, ease include $1 shlpp]ng and handllgg per order.
MasterCard and Visa accepted. Phone orders call: (208) 362-3094
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CPT. JOSUE LOPEZ DE DON DIEGO III
By: Lawrence Apodaca

Military Historian AABDBC Age 70 8 terms  Cr 81,000
Admin-1  Carbine-1 Computer-2 Electronics-1  Forward Obsr-1
Instruction-4 Leader-1 Librarian-1 Tactics-4
Personal computer and recording equipment

Diego’s first solo command (Age 22) was the accidental result of a fleld
assignment from his force commander. Even though a Captain in rank, Diego
did not fall into the usual chain of command and not really understandin
why he vas saddled with a military historian, Diego’s commander sent him ou
to a forward position to observe and write a report on his return.

The post came under heav¥ insurgent fire and only survived due to Dle?o’s
quick assessment of the situation. Diego successfully withdrew under tire
and dealt the insurgent forces a hard blow by calling an artillery strike
from the insurgent’s own battery! Dlego received a battle field
commendation. Thougu he later went into the field to observe and write
additional reports, Diego never found himself in such a situation again.

In the field, Diego s a popular commander because he lves‘lnterestln?
pr:seg@tlong in classical military history (beats k.p.) and is in charge o
entertainment.

Die?o i the third in his family line to become a military historian. His
Tactics skill level is mlsleadln?. His practical knowledge is |imited; most
of his knowle comes from military history. He has a formidable library
and weapon collection at his home. The extensive collection, begun by his
great-grandfather, contains texts and weapons dated pre-First fnperium. The
collection has grown to include texts and weapons from the six Major Races.

Diego has a natural flair for languages and possesses an eidectic memory,

One of his academy porfessors believed that Diego’s natural language ability
is, in some way, a psionic talent (Diego’s talent is a psionic special and
extends to code). Diego has studied the Major Races’ lanYJages and can read
and write in them. ie?o can also read and write the classical languages:
ancient Solomani, early Sylean and classical Vilani.

Diego is independentl*h wealthy and his estate allowance amounts to 55% of
his yearly income. e family fortume comes from several popular computer
texts on nilltarr historsz three computer texts on small arms of the major
Races, and a civillan star fp recognjtion computer manual.

fllego’s own published texts include:

Diego’s Arms and Armor, 3rd Edition

Diego’s Arms and Armor of the Aslan Hierate, 2nd Edition

Diego’s Arms and Armor of the Ancients, ist Edition

The Carnivore Conflict: A Military History of the Two Thousand Worlds

Police Action: Hiver Military History



INTERSTELLAR CONFEDERATION FOR LAW AND ORDER |

By: David Knatcal

The Interstellar Confederation for Law and Order is a quasi-governmental
agency. Here meamng it is officially run by civilians, but unofficially it
i1s controlled by the Imperial government. Early In the history of the
Imperium the ?overmnent_ recognized a need for certain covert operations
against sibly subversive elements. Usually in the form of assasinations.
In the inning the government hired hitmen and mercenaries (the¥ still do
sametimes), but now they tend to use more subtle means. The Interstellar
Confederation for Law and Order is an alliance of wealthy individuals using
their own money, and secretly government monmey to eup10¥ the neccessary
personnel to ensure public peace. A modern egulvilent 0 the personne
employed is the "neighborhood security patrols’ in some communities that
drive around in cars that look like the police. The catch is these
individuals, they are called Public Service Agents, usually find individuals
that are deemed dangrous by the Confederation, kidnap them, and then torture
or execute them to submission.

4 N
The area of operation for the Confederation can be suited to fit any
campaign. Personally, I used the Confederation as means to stop a character
in my campaign that was going from star system to slstem rampaging the local

ulace 1n the starport area. After a few heavily armed men started
following him around and trying to kill him the¥ quickly curbed their 1oose
behavior. The difference between the Confederation and the regular police,
the Confederation dismissed with the formality of a trial that may
eventually let the criminal go and cost a lot of money. The fine details of
the Confederation may be set for the particular campaign.

ECONOMY SOPHONT
By: Ed Edwards

Space ships designed for the 2 meter tall and up to 100 kilogram person use

4 tons to support the person., If a spaceship were desi for a 1 meter
tall race only 1/2 a ton of ship space would be required for personnel

s%port. Consumption is by mass, ;;roportlonal to the cube of the hei?ht

12 cubed “is 178, 1/8 of 4 tons i3 1/2'a ton; 1/8 of 100 kilograns is 2.5
ilograms,

For spaceships from 1,000 to 100,000-tons a typical manning is 1 person per
100-tons (excluding passengers). ical cargo (fuel, passengers, goods,
veapons on military vessels) uses 10% to 60 % of a ships space. While 3 and
1/2 tons per 100 (3.5%) seems like a small saving, at Tech Level 15:

Higher Maneuver drive rating requires 3%
Higher % drive rating requires 1%
Higher r Plant ratin? requires 1%
Higher Armor rating requires 1%

If the 1 meter high Economy Sophont were the norm, space ship passengers
could be multlpllesd‘ a cl;Igctor of 8. Consumable good carr?ed aboard
merchant ships would 8 times as far, etc...




TRAVELLER - ALTERNATE SETTINGS/ADVENTURES
By: Herb Petro

TRAVELLER is a Science-Piction Role Playing Game to be used in GIW’'s
lngerlum or similar area of personal deslgu. Al lements and almost all
articles for TRAVELLER are geared around this idea, but why?

Let’s make TRAVELLER a time travel game. The TRAVELLER rules give you a

idea of technol from the stone age to the far future and a system
or battle and character generation. All one has to do is generate time
travel rules, the rest of the systen is usable exactly like it is (except
for anything VERY high in tech level, like level 20+).

In other words, games exist not onl¥ tobeplaYed and enj in their
published form, but also to be moditied and played in what the plager
considers better and more suitable to his needs, desires, and so forth.
This can be done in a variety of ways.

One wa¥ to do this Is to modify the current rules, nodlf‘ the environment
or modify some other element of the game substantially. By substantiall i
don’t mean add a portion to the current rules to improve them, re-write them
completely. For example, add light-speed engines like the ones in Star
Wars*™ or cha TRAVELLERs’ tramp traders into free traders such as
Andre Norton writes about.

The combinations and possibilities on the SF theme are endless, just as are

the multitude of SF novels in print and the ideas of the human mind. One

very interestin? universe to set up is the one from Star Wars'~. Ang

universe from [iterature can also be set up, with some changes to the basic

brg(l*es. Try role-gaming the universe described in Jefferson Swycaffer’s
S.

Why limit this to SF? TRAVELLER can be much more than just a SF Role
Playing Game, even though that field is indeed very extensive and has room
for numerous possibilities. Why not increase the field and make the
possibilities more numerous?

Another way to modify TRAVELLER, or an¥ other game, is to add fanta
elements to it, but can one actuall¥ say that the fantasy elements are no

ible throud science? ‘“Extremely high techno! is Indistinguishable
rom magic* (perhaps I am not guoting exactly correct, but the idea is the
same).  Therefore fantasy can regl|¥_ be a branch of SF, and not
supernatural, If that °magic® is scientifically feasible it does not have
to be within the capabilities of the player-characters, but from a
previously unknown, now fallen, tech-144 culture.

I made reference to time travel at the beginning of this article. Below I
give a system for time travel.

NATURE OF UNIVERSE: A hole can be cut into the fabric of time and space to
lead to other locations. The fabric of time and space is weaker in some
laces than others, and therefore easier to cut in some places than others.
en someone cuts such a hole and steps through he usuall{ ends up on an
inhabitable planet, inside a protected and airtight city on a

non-inhabitable planet, in a spaceship or spacestation, or at some other
*safe* location.

- 5 -



Is this really a setup of nature or a complex highly deve] oped
transportation system? Also if you go from one planet to another planet
vhich is travel faster/glover and/or in a different direction you will
not ?o zooming off into the distance, No, vhen one goes through a cut in
the fabric of time and ?ace relative energy is changed, so that little
difference is felt by the individual.

There may be hundreds of such weak places on a planet, or just a few. There
may or may not be one in a space station or aced\lg. In general, the
larger the planet the more weak spots, and the larger the spaceship/space
station the more likely there will be such a weak spot,

HOW TO TIME TRAVEL: There is a device (size of your choice) with a set of
controls on it (a gyrocopass, a dial, a button, and a switch). The
gryocompass will point in the direction of a weak area in the fabric of
space and time. | The dial will have increased readings as it nears a veak
spot in the fabqi'xc of time and space. When at a location vhere a door can
be cut, the dial will go all the way to the upper end of its range.

At this time if the button on the device is ?ushed, a door vill appear (a
grayish circle 6’ in diameter). The door will only remain for 20 seconds,
at the end of vhich time it vanishes. You can deactivate the device before
the 20 seconds is up by f1ipping the switch, and the door will disappear.

The gy and dial are in constant ation. Depressing the button
will only mthlng vhen the device signals a weak area. The switch will
only do something if flicked within 20 seconds after the button is pushed
and a door has been activated.

The device does not detect weak areas at long distances, but the distance at
vhich it detects such spots varies, seemingly at random. Also it may detect
a weak area where it did not detect one just hours or seconds before
(perhaps the weak spots move?). Of course the opposite of this can happen,
a weak spot can be gone soon after it is detected.

METROD OF INVOLVING PLAYERS: By one way or another the adventurers have

ten their hands on the device. At first thc{ do not know what it is, but

experimentation and intuition they activate the device and go throud'y the
door. To involve the players this can happen at a critical moment so that
the ﬁlam‘s either have to go through the door or face dying (remember you
can NOT see through the door). After that they find themselves in another
glace. They must either keef ?oing throu?n doors for adventure or to find
heir way home or they can settle in one of the places they go (but the ref
can always drive them on if he want to).

¥here a door leads is unpredictable (at least by any means available to the
adventurers). The device transports one between alternate realities. One
moment you are in GIW‘s Imperium, the next in the Star Wars*™ universe

or battling orcs, and then on 20th century Earth.

Whether you try my time travel method sometime, try it modified, or don’t

try it at all g‘ust remember never be afraid to change the rules. You do
want to think out the effects first, but don’t be afraid to do it.

- 6 -




THREE DIMENSIONAL TRAVELLER, REVISITED
By: Jefferson P. Swycatfer

Too many of the variants seen in TRAVELLER do not involve enough innovation.
Thus, when in The Iwﬁriun Staple 18, Michael R. Mikesh added a third
dimension to the TRAVELLER/Imperium map, he did it b{ adding nothing more
than a series of two-dimensional layers ‘above’ and ‘below’ the known map --
and allowing those to have no effect whatever on nearby maps because he
placed them all Jump-6 away. [Editor’s note: Michael didn’t want these new
areas to affect the other maps.]

True three dlnensionalltl in TRAVELLER can be achieved with no more
complicated tools than hex paper and a calculator that can extract square
roots. Indeed, the calculator isn’t actually necessary, because the numbers
are all small enough for most of us to calculate the roots in our head.

Take a sheet of hex pager, similar to the one in Supplement 12, Forms and
Charts (TAS Porm 6). Star systems will be marked within the hexes, as
normal, but a third dimensional or ‘height’ coordinate of zero 18 in the
plane of the paper. Negative height coordinates are below the paper, and
positive ones are above.

Hei?st coordinates will range from -5 to +5; the subsector is now a brick
that is eight hexes by ten hexes by eleven cells in height, containing 880
hexagonal cells.

The only question remaining is how to populate the ?aper with star systems
5? t(ixtm up with a distribution of stars similar to the TRAVELLER
stribution.

Using a hexagonalw laid-out subsector ng like the ones GDW uses for their
subsectors, and using a roll of 5+ on 1 for the presence of a star gystem,
there will be 27 stars, on the average, In the subsector. The average
length of the closest JU? from each star is J1.088 -- clearly a Jump-1 is
the most common. Indeed, on the average, each star will have two -1
neighbors and four Jump-2 neighbors.

To ?et the same distribution in asxstem vhere each star now has twenty
possible positions for a nel bor. the odds of having a neighbor must be
decreased. The number that ma hemahcalw comes closest is for each of the
880 cells to have a star on a roll of 15+ on 306, Rolling 306 860 times
seems like a temendous amount of work...until you realise that this
subsector, having some 81 star smtemson the average, is as populous as
three normal, flat subsectors. the next page, I‘ve drawn in a
three-dimensional subsector using these rules, with travel distances
calculated for some of the worlds.

My next 3uestlon. however, is wh¥ use hex-grids at all? Why not use
square-grid graph paper? Calculations of distances are easier and more
accurate., Every vertex on the graph paper has 18 neighboring spaces, 9o the
calculations are just as easy as before, and star systems appear on pretty
much the same 15+ on 3D6.

Finally, th use GV star frequency, when a more realistic star frequency
has been gven to use (in a local sample) by our neighboring stars,
Locally, sfars are separated by an average of 2.2 light years or .67

parsecs. Taking this as the mean distance of stars Ip the foregoing

three-dimensional sawle, one would have a star agpearing on a roll of 14+
on 306, just as in the hex-grid examle. but would find only one in two of
these star systems bem? of any habitable use to a star-faring civilization,
the others beln? glanet ess, Red Giants, Blue Giants, Brown Dwarfs, or other
astronomical oddities.

1



The primarg point of all of this is that if vour are going to mess around
vith something, mess around creatively, and don’t alter on ¥ a few aspects
of a system, Peel free to mess around with all of the parameters, and dont
be dismayed by what you get.

.'5/ '
-3 \
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Distance from star A to star:

B - J-J6 luck of the rolls,
C-J2 6-J3 K-J5 this subsector came
D-J4 H-J5 L-J4 out rather sparce
E-J3 I-J4




THE PLANET OF HOLD
Bv: Ed Edwards

The Hold system is in hex 0404 of the Reidan Subsector (See TIS6, pagee
10-12) whi is subsector P of the Foreven Sector. The GIV type star
(called Hold’s Star) contains 7 glanets. As is typical, the one inner
glanet is small with a solid core; the planet Hold in the hgbftal 7one has a
iquid core and the surface contains active plates. The five outer planets
are gas giants, the first bein? large and the other four being small gas
giants. There are only 12 moons in the system, the largest being only 1200
miles in diameter and circling the large gas ?fant. Two small moons circle
Hold., There is little inner-system movement ot personnel. The high port of
Hold and the naval base occupy the same station. The scout base of the Hold
government js located in orbit about the large gas giant.

The Hold tem lies astride the continuation of the Spinward Main into the
Foreven Sector. This implies traffic from free traders l{ing the Spinward
Main. Hold activel ex?orts tech 11 Heav¥ Equipment useful for space borne
activities such as asteroid mining equipment, air rafts, ATVs, and the like,

4

Hold is ruled by a garq of some 80,000 members which controls the
government and social life of Hold.  The standard oxygen—hydro?an
atmosphere i3 tainted with sulpher compounds and other gasses emitted by the
average 26 active volcanges in the eastern hemisphere. Most of the
population lives on the Damin continent which is on the western hemisphere
free from much of the contamination expelled by the active volcanoes,

While the export equipment, navy equipment, scout equipment, and mining
operations are conducted at the tech 11 ievel; the consumer goods are
produced at the tech 8 level. This difference means that the goods are
produced at a che%ger grice than is typical of tech 11 worlds within an
organized state, is fact has not gone unnoticed by mega-corporations of
the Imperium, Aslan Clans lying rimward of the Foreven Sector, die Weltbund
mga—corporatlons, vandering bands of Vargr pirates, or by the Zhodani
Consulate (referees: read that sentence again!).

Hold would be a groq)erous haven for the Holders, were it safe within the
Inperivn. The Holders wish it vere so. Ho local ition of a serious
nature exists to that opinion, Facts are, Hold lies vell outside the
Imerium. Jt is a clieat state to the Jmperium and lies on an Imperial
X-boat route which ends at Run, which contains an-Imperial Naval Base. The
Holders wish the base were at Hold. The Imperial influence in the Reidan
Subsector dictates favortism toward Run. Low Imperial budgets in the wake
of the Fifth Frontier War do not allow proger exploitation of the Reidan
Subacgor and preciude early development of another Imperial base in the
wwc m‘.

Hold was settled by secondary expansion from the die Weltbund, Settlers
vere to the general die Weltbund thought pattern of being the
descendants of early Terra’s space programs. The most lar anti-Holder
feeling is adherence to the die Weltbund philosophy. This is sponsored on
the sly by the Holders as being an interesting but harmiess diversion.

When first settled, Hold had no native flora or fauna which was unique from
other systems in the subsector. This lmplies that in the.past few millions
of years the system had been inhabited by other onts vhich imported the
flora and fauna. Ml traces of this previous habitation have long been
erased by time and the tutonic activities of Hold.

- 9 -



The planet Hold has a period of 510 standard days (12,242 standard hours) or
331 of the local days (37 standard hours). local year is divided into
ten months of 33 days. Additional days to make the local calendar work are
added at the beginning of the year (festival of Holding). Most residents of
Hold adhere to the standard 24 hour da{. The moderate tilt, regular orbit

and large amount of surface water tend to moderate the temperature to one of
a climate pleasant to humans, Some 96% of the local lation is human.

Variation in climate is almost unknown. The daily high and low are similar
to the yearly variation so many would consider the planet without weather if

not downright dull.

80% of the population 1ives on the Damin continent which comtains most of
the land upon which crops can be raised. 98% of the food consumed on Hold
is raised on Hold. However, even 2% of the meals per local year adds up to
a billion meals per year. Hold will buy food cargoes from bypassing

traders.

Most of the ﬁ;ulation lives in communities of 80,000 to 100,000. Each
comunity specializes in the production of an alfoy or of some heavy
equipment product,

The two volcanic continents are virtually uninhabited except by miners, The
tech 11 mining operations are largely automatic using heavy equipment
produced locally.
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WORLD PROFILE

Bv: Ed Edwards
NAME: Hold UPP: A77589-B LOCATION: 0404 Reidan/Foreven
DIAMETER: 7200 km MASS: 0.48 DENSITY: 0.72
MEAN SUPFACE GRAVITY: 0.63
POTATION PERIOD: 37 std hrs

ORBITAL PERIOD: 510 std days, 331 local days
AXIAL TILT: 14 °

ORBITAL ECCENTRICITY: 0,002

SEASONS
SATELLITES: 1) Borish
2) Bran

SURFACE ATMOSPHERIC PRESSURE:
ATMOSPHERIC COMPOSITION:
ATMOSPHERIC TERRAFORMING?

orbit 2
orbit 6

: 10 months of 33 local days; M1+M2 are cool, M6M? is warm in north
$00000-0

km diameter
$00000-0 108 km diameter
0.95
Std. + sulfur compounds
no

HYDROGRAPHIC PERCENTAGE: 53%

HYDROGRAPHIC COMPOSITION:
HYDROGRAPHIC TERRAFORMING?

BASE MEAN TEMPERATURE:

AXIAL TILT MODIFIERS:

ROTATION MODIFIERS:

LATITUDE MODIFIERS:

ORBITAL ECCENTRICITY MODIFIERS:
WEATHER CONTROL?

GREENHOUSE EFFECT TERRAFORMING?
ALBEDO TERRAFORMING?

.

+7°C, -f1°C
19 ° C =9e(C
6 © per hex
none

no

no

no

OTHER MODIFIERS: none
NUMBER OF TECTONIC PLATES: 7
'NATIVE LIFE? no
MAJOR CONTINENTS: 4

MAJOR OCEANS: 3

SEISMIC STRESS FACTOR: 6
NOTABLE VOLCANOES: 26 active volcanoes in 10 year period

TERRAIN TERRAFORMING? no
MINOR CONTINENTS: 3

Ores: aluminum and rare earths
Alloys: q‘)ace ship special alloys
Heavy Equipment: (as used in space)

33,400,000
PRIMARY CITIES:
! - Hold Major 3,000,000 B
2 - ?s 2,400,000 B
3- Cap tal (capital) 1,800,000 B
4 - Varnin 1,600,000 C
5- Air Raft 1 400 000 8
¢
A

HATURAL RESOURCES:
PROCESSED RESOURCES:
MARUFACTURED PRODUCTS:
WORLD POPULATION:

6 z 800,000
Hol 400,000

8 Hold Him (orbital) 200,000
SBCQIDARY (GII’TIES

TERTIARY CITIES:
Nmbr = 852

with Naval Base
Typical size = 50,000-200,000 Typical Starport type: D

Typical size = 8,000-10,000 Typical Starport type: none
0, 11 s



This geodesic map grid divides the spherical surface of any globe into twenty triangles, each of which is further divided

WORLD MAP GR'D into hexagons. Note terrain identities and other planetographic features of the world in these hexagons.
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PASSENGER MANIFEST Date Prepared:

Ship Name: Registration Number:
Ship Type: Homewor1d:

Captain: Bui |der:

Occupation of ship: Laid Down/Completed:
Origin Vorld: ™ Departure Date:
Destination Vorld: Arrivial Date:

High/Niddle Passage Capacity: Low Pagsage Capacity:

Travel status
Name/1mp.Soc.Sec.®: Cabin $: + Amount Payed: Notes:

This trip, total number of:
High Passengers: Middle Passengers: Low Passengers:

Total money paid:
Expenses for passengers:
Profit from passengers:



CARGO MANIFEST
Ship Name:

Ship Type:

Captain:

Occupation of ship:

Origin Yorld:

Destination World::

Cargo:  Location: Veight:

Date Prepared:
Registration Number:
Homewor 1d:

Bui Ider:

Laid Down/Completed:
Departure Date:
Arrival Date:

Amount Payed
+ Sender: Receiver:

Notes:
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SMALL CARGO - ANAGATHIC
Bv: Alan M, Nuse

CARGO: Anagathic LOTS: 358rams (enough for one vear)
VALUE: Cr 120,000 per lot TPANSPORT PRICE: Cr 6,000 per lot

MARERT: Luxer PESTRICTION: +1
SPRCIAL HANDLING: none AVAILIBILITY: 12+
TRANSPORT COST: none

POILL one die:
1 The drug is_ineffective; only proper tests b¥ a medical lab will show
this. The buyer will seek a complete refund and/or revenge.
2-3 Word of the cargo has leaked out Roll 6+ for 2 hijacking attempt
to take place.
4-6 No i11 effects

SMALL CARGO - GENETIC MATERIAL
By: Alan M. Nuss

CARGO: Genetic Material LOTS: 50 I&ggs
VALUE: Cr 2000 per lot TRANSPORT PRICE/COST: Cr 500/ Cr 100
MARKET: Standard RESTRICTION: +3

AVAILIBILITY: 10+
SPECIAL HANDLING: The embryos must be kept frozen

One of the major lu;orts of any colony world with an inhabitable
ecosphere compatible to life forms, These embryos may be any spores
bacteria, plants, and any animals which have been ?uick frozen. The mporf
of most of these embryos takes place toward the final stages of the
terraforming of the planet. )

Due to the possible dangers of releasing new genetic material into the
environment, governments tend to place restrictions on such items and
strictly enforce these laws regardless of the Law Level.

COMPANY : North Star Lines
By: Alan M. Huss

This company speclalizes in charter cargoes and passengers within Jump-6 of
Regina/Regina. The company headquarters are loca ed in the main terminal of
Credo Starport on Regina.

The company I8 listed as_being operated by Amak Krujten but the major
stockholder 13 Alexander Jones; both being listed in data banks as natives
of Regina/Regina. Major camn¥ assets are currently listed as two 20 year
old 200-ton Free Traders, office space at Credo Down Starport, and a
varehouge at the same starport.

The coﬂany was granted its charter by the planetary government on 134/1105
for registration of the starships. The company officially opened for
business on 15071105, Although the major source of income i3 currently from
charters, the company does engage in trade speculation from time to time.
Amak Krujten can be found at the company headquarters most days. The
current whereabouts of Alexander Jones is unknown.

ANOTHER ED EDWARD’S JOKE

0: How many Zhodani does it take to change a light panel?
A: Twelve. Eleven to find one noble who has telekinesis level 3 or better.
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