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INTRODUCTION
Bv: Herb Petro

News Item #1) W. Elmer Hinton will be the new editor of TIS. Publication
under Mr. Hinton will begin with the pext issue (#11), which should appear
between March 1, 1987 and April 1, 1987. Mr. Hinton 1S quite capable since
he has experience in publication already. Send all future TIS
correspondance to him.

Nevs Item #2) Some TRAVELLER articles do not fit into TIS or any other
current publication, but instead need their own ‘vehicle- Therefore [ am
going to print a very small newsletter, called CONTINUUM. Since the nature
of much of the material in CONTINUOM will be 8u1te different than, and
unsuitable for publication in TIS, I do not exfect ONTINUUM to compete with
TIS in any way. (read the last parf of that sentence again).

Though it may seem premature for me to start the production of another
publication since I am just now turning over TIS, it actuall¥ 1s not
premature because | had to fill 16 pa?es every month to produce TIS, and
quite often I had to write something to £i1] the last few pages. CONTfNUUH
vill vary in length accordxn? to material available and each issue will be
printed as material accumulates (at least 4 times a year). CONINUUN wi]l
contain new TDBP (TRAVELLER Data Base Project) information (see News [tem #3
belov), listings of TRAVELLER materials for sale on an amateur leve] (dats
bases, indexes, the TISCGS now renamed the HPCGS, the upcoming TRAVELLER
A-Z, etc.), letters, discussions, and non-standard articles. By
non-standard I refer to non-Imperium oriented (alternate playing universes),
radical new ideas (time travel in TRAVELLER), or vjews varglng from the
official GIW material (such as alternate jumg space theories). I will of
course still write articles, as before, for TIS.  CONTINUUM is available at
$2 tor 5 issues (US and Canada) or $4 0.S. for overseas (includes airmail),
and {ou can have issue #1 free for a SASE (or international regly coupon),
For those actjvely participating in the TDBP, CONTINUUM will be free of
charge, but a SASE or stamps or something is always appreciated,

PLEASE NOTE THIS - [ reiterate that CONTINUUM is not to compete with TIS in
ang way., Major articles I write will be in TIS. CONTINUUM is only for the
TDBP (news) and non-standard articles, Don’t send re?ular standard
articles to CONINUUM unless all other fanzines have rejected it. I’m not
ungrateful, it’s just that CONTINUUM is not focused in that direction, and
the other fanzines need it a lot more (especially TIS), I will accept
non-standard articles, letters for publicatin, opinions, etc. Otherwise |
will be giving TIS my fun support, and I hope you will too.

News Item #3) The TDBP (TRAVELLER Data Base Project) originated by Ed Edwards
has found a new coordinator, Lief 0. Pihl. The ﬁu;pose of the TDBP is to
cgmggle and distribute TRAVELLER information. Suc information ma¥ incluoe
lis 1ngs, indexes, etc, [f ¥ou want to participate or want more information
about the TDBP wrife to: Lief 0. Pihl : ‘

TRAVELLER Data Base Project Coordinator
3338 - 37th Avenue South
Ninneapolis, MN 55406-2139

¥hen writing Mr. Pihl be sure to include a SASE.

ARTWOREK
Ha?nus M. Abel ¥. Elmer Hinton
Julie Carter Phil Morissey




DISCORD SUBSECTOR By: Michael R. Mikesh

The Discord subsector is the setting for the adventure "Something Stinks"
in Alien Module 7 - Hivers. Its labelled as Discord in TAS charts, but
recorded as Regal by the IISS. Regal is the dominant human world of the
subsector, colonized in 632. Though nominally a client of the Imperium, it
has much closer ties with the Hive Federation.

Wrostagax is the effective Federation subsector capital. This world is
governed by temporary commitees. However, Wrostagax is served by a very
power ful and highly advanced computer called Gennox. Virtually self-aware,
Gennox is the coordinator for all "governmental" functions.

The warrior species on Oxspere destroyed their civilization twice before
through atomics. Although their uranium is played out, authorities are
worried smugglers might run fissionables through the interdiction.

Liixk is in an ice age resulting from comet impacts. Interaction with
another star has caused intense comet activity. Meteor hazard to ships.

Micomicon was colonized in -1790 by Terrans seeking a utopia. Their
current society parallels Hiver society to a remarkable degree.

NAME LOCN SDAHPGL-T B REMARKS IPAGal/Starl S2 83
Regal 0101 A974ABE-C N Hi In Imperium Client 412Cs K4V

Kolak 0104 BB93745-A Philosophical Institute 600ONa K3VI M3D
Phlirn 0105 (340432-3 De Ni Po S22Na FSD M3D
Nexipor 0107 (633405-7 M Ni Po 901Hf KiV M6D
Kelpin 0108 E23BEE2-1 Nh Ni Amphibious Race  224Hf MBIV MBVI
Axiferal 0109 CS36211-5 Lo Ni S524Hf ASIV
Squire 0201 C979363-6 Lo Ni Imperial Client B10Cs K&V
Lufoof 0206 (CBCS823-5 Fa F1 Nh Aerial Race 412Hf GV
Oxspere 0208 X648677-5 Ag Nh Ni Warrior Race RS02Hf F9V

Paf 0209 ES67756-8 Ag Ri SO02Hf FED M7D
Dusk 0303 DSB9569-5 Ni 5 600Na M7D
Bastion 0304 COOO08BCF-8 As Na Va B25Na FEII M4V
Onnur 0306 ES510752-7 Na 700Hf F3V M3VI
Micomicon 0310 B9E67S0-A Ag Ri Human Reservation 721Hf FSD M2
Liixk 0403 (C597100-B Lo Ni Research Station A912Na 61V G3VI
Lindin 0407 D477001-8 Lo Ni 825Hf MeV
Vaunlesk 0409 A77A665-B L Ni Wa 724Hf F4V MED MSD
K?bam! 0501 B7555GK-C 0O Ag Ni K’kree Outpost 723Kk MeV

Kal kox 0509 BS36514-9 Ni S34Hf G1IV
Nirqesk 0801 (C645777-8 Ag 310Na MSD MOD
Uuraaka 0602 D300102-6& Lo Ni Va 602Na M8V

Slax 0604 DABA101-7 Lo Ni Wa 423Hf F3V M3D
Ronvoon 0606 AB8739US-D F Hi In 122Hf F3V M4D
Aetra 0610 (CS41000-0 Ba Lo Ni Po Terraform Proj AO33Hf FIIV
Uruna 0703 ASB39Ti1-F L Hi 824Hf F4VI M3D
Hur an 0703 (S62300-E Lo Ni Customs Port Z==Hi

Klyth 0707 BAS9503-8 M Ni Ithklur Reservation B824Hf FOV MeD
Blisk 0803 (C300322-7 Lo Ni Va 223Hf M2II1
Cilacan 0804 (CB87B662-9 Ag Ni Refugee Reservation B620Hf F2V
Totatrick 080S AS95773-C Ag 402Hf F4V M4D
Wrostagax 0808 A374AWS-F E Hi In Subsector Capital 224Hf KOV MiD
Slurn 0810 C977773-6 Ag Nh Human Population  320Hf F7V ME&D

The trade classification codes are same as those from Merchant Prince
and Hivers. Base codes: L--Naval Base. E-—Embassy Center. M--Military
Base. F--Naval and Military Base. N--Naval Base (Human). O0--Naval Outpost
(K'kree). Allegiance codes: Cs--Client State (Imperium). Hf--Hive
Federation. Kk--K’kree. Na--Non Aligned.

This was mostly a self-teaching effort at illustrating. I'm
)ezinning to think, however, that I should have just free-handed
he subsector. I don't want to inhibit other gamers from making
‘rae-hand submissions. The important thing, as I see it, is the
rformation rather than the quality.
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TAS Form 6 Subsector Map Grid

This form is copyright 1983 by GDW. Form used with the
gracious permission of GDW. Data added by Michael R. Mikesh.
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LONGIVITY CLASSES I
Bv: Ed Edvards

The Longivity J-1 ‘“Lifeboat® first apEeared‘in the AMERICAN WARGAMER, Volume
10 Number 12 Jul{ 1983.  Other Longivity *Lifeboats* and the Longivity
Modular Securlfy Shuttle first appeared in the June 1985 WORKING PASSAG 5.

Twelve issues of the now deceased lz-gage 11* x 8.5* TRAVELLER fanzine
WORKING PASSAGE (WP) were froquced, 0-#11. These are available from Ed
Edvards for $1.25 each, or a 12 issue set for $12. Write: Ed Edwards; 1410
E. Boyd; Norman, OK 73071

The Longivity Classes of spaceships are based on a simjlar 100-ton base. The
5.6 meter higher (two deck) ships are each 18 meters long and 15 meters
vide. Rather than having the standard three meter high deck, the Longivitg
Clagses have 2.8 meter high decks. Two decks have a total height of 5.
meters which allows the ship to be stored on two decks of a larger standard
3-meter deck spaceship.

Longivity J-1 "Lifeboat®
Another fine ship design from the desk of Ed172nd, Imperial Naval Architect of
Depot, Solomani Rim Sector.

Type RV-100 Lifeboat RV-1411111-000000-00000-0 31 Mcr 100-tons
Crew =5 Low passengers = 60 vel = 12 EP = { Agility = 0

Tonnage: 100-tons standard (1400 cubic meters)
Crew: 5 Officers

Performance: Jump-1, 1-G, Power Plant 1 ¢
Electronics: Model i‘Canputer. Carlosnah Avionics.
Two Arch Medical Terminals

Hardpoints, armaments, defenses: none

Craft, fuel prep: none

Cost: 31 MCr

The Longivity Class 100-ton ‘lifeboat' is designed for use where a Jump-1
lifeboat is required to assure survival of lv,:};personael. The 100-ton
"lifeboat* is designated as a Liner Vehicle (RV) because of its role of
providing low passage transport.

The Tech level 15 *lifeboat* is generally used for Naval command ships where
the comand staff possesses information of a highly sensitive nature, These
personnel, In the event a Naval Fleet has jumped Into a situation where the
enemy has an overwhelming adyantac‘x in fire power, can safely jump out
system by wa¥ of the Longivity *Tifeboat'. This is most convenient when
capture is certain.

Commercial transportation fleets also use the Longivit¥ Class 100-ton
‘lifeboat® on feeder routes to their main line, low passage trunk service,

The crew consists of a commander/pilot, a navi?ator, 3 computer
operator/engineer, and two medical doctors. Typically he naval procedure
Is to revive frozen medical personnel first to assist revival of the other
personnel. Longivity Class Ships are cfenerally named after the mother ship
to which they are assigned glus aT?reek etter extension. Examples:

IDELITY ALPHA

FIDELITY BETA
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REVIEWS
Bv: Herb Petro

Challenge #27 (GIW, P.0. Box 1646, Blcomington, IL 61702-1646: 48 8.5
bv 11" pages with a full color glazed paper cover; $3.25; 1986)

The articles for Twilight: 2000 include *The Mexican Armv: 1998-2000* bv
Frank Chadvwick, 'The ‘Inland Vatervay* (Sugglemental Material for Ped
Star/Lone Star) by William H, Keith, 'Target 2000: The ‘Hit List’ for WIII*®
by Loren Wiseman, and ‘Twilight: 2000 Consolidated Price List* by Loren
Viseman. The price listing is most useful, now one does not have to search
through the basic rules, errata, US Army vehicle guide, Red Star/Lone Star,
Challenge 25 and 26, and the RDF Sourcebook to find a particular item.

For TRAVELLER we have *Chosen at Random: A Vargr Scenario® bg Gary Thomas,
'Fighter Profile, The Rampart IV and V* by Robert Liebman, 'Church of the
Chosen Ones' by Gary Thomas, ‘Vargr Grav Platforms* by J. Andrew Keith

'Bestiary: The Oegongong® by Joe gate, 'Three for the Road (Small
Cargoes) b&J. Andrew Keith, *Grandfather’s Worlds* by Marc Miller, ®Casual
Encounter: in by Anders Brixt

r t*, and *Journalism and the Stars* b{ Anders
Blixt (character generation artxcie_). Chosen at Random is 6 pages long and
if your players are Vargr then it’ll be fun, There is a full two page
illustration of the Rampart Fighter/Bomber, with B:rt of the fighter cut
avay to show interior detail. Church of the Chosen Ones is mostly a repeat
of stuff from the TRAVELLERs Digest, Vargr Grav Platforms are designed
according to the Civilian Striker Vehicle in Journal #14. Grandfather has
more hidden worlds, and with ‘“Grandfather’s Worlds® players can have all
sorts of fun in different environments.

For TRAVELLER: 2300 we have “TRAVELLER: 2300, Designer’s notes® by Marc
Miller and 'The HNorth American Research League' b Tlmoth¥ B. Brown"., The
first article has a two fold purpose, to assure TRAVELLER (lmperium) players
that GDW will not abandon it’s onglnal SF-RPG, and secondly to explain what
TRAVELLER: 2300 is so that ¥ou 11 bu{ it, All in all a good issue (they
screwed up my want ads, but [‘m sure they’ll get it straightened out when
they receve my letter).

* * ] * * ¥ * L ] * +

TRAVELLERs Digest #7 (DGP, 8979 Mandan Ct., Boise, ID 83709; 56 5.5
by 8.5" pages with a b/w and blue cardstock cover; $3.95; 1986)

The feature adventure ties in with a previous adventure. I will not divulge
anything about the adventure in case ¥our ref is goin? to run it. There is
the Masionia Subsector (map and stats), The Dynam Sysfem (stats and map), a
system to integrate Grand Survey into High Guard combat, an interview with
Marc Miller where he assures .everyone that GDW is not going to abandon
TRAVELLER, Libracy Data of the Lishun Sector, several new shipboard computer
rograms, The Gaming Digest discusses social standing, and TRAVELLER Tech
riefs deals with 'Starships in Mothballs*, The social standing articles
describes how to maintain or increase one’s social standing, but Elmer
Hinton had published a sgtem for that in TTA (The TRAVELLERS Aide, which
suggorts his PBM TRAVELLER game) a good while back. °*Starships in
Hothballs* describes how ships are stored for extended priods of time, but
Ed Edwards had ideas on this well over a {ear ago. This just goes to show
you that TRAVELLER fanzines and newsletters can give you all sorts of
{ﬁterestmgo)'stuff' before the professional publications think of it (if
ey ever ;

ey



10! Robote (DGP, 8979 Mandan Ct., Boise, 1D 83709: 48 B8.%* by 11"
pages with a full color cardstock cover; $7; 1986)

101 Pobots begins with some clarifications and *additional considerations'
of the rules in Book #8, Robots. Also gseveral new Pobot skills are added
(some are even the ones | described in TIS #6, another evample of fanzine
*first-to-it-tiveness'). In addition there are some new deviced, sensors,
and weapons.

The rest of this booklet is an illustrated catalog of Robots. Each robot
has a URP (Universal Rabotic Profile) listing, a paragraph descrigtron, and
an illstration. They are divided into classes (Dumbots, Utility Robots,
Assistant Robots, Expert Robots, Law Enforcement and éecurxty Robots,
Warbots, Medical PRobots, and Pseudobiological Robots). I would have
agggeCIated a table of contents, but at least there is a nice index listing
robots by name, function, and maker.

* + ¥ ¥ + * ¥ * ¥ ¥

Aboard the Death Ship (Reil|¥ Associates, P.0. Box 17144, Rochester, NY
14617; 18 8.5" by 11® pages with heavy paper cover; $2.95; 1982}

Reilly Associates produces (produced?) generic scenarios, record forms,
treasures, dungeon traps, and town plans for SF and Fantasy RPGs. Even
though around for at least 5 years, before now I had never seen ggggucts
from this company. Even though this is not a TRAVELLER specific . the
stats seem to be mostly TRAVELLER generated.

In Aboard the Death Ship the players scan a 1200-ton vessel just within a
?as giant’s atmosphere in an otherwise uninteresting system. [t’s
ransponder is not functioning and communications are only met with silence.
[f the players are at all cooperative with the ref they will board the ship
to find out what‘s going on. Unfortuneately I can not say what is going on,
just in case you ref gets his hands on this. There are ref guidelines, ref
background, sugggsted equipment 1ist, suggested character skills, f100r
plans of the ship with descriptions of the room, stats for the ship, and of
course information about what is "going on*.

An interesting thing about this is the way it is bound, the plastic version
of wire spiral binding (but it isn’t spiral) that is sometimes seen on
cookbooks and computer manuals. Advertised in this proguct is VARIANT, a
guarterly gaming aid put out by this company at a cost of $4 for 4 issues,
1.50 for a sample issue. Not even knowing if this company is still in
business or not I will write them, search for more of their products, and
report back to you (if they report back to me or if I find more lets).

NOTE: Even though the following is not TRAVELLER material I have chosen to
review them. Read the reviews and you’ll find out why.

Delta Force (Task Force Games, 1110 N. Fillmore, Amarillo, TX 79107; 48
gage Rules of Play booklet, 40 page Warbook, 32 page Scenario booklet (each

9" by 11° wit paper covers), a referee screen and two smal] 6-sided dice,
all in a 8.25" by 11.4* full color box; $16; 1986

I took the advice of Alan Nuss, as presented or p.3 of TIS #8, and bou?ht
Delta Force. After reading Delta Force I concluded that it needed a fuller
description for TRAVELLER fans. As far as I can tell Delta Force only comes
in this one version. There is a possibility that there is a book version,
but I have not seen one.

S



The referee screen is 11" by 24" beige cardstock folded into three sections.
The referee’s side has charts for movement, sighting, combat, and wounds.
The player‘s side just has drawings.

The warbook lists the basic weapons and equipment of Delta Force. Guns
range from the Walther PPK to the Atichisson Assault Gun (fully automatic
shotgun), and there are illustrations of most of the firearms. Also
included are hand grenades, explosives, grenade launchers, aircraft, ground
vehicles, personal gear of all 'sorts, descriptions of terrorist
organizations from all over the world, and descriptions of anti-terrorist
units from all over the world. There are no prices for an¥ equipment (the
government does provide it afterall), but I would still like to see prices.

In TRAVELLER, personal character stats can ultimately run from ! to 15, In
Delta Force most stats run fram 5 to 15, very similar to TRAVELLER.
Character skills are obtained depending upon the original service or
anit-terrorist unit one belongs to (or terrorist organization), then
additional skills are purchased using a skill point system (a system after
my own heart). Most of the skills in Delta Force deal with foreign
culture/languages or with military abilities (after all all the characters
are militar¥ or para-military). I can’t describe everything in this review,
but most of the necessary systems are in this game (movement rates, morale,
info. gathering, endurance loss procedures, etc., etc.).

One feature 1 like is that combat is in 5-second rounds. In TRAVELLER I
currently use a mixture of Azhantj ngh Lightning, Striker, and the Basic
tules for combat. [By the way, the TRAVELLER comba $¥stem is being revised
(or so I hear) to have a sﬁgrt combat round and will be a combination or
Azhanti High Lightning and Striker, or something like that.] There is also
a list of actions that can be done in one combat round, All the other
standard combat features are included (cover, multiple targets, etc.) There
is a _fairl¥ long listing of combat modifiers to handle all sorts of
gituations (there is an "even longer listing of combat modifiers for
TRAVELLER by William A. Barton appearing in gpace Gamer #43, which I make
extensive use of in my campazgn). The Delta Force system uses Penetration
and wound location hits (these hit locations can be used in TRAVELLER) which
determines the wound severity (Light, moderate, severe, or killed).

There is a handy way of determining if your voice can be heard by your
troops (over gunfire, distance, etc.) or by the enemy. Victory is
determined by a point system (different + or - points for different outcomes
of situations). The players must be satisfied with how good they scored,
not by wealth accumulated (as in TRAVELLER), but they are pald by the
government (but that is not discussed in Delta Force).

The highlight of the game is the sighting rules. These rules take into
account light, weather, terrain, type of target (to be sighted), status of
target, and status of character doing the sighting. This is one item I can
integrate with TRAVELLER unmodified.

Finally there is a scenario booklet. It has 3 scemarios, each is
rogressively larger and more complex (to aclimate the players to Delta
orce). Each scenario has maps/deck glans, player brief:ng, referee data,

and victory point descriptions. Two of the scenarios have NPC stats,

If I can find people in m¥ area interested in playing Delta Force, then that
1s great, If 1 can't I will be just as happy with scavengin Belta Force
systems for TRAVELLER, and maybe even wrxtln? some articies on such
scavenging. Therefore ! recommend that you buy Delta Force.

Lo



Terror at Sea (Task Force Games, 1110 N. Fillmore, Amarillo, TX 79107; 48 -
8.5" by 11" pages with color cardstock cover; $8; 1986)

Game module for use with Delta Force. Involves the retaking of a ocean
liner. Complete deck plans with descriptions, movement determination for
ship, adgTﬁional equipment listing, mediterranean area map, weather
determination additiona? sighting rules for the situation, discussions of
possible tactical operations (for ref), several dossiers, and victory point _
assessment values.

I would have liked to include a review of TRAVELLER: 2300. The problem is
that my gaming store onl¥ got a few in, and sold them all the same day
(without holding a copy like I had requested). They insist that their
distributor is backlogged, and the{v will get some in before too long.
Unfortuneately, at the time of typesetting, no more had come in.

TRAVELLER PORGRAM EXCHANGE

The TRAVELLER Program Exchange (TPX) is offering a disk of publi i
TRAVELLER softwareo?gr the Apple // family of couputgrs. The dig: i;glggggin

(SECTORDOT - uses a GDW standard sector data file to creat i~

w:Bh ggts indicatin D&hetlogatéon og eaghtSY?t?m et gk
- uses a stanaard sector data file to create demographic tab

ggctgﬁarports, bases, trade classes, etc. for each allegience prggent in {ﬁg

OLD.DEMOG - is an older version of DEMOG that lists less but is faster

RECRUIT - performs Book 4 mercenary recruiting using planetary UPP and
recruiting skills while keeping track of time and outputting the recruits to
the sgreen by cla?s St Ly : ]

- converts dates from Imperial, Solomani, Vilani, i

Lkgae to e s mp 1, Vilani, Zhodani, Aslan, or

gg&g%lbngrlnts_a %eg: fi}e tglscregn or ?fintegn

J - Includes functions for rolling 1D, 2D, 3 igi

decimal converter (skips I,0) ! e et

All of the above are available now on disk, Apple // D0S 3.3 format
$3.00 postﬁaid. or free with a disk and return postgge. Write: o
John Meyers
526A ForneY Loog
Fort Belvoir, VA 22060
(703) 781-73{0

For TPX to succeed it needs your help and support. At this time th j
not much material within TPX, wgat there is, ispgn Apple // DS 3.3 fogggtfs
More people are needed with other formats. Programs are always needed. TPX
Rg?p‘grea potential, but that potential can never be fulfilled without your

S s e

HELP: If anyone reading this has any Citadel Miniatures
and would be interested in helping out in the production
of TRAVELLER A-Z then please write Herb Petro; P.0. Box
1515; Belmont, NC 28012
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Fd Edwards
FIRST ANNUAL
GOOD TRAVELLEPing AWARDS

Evervone else is talking about the giVin? of avards, While the methods by
vhich 3wards are given and the nature of fthe prizes can (and possibly will)
be debated for vears to come: I hereby carpe the diem and start mv oun
avards, If 1 like it, I choose it -- this is the selection method. There
is no Erize other than that this one fan obviously |ikes your work. Being a
TPAVELLER fan, 1711 give the TPAVELLER awards.

The first categorv is "Best Adventure®. The best adventure award goes to
that Afproved or TRAVELLEP document whose main thrust is a scenario. The
candidates for 1986 are:

Alien Realms (GDW, 86)

TRAVELLERS” Digest #4 (DGP, 86>
TRAVELLERS’ Digest #5 (DGP, 86)
TRAVELLERS’ Digest #6 (DGP, 86)
TRAVELLERS” Digest #7 (DGP, 86)

The all time best adventure is:
Leviathan, Adventure #4 (GIW, 80)

The winner for best adventure of 1986 is:
TRAVELLERS” Digest #7 (DGP, 86)

I personally am interested in depots of the Imperium as one might realize by
reading latter WORKING PASSAGEs. One of my unpublished adventures concerns
mining a field of alien starships in ordit around a star, planet, or moon.
TRAVELLERS’ Digest #7 has all these elements and more!

The second ca%ﬁgor{ is "Best Rules'. The best rules winner will be that
Approved for VELLER document which expands the rules of TRAVELLER.
Examples are a "book® of rules, a rules expansion such as the Environment
series by Gamelords, or an Alien module.

The candiates for 1986 are:
Solomani, Alien Module #6 (GDW, 86)
Hivers, Alien Module %7 (GDW, 86)
lobots, Book #8 (GDW, 86)
Grand Survey (DGP, 86)

The over all time winner in the best rules category is:
The TRAVELLER Book (GDW, 82)

The winner for 1986 best rules is:
Grand Survey (DGP, 86)

For several years Gamelords dangled the Grand Survey text of J. Andrew Keith
in front of the TRAVELLER fanatic’s e{es but never published it. Digest
Group Publications (DGP) took the Keith text on planetary generation and
added scout sensor operations. The result is a gamer usable document on
geveral accounts.

The third category is the *Best Sugglement'. Best supplement is an elusive
category as any apglication of TRAVELLER rules can result in the supplement
categorER being applicable. Best supplement then will be that Approved for
TRAVELLER document being applicable. Best supplement then will be that
approved for TRAVELLER "document which is a most useful application of the
rules,
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The candidates for 1986 are:
Challenge #25 (GDW, 86)
Challenge #26 (GDW, 86)
Challenge #27 (GDW, 86)

The al] time best supplement is:
Library Data A-M, Supplement #8 (GDW, 81)

The best supplement for 1986 is:
Challenge #25 (GIW, 66)

The fourth category is "Best Amateur Work'. Amateur means not Approved for
TRAVELLER is this case, It may seem strange to see an obviously
professional work qualifying for an amateur work, but in this case amateur
means only: not "Approved for TRAVELLER'.

The entries for this award for 1986 are:
Between Worlds 2 to 5 (MAFS, 86)
Presidium of Archive (Avon, 86)
The'Imgerium Staple 1 to 9 (Petro, 86)
The TRAVELLERs’ Aide 2 to 20 (Hinton, 86)

The all time winner of best amateur work is:
Helpful TRAVELLER charts and Tables (Superior Software, 85)

The winner of the 1986 best amateur work is:
The Imperium Staple #6 (Petro, 86)

While Herb Petro edited a fine TRAVELLER fanzine with many adequate to
excellent contributions, his best job was the issue he ended up writing
nearly all by himself. Good job Herb!

The fifth and sixth ca%ﬁzories have no entries for 1986. Category five is
Best figure Approved for TRAVELLER, The best overall TRAVELLER figure is:
Alien Mercenaries (Grenadier Models, 84)

The sixth category is the Best game. The best overall TRAVELLER is:
v Invasiog Earth, Game 4 (GDW, 86) i

The new Challenge format is superior to the old Journal and allows more
ships plans, larger article, etc.

ANOTHER ED EDWARD’S JOKE

Q: How many adventurers does it take to fly
a 5,000-ton ship?

A: 106. One to pilot it, and 105 to decide
how to land it.

A



*FULLY APPROVED BY MARC MILLER (designer of TRAVELLER)
AS OFPICIAL, LEADING EDGE TRAVELLER MATERIAL.®

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

Great TRAVELLER material
Adventure #1 to #3 - Sorr¥, sold out.
Adventure #4 - The Gold of Zurrian (limited Supply) - $3.9
Adventure #5 - The Humaniti Ex?erlment (limited Supply) - $3.95
Adventure #6 - The Most Valuable Prey - $3.95
Adventure %7 - Special Starship Issue - $3.95
Subscription (4 guarterly issues) - $14.00
Overseas - $22.00 (US funds only please)

Grand Survey - Exploring and detailing Worlds - $7
101 Robots - An Illustrated Catalog of Robot Encounters - $7

Macintosh Computer Software (available only by direct mail)
Disk 1: Word Gen/Bestlar; - $18.50, plus $1.50 s/h
Disk 2: Forms and Art - $18.50, plus $1.50 s/h

AT YOUR DEALER TODAY!
Or available from Digest Group Publications, 8979 Mandan Ct., Boise, ID

83709. Please include $1 shipping and handling per order. MasterCard and
Visa accepted. Phone orders cal: 08) 362-3094
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