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JULPSPACE is a quarterly published amateur
ianzine devoted to Game iesigners' Workshops
TRAVILLER role~-playing gamne. TRAVELLER is a
registered trademark o1 Game Lesigners' Workshop
and is used with permission only.

To receive a subscription to JULPSPACE, send
$Q to James B. ping, 50 Basin Irive, Nesa, Wi
99343, axrticles and illustrations are welcome and
encouraged.

£id you miss JUIPSPaACE #1? If so, this is
what you missed:?

¢ Pensions in TRAVELLER
An up close look at a eozmm cop
4 precious cargo oi exotic hardwood
4 check up on Closed Circuit Living gear
An air/rait sized economical. aTV

A page ol Pre-generated Rogues

* & & & o o

Plus what several readers have already
said is zantastic artwork!

To get your copy of Issue #1, send $1.00
today! Aiter this, all single copies will be priced
at 31.50, so don’'t wait!




JUMPSPACE NOTES

Welcome to the second issue oi JULPSPaCE! as
jJou can see, this issue 1s improved visually over
issue #1, as promised. and I hope the trend will
continue in the ruture. I also hope to increase the
size to 8 1/2 x 11 and go to proressional print, as
well as oiler actual payment. But all this hinges
on good circulation, so wish me luck!

This issue includes the work oI two other
writers besides myseli, and my thanks go to liike
iliikesh (who, as you will see, enjoys the technical
aspects of TRAVELLER), and Zustin Hamilton. I hope
10 see more o1 their work in the iuture, as well as
others. In the hope oif stimulating readers to also
be our writers, I have included a guideline sheet
in the center oI this issue. So 1let's see jyour
ideas down on paper!

I you're into scientiric details, jyou might
be interested in the June issue oi POPULAR SCIENCE.
Particularly in the article "The World's 3Biggest

Machine", known as a Superconducting Superxr
Collider. What is it? It’s a giant particle
accelerator. although this one is purely

scientitic, to be used to create massive amounts=-or

energy, it does have possibilities.

Oh, by the way, 1ii this 1issue seems a bit
close on the heels oif the 1last (or 1irst,
whatever), it is. Rather, the z1irst was late.
#&kémz. I hope to produce Iour issues in dwo.wmmw.
It seems so much easier to keep track of = iour
quarterly issues in each year.

Well, you'll hear irom me again next issue,
and I hope to hear irom you beiore then.

James B. Hang,
Editor

EVERY CHARACTER IS UNIQUE

by James 3. King

The Universal Personality Proiiles oz
generated characters in TRAVELLER provide plajyers
with a basic Iramework Ior which to build the
"character" ol the character upon. Even so,
characters can still lick their own individuality
and uniqueness, having the same basic traits,
though at diiiferent levels, as every other
character.

But in reality, most people have Iaults or
exceptional abilities. The table below lists somne
possibilities. Simply roll 2L on the table aiter
character generation to create a more unique
character. These a&are only suggestions, and the
referee can use these or create diifferent ones, or
even add more, at the rate of 5 at a time (#2 would
need to be placed below #12, as 3L have a minimum
roll oi 3).

2 bMinor Hearing Loss (+1 to opponents surprise
roll ii character is alone.)
3 Photographic ulemory (Referee should 1roll

character's Intel or less to remind him/her of
previously disclosed pertinent iniormation that has
been rorgotten.)

4 Bad Back (Character <can not 1liit over
25kg,must 1roll ZTexterity or 1less to avoid back
injury during evasive maneuvers such as diving for

cover.)
5 Pacial Scar (Decide precise location.)
6 allergy (allergen must be decided. Treatment

may be anything irom avoidance oi certain Ifoods to
weekly injections.)
7 Birthmark (Lecide precise location.)
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8 Vision lLeiicienc, (Character requires glasses
or contact lenses.)

9 Bald (FNatural or rxrom accident such as
radiation overdose.

10 Natural Talent in arts (Singing, dancing,
painting, etc.

11 illagnetic Personality (Character is smooth and

easily 1likable. +1 on Reaction rolls ii character
is spokesman. )

12 Artificial Limb (lLecide hand, ioot, leg, or
arm. No loss oi abilities.)

SHF-53
Shriker Heavy Jump Fighter

by Iustin Hamilton

Origin: LEE, a division o1 Lemon Enterprises, Inc.

Type: Heavy Junp Pighter, Inter-system, all atmos.

Irive: ILEE Res 234B-~1 Integrated Fusion Chamber.

Dimensions:® 1=24.7m, w=6.4m, h=4.%9m.

Weights: llax loaded=100.0 tons, dry=45.6 tons.

Periormance: iiax acc.=6g, Tuel Pods installed=2g.

Jump Per: Llax Jump=Junp-1, Tuel Pods=Junmp-2.

Armament: 1 triple turret armed with 3 Grucian iik.
340=1 Plasma Cannons. 2 Iilissiles on Pod mounts,
if fuel pods not installed.

History: Tirst 1ilight on 226--1110. Production
started on 061-1111.

Usexr: Small planetary governments outside the
Imperium.

The Shriker Heavy Jump Pighter originated as-
a small project of IDEE (Lemon ZXEnterprises, Erfate
branch). A couple of researchers got into thinking
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about & starship that smaller planetary governments
could acquire without spending a Iortune, one that
did not need 20 trained crewmembers to run. Yet the
designers rigured that such a ship should have Jump
capability to be able to reach the enemy. Their
result: the Shriker Heavy Jump Tighter.

The Shriker ‘can be ritted with 2 small 5-ton
iuel pods that allow the fighter to have a Jump-2
capability. also, the Iighter is fitted with a 0.5
ton EZjection/Survival compartment, called the ILl2-
Ljection Unit. It has emergency life support for 3
days, a small amount oi fuel to make an atmospheric
landing, and a rescue beacon (variable Irequency).
Standard equipment includes a 100kg survival kit,
which includes food, Iilter mask, instant shelter,
and a weapon.

The Shriker has seen some small amounts of
combat, and in those encounters, the governments
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were pleased to announce that in each action, not a
Shriker in the squadron was destroyed. a senator
irom one governmeni (who wishes his name and planet
to remain anonymous, says he was skeptical about
his government's purchase or 5 Shrikers. "They were
pretty expensive <Ior Just a small starship, but
they proved their worthiness by destroying 2 Vargr
Corsairs that attempted to raid our world."

The Shriker also seems popular among the
pilots that were chosen to 1ly them. “I was sort or
scared at Iirst. They wanted me to 1ly a 100-ton
fighter? Usually that’s huge 1or a 1ighter, but
it’s 1like the ship is a part oi you, it Ilies easy
and is extremely maneuverable The computer
installed is worth its weight in gold. In combat,
all you have to do is line up the sights and rire.”

REPEREE'S INPORLATION:
SHF=-53 Shriker Heavy Jump Tighter

Tonnage : 100 tons, 11,00 cubic meters.

Crew: 1 Qiiicer, 1 Rating.

Periormance: Jump=-1, Jump=-.2 with Pods. 6G.
Agility-6.

Electronics: lodel/6 Computer.

Hardpoints: 1 Hardpoint.

Armament : 1 Triple Plasma Cannon. 2 single
mounted Liissiles.

Leienses: Armoxr Factor-1.

Small Crart: lone.

Tuel Treatment: On board iuel scoops.
No Puriiication plant.

Cost: 3Cr136.40 standard. HCr119.50 in

quantity.
Construction Time: 11 months singly, 10 months in
quantity.

Tuel pods cost Cr50,000 each, and each holds
5 tons o1 iuel.

It is rumored that _XZ plans to sell a large
quantity oi Shriker iighters to the Vargr raiders.
Protests have been issued 1rom the Imperium, but
current laws make it impossible to stop the sale ol
private goods to outside 1actions.

It is also rumored that LEXE is trying to line
up a contract to sell the Shrikexr Iighters +to the
Imperium, to be used on long border stints. With
the Jump capability, it seems Ieasible to use then
on border tours. The only present problem is that
the Imperium would have to 1ind +tenders large
enough to be able to accommodate the Iighters 1ior
maintenance.

HIGH GUARL STATS:
SHF=53 Shriker Heavy Jump Fighter

SHP-53 TH-11266T1-100000-02001-0 1iCr13%6.80 100 tons
mL=15, Puel=55 tons, agility=6

Lustin Hamilton is a PPC with a Troop 1 / 2nd
armored Cavalry Regiment, and is currently in
Binlach, Germany. Iustin says his group
preiers shipboard action to land adventuring,
but they do get into some mercenary actions,
even some pirating!

ERRATA

PEFSIONS IN TRAVELLER - Issue #l. In writing
the article on pensions, I inadvertently leit out
the very way that I preier to handle pensions.
(Ton't ask me how.) In any case, here it is:

Pension paynents may be automatically
deposited into a bank account on the world ol

muster—out. Sounds simple enough, doesn’t it?
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JUMP FUEL ALLOCATION

by sichael R. llikesh

A starship jump drive has two key Iunctions.
Pirst, it must open a breach allowing the ship to
enter jumpspace. Second, it must maintain the jump
field around the ship during Junmp 1light. Both
functions require energy normally provided by using
liquid hydrogen as Iuel The required amount orf
L-Hyd is 10% of the ship’s tonnage per jump number,
as stated in both the basic rules and HIGH GUARI.

But how much oif the zIuel 1s wused to allow
entry into jJjumpspace, and how much 1s wused to
maintain a jump field during the week in Ilight?

As the Traveller zrules were developed, the
designers bypassed dealing with details such as
this. Their intent was to create game rules, and
leave the subsurface mechanics to the
interpretation oi the individual reieree. But this
question becomes important when Traveller players
seek design opportunities by exploring the Iiner
points of Jjump flight. TFirst, I'll discuss the
reasoning that led me to a conclusion. Then I'll
examine some related thoughts.
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Originally, I assumed that breaking into Jjunpspace
did not require much energy. according to the
“Black Globc” section in HIGH GUAUL, one ton oi
jump capacitors {(which is what you would 1ind in a
200~ton Jjump=-l iree trader) can hold 36 energy
points. Using the 1fuel requirements Ior the power
plant and translating energy points to fuel, it
seens about 18 1liters of IL~Hyd 1is required to
charge the capacitors. This 1is very small compared
to the 20 tons oi total Jjump ifuel required by the
trader iIrom the beginning to end oi junmp.

These 1igures, however, do not take into
account ineiriciencies that were nentioned 1in iiarc
Miller's article, “Jumpspace,”’ ifrom JTAS #24,
page 36:

“Wnen the jump drive is
activated, a large store or 1fuel is
'ifed through the ship power plant to
create the energy necessary for the
Jump drive. In the interests oi rapid
energy generation, +the power plant
does not work at 1ull errficiency, and
some o1 the Iuel is lost in carrying
0off fusion by=-products, and in cooling

’

the system.’

Miller was very loose in speaking or
quantities. But 13 liters is clearly an
underestimation. a4 clue to the actual amount of
fuel consumed can be Iound in reviewing the rules
Hoa.awwﬁowmdwm L-Hyd tanks. .

HIGHE GUARDZ speaks of disposable tanks in
terns of tons, not liters. This 1is reasonable, as
disposable tanks would have to contain a
substantial portion oi the total jump fuel if they
were to orier benerits in extending ©range.
Strangely, GLW made no mention oi to what degree
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L-Hyd tanks could augment internal tanxage. The
iact that the designers did not suggests that
relrerees should allow a very liberal
interpretation. although it 1is not reasonabie to
assume 100% oi the jJjump 1uel is consumed at jump
entry (thus 0% ifor the jump iield;, 83% (5/6, seems
workable. This allows any ship to Jump its iull
range supplemented with L~Hyd tanks, then jump its
range less 1 parsec on the remaining internal 1iuel.

I can also make a case that it takes even
less 1uel to maintain a jump 1ield than the 17%
(1/6) the above proportion allocates., Consider s
misjump. When one occurs, Jjump ilight does not
necessarily last 1 week, but 1-6 weeks. In
desperation, a crew can divert 1uel reserved Iior
the rower plant. 3But under HIGH GUARL, the 1iree
trader mentioned would be lucky to last an extra
hali-week berore the 1Iield drops and reality
dissolves.

So, Zfor ships to survive a 6 week 1long
misjump, the portion oi Jjump 1uel required to
maintain a jump Iield would need to be about 1%.
This assumes power saving measures are taken. Tor
the ifree trader, the amount is 0.2 tons oI ziuel.
This seems foo small. Intuitively, the Jjump 1ield
would require more power than would the power plant
to sustain ship systems. But this is & reversal.

Personally, I'm satisiied with the 83%:17%
(5:1) proportion between jump entry and jump Iield
fuel. uisjumps lasting 1-6 weeks sounds like a
poorly thought out rule and is 1inconsistent with
what iiiller deiined as the physics oi Jjump. Jump
ilight works because in jumpspace, flight time is a
relative constant (l-week,) and the speed or light
is not, I thereiore recommend that the 1-6 weeks
rule be ignored. Incidentaily, this rule was not
included in BOOK 2, STaRSHIPS, 1iirst edition, but
added later on in the games development.
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One implication oi this proportioning oi jump
ruel is that ships with black globes can jump while
using only one sixth oI the i1uel otherwise
required. They would not need iuel 1or Jjump entry
as power plant energy could erificiently charge the
jump capacitors by way oI the black globe. This is
reasonable, but I do not think GLW would agree with
the interpretation. To do otherwise would require
that they publish rule addendum’s to HIGH GUARD.

Instead, it may be best to assume +that a
heavy ilow oI L-Hyd is still very necessary ZIfor
cooling and the protection or the drives even as
the capacitors discharge +t{o open a jumpspace
breach. This may also be required oI some Aancient
jump drive designs. ALVENTURE 12 makes mention that
the ancient ship described there wuses iuel Ied
through teleportation portals from a pocket
universe. Tor this to be a mentioned at all implies
that the quantity could be significant.

But the ANNIC NOVA did not wuse L-Hyd for
jumprlight at all. (This ship was introduced in
JTaS #1 and ITQUBLE ALVENTURE 1, written by larc
iiller.; It entered jumpspace simply Irom stored
solar power collected by its canopy.

The aNTIC NOVA was created early in the
game’'s history. When I brought it up during a
Traveller seminar, I got +the impression 1ililler
prererred it ignored. However, it could be
rationalized that the +technology foxr the culture
that created it took a different direction as it
developed. What mass they saved 1in tankage they
lost in drives. Reierees could treat the extra junp
drive as a huge energy storage nacelle. (as an
aside, even llare iiiller does not know who the
builders oif the ANNIC NOVA are. He mentioned that
humans were the most probable ones. ZLacking more
inrormation, interested reierees might assume it is
a Geonee ship. They are a minor human race
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mentioned in SUPPLEKZNT 8, LIBPARY _ala, (a=ii/,

.. . ’
under Liajor Pace,

’

and reierenced in 3PaNL CENSUS,
page 28.)

An idea I have trouble dismissing is the use
01 an express boat tender in the same way; as i1 it
were a disposable L-Hyd tank 10r xboats. What seems
possible is Ybeiore the reiueling tender Dbreaks
contact, the xboat activates 1its jJump drive,
charging its capacitors 1xom additional tender
supplied 1uel. The tender then moves awa; at 13 and

the xboat jumps. Conceivably, it could Jump 4
parsecs, then travel up to 3 parsecs more belore
servicing.

I can 1ind no reason that holds up as to why
the Imperium could not take advantage o1 this
technique. and perhaps +they do. Zxamining the
Lunion subsector map, Spinward iiarches, the length
of the xboat route Irom Strouden to Tenalphi is 5
parsecs long, where as the range Ior an xboat is
only Jjunmp-4.

Similarly, there could be commercial services
available whose 1runction it is to both reiuel and
charge the capacitors o1 client ships beiore Jjump.
Such a service might be essential to worlds where
stars are sparse. The gulis become less & barrier
to trarric, encouraging a greater Ilow oI trade
through those ports. also, ships- without Iuel
scoops &and 1zreliners are less inpeded. In my
campaign, the sexrvice is available at all class a
and B starports. The 1iuel to charge capacitors is
always rerined, costing Cr600 per ton to include
the service charge. .

Tuel allocation is but one area in need oI
closer examination. I ask other readers to submit
their own 1ideas to the Traveller <zIanzines. The
designers read these publications as & source oI
Ieedback and it should aid them in making Iuture
relIinements to the rules.
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Secret Cargo Holds

by Zustin Hamilton

Secret cargo holds are often used in
TRAVELLER canmpaigns. They can concesal oosdwmdmz@
and anything else you don't want found. Sometimes
Jou can Iind an errant company that will build the
secret hold and not include it on the ship's
records. But most do abide by the Imperial laws and
regulations governing the use o1 secret holds. iiost
ol the time, people trying to smuggle something use
secret holds. Qbviously, the larger the hold is the
greater the chance it will be discovered by a nosy
customs oiricial who 1is aboard to check your ship
beilore allowing access to the planet.
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The cost oi a secret hold 1s ver, expensive
and is a&also dependent on the quality o1 the
builder. It 1s not uncommon ior Inmperial Services
and planetary governments 1o Ybribe shipbuilders
(promising no legal action,;, to obtain iniormation
on who has secret holds. Smuggling is a very big
problem in the Imperium today, and its governments
are constantly attempting to stem this problem.

Size oI Space on
1 Cost
Hold Ship
3 tons 5 tons WHCxr1.5(7+) - 3Cr7.5(10+)
S tons 10 tons 1iCrl.0(6+) - MCr1.9(10+)
10 tons 16 tons uCr3.0(5+) - uCr5.9(9%+;
MCr6.5(10+) -  Crl10.0(11+)
15 tons 24 tons MCr1l.5(5+) -~ uCr14.0(8+)
3Cr14.9(9+) - HCrl6.0(10+)
20 tons 30 tons 1Crl8.0(5+) -  uCr25.0(9+)
3Cxr27.5(10+)

The sizes shown are the basic sizes that most
snmugglers use. 20 tons 1is the maximum Ior secreti
holds because more than 20 tons will be to large to
hide properly, and it will become obvious that
there is deiinitely something wrong. “Space on
ship” is how much tonnage the hold will actually
require. Tor example, a 3-ton secret hold would
require at least 5 tons oI Iree space in the ship.
The (#+) is the number or greater needed on a dice
roll 1or the inspecting oificer to Iind something
out o1i.the ordinary, which could result in the ship
and/or cargo being impounded, rines levied, etc.
The cost 1is the minimum amount to be paid to have
the secret hold built, and includes the higher cost
oi a better~concealed hold.

ilost secret hold costs include the devices
needed to open the hold. For exanple, Jim has a 3-
ton secret hold in his scout ship. To open the
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secret compartment he must push 3 buttons down
simultaneously and pushes the pilots couch-over.
Beneath it is a panel that will allow access into
the hold. The hold was made to look exactly like
the decking underneath the pilot’'s couch.

4 secret hold is a clear breach oI Inmperial
law, and i1 one is discovered the party will be
placed on trial as smugglers, regardless oI whether
or not they had anything in the hold.

Note: When a ship has 2-3 ton secret holds,

but in diirerent places, the cost is the same as
would be a 5 ton secret hold due to the amount or
space it takes to build the holds. It would be
listed as 2 separate secret holds but it would be
paid Ior as a 5~ton hold.
Reierees: Lon't let your group take advantage oI
Jou by protesting that the above is law with secret
holds. Remember that your campaign is molded to it
you, not to how someone else says or writes. Use
this as a basis to help you fit secret cargo holds
into your campaign. It spices things up and brings
the iun oi smuggling into play.

Editor’s INote: I1 a group is caught while
involved in a smuggling operation, they should
expect to be penalized. A good example oi such
legal action is Iound on page 69 oi THX TRAVELLER
ALVENTURE: “...the penalty ior evading customs
duties is confiscation or all caxrgo, a rine oi 2T X
1,000 credits, and possible temporary impounding oi
the ship for up to 30 days. Subsequent harassment
will also continue each time the crew visits...”
Ouch! However, one could wxwoo« the harshness o7
penalties to vary with Law Level. The situation
Irom which the above quote is taken takes place on
a planet with a Law Level oI I, which explains the
severity oi the penalties above.
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PRE-GENERATED CHARACTERS:

10
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PIRATE

Pirate Corporal 993896 age 30 3 terms Cr?
Brawling-1, mwwﬁ.w Boat-2, Jack—o=-Trades-1,
Vace suit-2

Pirate Sergeant 896576 age 34 4 terms Cr?
Brawling-1, Vacc  Suit-2, Ship's Boat-1,
Gunnery=-2, Pwd Obsvr-1, Shotgun-1l

Pirate Corxrporal 858747 age 30 3 terms Cr?
Brawling-1, Vacc Suit-1, “ngineering-1,
Gunnery-1, Carbine-2

Pirate Corporal 759575 age 26 2 terns Cx?
Brawling-1, Ships Boat-1, Vacc Suit-1,
Gunnery-1, Carbine-l

Pirate Henchman B83889 4ge 26 2 terms Cx?
Brawling-1, Vacc Suit-1l, Laser Riile-=2

Pirate Corporal 089775 age 22 1 tern Cr?
Brawling-1, Twd Obsvr~1, Vacc Suit-1,
Gunnery-1

Pirate Lieutenant 476568 age 38 5 terms Cr?
Brawling-1, Pilot-1, Ship's Boat-1,
Vacc Suit-1, Gunnery-2, Engineering-2,
wd Obsvr=-1l, Jack=-o=-Trades=-1

Pirate Corporal 964763 age 30 3 terms Cr?
Brawling-1, Twd Obsvr=-2, Vacc Suit-1,
Gunnery-1, Blade-1

Pirate Henchman aB7746 age 22 1 term Cr?
Brawling-1, Vacc Suit-2

Pirate Henchman 39CCa5 age 22 1 term Cx?
Brawling=-1l, Vacc Suit-1l, Carbine-1

Pirate Leader 785985 age 42 6 terms Cr?
Brawiing-1, Pilot-1, Vacc Suit=-2, Gunnery-1,
admin=-2, Ship’s Boat-1, Llectronics-1,

auto Pistol-2
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