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SFORWARD OBSERVER &

AN EDITORIAL BY MARK "GEO" GELINAS

PUTTING THE CIVIL INTO THE WAR

finy time a state, whether planet bound or interstellar,
has a civil war, it is a tragedu. In this article, | will examine why the
situation in the Shattered Imperium is like a civl war, some of its
tragedy, and how referees can simulate some this for role playing.

TECHNICALITY
__ The situation in the Shattered Imperium is described as a
rebellion. Bu definition a rebelion is open. armed resistance to
one’s government or ruler. While they is some rebellion involved in
the Imperium, its condition might properly be defined as a Civil War.

By definition, a civil war is a war between factions or
regions within the same country. This sounds more lke what has
happened ta the Imperium. fifier the death of Strephon and his
immediate herrs, the Imperium spintered into factions. Some, such
as the Federation of lielish, left because they believed they had a
legitimate claim o the throne. Some, such as Daibei, left because
they felt slighted by the present government. Whie the latter
may be considered rebellion, the former makes it a ciil war.
Considerations like the Solomani invasion complcate the situation,
but internally the Imperium is having a Civil War.

TRAGEDY

Civl wars are a breeding ground for tragedy. True, all
wars are destructive, and have the potential for fragedy. Yet in
a cil war, a state is expending its destructive energies on itself.

The rea tracedies, however, are on the personal level
During such a situation friend often end up on opposite sides of
the conflict; relatives, too, find themselves in this situation.

TECHNIQUES

There are several ways to involve the characters in your
MEGATRAVELLER game with some of the tragedies of a civi war.

The easiest way is to assign one of the characters a
relationship with one of the enemy NPC’s at the beginning of the
scenario. For example, tell Fred's player that Fred spies one of
his relatives, a brother perhaps, among the NPC's that oppose the
group. Fred’s actions shoud be colored 10 some degree by this
knowledge, making for a better role playing situation.

Another way is simiar, but involves a little more work.
During the character creation process, take a litHle time to
develop the character's background, including relatives. Then,
when the referee needs to add some persona conflict, he can call
upon one of the relatives that the character akeady knows.

Hf you start the campaign a ittle before the war, it would
be a good technique to create the background as above, but then
take it a step further. Develop NPC's for the relatives. The
referee can then use these NPC's to foster relationships during
play in the months or years before the rebellion. I may be good to
introduce the seeds of conflict which ordinariy would never have
sprouted, but come to full bloom because of the crisis. With this
method, the character, through play, wil have already developed
some feelings toward the NPC. This is the best methaod for role
plaving this situation.

The next two methods require good role players. The
first method can be used if the player has used more than one
character in a campaign, and the characters have at least met
each ather. The referee can work with the player and have one
of the plaver’s characters oppose the other of the player's
characters. The referee may have 1o take the one the player is
not actively using and use it as an NPC if the player has difficulty
playing two different characters at a time. This may be especially
difficult if characters are on opposite sides.

The last method is only recommended if the referee’s
group is on very good terms with each other and can separate
role playing actions from real life actions. In this methad, each
player defines his character’s political views. Then the referee
reviews these definitions and provides suggestions as play
progresses to keep the characters in character. To heighten the
fragedy, the referee can play on the differences. If the group is
not strong, he may stil use this method, but fry to keep the group
primarly of the same pdlitical mind, but with some slight
differences. He can then play on the minor differences, causing
some internal tension and conflict without developing a conflict
strong enough to split the group. =~

These suggestions are primarily intended for use with
MEGATRAVELIFR and the situation in the Shattered mperium.
However, the nature of civi war is basically the same regardless
of the scale involved. Therefore, these suggestions could be
applied ta any role playing game if background includes a civil war,

SPACER SAM SEZ:
WARNINGS are placed

for a PURPOSE!

GNS

PRATE PROTEST

AquariasAquaria: 193-1112: Emperor Gengar
held court today and received in audience the a from
the Praterean Empire, Sigurd Hallsworth. The ambassador,
garbed in traditional High Prate fashion, lodged an official protest
from the Praterian Empire with regards to the negotiations
between the Aquarian Empire and the Shadisanti Enclave. The
a defended his Empire’s position, declaring that the
Enclave intended to use the proposed starparts as Naval bases
for an invasion route thr Aquarian Empire to the
Praterean Empire. While the Emperor declared that foreign
military vessels would not ordinarily be allowed into the Aquarian
Empire, the ambassador continued by declaring that an Aquarian
treaty with the Enclave would sericusly jepordize Aquarian/Prate
relations. The Emperor, annoyed, but remaining calm, advised the
ambassador that he would consider the protest, then dismissed
the ambassador without taking a stand.

BORDER BATTLE

Andafae/Barrier: 023-1114: Scouts from the
Tonasean Empire clashed today with scouts from the Brotherhood
of Karl in the neutral system of Andafae. Several shots were
fired by both sides, and both sides apparantly fock damage before
breaking off the engagement and leaving the sustem. Observers
speculate that this could set off tensions building since the
dissapearance of the Brotherhood Uessel, BLUE NOUA

SIEGE or SURRENDER?

Sofar/Diaspora: 107-1118: Today, in the Sofar
System (2939 Diaspora), which has a major Diaspora Naval base,
merchant vessels were warned away from the Naval base’s
oribital faciites. One free trader, CLANCY'S PRDE, wandered too
close and was boarded and detained for a short period before
being released. UWhile Captain Clancy declined public comment,
rumor surfaced after their release that the base was tending
many damaged vessels. Conjecture is that these vessels were
fwolved in actions above Greshem, and have fled that system. If
so, then the Solomani have probably laid siege to that world or
have captured it by now. No official word has been released.

FANNING the FLAMES!

Capital/Core: 027-1120: Emperor Lucan, in a rare
pubic appearance, unveled a statue today depicting the
assassination of Strephon by Ddinor. The statue is obuiousky a
propaganda statement designed to stir emotions against the frch
Duke, Certainly such emotions are essential in Lucan’s campaion
of extermination against Dulinor.




GEO’S VARIANTS
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| | DIASPORA:
M STARLANE TO
THE GORE

BY MARK "GEO" GELINAS: HHWG DIASPORA ANALYST

WHERE DID ALL THE STARSHIPS
COME FROM?
A SOLOMANI ADMIRAL'S LAMENT

Examining the raw numbers of ships presented in an early
TIFFANY STAR, one notices that the fleets of Diaspora begin with
only 400 capital ships and number O by 1120. At the same time
the Solomani fleets number in the hundreds to thousands. Whie
the Solomani fleet is understandably distributed dong a long front,
it woud surely stil leave hundreds of vessels to attack the
Diaspora front. The question is then, what is keeping the Solomani
from sweeping across Diaspora and cuHing the Starlane and
continuing on the Core? The only thing that could reasonably stop

is an opposing fleet, and an opposing fleet needs ships. So
the real question is then, where did all the starships come from?

First of all, lets examine who controls the Diaspora fleet.
While it is obvious that the fleet is fighting for the Imperium, it is
also obvious that the fleet is fighting in territory wel beyond
Lucan’s sphere of influence. The solution would be that the fleet
is fighting in the name of the Imperium while not necessariy being
under Lucan's control. Ordinarly control would then fall the
sector duke, but Sector Duke Eneri proved to be a weak leader
and was unable to hold the sector together during the succession
crisis. Recognizing this, Fleet Admiral Nile took pasitive actions to
galvanize the fleet and protect Imperial interests without
necessarily backing any one faction. Admiral Nile's superb intuition
led her 1o believe that the Solomani would attack when the news
of Strephon’s death reached them. Even the defection of the Oid
Expanses was not entirely unexpected in the face the withdrawa
of the fleets from that sector. She knew that without a strong
front to oppose them, the Solomani would sweep through the
sector. Therefore, it is Admiral Nile who leads the fleet of
Diaspora against the Solomani.

She gets the ships for that fleet from a variety of
places. First of all, we must consider the published numbers as
only an approximation intended to show relative fleet strengths
during the course of the war. Some fleets wil suffer less
attrition, some more. The Diaspora fleet did not see significant
action until 1117, and at lower intensity levels than the Uengeance
Fleet, Therefore it would suffer less attrition. Another factor to
consider is the narrower front that Admiral Nile had o guard,
alowing greater concentrations of ships.

finother factor is Admiral Nike’s appropriation and
positioning of the assets available to her. Using jump shuttles and
jump ships, she all but stripped the interior of the sector of
system defense boats and placed them along the borders and
along the Starlane. While not as powerful as larger ships, they
certainly have a definite effect when properly employed. Admiral
Nile also called upon the colonial fleets to serve along with the
Diaspora fleet in the defense of the Sector. Some joined entirely,
most sent part of the vessels available, and some declined. In al,
approximately half of the colonial strength became available to
fidmiral Nie. Knowing they would fight beter if in defense of ther
home territories, she employed these fleets in or as near to ther
territories as possible.

Another source of vessels came from a vigorous salvage
program. Considering that most “mission kils" are only damaged
beyond the abifity to fight and not entirely destroyed and most of
them were able to withdraw from the baHlefield makes most
casualties available for salvage. The lighter damaged ones are
repaired and returned to duty. More serioushy damaged vessels
are used for spare parts for other vessels. Furthermore, if
Admiral Nile’s forces held the system after the battle, they could
also salvage vessels which were damaged but could not leave the
system. Even enemy uessels, especialy if they were of Imperia
design, could be recovered for salvage. Consider that a many
vessels on the Old Expanses front were at one time Imperial
vessels that were captured by the Solomani when the Oid
Expanses defected. Approximately 1/3 t01/2 of vessels damaged
in battle could eventually be returned to service. (CONT. on PG 73

— DARK RIVER
+*y  DATA

LIBRARY DATA UPDATE

Bowabhi (409 Barrier B-4357AD-9

Ni,Lo,\Va)- In 1106 a brotherhood coup placed a puppet

goue!;’nm?m‘ in control of this world. Dalton Nolin is the current
resident.

Kalso Run- # trade route through Barrier Subsector across
the Va'can States which often blacked trade through their
territory. Using Jump 4 capable vessels the run ran between Cal
and Soswr with a refueling stop at a gas giant orbiting the distant
companion of Jesie's star. This route was primarily worked by
Vessels of the Tevok Corporation.

Pitner, Andy and Fae- Husband and wife team who,
with Andy's brother Cal were co-founders of the Teuvok
Corporation.

Pitner, Cal - Co-founder of the Tevok Corporation, brother
of Andy Pitner.

Quitel (209 Barrier C-79A433-A Ni,Wa)- The
citizens of this water world live on a single submersible. They are
researchers for the Brotherhood of Kar, and are carrying out a
long term research project on this world. The Captain of the
vessels selects his successor,

Tevok Corporation- A shipping corporation based on
Cal/Barrier. Originaly concentrating on trans-subsector shipping,
this corporation has expanded into mining and robotics, and make
some of the finest rabots in Dark River.

CAUGHT IN THE CURRENT
SCENARIOS N DARK RIER
DETOUR BY DESIGN

PLAYERS' INFORMATION

The characters are the owners of a smal vessel such as
a seeker, free trader, or scout. They are currenfly at the high
port at Litefon, where they have just sold a cargo of trade goods.
When they look for a new cargo, they are approached by an
attractive woman, who appears to be in her late 20’s. She says
she has a load of radioactives that she would let go for a real
reas:nable price, if the characters promise to do a favor for her
in return.

REFEREE’S INFORMATION

The young woman is Sara Stoneson, an agent for the
Tonasean Empire, but she wil not reveal that to the characters.
She has 54 flasks of radicactive gas. Each flask has a volume of 1
kiloliter. She offers the lot to the characters for CR 1,000 a
flask if they perform a small task for her. She says that her
company needs some inteligence on Brotherhood activities in the
Bowahi system, but cannot spare a vessel to investigate
personaly. For intelligence, she asks that the characters, enter
the Bowahi sustem, refuel at the planet, and observe the tupes,
numbers, and dispositions of the Brotherhood Naval vessels in the
system. Then they are to proceed to the Totek system where
they can turn the information over to the office of Tri~Star
Technical Corporation on that world.

. She says that she only has half of the consignment of
radioactive gas with her. The remainder is at Totek and wil be
turmed over 1o the characters upon delivery of what information
they have. She will be proceeding right to Totek, so wil know if
the characters simply flew to Totek without going to Bowahi first.
Unless they have a jump-3 capable ship, there is no other place
they can go to waste a week’s worth of time.

If they accept the job, problems will start immediately. &
Brotherhood agent wil attempt to delay their vessel. At Bowahi,
they can see a significant buid-up of Brotherhood Naval vessels,
but will be detained and questioned if they get too curious. They
wil eventualy be allowed to go.

At Totek, Brotherhood scouts from Bowahi will attempt
to prevent the character’s meeting with their contact there.




A SERVICE TO
MEGATRAVELLER
PLAYERS AND REFS

A WORD FROM HASSAN
This issue Hassan brings you a Solomani fighter. HAS S AN
SOLOMANI FIGHTER
SABRE CLASS
CRAFT ID: Fighter, Type FM, TL 14,
MCr 104.165
HULL: 36/90, Disp=40, Config=1AF,
Armor=50G, Unloaded=995 Tons,
Loaded=1004.43 Tons
POWER: 15/20, Fusion=1350 Mw, Dur=8/24
LOCO: 9/12, Man=6
NOE=180 kph, Cruise=2835kph,
Top=3780kph, MaxAccel=6 G's,
Agility=5
COMMO: Radio=Sys, Maser=Plan, Laser=Plan
SENSORS: EMMask, Neutrino=10kw
ActEMS=Planet, PasEMS=SubSteller
ActObjScan=Diff, ActOb jPin=Diff,
PasEngScan=Rout, PasEngPin=Rout
OFF: Msl = x03,
Batt = 1
Bear = 1
DEF: DefDm = +14
CONTROL: Comp=7x3, Panel=HoloLinkx2
Special=HeadsUpHolox2,
Env = Basic Env, Basic LS, Ext LS,
Grav Plates, Inert Comp
ACCOM: Crew=3(Pilot, Commander/Gunner),
Seats = Roomy x 2, Stateroom=1
OTHER: Fuel=140 kI, Scoops,
Fuel Purification=24 Hours,
Missile Magazine= 120 Missiles
ObjSize=Ave, EMLevel=Mod

The SABRE class fighter was developed
by the Solomani to be a high tech, space
faring vehicle. This fighter falls in the high end
of medium size space fighters. Heavily
armored and highly maneuverable, this
medium fighter can hold its own against all but
the heaviest of fighters. With fuel purification
and a stateroom, the time these fighters could
stay on station around a gas giant would be
limited only to crew endurance. This class
can be found guarding planets throughout
Solomani space, and is often found aboard
other vessels.

TASK LIBRARY

Sensor Tasks (Difficulty based on range).

To perform a sensor operation-
[Varies], Sensor Ops, Edu, 6 seconds

PastngScan (Passive sensor search for sources)
in (Passive sensor pinpoint of located sources)

ML UL DVUD RG CN PLFO X0 IP+
--SSSRRDFI -

ActObjScan (Active sensor search for objects)

AictObPin (Active sensar pinpoint of located objects)
ML UL DUDRG CNPLFO X0+
-SSSRRDF I -

HASSAN'S HINTS LOGO AND DESIGNS ARE COPYRIGHT 1990 BY JOHN S.
KOSTOFF,

QUICK REVIEWS

RATING SYSTEM
CATEGORIES

Player Use—~ How useful is the product to the player.
Referee Use—- How useful is the product to the referee.
firtwork— A general evaluation of artwork and graphics.
Content- A general evaluation of overall content which includes
layout, ease of use, quality of work, and other factors.
Overall- A summary rating of {IEJ E{I&er categories.

v ~ Poor quality or of little use.

Vv - Fair quality of of some use.

Vv - fwerage quality or of average use,
vy~ fbove average quality or of above average use.
v v v v v — Excellent quality or very useful.

TWILIGHT:2000

TWILIGHT:2000 2nd Edition Box Set
GAME DESIGNERS' WORKSHOP $24.00

By Frank Chadwick
Referee Use vvvvvr

Players Use v
Artwork v v 1/2 Content v v

Overall vvvrv
Contains the complete 2nd edition ndes and additional material.

TWILIGHT: 2000 2nd Edition Paperback
GAME DESIGNERS' WORKSHOP $18.00
By Frank Chacdwick
Players Use vvv
Artwork w172

overall v
This Trade Paperback set contains the complete 2nd edition rules.

2300 AD

ROTTEN TO THE CORE
GAME DESIGNERS' WORKSHOP
By Julia Martin
Players Use v
Artwork v vvrvs

Overall vvv v
fnother EARTH/CYBERTECH adventure for 2300 A.D.

SPACE 1889

IRONCLADS AND ETHER FLYERS
GAME DESIGNERS' WORKSHOP $12.00

By Frank Chadwick
Referee Use v v v

Players Use v

Artwork v v Content v v v
Overall 172

Dpands the rules started in SKY GALLEONS OF MARS, and
incorporates sea faring vessels.

GENERAL

CHALLENGE #44
GAME DESIGNERS’' WORKSHOP $£3.25
Players Use v Referee Use v vvrvr
Artwork v v Content vvvv

Overall v v1/2
Two MEGATRAVELLER adventures and more.

IMPERIUM
GAME DESIGNERS' WORKSHOP
By Marc Miller
Players Use vvvvv
Artwork v v
Overall vvvvv

Al rerelease of the classic game of interstellar warfare. Highly
recommended for all science fiction gamers.

Referee Use vvvvv
Content v

$8.00

Referee Use v v
content v v vV

$20.00

Referee Use v
content vvvvv
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MEGATRAVELLER

KASAKAN SCOUT
CRAFT ID: Scout, Type SK, TL 17, MCr 55.31
HULL: 90/225, Disp=100, Config=1SL,
Armor=40H, Unloaded=491 Tons,
Loaded=502 Tons
POWER: 1/2, Anti-Matter=1350 Mw,
Dur=90/270
LOCO: 7/9, Man=2, 5/7, Jump=3,
NOE=40kph, Cruise=750kph,
Top=1000kph, MaxAccel=2 G's,
Agility=3
COMMO: Radio=Sys x 2, Maser=Plan x 2,
Meson=Cont
SENSORS: EMMask, Neutrino=1kw, Dens=25Km,
ActEMS=Planet, PasEMS=SubSteller
NAS=Distant
ActObjScan=Rout, ActObjPin=Rout,
PasObjScan=Simp, PasObjPin=Rout
PasEngScan=Simp, PasEngPin=Rout
OFF: BLaser = x05,
Batt = 1
Bear = 1
DEF: DefDm = +7
CONTROL: Comp=2Fibx 3, Panel=HoloLinkx32
Special=HeadsUpHolox2,
Env = Basic Env, Basic LS, Ext LS,
Grav Plates, Inert Comp
ACCOM: Crew=2(Pilot, Engineer),
Stateroom=>5, SubCraft=Air/Raft
OTHER: Fuel=2 16 kl Jump/ 185 kl A-M,
Cargo=290.25 ki, Scoops,
Fuel Purification=24 Hours,
ECP, ObjSize=Ave, EMLevel=Faint

The Kasakan Scout is typical of many
Kasakan vessels. It uses anti-matter
technology available at its construction tech
level. However, without a readily available
source of anti-matter, powering such vessels
is not cost effective. Therefore, Kasakan
merchant vessels usually use a fusion power
plant for power generation. This vessel is a
workhorse of the Kasakan Scout and Nawval
fleets. It is also frequently used for courier
and diplomatic missions. Surplus Kasakan
Scouts are occasionally available, but with no
weaponry. Often those that are available
have already been backfitted with a fusion
power plant by a previous owner.,

TASK LIBRARY
Sensor Tasks (Difficulty based on range).

To perform a sensor aperation:
[Varies], Sensor Ops, Edu, 6 seconds

PasObjScan (Passive sensor search for cbjects)
PaskngScan (Passive sensor search for sources)
MLULDUD RG CN PLFO X0 IP IS+
-=-=-=- S S SRDFI -
ActObjScan (Active sensor search for objects)
ActObPin  {(Active sensor pinpont of located objects)
PasObjPin  (Passive sensor pinpoint of located objects)
PasEngPin (Passive sensor pinpoint of located sources)
ML UL DUDRG CN PLFO X0 IP+
- - 8SS8SS RRDF 1 -

NEW SOFTWARE

WHIRLING VORTEX
EARTH/CYBERTECH
A insidious program which bypasses defenses and starts
attacking and destrouing 1-6 programs in the volume during each

turn. The only defense against a Whirling Yortex is a Quantum Leap
program. PERMANENT. UOLUME: 7 PRICE: 2,000 Lu

CYBERPUNK
CLASS: Defensive STRENGTH: 5

The Uhirlng Uortex is a program which destroys
pragrams of the netrunner. It does this while giving the
appearance of puling the programs from the netrunners storage
as though they were being attracted by some overwhelming force.
A quick nefrunner can pass through the space without losing
pragrams. The only know defense against a Whirling Yortex is the
Quantum Leap. The Whiriing Yortex cost $5,000.

APPEARANCE:

DUNGEON INTERFACE: A low rimmed poal all but filing the space. fAis
the netrunner enters the space, the pool starts to swirl with
mists rising from it. The mists envelop the netrunner and start
pulling programs from storage.

"TRONNIC INTERFACE: A shijized graphic image of a black hole
drawing programs into it like light into that huge gravity wel.

MEGA-CITY INTERFACE: A traffic circle with a pool in the center.
When the netrunner enters the circle, the pool starts to swirl.
Mists rise to draw programs from the netrunner’s storage.

WHERE (CONT.) The reactivation of mothbaled starships
provides another source of vessels. Even though they may be of 2
lower tech level, most would probably be TL 14 vessels, which is
the highest tech level in the Solomani fleet. The Depot in Diaspora
is a resting place for many such mothballed vessels, and it is
reasonable to expect that Admiral Nile would use such a resource.

Some of Admiral Nile’s forces come from defecting
vessels, It is very likely that some of the Old Expanses forces,
ordered to leave their home sector, got "lost" along the way and
ended up serving with Admiral Nie in hopes of reganing ther home
worlds in the adjacent Old Expanses. It is also possible that some
Solomani vessels might also defect to the Imperial side. Finally,
ships from any of the nearby factions would find a welcome from
senseless destruction in the fleet of Diaspora. Uhile there was
still a war on, at least the most of the fighting would be against an
invader rather than a former alk.

One final source of starships would be neighbor factions.
Certainly the Yegan enclave has a distinct interest in keeping the
Starlane open. However, most of the loaner starships would
probably come from Margaret. Since Diaspora lay on her flank,
Margaret would not want to see it rolled back to broaden the
Solomani front against her domain. She would also have an
interest in keeping the Solomani from Capital. if the Solomani took
that, there would be no Iridum Throne to possibly succeed.
Furthermore it would leave the Solomani al but surrounding her
stronghold probably to0 eventually swallow it up. Of course
Margaret would want to employ her forces in the subsectors
closer to her stronghold, but to Admiral Nie, any help is better
than none, and friendly ships in the coreward subsectors would
free ships for deployment elsewhere.

Thus, it is evident that Admiral Nile has far more ships for
the Diaspora fleet than is originally evident. Of course, some of
these methods are not going to endear her to Lucan. H would
seem, however, that her refusal to declare for any one faction
wauld already make her an enemy of Lucan. However, the Solomani
are a clear and present danger to Diaspora. H Diaspora does not
survive their invasion, then Lucan’s threats are immaterial.
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SO YOU WANT TO BE AN

ALIEN?
BY JOHN CRIDER
PART IV

CAN LOVE BREAK THE SLIME BARRIER?

This, the fourth of the series, deals with interracial
relationships and rivalries, political and private. Maybe this area of
multiracial societies is the most overlooked and misunderstood.

The relationship between flien races are multi-leveled and
complex. For the purpose of discussion, Fve separated them into
two groups: interaction and contact. It's true that they are
dependent on each other, but the distinction is necessary.
interaction is the way Alien races accept or reject each other as a
race based on an indwidual's perspective. Does this mean that
interaction of races is different for every character? The
answer is yes.

Pve divided interaction into different levels, listed from
most superfluous to most basic: Diplomatic, Polifical, Economic,
Social, Physical, Emotional, and Instinctive. .

The Diplomatic Level- This is how raciad governments
interact with each other. The “interstellar political environment”"
so to speak. If two racia governments are antagonistic towards
each other, then it would be expected that the indiidual citizens
of that government would be antagonistic towards each other.
this is not always true, but wil always be a factor on any contact
between races.

The Pdlitical Level- This is how racial governments
interact with Alien races within it's government jrisdiction. A
government can be very open (unrestricted travel, rade and
equal rights for fAliens) or very closed (restrictions on travel,
trade, and rights) or anywhere in between. How races are treated
by other races wil spread into other areas of contact.

The Economic Level- This is how races fare in the
interstelar economy and how an individual fares within its own
economic circles. A poor ndividual of a poor race may look upon
richer races with contempt and envy, whie a rich individual of a
rich race may be snobbish towards less fortunate races. This
distinction will happen 1o some degree at every contact.

. The Social Level- Sacial acceptance by others has always
been important, and wil always be important no matter what race
is nuolved. If a certain race is ignored in social circles because of
bad table manners, then a social gap has been formed and wil
affect any contact 1o some degree.

The above levels of mnteraction can be downgraded
through open government policies, education and public
:;uareness. The more basic levels of interaction are more difficult

The Physical Compatibiity Level- This is the ease of
communications or interaction despite physical differences and
needs. Obuious differences of dexterity, strength, inteligence,
hearing ranges, voca capabilties, sight Imitations, eating
requrements and breathing requirements that make each Alien
different opens an area of potential conflict. This is because
most races have a sense of pride in their race and ther
capabliities, and this pride can be turned into sumpathy for less
fortunate races. This sympathy or pride wil spll over into
contacts, sometimes n a very subtle but undermining way. flso
what is beauty to some, is ugly to others. H would be hard to
carry on a contact with a race that smelled particularly foul or
would chemically burn you if you were touched. Some of these
fears and incompatibiities would be able 1o be overlooked if enaugh
contact is made and an effort is made fo overcome these same
fears. again, some incompatiilities may never be able to be
overcome.

The Emotional Level- this is the individual's taught or
learned response to given situation {or race), normally translated
into feelings. The negative side of this level already has a name -
Bigotry. At this level, an individual can not describe why it lkes or
dislikes a race, only that it does. The taught responses are those
passed down from parents, teachers, or schoolmates. Learned
responses are from direct contact significant enough to alter the
normal response. "l never knew one that lied" or ' never
one that didn’t cheat" are normal responses from this level.
Specific conclusions are generalized for the entire race. (How
many of uou felt comfortable with a Kingon on a Federation
Starship bridoe in the first episode of STAR TREK: THE NEXT
GENERATION?

The Instinctive Level- This is the basic repulsion or
attraction that comes from the subconscious. Normally this
comes form an association with the race with something
unrelated, but leaves the imoression in the mind. In the book
CHLDHOOD’S END by Clarke, this instinctive level had to be
overcome because the flien looked like a devil out of Dante's Hell
This obviously caused mistrust and suspicion that was generated
from the subconscious. This level is the most difficult to
ouercome even after the association is recognized as
unfounded or false, the feeing may stil persist. This level will
affect any encounter, but may be s unpredictable as the
indiwiduals involved.

So, in summary, interaction is how races regard each
other on several levels, always as perceived by the individual.
Contact is the purpose of interracial meeting and occur on three
basic levels: Official, Casual, and Intimate.

Official meetings are those contact to pursue
government or business matters. Normally these are formal and
necessary for the conduct of business. | include any conduct of
any type of business in this category, from board meetings to
buying a sandwich. Rues of formality are normally imposed on
these meetings, which vary form race to race, and from planet to
planet. A standardized code of business contact may be assumed
in a mutiracial societu. .

Casual meetings are friendy meetings for the purpose of
companionship. This includes conversations at a bar, long taks
with a friend, and bul sessions on board ship. Business meetings in
casual seHings (business lunches) normally take on a casual type
of contact. It is less formal, first names or nicknames are
normally used. Any rules or formalities are agreed on by the
parties involved, sometimes with force!

Intimate contact is the most controversial type. This
type of contact, which often includes physical (and sometimes
sexual) contact, is the most delicate of allk This tupe of contact
should not be undertaken lightly, for most of the interaction
barriers must be removed, includng, most of all, physical
compatibility barriers. It is possible for contact to be maintained
at this level, but it is very sensitive to changes from outside
forces. flso note thal Alien races view concepts different
concepts differenthy, so both involved in this level of contact may
start {0 misunderstand each other after a period of time as the
involvement grows.

So now that we have defined interracial relationships in
terms of interaction and contact, how does it affect our gaming?
This shows us that interracial relationships may have outside
forces affecting the environment of the contact, but that the
indviduals and their backgrounds uttimately determine the feeling
of the contact. The tupe of contact also determines the level of
formality, physical contact involved, and trust required to maintain
the contact. Each level of contact requires that certan levels of
interaction be established before the contact.

Maintaining the levels of interaction for each character
towards each race encountered is the responsibility of the
players and referee. The players should integrate the interaction
levels into their characters and maintain them in determining what
level of contact to maintain. The referee should monitor the
characters’ level of interaction and interpose suggestions on the
Emotional and Instinctive levels. Remind player if they start acting
out of character and resirict their actions if necessary. The
subconscious is a powerful nfluence, and you must establish that
influence when necessary. H seems that I've just touched the
surface of the topic, but it is up to the individuals to determine
how these "Rules of Contact" apply to their characters or
campaigns. Discuss wowr ideas with friends and make notes to
yourself on your character sheets. Interracial contacts may
never be the same again.

Next in the series: Religion for fliens.

Danger is part of every life. How we
perform in the face of its challenges
decides what type of being we are before
our peers, regardless of what we hold
inside.
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KASAKAN SOCIETY

BY MARK “GEQ" AND KATE LEBHERZ GELINAS

The Kasakans are a race of high tech, pseudo-biological
robots. Their unique physiclogy gives rise to a very different type
of society than humans are used to.

PHYSIOLOGY

As can be seen in the companion article, Kasakans are

robots, but very advanced, self aware robots. a new

is manufactured not born, the Kasakan is physically

mature upon activation. Also, this process of creating new

allows population to be very readily controled. New

units are produced only as required for replacement. Because the

Kasakan has a life-span of over 100 years, the production rate is

very low. Of course some have 1o be produced to replace beings

killed by accidents or other unnatural causes. Kasakans have the

form of humans and are produced with the same varieties of eye,

hair, and skin color as can be found among humans. Kasakans have

male and female genders, even though gender is not required for
reproduction. The reason for this is found in their psychologu.

PSYCHOLOGY

As has been seen, the Kasakans cling to their pseudo-

biological form even the reason for originally having this
form is no longer known. To the Kasakans, that the Makers
produced the original Kasakans in that form is sufficient reason to
keep that form. Over the years, however, the Kasakans have
found that having the pseudo- biclogical form made relationships
with the biological races they encountered easier.
Although they are robots themseles, Kasakans manufacture
robots. They do not hold that any robot with less than an artificial
inteligence as being sentient. They do, however, believe that all
artificial inteligence is sentient and should be free.

RELIGION

The Kasakans have a fashion of a religion. Their beliefs
revolve around the mysterious beings known to them as the
Makers. The Makers manufactured the original Kasakans, and
then, for some unknown reason, disappeared. Whie the Kasakans
do not worship the Makers, they do hold them in a very high
reverence, .

The Kasakans believe that human beings were also made
by the Makers as a biological alternate form of the Kasakans,
perhaps to see which form would dominate. The Kasakans do not
feel inferior to humans because of he number of humans. They
reason that biological pressures are responsble for the vast
Bu;nbers of humans and the problems that population pressure can

¥ing.
., The belief in the Makers causes the Kasakans to retain
their form. They feel that it is ther path in the universe to
discover the Makers and discover their purpose.

GOVERNMENT

The Government of Kasaku is a feudal technocracy. The
titular head of the government is termed Prince, and each factor
head is termed Duke. Each factor is responsible for one aspect of
production or society. The individual Kasakan is free to choose his
factor, but once chosen, wil usually remain in that factor for life.
The current Prince of Kasaku is Rabu Diatorio.

EDUCATION

Each newly activated Kasakan is given a mmimum of
programing which includes emotion simulation. The young Kasakan
is then under the care of a Mentor for a period of 2 years while
gaining life experiences and skills. Sometimes a couple will work
together as Mentor, and occasionaly a Mentor or Mentor couple
wil take under their care more than one young Kasakan at a time.
However, the ratio of young Kasakans to Mentors rarely exceeds
2 to 1, and most often is 1 to 1. During this period, the young
Kasakan can sample other programs. The Kasakan gains his full
skill set once a factor has been chosen.

RELATIONSHIPS

Most Kasakans look to their Mentor as a role model, and
hold some affection toward them. The closest analog to human
marriage is the contractural companionship. This relationship is
formed when two Kasakans wish to live together. The contract is
largely for legal purposes.

CRIME AND PUNISHMENT

Because of the manufactured nature of the Kasakan
brain, aberrant behavior is not common. Occasionaly, for a
variety of reasons, an aberration does occur. In such cases, the
system will attempt to correct the aberration while trying to
retain the individual’'s basic personality. The emotion simulation
program does open the possbility for victimless crimes. These are
1 with according to the severity of the crime, from a simple

fine o banishment from the reaim, or, in exireme cases, death.

TYPICAL KASAKAN

ROBOT ID: Kasakan Citizen, TL 17, Cr (Note 1)
UPP = FFXE7{(Q)x (Q = 71)
HULL: 7/17, Size = Liters, Config = 6,
Armor = 2G
POWER: 2/4, Fuel Cell = 70 Kw,
Duration = 11 Days (Note 2}
LOCO: 4/8, 2 Legs, Speed = 113 KPH
COMMO: Power Interface, Program
Interface, Brain Interface
SENSORS: Visual (IR, LI) x 2, Extra Sensitive
Audio x 2, Olfactory, Voder,
Touch Sensor
OFF: None
DEF: None
BRAIN: CPU = 5 parallel 30 synaptic,
Storage = 6 standard 64 synaptic
FundlL ogic = High A/Il, FundCmd =
Full, Software = Emotion Simulation
{Note 3)
APPEND: Light Arms x 2,
Rotating Head = 10%
OTHER: Fuel = 68.4 liters, ObjSize = Tiny,
EMLevel = Faint
Note 1: Based on the Book 8 Pseudo—Bio— logical configuration
price modifiers, a Kasakan would cost MCr 25.3, but because they
are common in Kasakan Society, the production cost is much lower
than that. However, due to the nature of their society Kasakan
Citizens are not for sale at any price.
Note 2: A Kasakan’s power plant can operate for 24 howrs using
an internal oxygen .
Note 3: The Kasakan’s programming is individual according to the
factor chosen. An additional 8.7 ters of volume exists in the
Kasakan which can be used for additional memory. Typicalky, an
instructional factor Kasakan will use the space for additional
memory, because the volume required by and instruction program
is very high. All Kasakans have the emotion simulation program
built into their CPU’s.

ADS and ANNOUNCEMENTS
Classified Ads are $.50 for 1 month’s printing of 25 words or less,

DARK RIVER: A SECTOR DIVIDED

The first printing of this supplement has sold out.
However, MGE is wiling to produce more for those who did not
have an opportunity to get a copy. Send $5.00 to Mark Gelinas,
Box 50014, Ladson, SC 29456. Orders from England should
include an extra $1.50 if they want the supplement mailed fir Mai.

LIBRARY DATA UPDATE, VOLUME |
Now avalable in one place, all the updates which have
appeared in the TMES from lssue 26 through this Issue. Send a
legal sized SASE for a copy to LIBRARY DATA UPDATE, C/0 Mark
Gelinas, Box 50014, Ladson, SC 29456.

PHOENIX/MGE

For Nustrations with a Futuristic Flar
REASONABLE RATES
FOR QRIGINAL AND COMMISSIONED PIECES
COLOUR OR BLACK AND WHITE
SEND SASE FOR PRICE LIST TO
PHOENIX/MGE
©/0 KATE LEEHERZ GELINAS
50014

LADSON. SC 29456




ACKNOWLEDGMENTS
TRAVELLFR is a registered trademark and 2300 AD,
TWILIGHT-2000, MEGATRAVELLER, and SPACE 1889 are frademarks
of GDW and are used by permission. TRAVELLERS’ DIGEST is a
copyright of Digest Group Publications.

TERRA TRAVELLER CLUB

The Terra Traveller Club is an association of players and referees
dedicated to the playing and promotion of GDW RPG’s in general
and MEGATRAVELLER n parhcular. Registration for the club is a
one time fee of $1.00 sent to the Spokesman, Mark Gelinas, at Box
50014, Ladson, SC 29456, You wil be sent a membership card and
a coupon for $.50 off your next TMES subscription. To minimize
costs, membership does not include a TIMES subscription. Only
those members who want the TIMES need o subscribe.

TERRA TRAVELLER TIMES

The TIMES is a newsletter of the Terra Traveller Club.
Submissions of artwork or articles are accepted subject to
rdes and some supplementary material. fiso available is an |l Editorial approval, and cannot be returned without a SASE.
adventure for 2300 AD/EARTH CYBERTECH: ROTTEN TO THE CORE. Jll Subscriptions are $6.00 for six issues. Membership is NOT a
Coming in September is the Second Edition VEHICLE GUDE for Jll requirement to subscribe. I
TNIJGHT 2000, KNIGHTFALL for MEGATRAUELLER, and STEAM J Editor, Mark "Geo" Gelinas
WARS, a boxed set for SPACE 1889. October will bring a special Jll Associate Editor Kate Lebherz Gelinas
Horror edition of CHALLENGE (w46). CHALLENGE is stil on aJll Submissions. Crider,Kastoff,Myers
bi~monthly schedule, but they have a growing need for articles. il Artwark . ‘ Kate Lebherz Gelinas
They especialy need adventures. The more articles for ajl Computer Graphics and Additonal Art.dd M.Gelinas,M.Griffith
particular game they have, the better chance that game wil have Jij Offices. Box 50014, Ladson, SC 29456
more coverage. | encourage you to write, but send to GDUW for a il Phone (803)553-2425
contributer’s guideline first.
FROM DIGEST GROUP: TRAVELLERS' DIGEST 21 wil see
the famous foursome back at Deneb. It will also see the last issue
of TRAVELLERS’ DIGEST. Fear not, however, Digest Group wil stil
be producing a magazine, but 1he name wil be changed to
MEGATRAVELLER JOURNAL, and wlll be entirely MEGATRAVELLER
realated material. This means that Digest Group wil be looking
for even more material, but again, write for guidelines. Digest
Group has many products in various stages of production.
SEEKER: Continuing to expand their line of deck plans, with the
SUBSDIZED MERCHANT coming soon. Seeker now produces deck
plans for MEGATRAVELLER and deck plans for 2300 AD ships, the
first company 1o do so. SEEKER is looking for someone who can
produce quality artwork, both technical and non-technical in
nature, using a MACINTOSH computer. Interested parties shoud
send aletter of query to the address below
For catalog send SASE 10 Box 519, Moun’ran Home, ID 83647.
HIWG: History of the Imperium Working Group, fn association of
referees and players discussing the future history of
MEGATRAVELLER's Shattered Imperium. Several items produced by
members have been used by Game Designers’ Workshop or Digest
Group Publications. Annual membership is $12.00. Membership

includes a subscription to TIFFANY STAR, HIWG'S newsletter.
TIFFANY STAR now has increased its rate to 12 issues a vear,
Send to Ed Edwards, 1410 E. Bogd Norman, 0K 73071. Join HWG
and Iend gcu.r voice to those discussing the future of the

GOMING EVENTS

SCI CON XI: NOVEMBER- Held in Virginia
ach, Uirginia. One of the best science fiction

convenhons on the East Coast. The staff of the
TIMES will be there.

EVENT HORIZON

CURRENT AND

FUTURE RELEASES

The reader is advised that these are tentative dates. Any number
of factors could delay a project, or even cause it 1o be cancelled.

FROM THE WORKSHOP: In the stores now is CHALLENGE
45 and the Second Edition of TWILIGHT=2000 in two forms: a paper
bound book with the new rules, and a boxed edition with the new
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Back issues of the TIMES are no longer available. Reprints can be
done by special request at $.75 per issue. For postage, please
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