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In This Issue

By popular demand, we have another
special Traveller issue. This time, there’s
a game scenario by Marischal Adventures,
which is approved for Traveller by
GDW. Also, to the growing corps of
nasty Traveller characters, we add terror-
ists. For boardgamers, there is a review
of the related Fifth Frontier War. Those
interested in new products for Traveller
will find five pages of reviews conven-
iently grouped in a special section.

For computer gamers, we have a
review of the hot-selling new adventure,
Wizardry. For Killer fans, we have a
story by Michael Stackpole, telling how
he assassinated most of the staff of
Flying Buffalo Inc,

On page 40, there is the second in-
stallment of our new feature, “Murphy’s

Rules.” It won’t be the last.

—Forrest Johnson
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Where We’re Going

Well, after all of two months in our
new offices, we're moving again ... to
the place that we (almost) went when we
first started to move. Don't ask why; it’s
a long story, having to do with the
iniquities of real-cstate agents and the
general application of Murphy's Law as it
relates to small businesses. The bright
side: we're getting pretty good at moving
{not to mention painting walls). But I
wish we could put out a game now and
then. And, as it happens, we're going to.

Ogre / GEV

As of this writing (Nov. 5), we have
reached an agreement with Metagaming,
covering Ogre, GEV, and several other
bones of contention, The final settlement
has not yet been signed, but all parties
(and their attorneys) have agreed on
terms. This means that Ogre and GEV
ought to be back in print sometime in the
spring of 1982, More news on this next
month, after we get the final papers
signed and I have time to work out some
publication schedules.

FGU Licensing

We have finalized an agreement with
Fantasy Games Unlimited, whereby we
will be producing licensed Cardboard
Heroes for several of their games . . .
Villsins & Vigilantes, Space Operz,
Aftermath, and Bushido{Land of the Ris-
ing Sun. The artwork will be done by
FGU's Jeff Dee, who has shown that he
can work to the standard set by Denis
Loubet in the first four sets, The first of
these to come out will be a V&V super-
heroes sct (which will also carry the
“Superhero 44” logo, by agreement with
Lou Zocchi). We've seen the final art on
ten of the figures, and are eagerly await-
ing the rest, That first V&V set will come
out at the same time as the Travefler set
and the next three fantasy sets . . .
whenever thatis . .. maybe in 1984 ...

% £ %

Seriously, the other Heroes seis are
crawling along like snails, but progress is
visible, Denis has now completed two of
his three sets, and is well along on the
third; Paul Jaquays has sent us about 80%

of the art for the set he’s doing. It looks
like January now. I hope.

£ WK

The Cardboard Heroes plastic bases
ought to be ready pretty soon; | looked
at samples a couple of days ago, and
approved them with changes. They’ll
come in black and white, and 28" worth
of base — enough for one set of Heroes —
will cost $3. These are wholly optional;
the Heroes work just fine with their own
cardboard bases. But there have been
repeated requests for plastic bases, and,
having looked at the samples, I have to
say that they look pretty sharp. Fear not;
I shall inflict a sales pitch on you when
they’re actually ready. In the meantime,
don’t order them yet, because we don’t
have them to send.

LI B

Having a little space left, I'm going to
get on the soapbox about a recent trend
at science fiction conventions — one that
is both personally and philosophically
offensive to me. I'm referring to the ban-
ning of weapons — even mock weapons —
from costuming,.

Part of the fun of a convention — for
most of us, anyway — is to wear a cos-
tume and to enjoy the costumes others
have made. Some of them are thrown
together, while others are the elaborate
fruit of weeks of work — but they’re all
self-expression, and they're all fun. And a
large percentage of the costumes, not

surprisingly, have a martial theme . . .
because most of the warld’s best science
fiction has dealt in one way or another
with conflict. Now, what’s a Conan with-
out his sword, or a Space Viking with no
blaster? Not much. But that's what some
people want, and they're inflicting it on
the rest of us.

Reading fanzine discussions, I'm amaz-
ed by the number of mecaly-mouthed
apologies for the weapons censors. Some
blame it on “rowdies” (so throw them
out!). Some claim to feel physically
intimidated by the mere proximity of
something that looks like a weapon. (I'm
not kidding; that’s what the letters said.)
Some come right out and say “‘War is
awful. Weapons cause war, If you want to
wear a weapon, or something that looks
like a weapon, you're an awful person
and we don’t want you around.” Now
these are the same people that will permit
no criticism of a piece of writing, no
matter how brutal or (pardon the expres-
sion) sick the themes may be. Freedom of
speech! But they don’t seem to regard
costuming as a form of expression — at
least, not one to be protected! They insist
on imposing their prejudices on a field
that’s traditionally been free of such
POMPpOUS nonsense,

I'm not really claiming a constitutional
right to carry toy guns (though who's to
say we don’t have one?), I'm angry at the
people who take themselves and their
biases so seriously that they’d try to
regulate convention costumes. Really.
Can you believe it? I've been to more
cons than I can count, and the ONLY
weapons-related hassles I've EVER seen
were people preaching about the nasty
evil warmonger costumes, !!!!!

They’ll take away my blaster when
they pry my cold, dead fingers off the
trigger.

—Steve Jackson

NEXT ISSUE

Next issue will focus on TSR s Dungeons & Dragons (and Advanced
Dungeons and Dragons). The centerpiece will be “Kimburani’s Tomb,” the
AD&D competition dungeon from TexCon ‘81,

There'll also be an article on “Remedizl Role-Playing'’:

The questionnaire for the annuagl Game Survey;

Designer’s notes for “‘Barbarian Prince"’;

And several other things that wonr’t fit in this box.




GAME MASTER

GAME MASTER exists to answer guestions
on your favorite games. If you have a rules
question or play problem, send it in. Questions
to be answered will be chosen on the basis of
general interest, They will be first referred to
the game publisher or designer. If no response is
received, GAME MASTER will offer its own
interpretation of the rule. Sorry — no individual
replies are possible,

Fe e e e e A iAok

KILLER

It is noted in the rules that an innocent by-
stander may not be used as a shield or be taken
hostage. Does this restriction also apply to ac-
complices and combatants?

Earl S. Cooley IIf

An accomplice must be treated as a by-
stander — he or she did not volunteer to be
shot, doused, or whatever. A player could defi-
nitely be taken hostage or used as a shield, pro-
vided that this could be done in a reasonably
nonviolent fashion — that is, you should not
grab them and physically wrestle them into a
room, but you could hold a dart gun on them
and invite them, on pain of “death” to accom-
pany you

— Steve Jackson

Car Wars

(1) When decelerating by 20+ mph, is the
control roll made at the speed the car is travel-
ing before deceleration or the speed after de-
celeration?

(2) When two cars collide at an angle (other
than 90 degrees or head-on), how do you de-
termine which side of each car takes damage?

(3) When attempting to avoid an obstacle
(debris, paint, etc,) by performing a maneuver
(such as a STEEP DRIFT) is movement of the
counter done in one step (move 1" forward
and %" to the side simultaneously, avoiding an
obstacle in front of the vehicle) or is it two
steps (move forward 1", hitting the obstacle,
and then moving %" to the side)?

Warpwar

(4) May a warpship move to a starhex con-
taining an enemy ship and then spend addition-
al movement points to drop off systemships it
is carrying before combat starts?

Wizard

(5) Assuming DAZZLE has no range limita-
tion (as a special spell) what is to keep it from
temporarily blinding cveryone on the face of
Cidri when cast? What about other special
spells?

(6) Can STAFF be cast on the bow of an en-
emy archer, causing it to blow up in his hand
for 3 dice damage?

RuneQuest

(7) Are experience rolls for skills made im-
mediately after a successful use of the skill or is

a week of reflection required, as with combat
skills?

(8) If a character is badly wounded in a hit
location and only has Healing 1 to mend with
(it takes Healing 2 to cauterize a wound), how
does this affect healing?

Randy Divinski

(1) Make the control roll at the speed the
car is traveling before deceleration,

Otherwise the car may be going so slowly it
would escape any effect.

{2) Damage Is taken to the part of the car
that is hit. If it seems to be a corner collision,
damage is taken to whichever part would have
taken the worst of it (i e, almost head-on
counts as head-on). If you can't decide, flip a
coin.

{3) The former. Cars do not move in jagged
angles, but in straight lines. The dotted lines on
the Maneuver Chart show the true path of ve-
hicles in each maneuver. Though movement
may be computed as ‘one inch up and one-
half inch over,"’ the car's path is actually a digg-
onal line.

{4) {No answer received from Metagaming
on this) VIl says that warpships must stop
their movement on any star hex occupied by
enemy ships; VII says that combat occurs when
ships of both players occupy the same star hex
at the end of movement, Systemship drop is a
part of movement, costing one point, This
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would seem to imply that systemships cannot
be dropped until combat begins However, it
seems to play better if you assume that a WS
cannot move past an enemy-occupied star, but
can use any remaining ‘‘movement points” to
drop systemships if it wishes.

(5) {No answer received from Metagaming.)
Sorry — if you reread the description of the
spell, you'll see that it specifies an area of SMH
from the wizard's own hex. Each special spell
has its own limitations, described in the spell
listings.

(6) (No answer received from Metagaming.)
Common sense would say no - and the section
on the wizard's staff reinforces this by saying
that a staff is not created during the game ex-
cept to replace a broken one. The STAFF spell,
per se, is not an offensive weapon.

— Steve Jackson

{7) {No answer received from the Chaos-
ium.}) “Other" skills are treated the same as
combat skills for purposes of learning by ex-
perience.

{8/ (No answer received from the Chaos-
fum,) A character badly wounded in the chest
or abdomen will bleed to death in two tums un-
less Healing 2 is used to stop the bleeding. The
same is true if a limb is severed. Healing 1 will
not usually stop the bleeding. However, if you
can restore a chest or abdomen wound to posi-
tive hit points with Healing 1 spells (using one
every five melee rounds within the two turn
time limit), you will have effectively stopped
the bleeding. This will not work for a severed
fimb. The First Aid skill {see Cults of Prax) can
also be used to stop the bleeding,

—Forrest Johnson
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Featured Review:

FIFTH FRONTIER WAR is apparent-
ly designed both as a Traveller tie-in
and as an independent game system,
though for obvious reasons it will appeal
mote to Traveller players. Similar in
format to previous GDW games, FFW
comes in the regulation flat box. The
components reflect the usual GDW
high standards—bright die-cut counters,
separate chart sheets containing the
CRTs and orders of battle, fleet compo-
sition charts, dice, and a beautifully
executed map. FIFTH FRONTIER WAR
appears to be—and is—a top-quality
presentation. However, for reasons Pl
make clear presently, SF board gamers
who are not Traveller enthusiasts may
want to stick to Triplanetary or Dou-
ble Star, unless they are looking for a
grand strategic challenge that makes
Imperiwum seem simple by comparison.

Components

First, a few words about the game’s
components. Three counter sheets cover
the various fleet and land units of the
four warring navies (the Imperium,
the Zhodani and the Zho's Sword Worlds
and Vargr allies). One entire sheet is
devoted to casualty markers. The
counters bear the same ship silhou-
ettes and unit symbols you've seen on
past GDW counters.

The map is exceptional, based on the
Spinward Marches map included with
Deluxe Traveller. It provides a hex map
of most of the Regina, Lanth, Vilis
and Jewell subsectors and parts of the
Cronor, Querion, Sword Worlds, Ara-
mis and Rhylanor subsectors (plus a
small section of Vargr space coreward of
Regina), Surrounding the maps is a
series of world surface boxes, one for
each planet on the hex map. These name
each world, and by their color or prin-
ted symbols and values duplicate much
of the information found on the hex
map. All squadrons and fleets are moved
on the stellar map; all troops, except
when transported, are kept in the world
boxes.

The rule book is printed in the stan-
dard large-sized rule format as was
Triplanetary and other non-Traveller
games, rather than in the Traveller-
sized format, as with Azhanti High
Lightning. Perhaps this is to empha-
size that FIFTH FRONTIER WAR
will not have the direct applications
to Traveller play that AHL does. The

rules are quite clear and very complete,
with a few minor lapses. Note, however,
that the counter color code chart is
located on the Imperal fleet compo-
sition chart and not on the chart set
in the rule book; I searched for some time
before locating it by accident. There are
some typos, mainly in the examples of
play, but nothing serious. The rules are,
overall, quite clean. In fact, as was the
case  with Triplanetary, the biggest
problems are in the separate chart sheets.

The order of battle charts are badly
flawed. There are several discrepancies
betweeen the number of units available
on the charts and what is actually pro-
vided in the counter mix. The Imper-
ial chart, for example, states that among
the initial forces available are “8 (all)
huscarle units” and “9 (all}) mercenary
units.” Yet, there are only six huscarle
units in the counter mix and there are ten
mercenary units. Two more battle squad-
rons and six more cruiser squadrons
than exist in the mix are listed in the
Imperial forces. The Sword Worlds have
two more cruiser squadrons in the mix
than the Order of Battle allows. There are
some discrepancies in the Zhodani troop
mixes as well.

Annoying as this is initially, it has
little real effect on play of the game.
The Imperial forces are so outnumbered
in the initial stages, one or two units
aren’t going to make a lot of difference.
The random nature of the Imperial
reinforcements entry later in the game
makes it quite possible that the war may
be over before the question of the mis-
sing squadrons comes up.

Complexity

Which brings us to the play of the
game. How FIFTH FRONTIER WAR
plays can best be summed up in one
word: SLOWLY. Each turn is divided
into four phases (reinforcement, move-
ment, combat, and plotting) which to-
gether consist of 15 steps or substeps

by William A. Barton

(l6 if the optional black globe rules are
used). Tie this in with the fact that most
movement must be plotted in advance
and that each player is going to have to
control a lot of units spread across dozens
of parsecs and world boxes, and you've
got a game that is nct one you can
knock off in an evening—unless both
players agree to a very early armistice.
Now, this isn’t necessarily bad. If you
like complex game situations that take
quite a while to resolve, or if your inter-
est in the Traveller universe is great
enough that you can stick with it to a
reasonable conclusion, FIFTH FRON-
TIER WAR can be quite a rewarding
system. But if you're looking for a fast-
moving game you can play in a couple
of hours. . . don’t say I didn’t warmn
you,

The set-up for FFW is rather invol-
ved, too, and the initial placement
of forces may have some definite eff-
ects on the outcome of the game. Ex-
cept for some special Zhodani units
(the Ine Givar Guerrillas and a “secret
base”), all Imperial initial forces are
placed on the map first, giving the Zho-
dani player, who is launching a surprise
attack, the opportunity to place his for-
ces to the pgreatest effect. Then the
Zhodani player plots his initial moves
and the game begins. The Imperial player
isn’t allowed to plot movement of his
fleets until the plotting phase at the
end of the first turn, reflecting the Im-
perium’s being taken by surprise, so that
only scout squadrons (which don't
require plotting) and fleets led by ad-
mirals with a plotting factor of 0 may
move on the Imperium’s initial tum.

This gives the Zhodani (and their
allies) a great advantage over the Imper-
ium in the opening segments of the game.
Add more imbalancing factors—Imperial
fleets must be plotted five tums in ad-
vance and Zhodani only four, and the
Zhodani’s greater strength in initial
forces—and in most games you're prob-
ably going to see the Imperium take
quite a beating in the first few turns.
Even with the Impedal reinforcements
available on the second and sixth turns,
the early part of the game is going to be
no picnic for the Imperial player. His
primary strategy is going to be one of
holding on against the Zhodani steam-
roller, perhaps making a few thrusts
at back areas with a frontier fleet, hoping



the system defenses will slow the Zhos
down until reinforcements begin to ar-
rive, Expect Jewell to fall eary on,
unless you wish to lose a lot of forces
defending it. Frenzie should be an early
Zhodani/Sword Worlds target. Regina
may hold, depending on how badly each
player wants it.

Plotting

The preplotted movement of fleets
may prove a pain for some players.
However, the speed of communications
in the Traveller universe is limited, and
plotted movement provides a reason-
able simulation. Still it's going to require
a lot of paperwork, especially if the game
reaches a stage where all 14 fleet counters
of each side (plus two each for the
Vargr and Sword Worlds) are in play.
What lessens the problem somewhat is
that, except for scouts, only squadrons
organized into fleets may jump at all.
While I tend to question the “realism™
of this rule, it does make things easier
by limiting movement. Another excep-
tion concerns fleets led by admirals
with a O plotting factor. A fleet with an
admiral does not have to plot its move-
ment as many turns in advance as an un-
led one. Some admirals have a plotting
factor of O (representing, 1 assume, a
highly developed sense of intuition)
and thus fleets they are with do not have
to plot at all.

Plotted movement can direct a flect
to jump, hold in a hex to refuel, etc,,
or to detach squadrons, leaving them in
certain systems. Jumps are conducted
using the lowest jump number of any
squadron in the fleet. Refueling in a
system may be conducted in no time o1
over a number of turns depending on the
fueling capabilities of each squadron
and the facilities of the system. Squad-
‘rons which cannot “keep up” with the
fleet must .be plotted to detach. Plotted
movement can be aborted when it no
longer proves to be realistic (you've
plotted a fleet of two cruiser squadrons
to attack a system which has since gained
a defense fleet of four battle squad-
rons), but the aborted turns must be
spent on hold in a system until the new
plotted tum starts. It can all get quite
tricky attempting to outguess your
opponent’s plots.

Combat

Combat is quite involved, too. You're
going to see a lot of casualty markers
pile up fast. Combat occurs first between
squadrons, then between squadrons and
systemn defense boats. If the SDBs are
eliminated, squadrons may bombard
ground forces and land their own troops.
Then surface combat takes place be-
tween troops and static defense forces.
Five different CRTs are used to resolve
combat. All are fairly straightforward,
but I do wonder why the bombardment

factor of a squadron is used against the
SDBs rather than the attack factor.
It works, but it seems unrealistic. One
other thing worth pointing out is that
squadrons may disengage from combat
by jumping to another hex, provided
they have enough fuel-apparently whe-
ther they are part of a fleet or not. So
squadrons without fleets are not com-
pletely sitting ducks.

A lot of the game’s flavor comes
from the various types of special troop
units and their abilities in combat.
Some units are elite and count as double
their current strength in combat.

- Armored units are doubled as well,

quadrupled if they are elite. The Zho-
dani have psionic troops which receive
automatic first fire in any combat.
Their guerritla units may operate in overt
or covert modes; in the latter they may
replace losses without expending the
replacement points usnally required to do
so. Mercenary units only fire at half
current strength once they've taken

. 50% losses (but the rules are unclear

if elitc or armored merc units fire at
half the current printed strength or
half the current doubled strength).

Play Balance

On the subject of game balance, in
spite of the dire straits the Imperal
player will find himself in early on,
the game is fairly balanced. The Zhoda-
ni player has more units overali, but
Imperial units are generally stronger.
If the Imperium can hold on to enough
systems and units in the initial Zhodani
onslaught, once his reinforcements and
replacement points finally begin to
accumulate, he stands a good chance of
turning near-defeat to victory. The lon-
ger the game lasts, the better his chance.

But make no mistake about it: The
Imperium’s lot in the opening segments
of the game will not be a pleasant one.
The addition of three fleet counters
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and admirals on turn two and the colon-
ial reinforcements on turmn 6 will avert
a complete Zhodani sweep—and the sys-
tem defenses will slow down the Zho's
almost overwhelming forces, However, it
won't be until some time after the ran-
dom reinforcements become available
on turn I0 that the Imperium can really
start making a comeback. Until then,
it’s mainly defend and fall back, perhaps
with a few hit-and-run raids, for the
Imperium,

In most games, unless he’s handled
it badly, it'll probably be worth it to the
Zhodani player to declare a unilateral
armistice as soon as possible after that
option becomes available, before the
Imperium can take back too many worlds
and their victory points (and gain some of
its own). The Imperial player should
never agree to an armistice that early
unless the Zho have really botched
things or he’s just too tired to continue,

I do have some other questions about
certain concepts in the game: Why
senior admirals do not have the option
to defer command to more capable
“junior” admirals, why the indepen-
dant worlds have to be conquered and
controlled for either side to use their
fueling facilities, why it costs no more to
rebuild or replace a battle squadron
than a scout squadron, and how, say,
a desert world with a type E starport
can support 500 system defense boats.
Still, these anomolies do not really de-
tract from the overall enjoyment of the
game. And FIFTH FRONTIER WAR
can be an enjoyable pame—if, as men-
tioned earlier, you are interested in the
outcome of events in the Traveller
universe or you like a game that takes
a lot of thought and a lot of playing
time.

For SF gamers who fall into those
two categories, 1 can heartily recom-
mend FIFTH FRONTIER WAR.,

FIFTH FRONTIER WAR is pub-
lished by GDW and designed by Marc
W. Miller. It retails for $14.98 and in-
cludes a 20-page rulebook, map, three
counter sheets, four reference sheets,
and rwo dice, boxed. Published 1981,
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else, please let me know. If you have something to offer in exchange for tables, I'm willing to

David (Xong) Heiligmann
Chairman, WARCON *82
P.0. Box I-1
College Station, TX 77844
(713) 845-1515
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Terrorists

in

TRAVELLER

by Kenneth Burke
and William A. Barton

In a far-reaching star empire such as
the Imperium, worlds and groups of vary-
ing political philosophies have found
themselves suppressed by the sprawling
octopus of Imperial rule. It is inevitable
that some of these groups decide to fight
back. Such resistance may take many
forms: open rebellion, economic slow-
downs, or even the formation of groups
of armed specialists. The methods of op-
eration of these specialist groups include
hit and run raids, assassination, kidnap-
ping, sabotage, and the fomentation of
fear among the “conquerors,” This is the
work of professional terrorists.

Terrorist organizations may be found
throughout the Imperium and its fringes,
ranging in size and scope from local plan-
etary strike forces to massive interstellar
armies. An example is the feared Black
Lightning terrorists which plague the
coreward-trailing reaches of the Imperium.
Others include the Solomani Liberation
Front (SLF). To spinward, several groups
have allied to form a massive, ultrapower-
ful terrorist organization known, simply
enough, as The Organization.

Originally thought to be merely an-
other short-lived terrorist alliance when it
began to operate in the Spinward Marches
and Outrim Void sectors some 25 years
prior to the Fourth Frontier War, The Or-
ganization has remained remarkably cohe-
sive. During the war, it proved a constant
thom in the side of the Imperium, caus-
ing needed forces to be diverted from the
Zhodani front to counter its activities.
During the closing days of that war, Im-
perial intelligence operatives leaned the
reason for The Organization’s success. It
was trained and armed by Zhodani advi-
sors, most likely agents of SORAG, the
dreaded Zhodani intelligence agency.

With its Zhodani backing, The Organi-
zation continues to be a force to be reck-
oned with in the spinward areas of the
Imperium and its client states. It was

specifically to combat The Organization
that the Ministry of Justice Special
Branch created its secret IBIS commando
strike forces. Success against the group
has been minimal, however, due to the
lack of concrete information on the loca-
tion of The Organization’s main bases and
staging areas. Thought to be hidden some-
where in the Darkling region of The Be-
yond or the sparsely surveyed spinward
sections of the Qutrim Void, The Organi-
zation’s nerve centers continue to elude
Imperial attempts at discovery. With the
onset of the Fifth Frontier War, The Or-
ganization’s continued existence is more a
threat to Imperial security than ever, and
renewed efforts to eradicate it will un-
doubtedly be made as part of the Imper-
ial strategy for countering the Zhodani
offensive.

Traveller players may wish to create
characters who have served or are current-
ly serving as terrorists. Characters may
join the terrorist service at age 18 or they
may be drawn from characters who have
mustered out or retired from other ser-
vices — except, obviously, IBIS or the
Ministry of Justice Special Branch. Char-
acters who have served with the League
of Assassins will not be able to serve as
terrorists. (Since terrorist groups use
their own personnel in assassination jobs
rather than contracting with the Assassins
Guild, there is a great deal of animosity
between these organizations.) Other indi-
viduals may have trouble being accepted
by terrorist groups, depending on past
service, citizenship, or social standing.

The following tables are to be used to
determine the terrorist’s yearly assign-
ments, skills and abilities, in the same
manner as those of Traveller Books One
and Four. Except where changed by this
article, regular Mercenary rules remain in
effect.

Enlistment. Following the generation
of a character’s stats and prior to his at-
tempt to enlist in the terrorist service, his
nationality must be determined, as it will
affect his enlistment chances with certain
positive or negative DMs. If the roll is un-
successful, the character may attempt to
enlist in some other service, trying again
to join the terrorists after mustering out,

Once a character has successfully en-
listed as a terrorist, a second roll must be
made if he wishes to serve with The Or-
ganization rather than another terrorist
group. A roll of 8+ indicates the character
has been accepted directly into The Or-
ganization. If he fails the roll, he must
serve an apprenticeship with another ter-
rorist group before The Organization will
consider him for membership. He may at-
tempt the roll to join The Organization
again at the end of his first 4-year term
with the terrorists and, if that is unsuc-
cessful, a final time at the end of his sec-
ond 4-year term. If both these rolls are
missed, The Organization will never again
consider him as a recruit and he must
serve his time as a member of the group
he joined.

Reenlistment is achieved on an un-
modified roll of 3+. A character who
misses an attempted reenlistment roll has
committed some offense against the
terrorist group — failed an assignment,
angered a superior, etc. On a roll of 9+,
he has been condemned to death by the
terrorists. On 7-, he has escaped the
group’s wrath, but will never be trusted
or allowed to serve the cause again. On an
8 exactly, he has escaped but will per-
manently lose 1D Dexterity points (un-
less this would bring DX lower than 1,
in which case it becomes 1). His arms and
legs have been broken by the terrorists as
an object lesson to others. (Nobody ever
said being a terrorist was easy!)



Psionics. A benefit of enlistment in
“The Organization is that, thanks to its
Zhodani advisors, the character may have
the opportunity to be trained in psionics.
Roll 3D for any character accepted into
The Organization at the time of his ac-
ceptance. If they come up triples (3 num-
bers the same), the character has been
chosen for psionic training; if the char-
acter has a social standing of B+, any
doubles on the 3D roll will be enough to
qualify for training. Determine psionic
potential and talents as in Book 3. Note
that a character accepted into The Organ-
ization at age 18 will have no -DM at all
on the roll for psionic potential.

Psionic training will take up the char-
acter’s entire first year assignment in The
Organijzation. Use the time beyond that
required for testing and training for
monthly rolls to increase the character’s
psionic ability. If the character has not
previously served as a terrorist, the fol-
lowing year’s assighment will be basic
training; otherwise, determine assign-
ments normally.

The above procedure is the only meth-
od by which terrorist may obtain psionics
while in the terrorist service. Terrorist
groups other than The Organization will
only have a psionic member if the charac-
ter has been trained prior to terrorist ser-
vice. The Psionics Institute, despite its
“outlaw” status with the Imperium, will
not train individuals who have been ter-
rorists.

The Terrorist Career. Terrorists may
serve up to 15 terms voluntarily, after
which retirement becomes mandatory.
Any character wishing to leave the Ter-
rorist service prior to the end of his fifth
term must roll 3+ on the reenlistment roll
to successfully muster out; on a roll of 3-
8, his terrorist superiors feel he knows
too much to be allowed to leave, and he
must remain in service until he rolls 9+ at
the end of a term. After five terms with
the terrorists, it is assumed the character
is too incriminated himself to betray his
former colleagues. After the fifth term,
only a roll of 12 requires continued ser-
vice.

Even terrorist characters who have left
the services are not entirely free (unless
reenlistment has been rejected by a roll of
2), and the character may be called upon
at any time to perform a service for his
old terrorist organization. (Once a terror-
ist, always a terrorist . . .)

Basic Tragining. During their first year
of service with the terrorists, characters
receive an automatic Combat Rifleman-1
skill and roll twice on the training table
to determine the skills they leam in that

period. This is considered their basic
training and counts as the first assignment
of their first 4-year term (unless the first
year was devoted to psionic training).

Assignments. Each 4-year term con-
sists of four 1-year assignments. To deter-
mine what each character’s yearly assign-
ment is, roll 1D on the General Assign-
ment table for a result of Support, Action
or Special Training. Support or Action
assignments mean that the terrorist is
participating in a possibly hazardous as-
signment, either as part of a main force or
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on a solitary mission, or as part of a back-
up support team. Consult the Action
table for specific assignment. A result of
Special means the terrorist has been
chosen for special training. Consult the
Special Training table.

Special Training, There are six kinds of
special training:

Starship Operations Training — Roll
1D to determine the starship skill re-
ceived by the character: 1. Pilot; 2. Com-
puter; 3. Navigation; 4. Ship’s Boat; 5.
Engineering; 6. Gunnery (choose one

Terxrorist Enlistment

Enlistment 4+*

DMs:

-2 If Imperial citizen**

-3 If ex-Imperial military **

+2 If ex-Pirate

+1 If ex-Criminal (Rogue, etc.)

+2 If Military Dishonorable Discharge
+3 If served a Prison term

+2 If Social Standing -5

2 If Social Standing 9-B

+1 If Social Standing C+***

+1 If of Solomani descent (+2DM if

wishing to enlist in the SLF)

*An unmodified roll of 2 on enlistment at-
tempt indicates that the terrorists suspect
that the character is a MISB plant and kill
him outright.

**DMs for Imperial citizenry, military service,
etc. may be applied to other nationali-
ties (i.e., Zhodani, Aslan, etc)) if the ter-
torist group being joined is fighting other
empires than the [mperium.

***Terrorist groups can use individuals who
can move in high circles, obtain informa-
tion, and exert influence not normally
available to such organizations. This applies
to hereditary nobles (rank due to mitial die
toll) or those who have advanced in non-
military service only.

Terrorist Training

General Assignment

1. Support 3. Action 5. Action
2. Support 4, Action 6. Special Training
Terrorist Action
2. Attack 8. Harassment
3. Hijacking 9. Robbery
4. Assassination 10, Assassination
5. Kidnapping 11. Hijacking
6. Sabotage 12. Attack
Assignment Resolution

Survival Promotion Skills
Training 3+ NA 8+
Harassment 5+ 12+ 7+
Sabotage 6+ 11+ T+
Robbery/Kidnapping 6+ 10+ 6+
Assassination 7+ 10+ 6+
Hijacking T+ 9+ 5+
Attack 8+ 8+ 4+

DPMs: For Survival — DM+ Jack-O-Trades skill
level.
For Promotion — DM+ Leader skill level.

Special Training

1. Starship Operations 4. Infiltration

1. Gun Cbt 3. Brawling 5. Survival 2. Commando 5. Assassination
2. Blade Cbt 4. Demo 6. Vehicle 3. Intelligence 6. Shipboard Assault
Terrorist Skills
Terrorist Terrorist Terrorist Combat Covert Terrorist
Roll Life Soldier Suppart Operations Operations Officer
1 +1 ST Blade Cbt Medic Battledress Special Weapons Interrogation
2 Gambling Forgery Vehicle Heavy Weapons Demo Fwd Observer
3 +1 DX Bribery Mechanical Gun Cbt Unarmed Cbt Tactics
4 Carousing Gun Cbt Electronics Zero-G Cbt Disguise Liaison
5 +1 EN Jack-O-Trades Gravitics Cbt Engineering Escape & Evasion Admin
6  Jack-O-Trades Streetwise Commo Recon Stealth Leader
Terrorist Rank Mustering Out Tables
Cash Material Benefits

Title Rank Title Rank 1. CR 2000 1. Middle Passage

1. White Pawn 1 7. White Rook 3 2. CR 40090 2, +1 Intellipence

2. Black Pawn 1 8. Black Rook 3 3. CR 8000 3. +]1 Endurance

3. White Knight 1 9. White Queen 4 4. CR 16000 4, Blade

4. Black Knight 2 10.Black Queen 4 5. CR 32000 5. Gun

5. White Bishop 2 11, White King 5 6. CR 64000 6. High Passage

6. Black Bishop 2 12. Black King 6 7. CR 128000 7. Starship
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type of Gunnery skill, as described in
High Guard}. Skill level received is deter-
mined by rolling 1D: 14 — the character
receives a skill level of 1 in that skill; 5-6
— a skill level of 2 is received.

Commando Training — Up to eight
skills are available. Roll 5+ for each skill:
Survival, Recon, Gun Combat, Blade
Combat, Demo, Heavy Weapons, Unarm-
ed Combat, Battledress.

Intelligence Training — Up to six skills
are available. Roll 4+ for each skill: In-
terrogation, Torture, Computer, Linguis-
tics, Streetwise, Bribery.

Infiltration Training — Up to six skills
are available. Roll 4+ for each skill:
Disguise, Escape & Evasion, Vehicle,
Counterfeiting, Forgery, Security.

Assassination Training — Up to six
skills are available. Roll 4+ for each skill:
Special Weapons, Gun Combat, Blade
Combat, Bow Combat, Unarmed Com-
bat, Poisons/Antidotes,

Shipboard Assault Training - Up to
four skills are available. Roll 3+ for each
skill: Vacc Suit, Zero-G Combat, Gun
Combat*, Vacc Suit Maintenance.

(*If character is skilled in Zero-G
Combat, Zero-G Weaponry must be tak-
en. Otherwise Laser Weapons must be
chosen as this Gun Combat skill.)

Characters with any skill level above
3 in any skill taught will be assigned as an
instructor and will learn 1 level of In-
struction skill instead.

Skills. Any terrorist character may roll
from the Terrorist Life or the Terrorist
Soldier tables. Only officer rank 1 and
higher may roll on the Terrorist Officer
table. A character whose assignment is
Training may roll from the Terrorist
Training table. A character whose Action
Assignment is Sabotage, Robbery, Kid-
napping or Assassination may roll on the
Covert Qperations table; a character
whose assignment is Hijacking or Attack
may roll on the Combat Operations table;
a character whose assignment is Harass-
ment may roll on either the Covert or
Combat Operations table. If the charac-
ter’s general assignment was Support, he
may not roll on the Covert or Combat
Operations tables, but may roll on the
Support table.

Rank. Terrorists do not go through
any sort of OCS to become officers. They
are simply summoned before a superior
and issued a chesspiece denoting their
rank. Terrorist groups do not have non-
com ranks. A terrorist who is promoted
becomes a White Pawn; promoted a sec-
ond time, a Black Pawn; and so on. (Note
that a Black Pawn is senior to a White
Pawn, but still “rank 1.7}

Mustering Out. Characters are entitled
to a number of die rolls on the tables

equal to the number of terms they served
as a terrorist, Characters of rank 1 or 2
are allowed one extra roll; characters of
rank 3 or higher are allowed two extra
rolls. Those with gambling ability may
apply a t1DM to their die roll on the
Cash table, Those with rank 6 may apply
a +1DM to their rolls on the Material
Benefits table. Terrorists may take their
rolis from either table, but may not con-
sult the Cash table more than three times.

Characters receiving the Gun benefit
must choose a weapon with which he is
skilled. After the initial receipt of a gun
benefit, further rolls may be taken in add-
itional guns or in additional skill levels on
a gun received as a benefit; the same is
true of the Blade benefit.

The starship benefit indicates that the
character has received a 1,000-ton star-
ship which he may design to his own
specifications according to either Travel
ler Book 2 or High Guard. All accessories
will be provided for the ship — auxiliary
craft, computer programs, supplies — up
to CR 100,000,000 worth of credit. Any
money left over reverts to the terrorist
group. The starship benefit may only be
received once. Subsequent rolls are con-
sidered lost,

There is no retirement pay for ter-
rorists. It is assumed that they will find
methods of fending for themselves fi-
nancially if the need arises.

Miscellaneous

Equipment. Generally, any equipment
found in any of the Traveller books and
supplements, including Mercenary, will be
available to ex-terrorists due to their

black market ties — even in areas where
the law level, etc., might normally pro-
hibit such equipment. Naturally, the
prices will be somewhat higher for such
equipment — usually 50% to 100% more
than list price. The exact availability of
any specific item is up to the referee.

Failed Survival Rolls. Since the life of
a terrorist is a hazardous one, it is quite
possible that a character may not even
survive his initial term of service. If a
character misses a survival check, roll two
dice. On 6 or less he is dead. On 7+ he is
wounded and discharged; 1D points are
immediately subtracted from ST, DX or
EN (choose which randomly) and he is
mustered out at once, receiving no mus-
tering out benefit for the term in which
he is wounded. Alternately, the “Death”
table in Paranoia Press SORAG may be
used in such a situation,

Skills

All skills available to terrorists may be
found in Traveller, Mercenary, or High Guard,
or in the approved-for-Traveller supplements by
Paranoia Press — Scouts & Assassins, Merchants
& Merchandise o1 SORAG, Any additions or re-
strictions are listed below. For the convenience
of those players who may not have the Paranoiza
products, a brief description of those skills is
given below so that the referee may improvise
(though it is recommended those supplements
be obtained for the fullest enjoyment and op-
timum use of those skills).

Counterfeiting — Skill in making and passing
funny-money. Found in SORAG.

Disguise — Skill in changing appearance
temporarily. Found in S&A.

Escape & Evgsion — Skill in avoiding traps,
opening locks, evading searches or pursuers.
Found in §&4.

Gun Combat - Choose a weapon frem
Mercenary.
Heavy Weapons — Choose any weapon

listed under Support Weapons in Mercenary.

Linguistics — Skill in languages, especially
recognition and translation. Found in S&A.
Higher levels give better chance_of accurate
understanding of more languages.

Poisons & Antidotes — Skill in handling,
detecting, planting and neutralizaing potisons.
Found in S&A.

Security - Opening and detecting elec-
tronic locks, planting bugging devices, etc.
Found in M&A

Special Weapons ~ Characters may choose
skill in either Garrote, Grenade Pistol, Quick-
draw Holster, Hypo Gun, Throwing Knife or
Taser. The skill and weapons are described in
SORACG, except Hypo Gun and Taser from
M&M.

Stealth — Skill in hiding in shadows, dark-
ness. Found in S&A4.

Torture — Skill in eliciting information
through the use of pain. Found in SORAG.

Unarmed Combar — Use of hands and feet
as “blades,” elbows and knees as “daggers’ or
head as “club™ in hand-to-hand combat. Found
in §&A4.

Vehicle — Choose from the vehicle list in
High Guard

Vacc Suit Maintenance — Skill in repair and
upkeep of vacc suits. Found in M&AM.



Expanding TRAVELLER
by William A. Barton

Here follows a special section of re-
views of Traveller-related products.

ASLAN, DROYNE, K'’KREE (Martian Met-
als); $2.95/pack. 15mm Traveller figures. 12
figures (3 K'kree) in a bubble pack. Released
1981.

Martian Metals has at last turned its atten-
tion to the major alien races of the Traveller
universe. There are 12 figures each in the Aslan
and Droyne packs and three of the larger Cen-
tauroid K’kree in that set. The Aslans are Tech
Level 9-12 figures, showing vacc suited/combat
armored figures, and unarmored figures. The
three K'kree are Tech 12 figures, wearing light
armor and carrying weaponry, The Droyne fig-
ures represent the various Droyne castes, pri-
marily warriors, sports and leaders, as pictured
in Traveller adventure 3, Twilight’s Peak. The
sport figures even carry the “racket” pictured
in that adventure.

The figures are nicely detailed, as usual with
MM figures, and relatively free of flaws or flash.
The Aslan carry recognizable gauss rifles, a wel-
come rehef from some of the obvicusly non-
Traveller weaponry of earlier figures.

The main problems with these alien figures
are minor, but still notable: The Droyne figures
are really too large for 15mm scale compared
with other MM figures — they are as tall as the
Aslan figures. In the Traveller reality, they
would be about the right height to use with
25mm human figures. Of course, to have made
them smaller would have eliminated most of
the detail on the figures, so this was, I suppose,
unavoidable. The K’kree seem a bit large, too,
but this is less noticeable. All of the Aslan and
Droyne figures are cast spread-eagle, requiring
the arms to be bent for different positions. An-
other annoying, but unavoidable, feature is that
the wings of the Droyne must be glued on,

Along with the earlier pack of Vargrs, the
addition of Aslan, Droyne and K’kree almost
completes the roster of the major races in MM
Traveiler figures, Only the Hive is still absent
(hint, hint). Even a new set of Zhodani is in the
works. Good job, MM! Keep it up.

~ William A, Barton

CRUCIS MARGIN (Judges Guild); $5.98.
Designed by Dave Sering., Approved for use
with Traveller. 32-page guidebook, 22" x 34"
sector map backprinted with 8 planetary maps.
Pubtlished 1981.

CRUCIS MARGIN is Judges Guild’s third
star sector for Traveller, forming (along with
Ley Sector, the Glimmerdrift Reaches and a
still unreleased fourth sector) the Gateway

Quadrant of near-Imperial space. CRUCIS
MARGIN is set up in the same format as the
earlier JG sectors, with an overall sector map
with individual planetary maps of some of the
sector’s worlds printed on back, and a guide-
book showing the individual subsectors, provid-
ing a history and examination of the political
units of the area and offering encounter and
rumor tables for the referee’s use when running
characters through the systems of the sector.
The Crucis Margin is even more of a fronter
region than JG’s previous releases; like Paranoia
Press’ Beyond and Vanguard Reaches, it is
completely outside the Imperium. The only
Imperial presence at all is in its sole client state
in the sector, the Sphere Felix. There is even a
client state of the Hive in this sector, giving
Traveiler players their first real contact with
that empire. Other states in the Margin are
quite varied, including Chhung Kuo, originally
settled by Solomani Orientals, and the Man-
danin Co-Dominion, first introduced in Glim-
merdrift Reaches. The sector takes its name
from the major political entity in the area, the
Union Crucis, a state torn by strife as four
factors war within its borders for independence.

As with the earlier JG sectors, several in-
triguing situations are set up, many within the
rumors and encounter charts. Whole adventures
can be derived from any one of these, though
the referee will have to do a lot of work — and
probably much improvisation — to make the
most of these, The table of space encounters,
including such exotic hazards as comets, ion
clouds and nebulae, should provide some inter-
esting interstellar travel if used sparingly and to
full effect. The presence of several states, not
all friendly to one another, and a number of in-
dependent worlds ripe for exploitation can
make for exciting situations, as can the possibil-
ity of interaction with traders of the Hive and
the K’kree (Centaurs),

Most of the problems with CRUCIS MAR-
GIN are the same as were found in the two ear-
lier sector supplements. The large map doesn’t
show the individual subsectors within the Mar-
gin, making it a bit difficult to tell exactly
which subsector a group is in while traveling
through the area, The fact that the Margin is all
non-imperial space and is mostly small states,
the borders of which are outlined on the map,
makes this less a problem than it could have
been. The pianetary maps printed on the back
are difficult to use on such 2 large sheet and JG
should consider printing them inside the guide-
book in future releases.

CRUCIS MARGIN will undoubtably open
up new areas of adventure on the trailing edge
of the Imperium for those adventurers looking
to escape the ravages of the Fifth Frontier War
to spinward, Unless the dolilar price hike over
the earlier sectors is too much for you, this
supplement should join them in your Traveller
library.

- William A. Barton

DOOM OF THE SINGING STAR (Judges
Guild); 11.98. Designed by Dave Sering with
‘Dan Hauffe and Joe Swinnen. Approved for use
with Traveller. One 8% x 11" 64-page rule-
book, seven 22" x 35" sheets of deck plans,
backprinted. 2 or more players; playing time in-
definite. Published 1981.

DOOM OF THE SINGING STAR is Judges
Guild’s most ambitious Traveller adventure to
date. It features several scenarios centered
around the 36,117-ton Brilliant Gem class arm-
ed luxury liners and their 13,363-ton module
ships, Complete deck plans are provided for the
liners and module ships, which run routes
throughout JG’s Glimmerdrift Reaches sector,
The rule/scenario book provides descriptions of
the various decks of the ships, a review of the
nation-states in the Reaches, general stats on
the ships, a list of stats and descriptions of
crewmembers and passengers for use as NPCs
and 10 scenarios, along with a map and descrip-
tion of Resort World, where three of the scenar-
ios take place,

The various scenarios of DOOM OF THE
SINGING STAR are quite diverse — from the
almost obligatory piracy and dangerous-beast-
ioose-aboard scenarios to a raid on a military
camp holding the crew and passengers of the
Singing Star and a submarine/surface ship clash
on Resort World, The latter is perhaps the most
interesting scenario in the lot, being the only
wet naval battle yet published in the Traveller
universe, And it gives useful guidelines on such
sea battles so that players can adapt the con-
cept to other sea-going situations, The inclusion
of an overall sector map of Glimmerdrift is
helpful, too, especially for those who lack that
supplement, The deck plans do show more de-
tail ~ chairs, consoles, tables, etc. — than in
previous JG plans, though not nearly as much
as in the FASA ship plans.

in fact, the main disappointment of DOOM
OF THE SINGING STAR Hes in the deck plans.
For one thing, they are printed on paper that,
though not quite as thin as tissue paper, couid
be considered the next best thing. It’s nearly
impossible to move the plans around or even to
try to flatten them enough to use miniatures
without tearing them. They are so thin that the
decks backprinted on the sheets show right
through, The backprinting itseif makes it unfea-
sible to have action on certain decks at the
same time, since some may be printed on the
back of others you wish to use — and at
$11.98, the set is too expensive to purchase
two of for that purpose. Some of the plans are
smudged, too, apparently from being folded to-
gether while the ink was still wet. The rule/sce-
nario book has several typos evident — includ-
ing a reference to a nonexistent rumor table.



10

While there are several good points about
DOOM OF THE SINGING STAR, the lack of
planning behind the deck plans coupled with
the high price of the package make a recom-
mendation difficult, If you don’t mind flimsy
plans, you may find much of use in this adven-
ture. Otherwise — caveat emptor.

— William A. Barton

FIGHTING SHIPS (GDW); $3.98. Designed
by Tim Brown. One 6" x 9" 48-page booklet.
Published 1981.

28 different ships in use by the Imperium
are presented in these pages of FIGHTING
SHIPS, complete with High Guard stats, com-
ponent descriptions, a bit of background on
cach ship class, and illustrations by Paul Ja-
quays. Vessels range from the 20-ton gig to the
500,000-ton Tigress-class dreadnaughts. Some
ship types have appeared in other Traveller sup-
plements, but others are depicted here for the
first time. Along with the ship descriptions is
an introductory section explaining the func-
tions of imperial naval bases, naval depots and
way stations, including a listing of all such bases
in the Spinward Marches.

With these ready-made ships, impromptu
naval battles can be fought at the drop of a
fighter without having to take the time to
design vessels from scratch using High Guard.
And the referee now has a whole new set of
ships to use for starship encounters. The illus-
trations, which range from adequate to quite
good, give one a more concrete idea of how
some of the configurations appear, aiding int
the designing of original ships as well. The
heavy fighter will be a welcome addition to all
those who have complained of the uselessness
of the smaller Traveller fighters presented up to
now,

A few problems are evident. Some of the
illustrations don’t quite match the ship descrip-
tions, This is especially noticeable with the
number of fighter tubes listed. The drawing of
the 200-ton system defense boat appears too
small. And the heavy fighter isn’t pictured at
all. Some of the ships which have appeared
before display differenced from their earlier
versions, though these are mostly minor. And
there are a few discrepancies and typos to be
found in the text; for example, the strike car-
rier has a factor-J] meson gun in the USP, but
the text states it carrics a factor-E gun, The
final section on fleet auxiliaries mentioned in
the introduction seems to have been omitted
altogether.

Even with these omissions, none of which
are major, FIGHTING SHIPS is well worth add-
ing to your Traveller collection,

—William A. Barton

FLIGHT OF THE STAG (Marischal Adven-
tures); $2.00. Designed by J. Andrew Keith.
Approved for Traveller. One 84" x 11" 4-page
folio. 2 or more players; playing time indefinite.
Published 1981.

FLIGHT OF THE STAG is the first in a
series of folio adventures published by the new
Marischal Adventures company. Each deals with
the exploits of the crew of the Gazelle-class
close escort Srag during the Fifth Frontier War.
FLIGHT OF THE STAG concerns the Stag’s
attempt to escape Zhodani forces and escort
the pro-Imperium Prince of Thamber, an inde-
pendent planet overrun by the Zhodani, to Im-
perial space, It is designed either as a stand-
alone adventure, or as the first in a campaign
series. The adventure includes a description of
the basic situation (giving a brief history of the
early days of the war near the Querion/Vilis/

ORDEAL BY ESHAAR,
Undoubtly the best non-GDW adventure published by anyane, and
ranks high among GDW's own efforts. Space Gamer,

FASA releases two NEW Adventures !!!
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Above is a Zhodani System Defence Boat, from FASA‘s Adventure Class Ships.

Sword Worlds/Darrian borders), referee notes,
a description of the Stag, a map of the area, en-
counter tables and encounter descriptions.

Though relatively brief, FLIGHT OF THE
STAG is a remarkably complete and satisfying
adventure. The situation is adequately present-
ed so as to exclude any ambiguities or problems,
yet is open enough to allow for referce additions
and innovations. The map is a nice aid, allowing
play even if a copy of The Spinward Marches
isn't handy. And the illustrations, as is typical
of Bill Keith’s work, are excellent.

I find few problems with this adventure. A
couple of minor typos have crept in, but no
serious flaws there, Players will need Traders &
Gunboats and High Guard to play the scenario
fully, but most will already have these, so no
problems should arise (and an alternate combat
system can be used if HG isn’t handy). Some
may find the $2.00 price a bit steep for a 4-
page adventure, but STAG actually is a better
adventure than some on sale at three times the
price,
1 highly recommend FLIGHT OF THE
STAG as an excellent example of a brief, simple,
vet highly playable adventure for Traveller.

—William A. Barton

HYDRONAUTS (Group One): $8.95. De-
signed by Group One. Approved for use with
Traveller. One B%" x 11" 50-page book, 2-
page encounter chart, 22" x 17" full-color map,
ziplock bag. Published 1981,

HYDRONAUTS is Group On¢'s most ambi-
tious Traveller adventure to date, Like most of
their offerings, it is more a setting than an actu-
al scenario and can be used for whatever situ-
ation the referce wishes. The idea behind
HYDRONAUTS is almost unique—underwater
adventures, The subject has been touched
on briefly with the submersible in Research
Station Gamma and in an Amber Zone in the
Journal, but this is the first full-scale adventure
dealing with adventures under the sea. The
setting is the planet Dagan (Dagon?), presum-
ably in Group One’s Theta Borealis sector,
though this isn’t specified. Dagan is a *‘back-
water” world, generally ignored by a local
trade alliance known as the Protectorate until it
is discovered that its aquatic humanoid inhabi-
tants make use of a virtually indestructible
alloy called ivo. The race to exploit the discov-
ery is interrupted by the impact of an asteroid
with the planet, melting its ice caps and sub-
merging its land mass—apparently wiping out all
land life with it. Now the competing groups
within the Protectorate must search the depths
to find the ivo production center, somewhere
on the sea floor. Plans and stats for two sub-
marines and their crews, encounter charts,
several sea beasts and plans for the capital city
of the world and the ivo plant aid the referee
in administering the adventure. The map shows
the planet as it was before the disaster in the
event the referee wants to stage some action
before the flooding of Dagan.

It appears that more research and effort has
gone into HYDRONAUTS than previous Group
One adventures. It’s certainly more cost-effec-
tive than earlier releases — more than three
times the material for only $2.00 more. The
subs and their crews are quite interesting and
should provoke exciting incidents whether used
as player-characters or NPCs. And the sea beasts
presented are quite formidable and, knowing
the diverse types of life forms in our own
oceans, much more believable than earlier Gi
beasties. (The coral suckers are especially
fiendish.)

Unfortunately, the worst aspects of Gl's
releases are still to be found in HYDRONAUTS



as well. The grammar and spelling problems
aren't as bad as in other adventures, but the
sloppy-looking type-written text remains. And
G1’s annoying habit of leaving out important
items manifests itself again here. Both subs are
said to be armed with torpedo tubes — yet none
are listed on the sub diagrams and no rules are
provided for using torpedoes either. {See JG’s
Doom of The Singing Star for guidelines on
those.) One sub carries carbines with special
electrical and explosive bullets, but while some
of the special weapons of the sea creatures are
set in a new weapons table, these carbine bul-
lets are omitted. There are problems with the
planetary stats, too,

Still, if you don’t mind fiddling around with
some arcas and making up your own data to
cover what Is missing, you might find the idea
behind HYDRONAUTS worthy of your atten-
tion — especially if you're one of those refs
who doesn’t always have the time necessary to
create your own adventures from scratch, If
you haven't liked Gl's past efforts, though,
you probably won't like this one, either,

—William A. Barton

LIBRARY DATA (A-M) (GDW); $3.98.
Designed by Frank Chadwick, John Harshman,
Marc W. Miller and Loren K. Wiseman. One
6" x 9" 48-page booklet. Published 1981.

LIBRARY DATA (A-M) will provide yon
with most of the information on the Traveller
unjiverse without buying up the published ad-
ventures. It covers most of the important lib-
rary cntries from the adventures, such as entries
on Imperial Rescarch Stations and Chirpers
from Adventure 2, Imperial Warrants from Ad-
venture 1, the Droyne from Adventure 3, the
" essay on the Solomoni from Argon Gambir,
the Aslan from the Journal and the article on

the Imperium that appeared in Different Worlds.
Other familiar items include the Journal article
on the Emperors of the Third Imperium, the
chronology of the Traveller universe and sever-
al other entries, including those on the Hive and
the K'Kree (Centaurs) which appeared in the
Aliens handout distributed at Traveller seminars
at this summer's conventions. Brand new items
include an essay on the megacorporations of
the Imperium, information on the Aslan Border
Wars of Dark Nebula, a history of the Vilani
Imperium, the revelation of the Droyne home-
world, and other entrics of interest to the dedi-
cated traveller,

The entries in LIBRARY DATA (A-M)
seem well chosen to further flesh out the bones
of the Traveller unlverse in players’ minds —
without reveallng anything that would spoil any
of the published adventures for those who
haven’t yet played them. The illustrations of
some of the items aid in this, too. Particularly
welcome is the illustration of the battle tender,
a ship class curiously omitted from Fighting
Ships. The inclusion of the map of the Imper-
ium is a nice bonus for those who don't vet
have a copy.

I have no real complaints at all with LIB-
RARY DATA (A-M) — except that | wish it
could have been possible to include the rest of
the alphabet without dropping any of the pres-
ent entries, | think you'll find it the best source
of information on the Traveller universe any-
where,

— William A. Barton

MAROONED |/ MAROONED ALONE
(GDW); $4.98. Designed by Loren K, Weisman,
Supplement for Traveller, One 6" x 9" 48-page
booklet, 2-B players; playing time indefinite,
Published 1981,
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If you’re a Traveller player who enjoys cross-
planet treks, MAROONED / MAROONED
ALONE, Double Adventure 4, will give you the
opportunity to travel with a new twist — on
foot. Yes, there’s no comfy ATV or air-rai't for
this journey as a group of adventurers (or a lone
one) attempts to “*hoof it" across the wilds of
the planet Pagliacci in the Solomani Rim, fac-
ing the dangers of harsh weather, dangerous
country and relentless pursuit. The adventure
includes new cncounter tables for the various
terrain types of Pagliacci, an ¢xtra-large planet-
ary map, pregenerated characters, detailed in-
formation on the effects of hunger, exposure to
extreme heat and cold, and other survival haz-
ards - including jJungle rot — and reprints the
contents of the survival kit previously featured
in the Journal — an item players will find most
useful in this adventure,

The encounter tables and information sec-
tions of each environment are quite detailed,
providing guidelines on animal, human, and
special event encounters and on the varying
conditions — temperature, food and water avail-
ability — from season to season. The desert and
polar sections give accounts of how much heat
and cold can be endured before damage accurs,
keyed to protective measures, from none to
wearing a shelter suit or vacc suit. A revised sys-
tem is used for calculating wound effects and
recovery time, morc appropriate to the situation
than the regular Traveller system, And MA-
ROONED ALONE., though designed for a ref-
eree and one playcr, can be played solo with
some minor difficultics — a nice bonus.

There are a number of problems in MA-
ROONED/MAROONED ALONE, It isn't reaily
a double adventure in the sense ol two sepa-
rate scenarios, as in previous doubles, Both sce-
narios cover essentially the same situation,
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one with a group of adventurers and one with.a
single character, and neither adventure is com-
plete in itself — the encounter tables and infor-
mation for the two are scattered through both
halves. Except for the situation section in
MAROQONED ALONE, neither adventure directs
you to the other for the rest of the information
needed — a bad oversight, especially in ALONE,
which is unplayable without the ref info in MA-
ROONED. Other errors include one amusing
typo that puts the group in the middle of a
stampede of glueberry trees. I also find it hard
to believe that the 23-kg survival kit would fit
in the tone adventurer’s vacc suit foamed abla-
tive reentry Kkit!

Still, if your players haven’t tired of planet-
ary journeys after Across the Bright Face[Mis-
sion on Mithril and Twilight's Peak, they’ll
find a welcome challenge in MARQONED/
MARQONED ALONE. _

—William A. Barton

ORDEAL BY ESHAAR (FASA); $6.00, De-
signed by J. Andrew Keith and William H.
Keith, Jr. Approved for use with Traveller, One
6" x 9 44-page booklet. 3-8 players; playing
time indefinite. Published 1981.

With ORDEAL BY ESHAAR, its first pub-
lished Traveller adventure, FASA has propelled
itself to the top of those companies producing
approved-for-Traveller adventures. Designed by
frequent contributors to the Journal of the
Travellers' Aid Sociery 1. Andrew and William
Keith, ORDEAL BY ESHAAR concerns diplo-
macy and intrigue on an alien planet mere par-
secs away from the Zhodani Consulate soon
after the start of the Fifth Frontier War, The
player-characters have been hired to bolster the
security force of the Imperal delegation to
Eshaar and must act as guards for the Embassy

Enclave and for the Imperial survey missions
searching for a silicon-based substance called
Affas — a mineral that will have an effect not
only on the war effort, but on the relationship
with the natives, should it be found. The local
Ashah, who look like one-eyed, tentacled centi-
pedes, believe the very planet is alive and will
show its favor by bestowing Affas on the out-
worlders who deserve its friendship. The situa-
tion is further complicated by the presence of a
Zhodani delegation and a visiting group of
Vargrs — all of whom must share the same em-
bassy enclave with the Imperial delegation —
also seeking favor with the natives. And the
Zhodani seem to be doing better than the Im-
perium, losing far fewer personnel to the hos-
tile environment of Eshaar, even when forced
by circumstance to experience the Ordeal by
Eshaar; a multi-kilometer trek across the planet
on foot with only a vacc suit and air tanks to
aid in survival, Somehow, the players have to
help tip the diplomatic balance in favor of the
Imperium — perhaps by surviving an Ordeal
themselves . _.?

ORDEAL BY ESHAAR is complete with
everything a referee needs to play out the situa-
tion: Event tables, rumors, situations, maps and
plans of the embassy enclave and surrounding
areas and stats for NPCs of the embassy person-
nel — including Zhodani and Varer, The situa-
tion is unique in that the players need to think
and plan out their actions so as not to disrupt
the delicate diplomatic situation. This is defi-
nitely nrot a shoot-it-out adventure (although,
depending on the players’ actions, such could
occur). The inclusion of the Argosy Traveller
ATV and the G-Carrier stats and descriptions
(the latter found only in the 2nd ed. Traveller)
is an added bonus.

There are few problems in ORDEAIL BY
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ESHAAR. A couple of rooms on the deck plans
for the enclave haven’t been designated;a typo
or two has slipped in. The week-by-week na-
ture of the action might cause some players to
feel a bit strait-jacketed at times, less free to act
as they wish, but a competent referee can easily
compensate for this.

ORDEAL BY ESHAAR is undoubtably the
best non-GDW Traveller adventure published by
anyone so far — and it ranks high among GDW’s
own offerings. Recommended,

- Willium A. Barton

STARSHIP LAY-OUT SHEETS (Games
Workshop); $5.50. Approved for use with Tray-
efler. One tablet of 50 8% x 11%” half-inch
grid sheets. Published 1981.

Each 8% x 113 tablet contains 50 sheets,
each with a 8" x 11" grid and a section at the
top displaying the various symbols for bulk-
heads, doors, hatches, etc., with room for the
name of the ship being depicted and the deck
each particular sheet shows. The slick cover
displays how the sheets are to be used with ship
designs from GW’s J/SS Ship Files.

The half-inch grid sheets are nice to have as
this size is not easily found, most RP systems
which use miniatures being designed for 25mm
and inch-square prids. The half-inch size is per-
fect for use with the 15mm SF figures of Mar-
tian Metals and Ral Partha. Lacking these, the
half-inch-square counters in Snapshot and Az-
hanti High Lightning will work well on this size
grid. By cutting off the top section and taping
several of the grid sheets together, a service
able “battle board™ may be made for use with
Traveller ground actions.

The main failing of these grid sheets is that,
of course, to portray any large ships, several
sheets will have to be used. And with several
large multi-decked ships, the sheets are going to
go quickly. The price, too, is a bit high for a
tablet of only 50 sheets, but this is a problem
with all import items.

Still, the avid Treveller player or referee
should be able 1o find many uses for these half-
inch grid sheets in a campaign.

— William A. Barton

TRILLION CREDIT SQUADRON (GDW);'
§4.98. Designed by Marc Miller and John
Harshman., Adventure for Treveller. 6" x 9
47-page booklet. For two or more players; play-
ing time indefininte, Published 1981.

TRILLION CREDIT SQUADRON is GDW’s
newest adventure for Traveller. Unlike previous
adventures, TCS involves squadrons of starships
in combat rather than individual characters
adventuring on various worlds or aboard ships.
Each player takes the part of a naval commander
responsible for first designing a fleet within
certain parameters, then commanding this fleet
in combat with those of other players. The
rules cover five separate concepts or scenarios:
the Billion Credit Squadron, in which players
are restricted to a mere billion credits with
which to build their fleets; the Trillion Credit
Squadron, in which the ante is upped consider-
ably; the Trillion Credit Tournament, giving the
guidelines for building squadrons to compete in
GDW’s official tournaments to be held over the
next three years; the Campaign Game, insiruct-
ing players on how to create and fund naval
forces through the control of entire planetary
budgets; and the Islands Campaign, in which
two new subsectors are mapped out and explain-
ed, ready for players to choose up sides and
begin building their fleets. TRILLION CREDIT
SQUADRON also includes a couple of rules
inadvertently omitted from the second edition
of High Guard.



TCS proves to be a very interesting depar-
ture from the average Traveller adventure. The
examples and clarifications in TCS will make
some of the more ambiguous parts of both edi-
tions of High Guard more accesible to players
(though the second edition is necessary to play
TCS). The two new subsectors of the Islands
Cluster, hidden deep within the Great Rift, will
add new arenas for play, even to those who
aren’t interested in the squadron concept.

There are not many problems evident in
TCS. There are a few typos in some of the ship
examples and elsewhere, which may give a few
bad moments until you figure them out. And
the math involved sometimes seems overwhelm-
ing — this is one in which a calculator is not
only suggested but required!

All in all, if you're looking for guidelines on
fleet actions — whether you're into role-playing
or not — TRILLION CREDIT SQUADRON
is definitely worth buying.

—William A. Barton

WARBOR-PARN (Group One); $6.95. Trav-
eller supplement. One 8% x 11”* 18-page book,
17” x 22 full-color map, bagged. 2 or more
players; playing time indefinite. Published 1981.

WARBOR-PARN is yet another in Group
One’s series of adventure settings on alien
worlds, this one a planet still wallowing in the
age of dinosaurs, yet with intelligent life. Plan-
etary terrain; descriptions of the various saruian
species and of the two reptile-derived intelli-
gent races, the brutish nomad trist, and the small-
er, more-advanced bose; encounter tables; and
maps and descriptions of three bose cities, the
ruins of an ancient alien station and a myster-
ious monolith make up the gist of this adven-
ture setting, along with a more subdued than
usual geodesic planetary map.

The intriguing idea of adventure on a world

full of dinosaurs raises WARBOR-PARN above
the level of most of the smaller adventure set-
tings in G1’s line. Some of the bigger of the
saurians listed in the encounter tables could
even withstand a few rounds of combat against
the highest-tech Traveller weapons, though even
these will be made short work of by a party
armed with a couple of plasma or fusion weap-
ons and several gauss rifles. Anyone who uses
this adventure (or anywhere animal encounters
are an integral feature) should in some way
limit the players’ weaponry. It was a welcome
surprise to find rules for using the black powder
cannons of the bose; too often new weapons in
G1 adventures have been left for the referee to
devise performance, to-hit rolls, etc.

Aside from the usual G1 adventure flaws,
there are a couple of questionable concepts in-
volved in the description of the planet’s back-
ground. One puzzling item is the question of
how the obviously reptilian parnor species
evolved with from six to ten limbs while the
other species, the bentifry (read tyrannosauri)
and the culbertrot, are all four-limbed. The con-
flicting locations of the bose villages on the
map and in the text is a further problem.

You might find a few points of interest in
WARBOR-PARN for some suitable — and with
some alterations, even exciting — adventure
situations.

—William A. Barton

ZISMV: VLEZHDATL (FASA); §7.50. De-
signed by Jordan Weisman and L. Ross Bab-
cock III. Approved for Traveller. One 84" x
11” booklet, nine 17” x 11” deckplan sheets,
bagged. Published 1981.

The ZISMV (Zhodani Interstellar Military
Vessel): VLEZHDATL is the latest of FASA's
series of starship deckplans. The Vlezhdatl is
a 2000-ton strike cruiser, sort of a Zhodani

the
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counterpart to the Imperium’s Kinunir-class
battlecruisers — but much more potent. Sporting
a particle accelerator bay, missile launch tubes
and fusion turrets, the Vlezhdat! would prove a
match for most starships in an average Traveller
campaign. The deckplans are laid out over 9
sheets, showing the various decks and levels of
the ship, including the side-mounted missile
pods. A profile view shows where each deck or
level is located on the ship, plus providing the
key to the various deck symbols used. The
booklet, displaying a nice illustration of the
ship by William Keith, supplies a background of
the ship, detailed descriptions of the various
decks, crew stations, stats for the FVlezhdest
fighter carried aboard, and three mini-scenarios
by J, Andrew Keith,

The VLEZHDATL is, of course, most
notable for the fact that it’s the only design yet
published — with the exception of the patrol
frigate in Games Workshop's /ISS Ship Files —
of a Zhodani ship. Specifically designed for use
with the 15mm Martian Metals Traveller
figures, the plans are perfect for use with board-
ing actions, the subject of one of the scenarios,
in fact. The plans themselves are nicely detailed,
as have been most of the FASA ships, even
down to recognizable toilets and shower-
heads.

Most of the problems evident with ZISMV:
VLEZHDATL are minor. Some of the console
chairs are faded and difficult to see. The pages
of the booklet are stapled in somewhat out of
alignment. There are some spelling and proof-
reading errors.

Overall, though, unless you’re one who pre-
fers to draw your own plans, you should find
the ZISMV: VLEZHDATL of definite use in
your campaigns, particularly those taking place
against the backdrop of the Fifth Frontier War,

—William A. Barton
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There are five in the party. Ansel and
Bertram are fighters, AC2 in their plate
mail and shields. Cecil, the priest is fully
armored, and sports a +2 mace. Desmond,
the thief, has only leather armor and a
shortsword, but he expects to spend more
time checking for traps than fighting. Eli
is a 6th level mage. He is even less eager
to fight than Desmond, but his spells have
ended the careers of many a vile monster.

The adventurers make it to the third
level of the dungeon before running into
trouble. Passing through a secret door
near the staircase, they blunder into a
room with six ghouls, The party is sur-
prised, so the monsters get a free strike.
Armor frustrates four of the ghouls, but
one strikes Ansel and paralyzes him.
Cecil takes five hits, but makes his sav-
ing throw,

The loss of Ansel forces Desmond to
the front rank for the second round,
Fearing for his shabby life, he parries.
However, Cecil, the priest, manages o
dispel two of the undead creatures.
Eli kills three of them with a fireball, and
does 12 hits on the fourth. The last,
scorched monster hacks futilely at Cecil,
and falls to Bertram’s blade, Dragon
Slayer.

In rthe chest the ghouls were guard-
ing, Desmond finds a hoard of gold and
a Strange, glittering amulet . . .

You think this sounds a lot like D&D,
and you are right, but the game is WIZ-
ARDRY, perhaps the most advanced
adventure program on the market.

Characters

Character generation involves a choice
of five races, eight professions and three
alignments. Each character has six charac-
teristics — strength, IQ, piety, vitality,
agility and luck — each of which has at
least an occasional influence on play.
Characteristics range in value from 5 to
18. They are determined by allocating
points at the beginning of the game; they
can change as a character gains levels.

by Forrest
Johnson

Having created some characters, you
exit the “Training Ground” subroutine,
and go to “Gilgamesh’ Tavern” to as-
semble your party. Up to six characters
can go adventuring at any one time. The
order of the party is important because
only the first three characters can strike
in combat, or be struck at.

Leaving Gilgamesh’ place the party
goes to “Boltac’s Trading Post” to get
some equipment. A variety of armor and
weaponry is available, and also some sim-
ple magic items. Of course, beginning
characters don’t have enough gold to buy
the best equipment.

The Maze

Having equipped themselves, the party
proceeds to the nearest underground lab-
yrinth. One is close at hand, on the same
disk. It has ten spacious levels, In a
month of diligent effort, I have only ex-
plored seven of them,
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The dungeon graphics are 3D, not
quite as neat as Ultima, but a bit faster.
The party strides through the dungeon,
using single keystroke commands to
move, fight monsters, and so on.

Monsters are in the dungeon, but not
of it. When you encounter a monster, its
picture replaces that of the room or cor-
rdor; it is not superimposed. Monsters
appear out of thin air, and vanish back
into it if they flee. They do not have an
independent existence; it is not possible
to chase them around the dungeon, as in
Ultima.
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There are many kinds of monsters,
most of them straight out of the manual.
All appear in color. Many have special
abilities — to poison, paralyze or turn to
stone. For example, you start encounter-
ing dragons about the fourth level. Drag-
ons can bite, cast spells or breathe fire;
fiery breath puts hits on everyone in the
party.

Monsters come in groups of one to
eight, and up to four groups can attack at
a time. I have never encountered a mass
of 32 dragons, but 1 have had some en-
counters almost as bad. If you are sur-
prised by a horde of monsters like that,
your characters are dead, repardless of
their hit points or abilities.

If they kill the monsters, the party col-
lects experience points and gold. Some-
times the latter is in a chest with a trap
on it. The thief class of characters exists
mostly to detrap chests. (Some people
don’t bother to take along a thief at all,
bui they are passing up their chances for
the magic items in the chests.)

Having emerged from the dungeon,
characters can rest up at “The Adven-
turer’s Inn,” or try to resurrect a comrade
at “The Temple of Cant.”

Program Flaws

WIZARDRY is an excellent simulation
. .. of bad D&D. It is practically all hack-
ing and mapping. Strategy is simple.
There is little opportunity for puzzle-
solving, negotiation or role-playing.

Sir-tech is planning a series of expan-
sion disks, which link together to form a
consistent fantasy universe. That sounds
great; pamers will have more variety avail-
able in the future, However, [ think there
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are limits inherent in the program. Single
key strokes just aren’t as flexible as sen-
tence parsing. This game isn’t going to
take too much business away from Scott
Adams,

Also, eye-hand coordination is not a
factor. The game is fast, but it won’t in-
terest arcade purists,

One can detect a number of small
glitches in the program. Thieves, for some

reason, cannot use large shields, but they
can use +1 large shields. The usually-
reliable documentation says that priests
can’t use helms, but players quickly dis-
cover that they can. Also, the careful
mapper will find a number of strange,
empty spaces on some levels, It’s as if the
programmer created some rooms and for-
got to put in doors. If you get teleported
into such a place, you better be able to
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teleport out. Otherwise, you will have to
hit reset. There is a subroutine to recover
characters in such an event, but it ages
them ten years as a penalty.

That brings me to the worst problem
with WIZARDRY. The program tends to
crash. This may be a hardware problem -
with such a complex program, even a
slight misalignment of the disk drive may
cause a failure to read. Anyway, the ten-
year penalty makes a program crash espe-
cially frustrating,

I am told that Sir-tech is working on
this problem, and that the next edition
of the program will not have the ten-year
penalty. Sir-tech also promises to replace
disks which are defective, or which be-
come unreadable.

Conclusion

WIZARDRY represents a leap in com-
puter game design. It is certainly the best
D&D-style computer game on the mar-
ket. (Now if only I could get someone to
computerize RuneQuest . , . )

WIZARDRY (Sir-tech);, $49.95. De-
signed by Andrew Greenberg and Robert
Woodhead. 48K disk for the Apple. I-
6 players; playing time indefinite. Pub-
lished 1981,

UNIVERSE 111

UNIVERSE III is a com]:louter—moderated correspondence game in which each ]flayer commands a starship

entering a new universe to exp!

ore, colonize,

and conquer new worlds, contending wit]

other players and unknown

hazards. Each time you send in a turn, the computer will evaln