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In the year since TAIZD I. -=3TJs first bepgan »utzlication
any things nhave changed; we nave Iaineé two nages, = color
cover T2Ie, an exntra siail nexsver, and e have Irown Iron
2eing soid on the saelves of {wo game stores to continent

iZe 3ubscrintion distriliution. All in 211 a ~ood "2ar!

Sut zany of our new rezaders npave never seen the first
igsues of THIXD ILiFZxIUM. .e have received many recuests for
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N ' : ¥ ’ 5 ] S om =
you now nold. e have made a few chanztes \new acds, tiuis intrc,
and movins tae carifcon Irom 2.1 to .2) but larcelr tais
rearint is unchanted from the original (including speliins
miztazes,.
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Published quarterly, each 20 page,
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Welcome to the Tnird Imperium! Zy
the fact that you've vnicked up tanis mag-
azine, you are provably a Traveller ovl-
ayer. aAs such you have probably noticed
the very low numbsr of Traveller mapaz-
ines being published toaay. To face the
facts, Traveller is not as popular as
.ungeons & vragons and other XPG's, and
is orten neglected.

However, Traveller vclayers in our
area need fret no more! Third Imperium
is an inexpensive (Ah! lusic to a gamers
ears!) magazine devoted entirely to Tr-

aveller and it's affiliated games such
as Striker, Snapshot, and TCS,

- CAPLTAL

We are going to do our bvest
t 2 magazine ol guality.
ingz to cont ct ola
strarge new ones;
existing rules and
Traveller universe., You can urobably al-
ready see this from our tavsle of conten-
t:, with articles on Terraforming, rad-
iation effects, and a conmplete adventure
We hope you +#1ill enjoy this iscue
and the many rore to come. Flease writ
and tell us wiiat you thinl, or szubuit
art or articles. Remember, tnis magazi-
ne is for you, and we want to do the bhe-
st possible job we can.
-l4ile Jackson,
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RAD ZONE: RADIATION EFFECTS

In Traveller tuer=z are many opor-
tunitiezs for charucters to encounter uan-
gerous amounts of radiation. Froper att-

ention to the effectis of radiation can
ads realism to a game,

of a nuclear war.

Tne following table defines the
effects of radiation on individuals,
genu:ing on their endurance and it's in
tensity. To use the tavle, cross-index

the player's endurance with the radiation

intensity level of the area.
A result of a numier indicates
amount of damage taken after exposure,

whnetaer it be abo-
ocard a damaged starshio or in the middle

the

in

the form of radiation zickness (dizzyness,

ntc.). If a result of "C" is
the character
after exg osure and may ( rol
or lower on 3 dice) develop
a similar disease 2 to 12
tne exposure,
the player will take 1 point

vomiting,
octained,
of damage
endurance
cancer or
ths after
strikes,

takes 1 to o6 dice

1

mon-
#“hen the ailment

10) cne month's treatment can halt the
process, thouga lost characteristics
not be regained. At tecn level 12 ore
montns treatment can restore the play-
er's hezlth to it's orizginal state and
completely eradicate the desease.

4 result of "DO" incdicates that
after 15 minutes the character will lak
3 voints of damage every 10 minutes un-
til removed from ite contaminated area.
Following results are the same as for
(IC " ~

wil

Radiation levels azocard a dam-
aged starship will usuzlly be eqguivalen
to the number of radiation hits it took
during the combat. Radiation levels in
a bombed city or otner area will usuall
ce equivalent to the High CGuard rating
ol the weapons used, minus one level fo
every 5 years that have passed since th
incident.

from strength, dexterity, and endurance
until death cor treatment. At tech level
RADIATION IWTENSITY LEVEL
1 2 3 L 5 6 7 6 9,10 11 12 13 14 15
17 ¢C ¢ b0 oD b DD D DD DD D I D
2 ¢C C ¢ p bDDDDODDDDD D D
3 ¢ C ¢ C D D DDUD D D D D D D
E 4 6 ¢ ¢c ¢ C DD D DD D-D D D D
g556CCCCDDDDDDDED
U 86 4 5 6 ¢ ¢C ¢C ¢ DD D DD D O D
i?}#S(:CCCCDDDDDDD
¥ 8 2 3 4 5 § cCcCcCcCC D DUDD DD
2,9 2 3 4 5 & c cC ¢ ¢ Dy T DD
f100 4 2 3 4 5 6 ¢ ¢ ¢ CcC D b D D
M0 0 1 2 3 4 5 6 ¢ ¢ € ¢ D D D
720 0 0 1 2 2 4 5 & Cc ¢Cc ¢c ¢ o D
730 0 0 0 1 2 3 kL 5 & ¢ ¢ C € D
L 0 0 ©o © 1.2 % 4 5 4§ ¢ C ¢ C
15 0 O 0 O© G 1 2 z 4% 5 6 Cc C ¢C
TABLE DI4'S: Consult table every 15 minutes spent in contaminated area.

- If a character is wearing a vacc-suit or combat environment suit,

treat endurance as +:.

- Il a character is wearing battle dress,
treat endurance as +6.

iation suit,

combat armor, or a rai-



TRAVELLER'S HARDWARE : SH

ELDS

Al)l shields except the Repulsor
are neld oy an arm strap and a bandle,
and require one arm and hand to use. Th-
ey cannot be used with two-handed weap-
ons, except with a D -2 on eitner the
shield's defence or the weapons required
number to hit. Two-handed weaponrs inc-

lude broadswords, pole-arms, all slug th-

rowers except pistols, shot guns, and
carbines, and all energy weapons except
laser carbines. All shields require‘a
strength of & to properly protect tneir
bearer unless otherwise specified.

From L2 to TL6 shields are rarely user,
as they provide little defence against
fire-arms.

S5MALL SHIELD (LL 0): A 80cm diameter
wooden shield, common at primitive tech
levels. It gives +2 protection (+2 on
the required roll to hit) against hand-
to-nand weapons, and no protection aga-
inst projectile and energy weapons.
3. ex10.

LARGE SHIZLD (TL 0): A larger version

of the small shield, usually 100cm by
zCec... It gives +3 protection against
nand-to-hand weapons, and no protection
projectile and energy weapons. It re-
gquires a strength oi A+ to use properly.
Skg. cr25.

SMALL SHIZLD (TL 1): A metal shiesld 60cm
in dJdiameter similar to the TL O small
shiela, but stronger. it gives +3 pro-
tection against nand-to-hand weapons,
and +1 against projectile ticapons. It
gives no proteclion against energy wea-
pon:.. Skg. cr30.

COLLAPSABLE SHIELD (TL 7): A collapsable
plastic shield, usually transparent, of-
ten used by police forces. VWaen onén it
is 100ca by 60enm, and is 20cm by 20cm
when collapsed. It gives +4 protection
against hand-to-hand weapons, +3 against
projectile weapons, and has no effect gg-
ainst energy weapons. 1kg. cr75.

REFLEC SHIELD (TL 9): A 40cm diameter
plastic shield with a reflec coating to
deflect laser bolts. It gives +2 protec-
tion against hund-lLo-hand weapons, +1
protection against projectile weapons,
and +4 against lasers. It gives no pro-
tection against high-energy weapons and
requires a dexterity of 8+ to properly
use. 1kg. ¢r100.

REPULSOR BELT (TL 15): Working on the
same princlples as a grav oelt, the
repulsor belt uses a grav {ield and
computer micro-processor to repel all
fast-moving objects moving towards the
wearer. It extends 40cm from the wearer
in all directions; thus he or she may
fight (provided he ar she holds tne we-
apons outside the field), but most en-
emy attacks will be deflected. It gives
+3% protection arainst hand-to-hand uvea-
vons, +5 against projectile weapons,
and no protection against lasers. High
energy weapons do only % damage, as
most of tne blast is flast-moving suver
heated plasma. [.ost of the slasma is
deflected, and the majority oI danmage
is due to heat. 5kg. cri50,000.



THE VARGR CORSAIR

The most common of several desighns
for this type of vessel, the type VP cor-
sair is a highly flexible para-military
starship, Used by corsair bands for pir -
ating operations, mercenary work, and hi-
red escort duties, it's nigh crew capaci-
ty, good armament, and many vehicles lend
1t well to any situation.,

This desighn for the Vargr Corsair
is the one most commonly encountered al-
ong the Imperial-Vargr ovorder.

SPECIFICATIONS:

Tonnage : L0 tons standard. 5600 .

Crew: 10. up to 14 troops with
Gdouble occupancy.

Dimensions: 78m L x 55.5m W x 15m H.

Acceleration: 5-G constant.

Jump: 2.

Power-plant: 5. 20 EP. Agility-3.

ctngineering: Two Taeksnguz D-3 fusion

power-plants driving one
Ghouk field-type jump dr-
ive and two Arrgh 431/a
maneuver drives.

Aengar inertial compensa-
tors. 1G floor field,
Gzohrsekh model/2 computer.
Unlinmited maneuver. One
jump (130 tons fuel). 200
days standard supply con-
sumption.

Two triple missile turrets
in nose. Two dorsal andg
ventral triple laser tur-
rets.
Screens: none.
configuration:ileedle.
Capacity: 2. tons cargec.
rooms. 4 emergency low.
53 ten cutter. Two open
cutter modules. Two Grav
APC's.

CECK PLAN LOCATION KEY:

Cravitics:

Electronics:
Range:

Armament:

Streamlined.

-~
[

state-

Vehicles:

1. Avionics. Flocr hatch to C deck.
Bridge. Positions for pilet and
navigator.

3. {Comzouter.

Common iArea. [ncludes mess and rec-
reation facilities. Ceiling hatch
to Jdorsal laser turret. Floor iris

valvs toc C ceck.,

5. Air lock.

6. Galley.

7. Sick bay.

3. Records office.

9. Stateroom.

10. Stateroom.

11. Staterocom.

12. Stateroonm.

13. Stateroon.

14. Staterocm.

15. Engineering. Hatch up to A deck.
Hatch down to C deck. Tositions
for 2 Engineers.

16. Power-vlant.

17 . Maneuver drive.

18. Avionics and radio-jammer.

13. Missile turrets.

20, Missile storage.

21. Staterocom.

22. Stateroom.

23. Stateroom.

24, Stateroom.

25. Stateroom.

26. Stateroom.

27. Ship's locker.

28. Emergency low bertns.

29. Flight control/mustering area.

50, Cargo. Iris vaives to B and D dec

31, Vargr Cutter.

32. Spare Cutter module.

33. Grav &PC's. Hatch up to € deck.

34. Jump drive. Hatch down to ventral
laser turret. Hatch and iris valv
up to C deck.

33. Fuel scoops.

36. Fuel tankage.

VARGR CORSAIR
batteries bearing
batteries

Passengers=0. Low=20. Cargo=20. Fuel=130.

VP-412552-000000-30002-0

fer 213.05696 LO0O tons.
2 2 TL=11.
2 2 Crew=10.
EP=20. Agility=3%. Trcops=14.

-

-
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SINDAL SUBSECTOR

A largely unclaimed subsector, Sindal currently consists mostly
of worlds not part of any large government. One corner is part of the
Imperium, and is connected to it oy an X-boat route from the Tobia sub-
sector. Sindal has no subsector capital, and so the Imperial worlds
are controlled from the neighboring subsector.

The Sindal subsector derives it's name from the Sindalian Empire,
a government that controlled most of the area during the Long Jignt.
The Emperors of the Sindalian Empire ruled with an iron fist however,
and during a 50 year civil war Sindal was devastated by bacterial war-
fare. Literaly blasted back to the dark-ages, the world is now Kknown
as Noricum and has re-advanced to a tech level of 1. The Emoire's suc-
cessor only lasted 12 years before it too collapsed.

SALIF is currently supporting a charismatic leaZer who promotes
happiness, the simple life, and kindness to all.

RUMSER ONE i1s controlled by various religeous groups currently
waging a propaganda war against each-other for control of the planet.

THEEV is a high-tech no-government world, and is the center of
illegal activities for the sector.

CORDILLON is currently being terraformed for colinization by
ALBIE, which is suffering f{rom over-population problens.

MARDUK is blankeied oy continual storms.
a namadic existence.

CHALCHIUTLICUL's population live in huge floating palacec-like
cities.

It's population lives

NAME STATISIICS REMARKS
Homestead 0105 0560250 6 Non-industrial. Dessert world. G
Ace 010y E7A0839 5 Dessert world.
Salif 0206 AB2%6A8 A Poor. ilon-agricultural. G
Wumober One 0208 €Cocé778 7 G
Thebus 0302 B534320 6 Poor. Non-industrial. G
Noricum 0453 D3367BB 1 Agricultural. G
Oghma 0410 B214754 9 Ice-capped. G
Dolberg 0503 2AC883D B
Vume €505 B11I0477 C Vacuum world. G
Theev 0506 AL3L50C F Non-Agricultural. Non-industrial. G
Marduk 0510 C3?7:3%06 3 Ron-industrial. G
Albe 0601 A540AU8 E Industrial. Dessert world. G
Realgar 0503 B7504H44 A Dessert world. G
Palindrome 0606 B=:533Z4 B roor. ton-industrial. G
Borite 0609 ©655796 4 Agricultural. G
Chalchiutli 070% B7264787 7 Rich. “Water world, G
Cordillon 0801 C411210 C Poor. Non-industrial. G

The Sindal subsector contains 17 worlds with a population of 74.2%8

oillion. The nighest
is F. at THeEV.

population is A, at ALBE; the highest tech level

=
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FEATURE ADVENTURE: QUT OF THE EGG

CORDILLON (Sindal C43121-C) is a
small empty world on the fringe of the
Imperium, Until recently it was deemed
unnecessary and unsuitable for coloniz-
atian and remained uninhabited. However
in the neighboring system oI ALZE popu-
lation gressures have caused famine,
crime, and over-crowding to become un-
managable. To help solve the prooles,
ALZZ's povernmeant nas commisioned SHAPE
of ealTH, LIC to terraform CORDILLCH
and make it suitable for colipivation,
thus releiving ALZE of it's population
grodlems.

In the three years since the te-
rraforming project began (see this iss-
ues article on terraforming) CORDILLON
has gained a very thin atmosprere ang
10% nydrographics. It s rotational vel-
ocity has been increased to 43 hours,
and 1t 3 newly built-up electromagnetic
field now f{ilters out a large percent-
age of it s sun's harmful radiation.
Because it s spin is still relatively
slow however, the plangt's temperature
changes from a warm 30°C during the day
to an icy -40°C at night. As yet there
is no plant or animal life on CCRDILLOWN
and most of it's surface is still a ro-
cky wasteland.

CORDILLON

Five bases have peen set
the planet's
tercid falls

5 up on
surrace to monitor the as-
and operate the starport.
They control tre terraforming operation
end maintain facilities for the aster-
cid movers. The world's main starport
is type C, aud is located at Base 1.
The other four bases have starvorts of
type D.

The players have been hired vy
SHAPE of EARTH, LIC to act as spotters
and security for Base 2 and it's acco-
mpanying starport. The pay is good and
tre nours ara mediocre, vut the base
cheif, A.S. Roland (378399), is stuck
up and short tempered, and seems to
love making life difficult for his svbd-
ordinates. 30 far the groupn has hagd
several run-ins with nim, and are close
to being blacklisted.

THE =45%2

The base has a total of 36 person-
nel. The six office personnel maintain
records, monitor operations, and gener-
ally control the base. hey all have sin-
gle stateroom modules. The 30 other rands
take care of otuer operations and live at
double occupancy. Ten operate the star-
port, three operate the coumunications

Cc431210 C
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BASE MODULES @
| LI BERD - 3
of[t b L 1] Is( _)e '
> [ S = .
! L] =0 &
2
Rolond’s Mess Rec
office room
|| A¢ . .
| M \) | ik-
. l \ 2R 1 Q9
Storage Office Room
anc monitor ecguipment, one overates the

{alet

'01.0

“
|

laser bpattery, and the rest are mainten-
ance, security, and forward observers.

The base is constructed of standard

building modules of different tyves set
together,

1)

e

COMI-URICATICHS
unications and
conducted.
the terraforming operation, and incl-
uies a model/3 computer.

PULSE LASER: This is a
er turret emplacement {(as illgh Guard)
for vase protection and the cestruc-

SHACKX: From here corm-

tion of asteroids that fall off{ course
VEZICLE TENT: Five ATVs and two air-

rafts are storuu and maintained here.

RCLAHDS rICE:

and a safle containing the company pay
rolls
”””” This area includes coolding
eating facilities.
SECRZATICH ROCI: Includes collapsable
tabvles and chairs and various enter-
tainment facilities.
STORAGE: Thne south storage area con-
tains focd stores, while the nerth
area holds vacc-suits, weapons, andg
equirment up to TL 12. All eqguipment
sust te gighned out at the office in
front (venicles are also sighned out
in this office).
CLNER4TOR:
staroort,
to book Y
PRI

s lan

ang

Supplies power
and facilities. wguivalent
factor 3 power-plant.
dach contains a computer con-
sol file and for the
snerztion of the vase.

l
al 1l tiec
0 facilities

£y

asteroid monitoring are
This is the brain-center of

duel pulse las-

This area includes all
tne most important files and docuwents

to the base,

a

-11-

STATEROOL Zach contains sleeping and
storage faciliti=s for one or two ner
sonnel.

All doors are iris valves. Empty
modules with valves to the outside ac
as air-locks, as the entire wmodule
must be devressuriizd for =it
i eutrance Lo tle Lese,

The base itself and it's accomp-
anying starport are located on a sral
plateau in a rourrh arza cof the olarer

FRRE Ll |

surface. A gravel road leuds east iro
the base to the ctarport, and soui. -

west to base 2.
THE CRASi

Cne evening
ing the dase
one of

while outszi.ie
for Ltne
the advenburs:

secur-
comlng aight,

rs noiices
strezx across tne . sky; it Lhen
apvears =ehinlt a mountain five
meters avway. ¢ asteroids arn
uled for plaanctfzll during tie ni,:
and checxing 1 Luoe comsunicacicn:s
asned rmveals that no sbtarsnics

reporL

n
2 1LL S

in the area,

is an uztremel;
ence, and the player
ly temgte:d to invest
be something
must first si
a vehicla,
manager 1is

odu occur-
should be sore-
Sgate, as it
can sulvage. 'n
n-outl eguipument
however. The eguipment
quite nipg-neaded and will
insist on proper zulhorization. .ie
is a preedy cowar:d however, and is

may
they
they

ana

very susceptible to brites or thr--
eacs,

The journey is rather 4ifficulrs
‘ue Lo Lae rough Lerrain, ~nd tases
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aoost an nour. :hen tne players pass
around tune mountain ‘it is Loo steep
ta clizh) they zare shockes to see 2

furrow almost a kilometer long gou-

gej inco the earth. At it's end, to

the nortn, still hot from re-entry,

a larze olue egg-shaped object.

ig

&

Tile LGG
The sgg i3 half-oburied ia tue
earth witn its stern pointing up.

ad

~loze exzavinution reveals an iris
valve and several nozzles in the acce-
zssable e@+d., 'he entire object is of

acout 1C0 tons displacement, and is
onstructet ol an extremely strong

n¢ resilient low-friction material.
alter the ovject cools (about

15 minutes) the players may atlemnt
to enler it through the iris valve.
nere are no switches or vuttons in
tac + of tne valve, out a
cearr of liht flasned on its surface
111 cause it to onen or close and

C
a

TiC10l

ignts

activate lig

Most of

the ingide 1@ s3nin is
<]

conairucted of tae same material os th
ftull. 3Scattered about its izterior are
many ovojects which 2t first resemible dead

Uvon examination they
Jeactivat of

rels or insects.
found to be
avout 20 km.

“hers=

ed robots

are

nere inside tae

snip, and ligshting is « The various
ro:;:0oLs nave a0 sense ol sightb, instead
relviaer on a lyve of raldar. cach has a
zmall low-intensity laser (nich serves
to osen tne deeors witnin the snip.
1) TuL 5RINGz: This area is shape:! like

a with many cutlets, wires and

sthere,
caules, ¢

larce peueszal in

a
at

joining atc vase of
Lhe very center.

YL 20 nearly

LT

N

N
] N

.-ii@§§§§§?

i1ts top is a small mecall
il is Ossinius, the artific
irence, and it iz i
here it controls Lae
its robotic crew via Jirect
It may easily be repmoves
recognized anyone with comniter
expertice as extremely valuanle.
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Deck Plan Symbals

interior Wall

- ——-~ Siiding Door

Sulkhaad

Malntenanca Hatch

iRIS VALVE
> Iris Valve
"} Overhoad
O Floor

() Both Ficor snd Overmesd

Rear View

maneudver

Scxle in Metars

Typwsl Humans

the EGG: specifications

tennage: 100 tons standard.

drives:

armoment: particle accelerator.

black globe.

jump 3. 6G. power plont 7.

The Egg is operated by Osshius

and its subordinate robots,
technicians,

25 engineers,

which act
scouts,

troops, and general workers. The ship

has no cost in human terms,

montns to build.

O3SHIUS

and took 9

Osshius is a large,soherical,
retallic object with many plurs and

ovenings for wiring and cables.

It is
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approximately one metar in diameter
and weigns 200kp. '"here are various
lights, sensors, and output devices
on its outside. It is currently deac-
tivated as the shipo's powerwvlant has
been wrecked.
Usshius is an artificial intel-
igence with thoughts, emotions, and a

sense of sell,

intelligent boeing.

just like any other

de can ve treated
as a human with intellipence 15 and



education 20, and has the following THE PROBLEM
skills: pillot-2, gunnery-2, naviga-

Dy ) ) _ The Eppg is irreperable, but Osshius
tion-2, engineering-2Z, mecnanics-2,

is easily recognized as quite valuable,

electrorics-, pravitics-2, computer and the players should renove it from
e ] ) . . m e ’
-<, survey-2, recon-2, and J-o-t-4. the ship and possibly hide it somewhere.
Ussnius is incavacle of inde-

its knowledge is extremeliy valuabtle, as
;endant action due to a lack of limbs are ite abilities. It could Prove ex-
or propulsion. Jhen connected to a tremely valuzble to the adventurers or
sell for a very high price. when re-
activated 1t will reguest that it be
allowed to accompany the players (so as
to continue gathering information).

The existence of Osshius should be
kept secret by the players. If i% is

If the players manage to nock discoversd by Shape of Zarth, LIC, it
it to a power source Osshius will will become property of the company (as
emit a series of clicks and whirs, it was discevered by comparvy emplsress
and its lights wil begin to flash. on company time with companvy eguipment).
after about ten minutes, assuming
the players talk within this time,

taink, put must rely on roovot exten-
sions in order to act. It may analy-
ze any language or object, and can
contrel any system 1t is connected
to.

it will say in a halting mechanical /égﬁﬁﬁﬁﬁwﬂWHﬁz%;
S Sip . - T : e e 2
voice: “Greetings. I am Csshius. Can N AT,

you understand me?",

C3531U3"' STORY

speaking to tne players, Csshius
will reveal that he :@as created 125000
years ago oy an alien race known as the
Z35ICH. They inhabited a large area of
soace near the core of the galaxy, agd
it was created to travel avout the rala-
%7 collecting data for its masters.

100 vears apo it returned to its point
of origin, only to find that the entire
E48ICH race had disanpeared. Recor:s
showed that they hadé fled tue galaxy
secause of n genetically engineered pla-
gue which destroyed hall toheir popula-
tion.

Rereft of nurwose, Ossnius nas con-
tinuerd to travel the alaxy collecting
daia. Recently it contacted a scout
curier and captured it tor hetter analy-
sis of the ship and its crew. From them
it learned Falanglic and found out about
the Imperium. Once it was finished, Css-

nius lcactivated them for a better look “hile returning to sase the vlav-

at their internal systems. ers encouanter an ATY driven by several
Soon after this, Osshius was attac- of the base personnel. They have bveen

ted by several naval starshins invest- crdered Dy Loland to investigzate the

izating the scout's dissappearancs. It seismic disturbance caused by the cr-

eécaped. and after a series of jumes ash of tne Lpgg, and are fully equiped.

reacned wealgar. There it was interceo- They will ask tue plavers what 2

ted and guickly jumped out-system to are doing out, and

Cerrdillon. ilowever, during the battle tioned, report to

its powerplant and cirives were damaged, They will then conli

ans it was forced to crash-land.

continued on page 16
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At first glance, it may seem str-
ange that there are so many habitable
planets taroughout the Imperium and the
rest of Xnown space. Our own solar sys-—
tem has only one habitable world, and
tne development of life on it seems to
be a frightfull coincidence,

The reason for this seeming dis-
crepency is Terraforming. Over the many
years since the invention of jump drive
the Hajor races developed the technigue
of adapting worlds to their needs, of
making them more lilke their homeworlds.

Terraforming is a process which,
over many years, converts a hostile wo~-
rld into a livable one. This is done by
increasing hydrographics, building or
changing the atmosphere, and introducing
plant and animal life.

A Terraforming operation consists
of two to three stages, which vary from
planet to planet. The usual type of pla-
net terraformed has either too litle or
too roisonous an atmosphere, and no free
standing water. It's rotation is often
too slow to give it a strong enougn elec-
tro-magnetic field to xeep out deadly so-
lar radiation. This slow rotation also
tends to make days extremely hot and ni-
ghts extremely cold. The planet must also
have no indigenous life-forms that could
be narmed by the operation.

The first step in the Terraforming
process is planetary bombardment with
ice asteroids. The asteroids, consisting
of frozen oxygen, hydrogen, nitrogen, and
other passes and liquids, are found in
asteroid velts and the rings of gas gian-
ts. They are found and collected by belt-
ers, who, with the help of asteroid tugs

TERRAFORMING

move them towards tne

and Mass-drivers,

planet which is to Le terraformed. “hen
the asteroids reach planetary oroit, cxp-
losives are set on their surfaces to kn-

ock them to the vlanet's surface. Complex
computers and starship escorts ensure th-
at the asteroids fall on target.

The asteroids naturally hit the pl-
anet's surface and melt, and over time
hegin to form oceans and an atmospnere
about the world. The force of their iwvpa-
act (at the proper angles) tends to incr-
ease the planet‘s speed of rotation, hel-
ping to build up it's electromagnetic fi-
eld and shorten it's day to a comiortaocle
length (20 to 30 hours).

‘the second step in the Terraform-
ing process is used only on planets that
already have atmosvheres, but which are
tainted or exotic. This step involves
the use of genetically engineered bact-
eria which ingest the harmfull compounds
in the atmosphere and excrete breathable
gasses.

The third and final Terraforming
step is the introduction of plant and
animal life to tne world, usually at the
same time as colonists.

Terraforming first becomes possi-
ble at tech level 12, The first step ta-
kes approximately one year per hydrogra-
hic UPP rating desired to complete, as-~
suming a standard crew of 1000 workers
are at work. They are usually equipped
with about 50 ships for asteroid towing
and escort. Lookout stations both in or-
bit and on tne planet's surface are set
up for ovservation and control of the
operation. Costs for the first step are
extremely expensive, usually about

-15-



#cr10,000 per hydrograpnic OFP rating ea. They are uwsually cowmisioned by loc-
desired. al
The second step, when used, is
less expensive but takes much longer.
The development of the proper bacteria
takes three months and costs Mer2.95,
ané their introduction costs kerl1. How-
ever the process takes 10 years if the
atmospnere is very thin, 20 years if
the atmosphere is thin, %0 years if the
atmosphere is standard, and 40 years if
it 1s dense. The third step is left up
Lo the colonists, and cannot properly be
priced.
Several companies currently Terra-
form in the Imperium and surrounding ar-

or the Imperial sovernmenzs.

The most well known corvoration
specializing in Terraforming is SHAPE of
EARTH, LIC. Based in the Dened sector,
they work on 4 to 5 worlds a year, ran-
ging anywhere [rom the Vargr extents to
the Aslan Zeirate., Several other corper-
ations such as ULTRA-VLAND, COLOHY PRI:.%
and PLANETAILCR also Terraform worlds,
but they are less far-ranging and many
have reputations for sloppiness.

Terraforming can add depth to any
TRAVELLER adventure, and can ve used as
a stepping stone to many exciting games.

ASTEROID MOVER  PT-A716642-000000-10001-0 lcr 888.16 1000 tons.
batteries bearing L 4 TL=12.
batteries 4 4 Crew= 9.

Passengers=0. Low=0. Cargo=100. Fuel=160. EP=60. Agility=5. Belters=10.
Cutter with mixed and fuel modules. 1380 tons grappling systems.
l:aneuveyr varies witn size of asterocid towed- 200 ton asteroid=5 G.

500 ton asteroid=4 G. 10CO ton asteroid=3 G. 2000 ton asteroid= 2 G.
7000 ton asteroid=1 G.

continued from vage 14 If the players jet away with

Osshius they will be {oiiowed by rhe
JSB for some Ltime. Alter a few montis
(or if the players leave the Imperium)
the J83 will pive up the chase.

Csshius may serve as a friend,
ally, or z<rvant to the players. It
can easily ve nooked up to a ghin's com-
cuter and control all i s systems. It
nas knowlzdge of many worlds throughout
the galaxy and many culturea. 1t cannot
build aigh-technology objects, but san
saorve as a useful addizion to any can-
saLgin.

Hote: wnile aboard the cgg one
of the base personnel will notice the
ennty control pedestal. {le will realize
thet sometning is missing, and the pl-
ayers, being the only other ones th-
ere, will be blamed.

3everal days ilater a patrol
crulser arrives at thebase, captained
by commander P. R. Staaper of the JSB
{(Irmerial vinistry of Justice, Special
drancr). e and nis men will invest-
i.ate t.e crash site, andé then be.sin
aszing guestions around the base.

Soon after, oland and the man from
the investigation will reveal what
they know, and alil fingers will point
to the nlayvers.

FINI3AING THE AOVENTURE
If the players reveal the lo-~
caetion of Osshius the J533 will thank
them and leave. ilovwever, Kolany will
be extremely anzgr. and ingoruct a few

NEXT I1 SSUE

Feature Adventure- '"Code of Y“onor"

ren to taxe tihe players to the next
asteroid target site and leave them
tnere. Il the players refusc to co-
overate witn the JYiE they will be
arreste ! and removed [ro- tne nlanet.
<30th scenarios can leaZ .o exuclie-
ing eszcape scenarios).
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Hargdware- Camofilage .over
Subsector- Tlaiowaha

Plus character generation tables for
the JSB, deck plans to an Aslan star-
ship, and much, muca more!




o RAVELLER ™ %

Oyd you reafize that there are g9ix North Amecican based amateur peciodicals in pecoduction
foc Lthe Game Nealgners’ Workshop sclence flction cole-ptaying ?ame TRAVELLER'*™? Well,
here 1s a listlng and description of each of them. Read the tstlng, there {ust might ha
3 fanzine hece that 19 just right for you. Prices refer to US and Canada, please inquice
to anywhere else, Pleage make the checksg payable to the gerson or company |isted under
“Write to*, (The information on this flyer ia accurate as of April 1987.)

BETWEEN WORILDS - 6 issues produced

Bimonthiy, twenty 5.5° by B.S5" gages, booklet format, 15 characters per horizontal inch.
Cogt: Sampie 13sue - 31.2
Subscription - 87 for 6 lssues (| year) _
Contents: Scenariosg, shlp deck plans, mercenary tickets, alien profiles, cactoon stcip

called Misadventures.
Write to: Between Worlds; 3914 Angeles; Tampa, FL 33629

CONTINUUM - { Issue produced
As needed, at leaat gquarter)y, vartable number of ages, B.5' by 11" two-column
double-g1ded sheet format, (3.4 characters Eer horjzontal) inch.
Cost: Sample (3sue - A self addressed s amped envelope (2 stamps)
Subscription - $2 for 4 jssues

Contents: Diacussions, variant ideas that .3 against the otficial ru'es ({.2. alternate
Jumg gpace theories, or time travel), alternate univergea to travel in, listings of
amateur publications for sale, and new tnformatloa on the TRAVELLER Data Base Project.

And of course news.
Write to: Herb M. Petro, Publisher; P.0. Box 1515; Belmont, NC 28012

 THE IMPERIUM STAPLE - 11 issues produced
Monthly, gsixteen 5.5 by 8.5° gages, booklet format, 15 characters per hocizonatal i1nch.
Cost: Sample issue - 21.25 ;
Subscription - 86 for 6 issues: $3i for 12 jssues
Contents: Staple items: deck plana, new 3subsectors, small cargoes, cules aaditians,
character sketches, etc,
Yirite to: Eimer Hinton, Edltor; 20 Almont St.: Nashua, NB 03060

SECURITY LEAK FANZINE - i {ssue produced

Quarterly, twelve to sixteen B.5" by (1" pages, 12 characters per horizontal inch.
Cost: Subscription - 812 for 4 lasues (1 year)
Contents: Adventures with detailed background, ship deck plans and stats, articles on

corporate buginess, Zhodani laws, etc.
Write to: Gregg Giles: 1408 Shady Lane 28; Bedford, TX 7602f

SECURITY LEAK NEWSLETTER - 2 133ueg produced

Quarterly, approx. four 8.5" by 11" pages, (2 characters per hocizontal inch.
Cogt: ample igsye ~ 31.%5
Subscription - $4 for 4 issues (| year)
Ceontents: News, migc. information, and a major artlcte every lssue (i.e. deck plan,

scenario, eltc).
Write to: Gregg Glles; 1408 Shady Lane 28; Bedford, TX 76021

THIRD IMPERIUM - 5 issues produced
Ouar'er'{, twentf i'* by B.5" page=, !N characters pr horlzontal 1nch.
Cost: Sample issue - !2.50 Canadian
Subscription ~ 89.00 Canadian
US - send US dollars for the proper amount once converted. ${ Canadian 1S approx 75¢ US
Contents:  Starship deck plans, adventures, subsectors, TRAVELLER hacdware, and recently
a multi-part Cyborg article.

Write to: Mlke Jackson; No. 512; 4676 Yew St.; Vancouver, BC V6L 2J6; CANADA

¥ % * * ¥ X ¥ % * ¥ X

The fuirst TRAVELLER fanzine based in North America wag Working Passage. It ran 12 issues
(30-811). Though no longer being produced, the contents js stil) timely. Most 1ssues

consist of twetve 11" bé 8.5¢ Eages with a 2-column, 16 charactecs pec horizontal inch.
Specific 1ssues are 31.725 each. A get of all 12 is available for $14. For Working
Pagsage (3gues welte to: Ed Edwards; 1410 E. Boyd; Norman, 0K 7307%.
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