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TRAVELLER

STARSHIP COUNTERS

Give your starship battles a realistic touch with new
TRAVZLLZR 3STARSHIP COUNTZRS. This bagged set contains 10
fully illustrated 2¢m X 2¢m starship counters for Traveller
space combat. Printed on four sheets of card, you cut then
out yourself.

Zach counter shows an illustration of the ship by lirze
and listings of its name and type,
of streamlining, and source book.

SCOUT/2OURTER

100 tons

Baale Traveller
Supplesent 7,%
Snapahot

This set contains all the stips fror Basic Traveller
and Alien Modules 1 to 7. It also contains ships from sup-
tlements 7 and 9, The Traveller Adventure, Adventure class
ships volumes 1 and 2, Aslan Mercenary Ships, Adventures 1,
=, 5, and 12, Doubdle Adventure 1, the II3S Ship Files, and
Third Imperium cagazine.

Send £3.00 Canadian per set to Mike Jackson, No.512,

4576 Yew st. Vancouver B,C. V&L 2J6.

Printed by Third Imperium magazine.
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TRAVILLIR STARSHIP CCUWTZIRS
2uild up your own fleet! Order one or more
sets of 1llustrated Traveller Starship
Counters!

e

Aduress

Zizt Frovince

Sozzal Tode

flease sond we sets of Traveller
Starsihip Counters.

Toizl Znclosed

tonnage, amount




NOTES FROM THE CAPITAL

Well, it was tough, but we've +in-
ally gotten pur fcurtn issue out.
We apologize fcr cur lateness, but
haopefully the wait was worth it.

With this 15s5ue we have
=witched ta conputer type, thus
impraving the reprcduction and

£olumn quality. We also hope that
in the future we’ll be able to im-
arove the binding ot oaur magazine,
Until that can be done, We suggest
that you place a strip of trans-
narent or invisible tape along the
spine and over the staples. This
will reduca damage to the edge of
the magazine.

This issue wWe begin our series,
Cyvborqs, Clones, and Andraids with

part 1 of Cyborgs. We hope you
wil! find 1t useful. We alsg have
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deck plans tor the Jolly Roger

a review of
blueprints

class Pirate Corsair,

Traveller: 2300, and

fpr the Gauss ritle.
In our coming 1s5sues we hope ta

include two special pull~aodt sup-
nplements: A camplete time-line,
including histarical evente from
all! tha Traveller books, and a
special toaoklet of library data

and essays on the history of the
Trojan Reaches.
Unti! next issue! May you never

find yaur shorts infested with
Hiver larvae'!
-Mike Jackson,
Editar
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STAFF: Mike Jacksan, David New, Paul

Stonewman, Aaron van Berg.

Dedicated to Cameron Carral, who wantad a more realistic and complex game.
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— TRAVELLER'S HA

UDICE MODULATCR

The vonize modulatsor is a small
electronic implant, vhich, wvhen
pltaced newt to =3 person's voice
tox, can imitate 2any wvoice or
sound,

The voice mpdulataor consists Dpf
two narts, The first, linked to
the ucser’'s brain, is a computer
microprocessor which can analyze

any sound the user hears or thinks
of. The second part is an elec-
tronic maodulator which translates
throat movements into the saund
cued by the microprocessor.

This allows the ussar, after 30
seconds of analyzing the desired
veice or sound, to imitate it. The
guality of the imitation is deter-
mined by the user's knowledge of
the €ound: for instance, if he has
grown up with this sound since
childhood, he will likely give a
perfect imitation, whereas i+ he
has heard it once on a semi-~faulty
tri-D screen, the quality will
sutfer, It is up to the referee to
determine the guality af the imij-
tation, and how likely the hearers
are to be foaled. As an example,
perhaps John, equipped with a
voice modulator, wishes ta scare
some primitives with the roar af
the <crested Jabberwock. He -"has
oaly heard such a roar once, ten
years aga. the quality will no
doubt be awtul, unless John has an
incredible memory. However, the
primitives will probably never
have heard a crested Jabberwnock
before, and would be frightened by
2ven the worst attempt. 1§, aon the
ather hand, John is completely
tamiliar wWith the roar, having
once wdrked as a 1o0okeeper, he

mill te able to give a faultless
impression of the Jabberwack to
even the natives gt Fassan.

The operation to isnplant a
veice modulator is quite simple,
2nd reguires only a few days in
hoenital. The implant and opera-
tion cost Cr300 200Q. Note: the
voice modulatar is illegal! on all
Iwperial worlds with a lamwm lavel

RDWARE =——

TL

greater than 4.
RIOT FOAHNM

Also called slip-slime, riat foan
was initially developed by law en-
forcers for the quelling of riots,

but {5 now also used extensively
in defence systems, combat, and
for practical j;okes,

Available itn 1lkg canisters,

ript foam is a chemical foam which
renders everything it tpuches al-
most totally fricticnless. Anyone
treading on i1t wil} automatically
fall. They will be unable to walk
or fight, and must roll their dex-
terity or less on 3d in order to
crawl.

Each canister can spray 20m* of
surface from up to 10m awWay. The
foam lasts until it dries, approx-
imately 20 minutes later.

Piot foam neutralizer is avail-

able in 1009 spray battles which
hold {10 ‘'shots.’ Usually sprayed
orn boot soles or hands, it 1s &
chemical which lends the sprayed
area sufficient friction to aver-
come the eftects pof the ¢oam. Un-
tortunatel y, this means that when
Wwalking on surfaces rnot coated in
riot foam, the user must lift his
teet straight up in aorder to move
no shuffling allowned.
Riot {fpam s TL ? and costs
Cr30. Fcam neutralizer is also
TL 7 arnd costs Cr25. Piot foam is
based 9n a similar material 1in the
stiort story "Silent Leges, ® by
Jerry Pournelle.



TRAVELLER: 2
REVIEW

Last month GDW came out with a new

game. Mawving only Deen advertised
in the Draqen magarine, it came
largely 25 a surprise. But what is
this new RPG?

Despite the fame title, 7ravel-

[er: 2300 is neither 7raveller nor
Twilight: 2000, though it bears
more resemblance to the latter.

Set in a universe where Earth has
struggled back from nuclear devas-

tation to ctorguer the stars, the
game has a highly realistic his-
torical background, which seems to
fit in with Twilights 2000, The
compbat system is also similar to
that o+ Twilrght: 2000. Howewver
the game’s only real relation to
Traveller is the fact that {t is
an SF RPG.

Traveller: 2300 contains 2
rulebooks, 2 mini-boaklets; and a
star map. The rulebooks contain
lots of infermation on history,

the current state of the universe,
atc. They contain a character gen-
eration systewm (similar to Travel-
ter, but you choose your skills),
perconal and starship combat Sys-~
tewms, and info on how to re+ the
qane.

The ruleboaks also contain daz-
2ns pf starship decsigns (but nD
generation sycsten), and even more
rifle and laser designs {but - no
rules for such simple items as
knives and swords). On the opther

hand, they contain much more real-
istic and comprehensive starship
rulecs, including solzar and tissian

power pl2nts, <lkyhocks, and elec-
tromagnetic catapults.

The game alswo includes a <hort
{but not perticularly fantastic)
adventure booklet and a star cata-
laogue. The catalcocgue lists all the
stars (not worlds) and their loca-
tions, and is for use with the
game’s star map. This wap is pro-
bably the best part o+ 7Traveller:
2J00. Unliike previous SF game uni-
verses, it is not anly in three
dimensigns, but also realistic
every =star on the map is a
one. Alpha Centauri, Walf 218,
Siriu=s are all there, and in
proper places!

and
the

real

On the
has great
ba altl it

whole, Traveller:; 2300
potential, but that may
has. As in other recent
games by GDW and (specitically?
Loren K, Wiseman, the rules are
confusing and difficult to ander-
stand on the first read. However,
the game's greatest fault is |in
Flanning and organization.
Traveller: 2300 is poarly
lanced and very incomglete.
1/49 of the game is taken up by
background, while so much is lett
out; the priorities are screwad up
and on a list of less than 30 pie-
ces Df ecuipment, space {3 wasted
on 4 types of satellite and organ-

ba-
Qver

ic contact Tenses! Another exampie
aft incompleteness is the fact that
several alien races are mentioned
several times_over -- but that's
it! They are pneyer describad!

Despite these faults, Travel-
ler: 2300 has the potential to be
the most realistic SF RPG to date.
Whether it fulfills this potential
(and gains playability) depends on
what supplements are released.

Personally, I would stick
Traveller, as it is a much more
cowmplete and playable RPG. But i+
you like detailed background and
don't mind filling in majar gaps
in rules, Traveller: 2300 is the
game for you. Regardless, whatever
out

Qr

ta

type of supplements GDW comes
make

with for it will
break the game.

either




PIRATE CORSAIR

The Jol!ly Roger class Pirate Cor-
sair 15 one 0+ many designs tor
pirate ships. Its three turrets,
large cargo bay, and extra state-
rccms fcor troops are common to
most tyrpes. Wnhat makes this design
special is its random identifica-
tion feature various retract-
able and mobile pods, fins; and
antennae, and an adjustable trans-
ponder allowing the ship to pose
as ahy of a number of ship types.
The Jolly Roger —class Corsair

most béten poses as a type R sub-
sidized nerchant by extending the
type A Wwings and the bridge, and

“eeping all other features retrac-

ted,

SPECIFICATIONS

Tonnage: 400 tons standard.
5600m3 .

Crew: 5. Up to (0 i+ agun-
ners and traops are
carried.

Dimensions!: (mith +eatures ex-
tended) 63m long x

45m wide x 15m high.

(Deck A is Im high.)

Acceleration: 3-6 constant.

Jump: 2,

Power Plant: 3. 12 EP. Agility
1.

Engineering: Specification uncon-
firmed. Two {fusion
510N power-plants

driving { jumpdrive
and a dual impulse
manoeuvre drive.

Gravitics: Standard inertial

compensators, 1 G
floor field.
Electrontcs: Madel /2 computer.

Specification uncon-
firmed.
Unlimited manoeuvre.
One jump {120 tons
fuel). 200 days
standard supply con-
sumption.
Armament: 3 triple
holding one beam
ser each. 2 are
mobile pods. 3rd

a pop-turret.
None.

Rarge:

turrets
ta-
in
1S

Screens:

Contiguration:Clipse. Partyally
streamlined,

Capacity!: 160 tons cargo. 10
staterooms. 20 _IOw
berths.

Vehicles: Nbne.

DECK PLAN LOCATIONS

i. Carga bay. 9m ceiling. Clam-

shel! dboors reveal entire bay.

2. Overhead walkway. Stairs allow

access to this walkway ruanning
3Im above the bay floaor.

3. Avionics.

4. Low berths, Used 4or prisoner
stpbrage. 20 low Dberths are
stacked in columns 3 high, Im
ceiling.

3. Airlack.

6. Mobile bridge. Rises out of
coppartment and can move to
any paosition along the darsal
face, Positions {for pilot and
navigator, fNote: The bridge
can only be entered while it
is in i1ts compartment.

7.. Computer,

8. Retractible +ins. These +fins
can rise 3m out of the dorsal
surface.

9. Mobile turret pod A. This con-
cealed turret moves out of its
compartment and can take any
ppsition along tracks on the
outside of the bhull. It can
only be entered while it is in
its compartment. Position for
{ gunner.

10. Mopbile turret pod B. As turret
pod A.

11, Manoeuvre drive. 9m ceiling.

« i I B
/ 4 / -y
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Continued on page I8
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The BORDERLAND SUBSECTOR

Most worlds in the Borderland were settled quite late in Imperial his-
tory -- the late 700's and early 800’s. Towne was settled in 354 when a
heavy scout mis-jumped. Ergo and Inurin were coionized during the Sin-

dalian Empire, and later collapcsed when their support was cut off.

The Aslan/Imperial Tradelane travels through the Borderland from
Tlaiowaha to Tecbia. It stops at Tech-World and Acrid, both Imperial al-
lies. Both wWorlds contain both Tyeyno Fteahrap Yolr and United Free
Traders Association offices.

TECH-WORLD is populated by 30 scientist/technicians and several

thousand robots. Its main industry is the production and export of
high-tech goods such as fusion guns, computers, and black gQlabe gener-
ators,

ACRID is enveloped in a thick chlorine atmosphere. The =mell perme-
ates everything on the world. Acrid is also the home of the blotches, a
chiorohydrocarbon-based sentient lif2 form wWwhich will be extensively

dealt with in issue #4.
FALKEMBERG is a horribly crowuded world due to its high population

(930 million) and small amount o4 usable land. In 1106 it took over
SPERLE in order to procure food. :
EXE 1s populated anly by a few miners and starport personell. It is

the main jump-link to Towne and Village.
TOWNE colonized VILLAGE with sub-light drives due to the lack of
lanthanum on both worlds.

THE BORDERLAND

Byrni 0107 B955699-a Agricultural. G
Arunisiir 0201 B776330-6 Agricultural. Non-industrial, §
Tech-World 0204 A455(54-F Nan-industrial. G
Erao 0205 X767500-0 Agricultural. Npn-industrial. G R
Tanith 0301 AS89342-B Non-industrial G
Acrid 0302 AACI388-D Mon~-industrial G
Inurin 0304 E648776-5 Agricultural. Rich. G
Felkenberqg 0305 A158448-D Mon-industprial, G
Cordan 0401 A395347-9 Non-industrial. G
Exe 0403 BI0010{~-A Non-industrial. Vacuum world. G
Eperle 0404 BASA?76A-7 Rich. G
Umemi i 050! €52!87?7-6 Mon-agricultural. Poor. G
Argona 0503 B412584-9 Non-industrial. G
Village 0609 B100834-8 Mon-agricultural. G
Towne 0410 B?50A946-9 Industrial desert world. G

The Borderland subsectar contains IS5 worlds with 2 populatian of
38.06%9 billion. The highest population i1s A, at Townej the highest
tech level i1s F, at Tech-MHorld.

A NOTE TO U.S. SU'B5SCRIEERS:

Wo will accent Y.,S, zheques -- drafts in Canadian funds are not neces-
cary. Simply write the cheque ac normal, but for the equivalent amount
nf U.S. funds: as o4 January 1987, ®2.50 Czanadian eguals $1.25 Amer-
can, and ®2.00 Canadian equals $6.30 American,

-8-



MAP LEGEND

WORLD CHARACTERISTICS

@® Water present
O Lo water present
47 Asteroid belt

BASES

Imperial naval base
Inperial scout base
Scout way station
Research station
Foreign naval base
Foreign military base

TR > %

TRAVEL ZONES

//*\\ Amber zone

3 Red zone

POPULATION

Secundus under one billion
PRINUS over one billion

starport
type
bases gas
giant
world
type x-boat
route

world name

travel zone code

\\border
A D
el
E() F G
)
| ”x}
(
M

TROJAN REACHEZS SECTOR

TLAIOWAHA

)
D
f

AIOA

8

BINARY I ———
A: Menorial I: Nora'a
B: Egyrn J: Goertel
C: Pax Rulin K: Tlajiowaha
D: Gazulin L: The Borderland
E: Yggdrasil M: Ranib
F: Dpres i S8ilraaihe
G: Sindal O: Bkea'ss
H: Tobia P: Binary



FEATURE ADVENTURE:
DELUSIONS of GODHOOD

While visiting Tech-World {The ans 1is aid {rom an unaffiliated
Borderland, 0204), the players are group of adventurers,
approached by a small, nervous man Corg will pay the players
who insists he must talk toa them, €£r300 000 and supply them with any
He identifies himself as Corg, the special equipment they may need.
external affairse administrator tor The players must travel to Ergo,
the world. He bhas a possible job $ind and eradicated the pirates,
for the players, and will pay well and undo any cultural damage they
on its completian. may have caused tthis includes re-

He explains that the nearbdby moving all high-tech jtems).
world of Ergo (0205) is populated
by naive primitives, and under ERGO
protection by the Imperial Scout
Service (thus the Red Zone @pos- Erga (X-7473500-0) is 3 molten-core
ting). A few months ago, a heavily world with a diameter ot 1l4i{ SZ20km.
damaged {free trader arrived at It has a density of 1.10, a mass
Tech-World, after having battled a of .739, and a gravity of |.2563.
Pirate Corsair In the Ergo system. It has a rotation period of 18
The Corsair crashed on the planet hours, S3 minutes, and an axial
and the Trader limped gut-system. tilt o4 2 32'2.5°*°, It has a stan-

Ccrg ¢ears that any surviving dard, breathable atmosphere, viith
pirates may corrupt and take ad- ar atmospheric pressure of{ .90,
vantage of the natives. However, and is 71% ccvered with water.
Jue tpb the Imperijial protectian o4 Erg0 hzs native plant and ani -
€rgo, he cannot go himselt+ withput mal life, most ot which are edible
causing an interplanetary inci- *o humans. Gold, silver, and lan-
dent. Hie only hope for the Ergo- thanum are Qquite common. It s

—
Terrain Descrpuon TYervam Description Yetean Dascription
DESERT TUNDRA JUNGLE
2\ A N

ISSNCOOSSOUVNCAPC OIS ' ‘\\
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485 @00

populated by
spread across the wWorld’'s
continent, with mast settlements
in the northeast. They have re-
gressed toc TL O, and have a tribal

humans,
major

society, mnith no real laws ar gov-
ernment.

The Imperium maintains tuwo
autaomated interdiction satellites
in orbit arcund £rqgo, With teams
checking them every S years. They
Wwere installed in t051 in order to
pratect the natives +fraom their
higher-tech neighbours.

ACROSS THE STYX

As the players approach £rgqa, they
viill (strarngely) not receive any
warning signals, As they enter
visual range, they will tind that
both interdiction sateilites have

been blown to pieces,
nuclear missiies,

probably by

A Neural Activity Scan {(NAS) b+
the nlanet will indicate that the
only intelligent life torms are

All clustered arcund the northeast
end of the world’s major conti-
nent. There is also a weak neutri-
nD source in th: same general area
{the on the warld magp).

How the adventure progresses
from this point depends largely on
the players and referee. The fol-
lawing ’nuggets’ of intformation
describe the world’s current si1tu-
atian,

VILLAGES

Most villages are clusters af huts
near a srall field where various
native edible plants are grown.

The farther they are from the Cor-

-11-
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sair, the leses the villagers will
f:now 0Of the pirates. Howewver,
averycne wnill have heard ramours
of the 'Gads'’ nhao now live at
*Karsaer.'

1¢ they are approached by the

and see any strange tech-
'magic,’ they will imme-
dlately assume that the players
are supernatural beings. Roll on
the reaction table with +1 for Li-
ason skill por Contact schoo) expe-
rience {Book &, Scauts) . On {0,
11, or 12, the villagere will take
the players to be Gods and Sserve
them. On results ot &, 7, 8, or 9,
they will be taken to be angels,
aiven an offering; and subsequent-
1 ignored or treated as wanted
Juests, On low rolls, the villa-
gers believe the players are de-
mons and will try to repel them.
In villages closer ta Karsaer,
hias the rolls towards ’'Godhood.'®
Farther awavy, bias them towards
'Angelhood.” Gods will be war-
shiorced, given cffarings of focd
and wamen for men), and serwve4
hand and foat, In return, they
will be expected to perform god-
like duties Curing wounds or
diseases, building weaponsg pro-

A Celebration of the
History of Science Filction

May 22-24, 1987

QGags Rasidence, University ot B.C., Vancouver, 8.C.

players,
nological
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tecting against enewny tribes, and
etonpiag draughts. I+ the players
are unable to do these, they may
Ye ¢r=sated as demons and driven
ou?.

THE PIRATES

The pirates crash-landed after
their battle wWwith the Free Trader
and the interdiction satellites.
It was a miracle that they sur-
vived, as the Corsair iz an un-
gstrezamlined =ship. They will never
again be able to litt it from the
alanet's surface.

The Plague was equipped with a
ctplen slow pinnace which was also
damaged in the crasn, The Corsair
was armed with two triple laser
turrets and on2 tripla miss:le
turret, the latter being the only

ane still functional.

The pirate crew ncw consists of
5 hunana (the pilot, two engin-
2ers, one gunnar, and a thug) and
1 Astan {falen 3 thugl, Upon con-
tact with the nativss the pirates
Were taken as angcels. They then
fcrmulated a plan.

Adapting the Aslan’s conmbat ar-
mour with a grav-belt and plastic
Wwings,’' they set him up as a huge
God., Soon, a village (Karsaer) and
a mine were set up with the i{nten-
tions p+ amassing gold and jewels,
and o©of building a jump-message
terpeda tc send out an S$.0.S. to
fellaow pirates.

KARSAER

The village ot Karsaer was Dbuilt
in a farested area around the
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crash site by the natives.

{. Corsair. The pirates
and are currently
the nessage torpedo
go Sz2y. It 1s almost

2. Thrornergom. Thais hut
with 1dols and has a
throne at the back.
and 1s worshipped
day for two hkours.

3. Furrow. The wake of
sair'e crash, this
ground-up earth and
stretches for halt a kn.

4. Lodage. This is the tribe's

meeting area. A fire pit in the

centre 1s surrounded by benches

{logs) along the side. The vil-

lagers meet here to eat, tell

stories, and discuss plans.,

Road to Mines. The mineshatt 1is

3km scutheast along the road. A

dn2en villagers and the human

thug wark here avery day mining
riches and searching for lan-
thanur.

&. Storekcuse: Looking more modern
than the rest, this large
building cantains the pirates’
stolen wealth.

7. Road to Fields.

live here
constructing
1n the car-
finished.
ies $1l1)led
large goid
'God' sits
here every

the Cor-
area of
trees

ke JALk on '8¢

=14

BEWARE THE BEAST

The adventure can take a number ot

tacks trom thys point. 14 the
players become known to the p1-
rates, they will degclare tne aa-
venturers to ce dJdewons and have
tte villagers drive them away. The
players may attempt to sneak in at
night and kill}l the pirates, drug
and kidnap ‘God,’ ar attack thea
with a tribe that worhips the ad-
venturers,

At =ome point, the pirates
chould ltaunzh their messzge torpe-

dn. Two weeks later, another Cor-
sair snd an nld scout-courier will
arrive, To further complicate the
sitveation, an Inperial survey
sconwt may arrive to repair the
satellites. I1¢ ¢the players are
caught, they will be arrested and
impricponed. 1¢f they fail to stop
the pirates, they will not be paid
by Corg. If the players eliminate

the pirates, th=sy may be ftorced by
the natives to replace the Gbpds
(at which point the Imperials

might arrive).
The possibilities
only by the referee’s

are limited
imagination.

THE PIRATES

Pilol fleader) (952(8 Age 46 7 teras
Brawling-3, Laser-2, Blade-1, Pilot-J.
Cloth armoue, laser rifle, blade,

Engineer 796447 Aqe 30 3 terms
Irauling-1, Engineering-2, Mechanical-l, Electronics-i.
Mesh armour, saub pisto), dagger.

Engiseer 9I96AS  Agqe 22 | terw
Branlizg-1, Engineering-|,
Resh araoupr, wuto-eitle.

Gueaes 577837 Age 24 2 terds
fraufing-1, Compaler-1, Guanery-f,
Mesh araour, SEG, aute-pistol, I daggers,

Huaze Thag
Braeling-1,
Cloth armour, advaaced coadat rifle, bro2dswerd,

J98AX3 Age 22 1 letw

Aslia Thaog (73774 Age 26 2 terns
Independence-|, Dewclaw-1, Tolerzace-1, Jack-pé-all-Trades-!.
Cogdat armour, Gauss pistn}, cuilass, spear-tonk, grav belt,



MISSILE DESIGNS

The follewing miscsiles were designed using Specizal Supplement 3, trom
the Jourral cf¥ *he Travellers' Aid Scciety pMa. Z1. They will fit in
any ship's missil!s launcher, and most zre cowmmonly ava:lable. NOTE:
Lucifer and other nuclear micssiles are illegal an  mnost Imperial

worlds, but may be carried on Imperial warships.

TABLE EXPLANATIONS

Prapulsion - Type 0t rocket; Acceleration - As starshipi Burn - No. of
turns cf ogeration; 5=2nsors - Type of =ensors; Dstonator ~ Type of de-~
tonatori VWarhead - Zize and type ot explosive.

SH-10 Prepulision:Continuous: Acceleratice:! &C Burn:4 SensorsifRadin

Detonator iPraoxinily Warhead:i0kg HE TL:!9 Cost:Cr?2200 Weight:33kg
SH-1/0a 10kg Force {focussing warhead, Cr2700.

Minr 12 Propulsicn:Continuous Acceleration:4cC Burn: 4 Sensors:Radia
Detonatar:Cpntact UWarhead:!Okg HE TL:?2 Ccst:Cr2300 Weight:21lkg
Mini 13 {Ckg Force fozussing warhesad. Cr2800,

Brandt 2500 Prooulsion:Limited Acceleraticn: 36 Burn:é Sensors:
Radio Detonafor:Contact Warhead: 10kg HE TL:? Cost:Cr2300
Weight:Z2lLg

Brandt Speciral 10kg Force ¢4pcussing warhead. Cr3300.

SL=-5 Propulsionilimited Acceleration: 4G Burn:S Sensors:Radio,
Mass, MNeutrino Dotonator:lntelligent Warhead:10kg HE TL:!1! Cost:
Crlda Q000 Height:4%kg

SL~4 10y Fcrce ¢pcussing warhead. Crl4 500.

Vaarsen (28 Propulsion:Limited AcceleraticniZG Burn:3d Sensars:
Radin, IR Datonator:Intelltgent Warhead:20kg Force focussing TL:!O
Cost:Cr?100 UWeight:!49kg

Vaarsen [28% O.i%t Fusion warhead. Crl 009 10C.

Vaarsan 12845 O.1l4kt Enhanced Radiation warhead. Crl 009 (00.

Vaarsen (29 25K3 HE warhead. Cr9100,

1080-0meoa PropulsicniDiscretionary Acceleration: 3G Burn:9
Sensors:PRadio, IR Detonator:Intelligent Warhead:20kg Force Focus-
sing TL:11§ Cost:Cr1! 250 Weight:30kg

1060-Alphe 0.1kt Fusion warhead. Crt 011l 520,

lucit?er PFPrzpulsicn:iDiscreticrary Acceleraticn:i36 Burn:S5 Sensars:
Radic Detonator:fzontac? Warhead: 0.3kt Fusion Tl Loat:

CrX 00% S00 UWeight:=Cka
N\
MC‘ ﬂ
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— CYBORGS aier s ——

Cybernetics are an essential part
of science fictiaon. They have ap-
peareqd everywhere, from the cyborg
limbs of Steve Austin, the Six
Million Deollar Man, .to the artifi-
cial arm of Larry Niven’s Gil
Hamilton, to the robotic systams
o4 Darth Vader. They are much too
useful and interesting toc be left
out of Traveller.

There are many ways to replace
body parts. At low tech levels,
l1imbs can be replaced with peg
legs or plastic arms with- haoks,
By TL 2, limbs {but not organs)
can be regenerated, or replaced
with those pt c¢lpnes, the first of
which is very time-consuming, and
th2 second of smhich is very cost -
{yvy. True clenes, pbnes in which the
memories and thought patterns of
the 1ndividual are imprinted cnto
his clorne’s brain, come at TL 13
and ctan act as a foolproot gQuaran-
tee of continued life. The options
pf cloning and regeneration will
be dealt with in part 3, Cyberne-
tics is the cheapest, fastest, andg
most common method of large-scale
Nuran repair.

The cybernetics table shows the
TJL and cbst of varipus bibnic
rarts. Unless otherwise sgecified,
assume that the parts weigh as
much as the organic original. All
cybernetic parts wpbrk opff¢ 30-day
battzeries,. '

24):5@
..._—'-I ‘/é:éf'la’f = : 7
S BT
} 1 1 ' :11
\ -
'-‘—IA‘II ] ! ! 20 ) 1 [y
|1 I T
1
1
f__——
{4 -
i ‘f%
l/
l/,/
y 1 7 pesm

-16-

fart Cost  TL  Xoles
Upper AFBeceecriininnnas 1000..,190  steength 7
Lowes APR...oiivennnnns, 1000...16  strength 7

* Skin covering,....... 206...(2

¢ tourh seest........ 150,12

f streagth..,.....l. 500...11  cost per pojat, to war, 5

13 117 1000...13 a8 comdal aregur
Upper Leg.coovvsnvnnnns I20...10  norwal speed
Lowet Leguecnenannnians, 1200...10  sormal speed

tskle covering........ 2%0...12

¢ toach SeAst......... 1300..,12

¢ double speed........ 1200...11

i doadle juepiny...... 1000... 41

LI 11T 1080...13 a5 combal arveur
Footssiaeisnnnnncns veens 500,10

+Ekin toverieg..iiiunis 50...12

LINY1) 14 JR 1Y .17 S, Jod...)2
11T IO 3000...00  dexterity &

¢ skie covering......... 0...12

¢ Lourh sease,,,......[030... 12

o terterity ..... veane 790,012 cost per poiat, o oaax, IS
13T OO Vreeeraenes v 300,02

¥ telescapic ...... .. 8900002

+ {ight Iatensifying..4900...12
¢iadrareda, i 83000013
Mole: maximp 2 extea fezlures beiow 1L (D)

[ 11 I Y o I |

¢+ extea seasitivity....900...12
Yoire 30Y.se i anasnanan 1000...10  onfy { voice

 extra velce........ ,-230,..10  cost per voite

¢ yoice aodalator... .38 vaice sodulator 2lone
Interma) Drgass........ vaties 10-13 depends ob exient
frad Recoastruction ....5000,..12

¢ skin covering.......s 500...12

v lonch sense......... 1050...32

LI TS 11} I 1509...13  as combat arsour

(Mgte: armaar a¢l available Jor dards, feel, or iadividual orgazs)

DESCRIPTIONS

41! cybernetic parts, vihen given
slhin covering and touch sense, are
indistinguishable from nrormal hu=
man parts. They are permanently
attached, and are controlled di=-
rectly by mind-1link -- as tar as
anvone (even the bwner) 15  CDn=
cerned, they are perfectly normnal
limbs or parts, Batteries take 3
hcurs tp recharge &t any faublie
facility. They can alsn be re-
charged with special Cyber—
rechargers -- a briefcase~sized,
portable epare battery gnod for 3
mornth's recharge (Cré00), and a
home fucion powver plant tor re-—



Charg9ing the briefcase recharger replacement of 211 internal cr-

or the «cyborg himselft (1000kg, gans.

Cr30 0001, HEAD RECONSTRUCTTICN: As each eye

ar ear is slightly larger than

ARMS : Fully contoured mechanical the organic original, the skull
arms; at their base cost, they ca2n bscome overcrowded. If a per-
have a strengqth of 7. At TL 11, con has 3 or more cyborg replace-
this can be increased at Crs5Q0 Tents (ie2.,, 2 eyes and 1 ear, or
par point Lo a ma<imum aof 15, 2 ear=s and t eye), the entire
LEGS: Fully contcured mechanical ckull must be rebuilt -- that is,
legs; capable of walking, run- reptaced with a bionitc sxull with
ning, jumping, etc. At base cost, more space. The final wversion
they have normal speed walking looks, arcts, and feels just l:ike
and running. At TL 11, they can the ariginal.
be tuned to double mavement - TORSO RECONSTRUCTYION: As with the
that is, ¢asy long-term movement head, the torsc needs reconstruc-
double speed, short {running) tion if too many orQanc are re-
movement at qQquadruple speed. At placed.

TC U1, they can alsa be Sspring- SKIN COVERING: Available faor many
loaded to allow jumping up to 3w pf the biaonic parts, artificial
at 1t G. cliin covering looks, acts, and

FEET: Ncrmatl, fully contaured feele like real slin. Alcso like
robotic feet. real skin, it has several layers,

HANDS:. One ot the most complex bo- and it even bleeds when cut (for
dy parts. At TL 1o, the hand a short while).
starts with only dexterity 5, By TCOUCH SEMESE: Sensars beneath the
TL 12, it can be increased at skin or on the surface of the bi-
Cr7S0 per point to a maximum of onic part, sensitive to touch,
13. heat, cold, etc.

EYES: Cybernetic eyes are actually ARMOUR: Heavy plastee!l between
available at TL 10 faor Cr200, but touzh sensaors and the bianic sur-
they dao not in any way resemble face, giving the -equivalent of
the reatl thing: they lock like combat armour protectiaon to all
just what they are, littie video internal companente {(thaugh not
cameras in tha eyes socket. But tc the =surface skin and touch
until TL IS5, due to the small senczors}.

space in which they must fit,
they can only have a maximum oOf
tweo extra features. At TL 12,
they look like real eyes, and by
TL 5, 2t!l 3 extras can be added.

EARS: Electronic eare completely
inside the head.

NOSEE: Olfactory sensors replacing
the nose’s cartilage.

VOICE BOXES: Electranic vDice syn-
thesizers., Though they are avail-
able at TL ¢4, the TL 10 wversion

1s the +{irst to sound exactly MIXE dacksgd 0
like a real voice, and require nn ATTACHMENT
external speakers. It has only
ane voice, but additionatl anes Cperations to atiach limbs or gr-
can be programmed in atc Cr2S0 9ans cost 173 *the price of the
each, A vagice wmpodulataor, for the part; eqg., attaching an upper and
norma! charqe, gives the new lower arm costs Craé?. Cost fer
vaice box all capabilitiese as operations to recbnstruct hesds or
such, torsos are already iacluded ia the
INTERNAL ORCGAMNZ: Much more complex listed price. Opesrations wusually
trhar lymhs. Caste for tUhese vary require 1-6 weeks in hospital,
from Cr400 for an artificial plus 2-12 weeks learning to use
heart to Cr20 000 fcr a complete the cybernetics.



STATISTICS

Various li1mbs show ad,ustments to

character stats. 14 bath limbs
thre., both arms, or both hands}
are cybernetic, the statistic 1S
as shown,. It only bne 15 present
(ie., one normatl, one Dbionyc
Iimb!, the statistic is the aver-

ag92 between the two limbs.

An example: Bob has bne cyborg
arm, hand, and leg. His old UPP
was 999999, I+ his Ltionic parts
are unenhanced, his new UPP will
oe 879999 (the averages between 7
and 9, and 5 and 9, are 8 and 7?7
respectively).

NOTES

-Extra running or jumping require
that the owner have both legs
{fall & parts) bionic.

-Except for the eyec=s, every cyber-
netic part can mave any or all aof
the possible additions.

-A reconstructed torso, for an ex-
tra Cr5G0CO0, can be built to cam-
pletely negate needs 410r +ood and
water, and can have a high-press-
ure oxygen tank installed to de~
liver Oxygen to the brain. This

tank needs renlenishing every
veek.
-For ar 2xtra Cr2000C, any cyborg

with a fully reconstructed, ar-
moured beody (ie., all limbs, or-
gans, and parts Dbionic} and a
Jife system labove) can be made
to withstand vacuum. : ’
-Endurance s increased to 13 if
the whole body is recanstructed.

Mext issue: Part 2 ot Cyborgs, in-
cluding implants, special systems,
combat, and rules ftor the use of
cyborgs in Traveller.

Continued from page &

12. Wing bays. Bath wing designs
fold up and are stored in
these bays. There are 2 wings
in each bay, § of each design.
Both wing types are too ¢limsy
to support atmospheric flight.

13. Wing Des=ign A. A light, cal-
Japsible triangular wing.

19, Wing Design B. A lij3nht, cpl -
lapeible circular wWing.

15, Jump Drive.

!4, Pouer Plant.

-18.

17. Pop Turcret. This turret lowers
dut of concealment to the ven-
tral hull surface. Fositian
for | gunner.

12. Common area. Ccontains mess and
rec~eatinn facilities.

19. Gallsay, Contairns $0cd storage
and preparzti1on facilities,

0. Captain’s Sitaterpom, A plush,
evotica!ly comseortable state-
rocom, Acc23s through hidden
panel tc =afe.

21. Safe.

22-30. Staterooms.

31, Mustering Area,
here to prepare for
actions.

32. Ship's Locker.

33. Fuel and Scoops.

Z4. Ram. This heavily armoured
caone can emerge from caonceal-
ment and be used as a2 ram and
boarding tube.

Troops meet
boarding

NOTES

Various transformations require
different ampunts Dp¥f time. The
wings can be cthanged in & minutes;
the bridge and mobile turret pods
can be mpved anywhere in 10 min-
Ltes; and evervthing else can be
moved in S minutes,

The *ransponder requires sever-
a! hours to change, 1t takes 2d
hours minus | hour for every level
of computer or communications
sktill the programmer has. It takes
a minimum of 2 hours.

Ramming follows this prace-
dure: First, the twbp ships must
ccllide (the counters or figures

must touch). To achiteve a hit,
ro}l! S+ (DM - ecppecsing ship’s agi-
lity, DM + pilot skill)., To deter-
mine damage, roll 1d + the oppo-
nent’s armpur -- on 1-2, the hul]l
is penetrated, and troops may dis-
gorge; on 3-4, the oppponent's hull
is damaged tintegqgrity lost), but
not penelrated; on 5-6, there i1s
nc effect; on 7-10, the ram is da-

maged -- hull integrity of the
CTorsajr 15 lgst and the boarding
tube is unuszbl2j on 11+, the ram
ic destroyed -- 1t is literally

torn of+ the ship.

Advertising rates per issue!: $2.5C
business card size; €4,00 for 1/4
nzges *8.00 far 1/2 page; $1£.00
4ull raoge.




TRAVELLER’S ADVICE

UHAT SETS THE 'wp DR
NELs A04QT FRaM (Tigg
1 TRE R GUF FALL xS

PLANTS ARC OFTEN
DIFFERENT FRoM

DESPITE THE
HIGH TECHNGLOGY
OF THE IMPERIUM,
WILDERNESS
WORLDS AROUND.
SOME WELPFULLL
HINTS FOR
WWDERNESS
SORNIVAL ARE
AlLwaY S BANDY...

P~ X (1}
MCRoWAVES ALE OUT

Thog€ uu@™MALY £6.-
touyTeRED. BE (AREA

THE LAME Goe s FoR
ArnMers ..

AND GEMEMDER DoN'T

INSIDE  EQUIPMENT :

GAUSS

RIFLE

A1 GREWADE ADAPTER

battlefield
sight RAM grenade
\“\L — Fg
remaining 2 gyroscopic ¢ E‘_#_ _/
1CD stabilizer computer — ——
launch monitor .
magnet trigger
——
1
Ntrizger
o \ [ socket
\ accelerating
' R ragnels
trizger {irinc M- : ~ =
o setting :
stoc sagazine pistol switch oullets H
grip ]
spring |
catiep
oaceery ! L
GAUSS GUN BULLET MAGAZINE
sice {ront .
= o NEXT ISSUE :
ACTYAL SIZE Feature Adventure- *“SS5-[2B"
soft-metral dense 4D
covering arzor-piercing Hardware- Soun amper
core hollow Subsectar- Tobia
point
Plus Cyborgs Part 2, Stealth
systems ‘for starships, and
much, much more! On sale in
April}!
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