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alRAG

THE ORIGINAL (€ BACK!

And this time, it’s no secret...

The Scientific Operations Research and Administration Group, or SORAG, is an
intelligence and counter-intelligence service. Its purpose is to infiltrate and
perform surveillance on varicus interstellar governments and military services.
Activities within the sphere of SORAG's mission include: guerilla warfare,
subversion, sabotage, escape and evasion, "black™ and "gray" psychological
operations, and other operations best described as unconventional warfare....

Rediscover the mysteries and secrets of the Zhodani Consulate's premier
intelligence organization. Learn how the tactful Zhodani have managed to
undermine important governments across the Imperial rim and assume control of
areas which many have once thought to be uncontrollable. Unearth ways in which
1nsipid worlds can became hideaways for agents and operatives. Learn it all.

This book contains tools of the trade, vehicles, pharmaceuticals, and even a
character generation system for agents. New skills, new weapons, and the
best surveillance devices ever created are also to be found here. A background
of this formidable organization and an explanation of SORAG's purposes are also
included.

In 1981, the Paranoia Press took a very bold step by releasing SORAG. This
material gave Traveller® its very first glimpse of espionage and laid forth
a whole new universe of adventure and excitement for players and referees alike.
Since the appearance of SCRAG, nothing has even came close to camparing with the
brilliant organization and utility it holds - NOTHING!

And now it's back! The original bock, camplete, unrevised and unedited, is
available through the SORAG Laboratories and in scme hobby shops where Traveller
products are sold. From its very first day of sale, SORAG was bound to be a
classic. So don't you be the one who missed ocut - "Come Visit Our Universe...."

To order your copy of the SORAG Handbook of Organization and Equipment, send
a check or money order for $4 to:

The SORAG Iaboratories
4200 Park Place 217,
Tyler, Texas 75703 USA

Make all checks and money orders out to GREGG M. GILES. All funds must be in
US Dellars. Send no cash. Bddresses not in Canada, APO, or FPO must add 50¢ US.
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NOTES - FROM THE CAPITAL

adventure-packed
have a
issue,

Welcome tc another
issue of 7Arrd Imperrum! We
lot of spectial articles this
including customized starships, the
Holosuit (designed by Duncan Tor-
rance) and our first Megalraveller
article, “Personalities of the Rebel-
lion. "

But first, a briet+ errata: Last
issue, our article on the planet Ac-
rid listed the hydrographic percen-
tage as 87% in the statistics and 7%
in the article., B7% was an unfartun-
ate typographical error; the latter
value is correct.

Last issue’s Notes $rom the
tal discussed the problem of
dicted Traveller articles, Well, not
all of our articles have suffered.
The Hive stunner in issue #3 fits in
very nicely with Grand Census as a
Neural Gun -- when firing 1t roll 2D

Capi-
contra-

(t-2: disorientatiaon, 3-9: uncon-
sciousness, 10-11: mind assault, 12:
death).

Our articles on Cyborgs fit in as
well, with the following notes:

1) Part 1 lists true clones as

being TL 13. This is incorrect,

with the proper values listed in
Part 3.

2) Grand Census lists
bernetic replacements
tech levels before we do. The
lower tech versions are primi-
tive, clumsy, and undependable,
whereas the 7.1, article lists
the tech levels at which they
become practical and 1look and
work like the original.

J) The TL of increased values (ex-
tra strength, extra running
speed, etc.) should be raised to
TL (2.

4) Part 2 mentions TL {5 cyborgs as
being indistinguishable from
normal humans. This is the zame
2as Grand Census’ 'Pseudnobiclogi-
cal prosthetics,’

Finally, production of I.N.S5, Han-
rer (advertised last issue) has been
suspended until the release of all o#
Megalraveller, 1in order to take ad-
vantage of any new rules. It should
be on sale in November or December.

various CYy-
several

-Mike Jackson,
Editor

Personalities of the Rebellion...... . acasca0.. e 3
Hiver Embassy Ship........
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PERSONALITIES of '
the REBELLION

is the most
Imperial his-
many new
political
various
Imperial
informa-
these

The Rebelliar. of (11454
chaotic period ~et in
tory. Almopst simultanenusly,
tiqures appear on the
scene, taking control
parts of what was once
space. This article contains
tion on tke most important of
individuals,

of

Archduke pf Ilelish
the Usurper

Dulinor,

Noble 887CBF CrUnlimited
Administration-4
Bribery-1 Carousing-|

Trades-1

Age 50

Leader-4 Handgun-4
Jack-of-all-

Archduke Dulinor is
the g@rincipal player
bahind the assassina-
tion of the Emperor.
He and his advisors
concocted the plot;
hics personal troops
kilied Emperor Streph-
orr; and it was he who
viho then claimed the

Atter fleeing Capital

thrane.
in his crui-

ser, Dulinor returned top Ilelish tno
commard his portion of the Imperial
Mavy. He now fights a military cam-

paian to enforce his claim as Emperor
of the Third Imperium.

Dulinar is a quiet,
mar wha uses every moment bt silence
to plot rnew courses of action. He is
highly charismatic, and regarded as
ar upstart by the Imperial nobility.
Well known for his love of handguns,
he does have & terrible temper when
ar3jeraed sufficiently, and often be-
ccmes incoherent with rage.

It is not clear why Dulinar
tc acssassinate the Emperor,
cseems wcst likely that his
wzr-2 purely for personal gain.

As a¢ 11146, Dulirnor controls a
tleet of some 2500 ships.

intell]ligent

chase
but it
motives

"Emperor”® Lucan
the Pretender
Noble CrUnlimited
Carousing-1

AB8A7AF Age 27
Hunting-1i

=4

Lucan, younger brother
of Prince Varian and
nephew o+ Strephan, is
the most probable heir
to the Iridium Throne.
However, his agrivate
coronation ceremonies
(up to now something
totally unheard of)
and rumaurs that it was he who killed
his brother, the original heir, cast
doubt upan his legitimacy as ruler,
earning him the title of the *Preten-
der.”

So far,

Lucan has groven himself
to be a poor rulerj this is most evi-
denced by his abuse of the Moot.
Though rather charismatic in person,
Lucan lacks the aura ot strength and
prestige which is necessary to rally
the people about him.

Lucan is not particularly intellj-
gent, and spent most of his time be-
{ore the Rebellibn participating in
various sports, However, he still
insists upon making all important de-

cisions, heedless of his counselors’®
advice.

Lucan controls the majority ot the
Imperial fleet, with more than 4500
ships in his power at the start of
the Rebellian.

Norris, Archduke o+ Deneb
pavy 7B9CBF Age 42 CrLots

Fleet Tactics-2
Zerop-G Weapaons-1

Administration-2
Leader-2 Pilot-!

Grand Admiral of the
Marches, Duke of Regi-
na, and Archduke of
Deneb, Norris saved
the Spinward Marches
$rom the Zhodani dur-
ing the Fifth Frontier

War. When the frantier ),

was zut of+ by Vargr!t

invaders, he returned to the helm.
His maln focus is currentiy on the

Vargr frontier as hse attempts to

punch throughk to the r2st of the Im-

perium. The Trojan Fleet is at work

+ighting a holding action against the
invading Aslan.



is calm, intelligent, and
charming, as well as capable ot ral-
lying followers with ease. His com-
mand has saved the territories ’be-
hind the claw’ against extraordinary
odds.

Morris has under his control some
2400 ships in t11é4, but has fewer
casualties than any other faction.

NMprris

Lithinin, Archduke of Daibei

CrlLots
Grav

Moble
Liaison-2
Vehicles-1

4S78BF Age 62
Jack-of-all-Trades-1
Bribery-! Computer-1i

When Emperar Strephon
was assassinated and
Dulinor’s fleet start-
ad to attack the Im-
perial forces, Lucan
began calling the Dai-
bei fleets to the
Core, As Solomani for-
ces commenced their
advance on the sector,
clared independence in arder
tain his forces.

For now, the Solaomani Confedera-
tion is concentrating on the Imperi-
um, but this situation will probably
nat last far lonq. Lithinin is a re-
fatively slow, conservative man, but
he has followed his counsel's advice
in his strateqies, =0 that Daibei and
Reaver’s Deep have become quite sta-
ble compared tc other areas of human
space.

Lithinin commands some (800
at the start of the Rebellian.

de-
re-

Lithinin
to

ships

Garin Kaarishuu, Regent ot Antares

Crlots
Pistol-1

Navy 7989AE Age 31
Pilot-2 Mavigation-1
Fleet Tactics-1

con-
became

As the Rebellion
tinhued, it
evident that Antares
could expect no help
from the Imperium to
combat the invading
Vargr. Kaarishuu deci-
ded to secede from the
Imperium in 1117 and . .
join the Julian Protectorate, a large
confederation of human worlds which
had bonded together expressly for de-
fence against the Vargr raiders.
Kaarishuu is now a member of the
Julian Courcil, the governing bady o¥
the Protectorate. She takes no predi-

cament very seriously, and often
leaves her work to be done by others,
regardless of their gualifications.

In 1116, Antares controls almast
1000 ships. After it joins with the
Julian Protectorate, the combined

flests total about 3200,
Other Groups

The new Vilani Empire 1is controlled
by the heads of Makhidkarun, Naasir-
ka, and Sharurshid. They have derided
upon Duke Sulmii a= the new Shadow
Ewperor, but he haolds no real power.
The Vilani have scraped together
about 1600 ships.

Vega and the remaining Imperial
forces in the Solomani Rim banded to-
gether to detend against the Solo-
mani. The current government consists
of a council of SO naval officers and
planetary leaders, and a dozen Veg-
ans, The combined fleet consists o+
over 1000 ships.

In 1{17, the "other® Strephon ap-
peared in Gushmege, claiming it wWas
his double who was assassinated. He
is physically identical to the Emper-
or, and has rallied wome 400 ships to
his cause. Doubters suspect that he
is actually the result of a secret
cloning experiment.

13 other small pockets,
ious rulers, are scattered
Iwperium, all with forces
betvwen 50 and 200 ships.

under var-
across the
numbering




HIVER EMBASSEY SHIP

large
carry
Its

The Hiver Embassy Ship 1is a
transport vessel intended to
Hiver Ambassadors between warlds.
50 statercoms and Jlarge cargo bay
make it especially suited to this
rele. It is the most commonly encoun-
ter=d Hiver starship outside the fed-
eration (although in such situatiaons,
two turrets are normally installed.)
The Hiver Embassy Ship has several
special features. Like all Hiver
shipe, the decks are numbered from
bottom to tep (rather than from top
to bottom, as in maost human ships).
It has a fumigation system to dis-
pose of unwanted larvae, and it has &
cleaning robots (filling a role simi-

lar to Snohls). The ship’s computer
kas twice the capacity of normal,
norn-Hiver, model/2's.

STATISTICS

Tonnage: 800 tans. 11 200m=.
Cren: 12,

73.5L x (8w x 16h.
1-G canstant.

2.
2.

Dimensions:
Acceleration:
Jump:

Pawer Plant: 16 EP. Agility -2.

Enginegering: 1 star patterns type
QT4 dual fusion pawer
plant driving a
TR?795-83 jump drive
and two Starmass Mark
IV manoeuvre drives.

Gravitics: Standard inertial com-
spensators. .7 G +laar
4ield,

Electronics: Star patterns Model/2
computer.

Armament Two hardpoints. No tur-
rets or weapons ini-
tially installed,

Screens: None.

Confiquration:Close structure, Un-
streamlined.

Capacity: 48 passengers. 184 tons
carqgo.

Vehicles: One 95-ton shuttle (40
tans carga, &0 passen-
9€r5, computer mo-
del/2).

DECK PLAN LOCATIONS

{1, Bridge (lower level). Navigator’s
station. Iris valve up to compu-
ter robom. -

-6-

2. Avionics.

3. Ship’s Lockar,

4, Airlock.

5. Library.

4. Sick Bay.

7. PRobot Repair/Storage.

3. Ropobot Parts.

?. Reception/Lounge.

10. Fuel Scoops.

11. Fuel Tanks.

{2. Mangeuvre Drive.

13. Shuttle Bridge.

14. Shuttle Airlock.

15. Passenger Compartment.

146. Shuttle Cargo Bay.

17. Cargo Lift. Rises to deck 2 cargo
bay.

18, Shuttle Fuel.

19. Shuttle Drives.

20. Cargo Bay.

21, Cargo Lift, Lowers into shuttle
cargo bay.

22. Upper Bridge. Pilot’s station.

23. Computer. Iris valve down to low-
er bridge, up to lounge.

24, Storage.

25.-31. Staterpoms.

32. Lounge/Conmon Area, Iris valve
down to computer room.
33. Galley.

34.-50. Staterocoms.

S1., Jump Drive.

52, Power Plant.
53. Storage.
54,-738. Stateraoms.
79. Galley.

380. Common Area.
81.-91. Staterooms.

92, Hardpoints.

Hiver Embassy Ship HH-8421222-000900-00000-0 WCr3{l.? 800 toss.
Passengers=48 Low=0 Carqo=[84 Fuel=180 £P=14 Agility=2 T1=10

I3 E
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DPRES SUBSECTOR

The Dpras subsector is named aftter its first human-colonized world. There are
no multi-warld governments in the area, but there are 3 Imperial client states.
The coreward end is dominated by the outrim Yoid, a large, almost starless dust
cloud (also known as the Trcjan Blight).

The population of the Dpres subsector is largely Imperial human, with some
Aslan on Torrance, Delta Theta, and Lacidaeus.

291-540 (0208) is a barren world due to its ocean -- the planet is completely
covered in a corrosive sea of nitric acid. The starport is an automated orbital
facility built by the Imperium as a link on the trade route to the Florian
League.

DOSTOEVSKY (0308) is the location of an Imperial research station investiga-
ting an underuwater Ancient site.

TORRANCE (040%9) 'is a charismatic dictatorship led by one "“Righteous John,"
whe dragged the planet back to some degree of civilization after a devastating
series nf solar $lares destrpyed its oceans.

THALASSA (0803) has 98% hydrographics. Most of the wiarld’s population lives
in huge, organic floating cities.

TLAZOLTEOTL (0704) was originally settled by Terran refugees +from Central
America., It is now governed by a council! of philosopher-kings who derive their
power from ancient Aztec myths (much as ancient Terran kings claimed to be rep-
resentatives a+ Gad).

Solaria 0104 BA6S734-8 Agricultural,

Dpres 0105 B&31489-A N Non-agricultural. Non-industrial. Poor. G
Cannaught 0205 D431153-9 Poor. Non-indistrial. Low population.

291-540 0206 CABAQOOO-0 Fluid hydrographics. Barren. G R
Gabriel 0304 C210100-B Mon-industrial. Low population. G
Destoevsky 0308 B&78473-A Agricultural. Nan-industrial. Research station.
Janus 0406 C373321-7 Mon-industrial, Low population.

Torrance 0409 EB&07AD-3 G
Delta Theta 0410 B701610-9 Ice-capped. Non-agricultural. Non-industrial, G
Caldos 0507 B&30879-6 Non-agricultural. Non-industrial. Poor. G
Lacidaeus 0309 D100784-5 Vacuum world. Mon-industrial, G
3agan 0607 C796453-8 Agricultural. Mon-industrial. G
Tlazolteotl 0704 DS409CD-7 Industrial. Poor. Desert world. G
Tyr 0708 AS51557-B Non-industrial. Poor. G
Hecarda 0709 B5460332-9 Desert world. Non-industrial. Low population. G
Thalassa 0803 B8B8ABR9-3 Water world. Rich. G
Thtk 0808 D142640-7 Poor. Non-industrial. G
Acis 0809 B885796-A Agricultural. Rich. G

The Dpres subsector contains 18 worlds with a tatal population ot 5.458 billian.
The highest pepulation is 9, at Tlazolteatl; the highest tech level i=s B, at
Cabriel and Tyr.

TRAVELLER STARSHIP COUNTERS

B—__a‘:lf Issues Zach set contains 140 2¢cm X 2ca counters.
4 . L

b T reprints available

B2, ....... ss-sas.reprints available

B3 e i s reprints available

£ 2 ,s0l1d out

L T e .sn§<i out Send 53.00 Canadian per set to Mike

BE. . i, .-.,5ti]l}l available Jackson, No.512, 4676 Yew St. Vancouver

B.C. Camada. VAL 2J6.




MAP LEGEND

WORLD CHARACTERISTICS

@ Water present
O BRo water present
4~ Asteroid belt
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Imperial naval base
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Research station
Foreign naval base
Foreign military base

It > e» %
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/\ Amber zone
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FEATURE ADVENTURE:
THE GABRIEL PROJECT

Gabriel ({(Dpres 0304 C210100-B) 1i5 a
small, barren world lying just out-
side the Imperium. Fifteen years aqgo,
it was the site nf an Imperial re-
search statian, but in 1105, the sta-
tion was moved to Dostoevsky without
explanation. Gabriel, whase only re-
maining importance is as a wminor
stepping-stone on the Imperial-Flor-
ian League trade route; was left with
a tiny population of 2?0 miners and
starpaort personnel.

The players arrive in system as
usual and are hailed by automatic
beacans. Hawever, they are unable to
ectablish communications with any
living beings. Gabriel has no orbital
starport, so they are forced to land
at its dowunport and only settlement,
Armageddon City.

The city is a small collection of
buildings lining a single road to and
from the starport. All are individu-
ally pressurized to compensate for
the trace atmosphere. The starport
contains two ship's boats and a shut-
tle.

Arriving at the city, the players
find no sign of life. Power is on,
vehicles sit in the streets, +food
lies half-eaten next to open maga-
zines, but not a single person is to
be found., It is almost as i€ the en-
tire population of Gabriel had simul-
taneously vanished.

In saveral places around the city,
cn a few doors, an a few scattered
tables, the players notice the claw
marks of a huge, six-fingered hand.

WELCOME TO GABRIEL

As the players mill about the tawn,
one of them spots a clpud of dust
moving down the road towards Armaged-
don City. In a few minutes, a heavily
damaged ATV drives up and smashes in-
to the side of a small building.

The ATV is driven by a short, bad-
ly wounded young man. If the players
draw near he will mutter, "Gabriel
has come! He blows his trump of doom
and the universe is laid waste! We
are like dust -- the archangel com-

eth!" He then shudders and dies.
The man's ID shaws him to be Dr.
John Suulashkur, a scientific inves-

tigator for a small geneering {gene-
tic engineering) firm. The ATV shaows
many scratches and dents, and 1laboks

places it has
apart by im-

as though in several
literally been ripped
mense hands. Closer inspectian will
reveal that the hands have six +fing-
ers. Inside one storage locker is a
small laser device and a notebook.
The laser fires a law-pawered beam
in coded pulses. If the players read
the notebook, they will notice that
it is divided into two main sections.
The first 15 comprised of neat notes
on an expedition by Suulashkur to
find the old Imperial research sta-
tion, noting that it was found some
30km southwest pf Armageddon City. It
mentions a special *key* to some-
Then, in
same hand,
it rants about

thing called the *barrier.”
what 1s recognizably the
but somewhat altered,




“the Gabriel Project"
an ald religicus text
the end ot the world.

and quotes fraom
dealing with
DEATHQUEST

investigate the old
the players ¢ollow

Betting nut to
research station,

the only road out of Armageddon City
(%1 on the map). After about 20km, a
side road branches off the main one
(#2 on the map). It 1is partially
blocked by a smashed road barrier;
Iving face down tn the dirt a few
metres avay Is a sign:
IMPERIAL RESEARCH STATION
DELTA
Authorized Personnel Only
The side road enters a range of

and after {ikm is blocked
by a huge rockslide (#3 on the map).
Cff to the side is a small pressure
tent and a bit of egquipment; some of
it is labelled with Suul ashkur’s
name. Anyane with demolitions skill

mauntains,

will realize that the landslide was
man-xade, and occurred several years
290.

I+ the players are using a grav

they may continue as normal;
otherwise, they must proceed on foot.
{Okm later, the road ends, and a
large building can be seen jutting
from the cliff (B4 aon the map).

vehicle,

-11-

INTO THE EARTH

The large vehicle bay dobrs have been
pried apen, and the airlock still
works. The inside of the main complex
is pressurized, but lacks power,
Slicing through the complex (shaown on
the map as a large circle) is a
large, completely opaque, impenetra-
ble, black surface, It is actually a
Black Globe, and determining its na-
ture requires a UTP.

To determine that the wall 1is a
Black Globe: Difficult, Gun-
nery, Imperial Navy Service,
Instant, Uncertain

The Black Globe is totally black,
ice cold, and cuts right througqh pa-
pers, tables, even an empty so0ft
drink battle. 1f the players fire the
laser device from the ATV at it, the
Glube will disappear for a periocd of
20 seconds. A measuring device is at-
tached to the Black Glaobe mechanism,
and whenever that specific pattern of
energy is absorbed, it turns off. The
f1oor on the far side of the Black
Globe is about half¥ a centimetre low-
er due to the settling pof the complex

by about a millimetre each time the

Globe is turnesd of+,

COMPLEX LOCATIONS

{. Vehicle Bay. This area is unpres-
surized, and contains twa air/

ratts and an AFV.

Lift Platform. Rises up to land-

ing pad on roo+.

3. Airlock. This is hooked up to a
fusion generator in the vehicle

2!

bay, and so works normally,

4, Storage Locker, Empty.

S. Troop Ready Room.

&, VRF Gauss Gun Emplacement.

?. Ammunition Bay.

8. Reception. This room is very com-
fortable, with soft couches, ald
magazines, and plush carpeting.
One couch has been snapped in
two.

2. 0Qtfice area. Contains several
desks, chairs, and papers, and is
in a complete shambles. There are
bullet hotles in several places.

10.-12. Offices.

12, Storage. Contains statipnary,
spare parts, and several boxes of
food, all ripped open and all
empty.



15,

13.

16,

1.

13.

19.

20.

32.

30.

41.
32.

-

(S Y

44,

Repair Section. This room holds a

disassembled air/raft, and there
is evidence of an explosion, O+¢f

in one corner is a TJL 15 vacc
suit. However, it is 3 metres
long, malformed, and has four
arms.

Lab Space. Contains a multitude

of scientific egquipment, all re-
lated to genetic engineering.
This room holds =everal
beds, medical equipment, and an
LSP med robot, the latter sliced
in half by the Black Glabe.

There has obviously been

Medical.

Records.
a fire h

ere,

and little of the

material appears intact. However,

one piec
repart

e o+f
dated

paper, a grogress
1108, refers to

"tertain complications in the be-
havior of A.G.E. S." Players with
scientific background will recog-
.E. as standing <for An-
droid Genetic Engineering.

nize A.G

Conference Roowm. The Black Glabe

slices right through the centre

of the r
Common A

oom.
rea.

This has opbviously

been the site of a major battle.

The room 15

signs of gunfire, lasers, a gre-

st, and huge slash marks.

All the food has been re-
moved, leaving empty cans and de-
molished packaging.

.-3&. Staterooms. Some are in good

nade bla
Galley.

conditio

n, wh

demo! ished, with

ile others have been

totally wrecked.

A signh on one wall of the corri-
"Gabriel Project Labs*
with an arrow pointing down the

the wall here in

fluorescent orange is a makeshift

"Warning. Extreme

Da Not Continue On Penal-

dor- says
hall.

Painted aan
sign, saying,
Danger.

ty 0Of Death."®
zeveral chai
station.

Behind a locked steél door are

re and a security

Andrecid VYat #H!{. Can be recognized

with the ¢follawing UTP.
To recognize android vat: Dif-
ficult, Genetics, Educa-

tion, Instant, Uncertain.
android Vat #H2.
Access Way.
Gallary. A glass wall with a
large hole looks into the nur-
sery.
Nursery. Contains a bed (3Im
long), toys, a computer cansole

n1 | 47
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413.

3é.

47.

48,
49,

and many books, Most of the books
are religiaus texts (eg, the Bi-
ble, the Koran, the Melhei, etc.)
or commentaries thereon.

Heavy Steel Doors. Each ane is
locked, the first with a keypad,
the second with a thumbprint, the
third with a retinal scan, and
the fourth with a key. Opening
eachk reguires a UTP.

To cpen doors: Difficult, Elec-
tronics, Mechanical, 15
seconds.

Rereree: There is an automatic
+1 DM on the +irst door
and a -1 DM on the third,
and a lockpick set is re-
quired on the fourth.

The doors require 100 damage
points to break through.

The floor here bhas alternating
rad and white tiles. All red
tiles are electrified (2D dam-
age). To cross only on the white
tiles requires a roll of dexter-
ity or lower on 2D.
This round room
warning signs and a large shaft
gaing down 20 metres, It is per-
tectly smopth, with no handholds
of any sort.

Power Plant.

At the bottom of the
two super guard robots

contains maore

shaft
(101

are
Ro-

50.

St.

S52.

S3.

54.

55.

S6.

57.

53,

59.

s0.

é1.

bots, #72), I¢ the +floor is
touched by any weight greater
than 10kg, they will become acti-
vated.

A tripwire here activates gas
jets. The gas is mildly paraly-
tic, and does 3D damage to any
who breathe it.

A flocor plate here causes two
doars to drop and the ceiling to
begin to lower. It can be stopped
by picking the lack on the far
door.

The doors to
automatically when the players
enter, and the air begins to
rush ocut. It will become a vacuum
in 30 seconds.

Grav plates in the floor
create a 4-G zone. Anyone step-
ping here will <fall, taking 1D
damage, and be completely immo-
bilized. To get aut without help,
rol)l strength or lower on 4D.
Senic wieapons project a beam from
the wall. Anyone not wearing
headgear must roll endurance or
less on 3D to continue moving.
The tunnel here slopes down. If
anyone gets halfway down, jets
will spew out riot foam (totally
frictionless, T.1. #4) , and
flames will ignite in area SA4.
Flames ¢rom floor jets here do 2D

this room close

here

damage.
An infrared beam here triggers a
corrosive gas, which not oanly

does 3D damage to all who breathe
it but alsn affects vacc suits
and armour.

A hologram here disguises a pit
as an ordinary floor. 1§ a player
talls in, the pit closes up,
trapping him,
All the walls in
reflec covered. When both doors
are closed, a laser rifle will
fire a beam, which will ricochet
until it hits someone. Rbpll to
hit -2, and continue until some-
one is hit,

Throne Room, This room very
larqe and filled with junk:
jewelry, credits, cutlery and odd
trinkets. In the centre 1i1s a
large makashift throne, and in it
sits Fyve (A.G.E. 5), expecting
the party and welcoming the chal-
lenge they offer.

Cold Staorage. This room 15  one
big low berth, and holds most of
the city's population.

this room are

is



THE GABRIEL PROJECT

In 1098 Research Station Delta was
set up on Gabriel, its main subject
04 research bein3y genetic engineer-

ing, particularly the military appli-
cations therecf. In 1103, various
technicians from Imperial Geneering
LI1¢ joined the team of scientists,

and A.G.E. S was designed and grown.
Intended as a super-soldier 1in the
evert 0f a Fifth Frontier War, he was

guickly brought to maturity and edu-
cated. He showed a special interest
in religious literature, and appreci-
ated the irony of the planet’s name
in relation to himself.

However, Fyve, as he styled him-
sel$, proved to be mentally unstable,
with tendencies toward excessive vio-

lence and wmegalomania. In 1104 he
killed and ate one of his techni-
cians; finding the taste delicious,
he went pn a rampage. It eventually
took i0 Imperial Marines 1in battle
dress to stop him, but even they
could not destroy him. A special
prison was built, and he was placed

in cold sleep inside a black glaobe. A
special laser key was built and hid-
den in case access was later neces-
sary. The research station was then
moved to Dostoevsky.
Two months ago, Dr.
kaur found the complex
made his way through.
and released himj Fyve
captured him and the entire
tion of Armageddon City, convincing
them all that he was in fact Gabriel
and driving many, including Suulash-

John Suulash-
and gradually
He found Fyve

subsequently
popula-

kur, insane. Since then; he has been
munching away on the populace and
waiting for a jump-capable ship to

arrive in which he can leave the pla-

net. After detecting pne’s arrival,
he allowed Suulashkur to escape
(thouah npot without a fight), knowing
he would lead people to the research
station,

FYVE

FEsve has a U.P.P. of KKKFAK, with the
4inal digit denating psionic
strength. He has all psionic abili-
ties ta level 10. He 1is 3 metres
hich, and loaks like a man-machine
hybrid. The two larger aof his four
arms end in huge scvthes (hit as
broadsward, 4D+3 damage), the other

two ending in six-fingered hands.

-4

Intelligent, playful, and danger-
ously insane; Fyve is very clever and
possessed of a1 strong (thaugh morbid)
sense ©of humour, He rcan best be
played as a cross between Lex Luthor
and Darth Vader.

Fyve has the follbwing skills:
Scythe-2, Brawling-{, Computer-1,
Demolitions-1, Electronics-1, Gravi-
tics-1, Combat Rifleman-1, Energy
Weapons-1, Hunting-1{, Interroga-
tion-1, Jack-of-all-Trades-3, Mech-
anical-t, Pilot-1, Stealth-1, Tac-
tics-1.

When the players first see Fyve
after having worked their way past
all the traps, he is casually munch-
ing on a human leg. After offering a
chunk to them and expressing disap-~
pointment when they refuse ("It’s
very delicious, really it tastes
rather like smoked ham."), he will
explain who he 1is, talk about his
history, and tell the characters why
he wants thewm, occasionally throwing
in an obstcure religious reference. If
the players attack him, or when he
has finished speaking, he will de-
clare that fun time is over, and vi-
ciously attack the players. The final
gutcome is up to the refereej Fyve

makes an excellent long-term villain,
so it may be good to allow him to es-




IMPERIAL NAVY UNIFORMS
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Duty

Duty (Vacuur Mode)

Dress

RANK INSIGNIA

none Spacehand Recruit

Spacehand
Apprentice

Able Spacehand

4]

Petty Officer
Third Class

Petty Officer
Second Class

©

1 additional pip per level

[ ] Ensign
N | Sublieutenant
Y/ | ULieutenant-
| Ny | Lt. Commander
Commander
N[ [N Captain
Commodore
[//] Admiral

© (plus pips)

BRANCH INSIGNIA

¥/ 7VA

)/ TECHKNICAL SERVICES

ENGINEERING

GUNNERY

N4

MEDICAL

FLIGHT
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TRAVELLER'S HARDWARE

HOLOSUIT
Designed by Duncan Tarrance

The holosuit is a rare device used
tor disguise., Perfected at TL 15, it
combines a wrap-araund holo-projector
and a voice modulator, allowing the
wearer to look and sound exactly like
any otxer person.

The holosuit is programmed by in-
sert crystals, bearing the image and
voice patterns of an individual. Ge-
rerally, they are only available in
btank form, but can be programmed by
making a five-minute recording (voice

and holc) of the desired individual
(preferably live, but also possible
trom TL {5 hplo viewers). Pre-pro-

also available
but are extreme-

arammed crystals are
on the black market,
1y expensive and often illegal.

Tre holosuit can play one image
(using a computer to adjust it to the
viearar's movement), and has a storage

cenpartment  for  four  more insert
crystals.
Detecting someone wearing a holo-

suit requires a rall of intelligence
or lower on 4D, DM-2 if the observer
knevis the patterned individual, DM-4
it he knows him well., A holosuit can
autcmatically be detected if anvane
touch=s the individual, as what he
teels will not correspond with what
he =cees.

Tha holosuit costs Cré00 000 and
weighs 4kg. It can be worn over any
armour except combat armour, battle-
dress, and TL 9-12 vacc suits. Blank
insert crystals cost €rS0 each, and
preprogrammed ones run from Cr800 up
to CrSC00 on the black market.

~

TYPE D PREFAB STARPORT

Based on original designs used by the
IISS, the pretab starport is current-
ty built and marketed by Frontier De-
velepment, LIC, Available at most
TL 13+ and starport A worlds, it is
ucsed by businesses, 3jovernments, and
independent individuals in any situa-
tion where an easily and quickly
built starport is necessary.

The prefab starport consists
the following items:

of

Advanced base

Radio bzacan/transmitter

Pulse laser itnstallation

Collapsible (200 ton) <¢uel stor-

age tank

Yarehouse tent

Mechanical tooluit

Electronic toolkit

Fusion power plant

Dirt-mover

Industrial

steel foam
Miscel laneous measuring instruments
Plans and instructions

Total cost: MCri1.13

Total weight: 30 tannes

[ e

0 b= = b= - e

51z€ canisters of

PREFAB STARPORT

runwvay

powerplant

comes packed
transport
is placed
be-

The prefab starport
in various crates for easy
aboard a starship. Once it
upon & planet, construction can

3in, by the following steps:

{. Find a large, flat, clear area
{rock plateau, field, clearing) ap-
proximately 1km by 1lkm in size, and
preferably locatasd near water. Ground
mucst be €irm.

2. Clear the area of all vegeta-
tion ar cbstacles (raocks and trees)
with the dirt-mover and toolkits.

3. Using the dirt-mover, dig (10cm
deep) the runwar/landing pad base.

4. Fill the pad base with steel
foam. Smooth out.

5. Place buildings, beacon, etc,

Constructior of the prefab star-
port requires approximately 200 man-

hours.
Continued on page I8



CUSTOMIZED STARSHIPS

Starships are very much like cars an
ancient Earth: there are many differ-
ent types produced by various manu-
facturers. But, also like cars, they
car be and are modified by their own-
eérs to suit certain needs. Such chan-
qes in a starship can vary from a new
paint ;ob to additional equipment to
3 majcr rewarking of the drives.

Traveller and Adventure S, Tril-
lion Credit Squadron, dealt with cer-
tain changes: upgrading turrets,
ckanging weapons, replacing systems,
and various types of demountable and
permanent fuel tanks. But these make
up only a small fraction of the pos-
sible changes that can be made.

All of the following maodificatians
can generally only be performed on
ships of (000 tons or less.

PERFORMANCE

A ship's performance can be altered
in a number of ways. Drives (manoeu-
vre, jump, and power plant) can be
customized through the use of special
parts (an extra capacitor here, a
higher 9rade jump coil there, etc.).
811 of these modifications require
extrs maintenance (Engineer-3, at
lsast once every two months.)

A starship’s power plant can be
adjusted to provide a bit of extra
power f(jucst like a car’s engine)j for
{ w=a2ek’s vork and 3% of its initial
cost, it can give 10% extra E€P’s. Re-
quires Engineer-3,.

The jump drive can have its fuel
zcnsumption dropped by 10% (of +fuel
tonnage, nrnot of ship tonnage). Cost
is 4% of jump drive cost. Requires 2
weelks and Engineer-3.

Acceleration can be - increased by
.3 G's through proper maintenance and
modifications. Cost is 10% of manoeu-
Jre drive cost. Requires 2 weeks and
Engirneer-4, Travel times can be cal-
cuiated uvsing the formula in Travel-

.
[¥-2 a0

A cship’s sensors can be upgraded
to milirary standards at 20% a+t
Sridge cost. Such uwpgrading includes
extending EMS sensors into the long-
wave radio band and the addition af
mass, neutrino, and NAS sensors. Re-

quires | week and must be performed
at a type B starport,

Computers can be improved by the
use of higher guality components and
better care. CPU/starage is raised to
the nexzt level {mpdel/! to model/2,
nodel/! {ib tc model/2 +fib, etc.).
Requires 2 weeks and Computer-4. Cost
is 5S0% of computer cpst.

DEFENCE

Beam weapons can be adjusted to in-
crease power output. Cost is 40% of
vieapon cost, Requires | week and Gun-
nery-3. Weapons will do double damage
and use double the EP’'s.

A ship’s hull can be electrified
to deter animals (and people) from
touching it. Cost is 1% of hull cost.
Must be performed at a starport.
Takes 1 week,

Video cameras can be installed in-
side and outside a starship. Immobile
cameras cost Cr5S00, while mobile ones
cost Cri1200. Must be linked to a DCS
(belpw).

Laser rifles can be fitted to the
outside of a ship’s hull for use
against personnel while on the

- -—
<l B
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3round, Cost is Cr3000. Installation
requires Laser-3, Mechanical-{ and
Etectronics-1{, and takes 3 hours.
Must be linked to a DCS and a video
camera.

Laser carbines can be set
side staship areas. Cost is
Installation as +for external
rifles. Must be linked to a DCS
video camera.

Tranquilizer gas jets can also
installed inside a starship. Cast
Cr400. Must be linked to 2 DCS
video camera.

up in-
Cr3000.

laser
and

be
is
and

An alarm system can be installed
tor Cr2000. Sengors are placed
throughout (both inside and ocutside)
the starship, and are keyed ¢to an

alarm. Requires a DCS.

A Defence Control System (DCS) is
a moritor and control system for the
specified items above. Caosts CrS000.
Requires Electronics-3 and 1 day to
install.

Various types of locks are avail-
able for a starship. Full descrip-
tions are given in JTAS H18, A]l re-

Quire | hour and Electronics-1 to in-

stall. Keypad: Cr40. Magnetic reader:
Cr50. Fingerprint: CrS0. Voiceprint:
Cr?5. Retinal scanner: Cr?7S. Metabol-

ic scanner! Cr200.
Heavy weapaons (VRF Gauss gun,
Autocannon) can be set up to fire gut

€car3yo bay doors (¢or use against per-

sonrel), Cost is 1.5 x ariginal wea-
pon cost. For an extra Cr1000, they
can be built to rise out of a hidden

Requires Wepaons-2
and takes 3 days to

floor compartment.
and Mechanical-2,
install.

MISCELLANEGUS

All starships carry radio communica-
tion systems. Military ships also
carry maser and laser communicators,
which cost Cr25 000 and Cr50 000 re-
spectively., Mecson communicators cost
MCrl and weigh 2 tons. All require
Commur.ications-2 and Electronics-1{,
and take 2 days to install.

ECM ({(Electrcnic Counter-Measures)
gackages cost Cr300 000 and take 3
1ays to install. Requires Electron-
ics-3.

Radia/radar jammers cost Cr200 000
and have a 10 000km range. Requires |1
day and Electronics-1 to install,

A multi-transponder with 3 differ-
ent 1.D. cedes can be purchased +for

PIKE Taksond 197

Cr300 000. This is an illegal item,
and r=quires Electronics-4, Communi-
catians-2, and 3 haurs to install.

The interior of a starship (normal
wallis) can be reconfigured in any de-
sired manner within the limits of
bulkheads and other permanent compo-
nents (drives, bridge, hardpaints,
etc.). Cost is Cr200 per remodelled
ton.

Other special
added as follows:
Cr30 000, Lab-é tons,
mal pen-1 to 10 tans,
according to environment

facilities can be
Sick bay-4 tans,
Cr20 000. Ani-

cost varying

and size,

Purification plant, as in High Guard.
Smuggling compartments can be
built into a ship’s floors. Cost 1is

Cr50 per kg pt c=pace, to a maximum of

100kg. A ship may have no more than
100kg of compartments per S0 tons of
non-fue] space.

At least 30% cf all starships are
customized in some manner. The most
commen modificaticons are video came-

ras and locks) the rarest are drive,
computer, and weapon upgrades,

-15=

Continued Yrom page 1é
Pretab starports are usually found

on newly colonized worlds, as aut-
posts on other planets of a solar
system, or even as pirate bases. They
are naturally most often used on the

frontier, and are thus unavailable in
the older sectors (Core, Solomani
Rim, etc.)

A prefab starport can handle up to
800 tons pf ship, in any number of
vahicles. It requires a crew of 3
fgunner, engineer, and manager/cam-
munications), and should be supgor-
ted either by a food-praducing wvil-
lage or qQuarterly supply deliveries.
TL 13.



TRAVELLER’S ADVICE

(REAL) PORTABLE JUNP

IMPENETRABLE ARMOR

BUNING EQuUIP-
MENT 1§ AN
IMPORTANT PART
OF TRAVELLER.
THE D\SCERNING
PLAYER SHOULD
ALWAYS \JATCH
FOR OAD DEALS
AND FALLE
ADVERTIS |NG. ..
(PorT 1)

CORMUNICATIBNY 22

1$ A PROBLEM, HOWEVER

R =Sk

THE \.R. STANDS FOR
*IMPOSSIBLE TO REPAIR

PSIONIC SHIELD/

INSIDE  EQUIPMENT : DISINTINTIGRATOR

TL-19

Pro jector
Plates

Psionic

Receiver Targeting

Computer

Rotation
Mechanism

Damper viave
Projector

EXTERNAL VIEWS

side

Length:200mm
Weight :8C0s
Base Price:

front Mer1.5

Damper
Beams

Area
of

Effect

The Disintigrator
Pistol is a high-tech
Ancient weapon based
on nuclear damper tech-
nology.

The Disintigratoer
generates two beams
based on the nuclear
forces (as lasers are
based on electro-mag-
netic forces). At the
point wnere they inter-
sect an interference
pattern is produced which
suppreses the strong
nuclear force. This
causes the atoms to fly
apart, disintigrating
tne target.

Equipment,

NEXT

Featur=s Adventure - Mindburst
Provincial Merchant
Yggdrasil Subsector

Plus the Florian Leadgue,

On sale

ISSUE :

Hi-Tech
and a set of Caoyns!
in December'




SENTRY BOX WEST

No.1 IN TRAVELLER LITERATURE!

WE STOCK THE
FOLLOWING LINES
OF FIGURES:

Ral Partha
Citadel

RAFM

Minifigs
Martian Metals
Asgard

1=~ N 77 e, _

4 1 ) . .
-x\vﬂ{;w o Ve 1 . _ Frei-korps

Stone Mountain
deroics and Ros
Skytrex

GHO

Naismith

Dark Horse

Off the Wall

Sy L Sl

WE SPECIALIZE IN ROLE PLAYING GAMES,
BOARDGAMES AND LEAD FIGURES...
ESPECIALLY LeEAD FIGURES!

We stock all the latest TRAVELLER supplements at reasonable prices.
We also have back issues of Journal and hard to get TRAVELLER figs.
IF YOU NEED SOMETHING JUST A3K!

SENTRY BOX WE3T HOBBIES
3309 Jest 4tu Ave.
Vancouver B.C.
Canada
(604) 73L-1637

HIVERCARD accepted

Don't leave your homeworld
without it!

CCMING SOON:

FOR TRAVELLER: Challenge 29 FOR 2300: The Aurora Sourcebook
Traveller's Digest 9 Pentapods
The Darrians Ships of the French Armm

Regatta Starcruiser
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